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Warning!

Violence and the Supernatural

The fictional World of Heroes Unlimited™ is violent, deadly and filled with superhumans, super-
natural monsters and strange powers. Mutants, aliens, monsters, vile criminals and nefarious villains
threaten, rob, torment, and prey on humans. Other alien life forms, monsters, gods and demigod, as well
as magic, psychic powers, insanity, and war are all elements in this book.

Some parents may find the violence, magic, insanity, super abilities, and supernatural elements of the
game inappropriate for young readers/players. We suggest parental discretion.

None of us at Palladium Books®condone or encourage the occult, the practice of magic, the use of
drugs, vigilantism or violence.

Heroes Unlimited™ is a work of fiction. NONE of the monsters, villains, superhumans, magic, pow-
ers or depictions are real.

Leap into the world of superhumans and pulse-pounding adventure!

Compatible with the entire Palladium Books® Megaverse®!
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Dedicated to Florence. Her secret identity, Mom!

Florence (a.k.a. Mom) was resolute in her convictions. She was genuine and warm. Unpretentious and accepting of
others. And oh so inquisitive — a mind anxious to explore the unexplored, fueled by an imagination that carried her to
exotic lands she had only visited through books, film and art.

Florence (a.k.a. Mom) was gentle, loving, and compassionate (although she could be tough as nails when she needed to
be). She always thought of others before herself, and stood ready to help them regardless of her own faltering condition.
Her strength came from an indomitable lust for life that honestly defies words or reason.

Florence’s (a.k.a. Mom’s) superpowers: To see the beauty and wonder in everything from a cloud or a butterfly, to a
smiling face or a battered, old toy.

Some years ago, after many battles — many she was never expected to win — Florence’s only defeat came at the hands

of her most treacherous arch-nemesis, Cancer. But her memory lives on in every one of us mere mortals who were
fortunate enough to have been touched by her.

A greater hero | have never known.
— Kevin Siembieda, 1998

Special Thanks to Wayne Breaux Jr, who helped gather material and contribute ideas, text and rules; Steve, Aaron, and
Julius for their suggestions — fun stuff. To Paolo, Wayne, Scott, Ramon, Gusto, Mark, Ka, Brandon, Don, Jason, Jim and
the entire multitude of artists who contributed to this monster of a book (9 point print, and it’s still hovering around 300
pages) ...

... and most especially to my wonderful and hard working Maryann, Tenacious Thom, Jaunty Jim, All-Star Alex, Punster
Stevarino, Draino, Aikido-Kid Jules, Heroic Hank, and all the Palladium maniacs. They are my superheroes.

| also want to thank Doug, Scotty, Gabe and all the guys on the Palladium Books On-Line Mailing List for their
suggestions, comments, encouragement and silliness.

Boy, ain’t | long-winded in this book?

— Kevin Siembieda, 1998
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The continuing saga
of Heroes Unlimited™

The original Heroes Unlimited™ appeared on the game
shelves in June (or was it July?) 1984. It was one of the last en-
tries in a tidal wave of nearly twenty comic book hero inspired
role-playing games. We published Heroes Unlimited™ then, be-
cause we felt that it offered more than its competitors. More vari-
ety, more detail, and it more accurately captured the heroic world
of comic books.

Years later, it is one of a tiny handful of contemporary super-
hero games (along with Palladium’s record selling Ninja Turtles®
RPG, and Ninjas & Superspies) on the market and has never
gone out of print.

You might wonder, if it is such a great selling game, why do a
second edition?

The answer, “To make it even better!”

No, not a “Heroes Reborn” redo, but an even more all-inclu-
sive role-playing game with dynamic heroes, sinister villains, and
the making of fast paced adventures reflective of the comic book
genre, past and present.

Comic books have grown and changed a lot over the dec-
ades. | know, because I've been reading and collecting them as
far back as | can remember. At age nine, | announced to my
Mom and Dad that when | grew up, | was going to be a comic
book artist. And it almost happened too. | “ghosted” on some
(second-rate) Marvel comic books in the early 1980s, worked on
Mike Gustovich’s original Justice Machine™ and Cobalt Blue,
and co-published five issues of a two-bit, black and white comic
book called A+Plus (Detroit's first comic book). In 1980, | even
went to New York with my old pal, William Messner Loebs, in
search of work in comics and illustration. I've gone to countless
comic conventions, own a massive comic collection and continue
to read and collect about 60 titles a month (yeah, | know that’s
way too much, and a lot of it is junk, but | love comic books). In
fact, | was on the verge of breaking into the comic book market
when | stumbled onto role-playing and started Palladium Books. |
found out | enjoyed writing (and back then) drawing role-playing
books even more than doing comics ... and the rest is history.

Heroes Unlimited™ was Palladium Books’ second major
RPG book, after the Palladium (fantasy) Role-Playing Fantasy
Game. It was a damn good game, but as one of my first, was a
bit clumsy and had limited amounts of artwork. Many of the ideas
were overshadowed by others. There were many little things that
could have done a little differently, and a little better.

The Revised Heroes Unlimited (1987) fixed most of those
nagging points, but another ten years have passed and the great
old game has started to show its age. For one, the universal
game system | created has continued to evolve and change over
the years. Of course, that's the beauty of role-playing, it is an
ever changing, growing and living thing. Never static or repetitive
like many a board or card game with their “written in stone” rules
and methods of play. Role-Playing games are flexible and limit-
less, like the ideas and imagination they draw upon to be played.
Thus, each gaming group, no matter how closely they follow the
framework of rules, will play their “version” of Heroes Unlim-
ited™, each a little bit different than every other. That’s because
each group of gamers will impart their own views, character por-
trayals, ideals and imagination on “their’ playing of the game, not
to mention style of play and personal likes and dislikes. As | said,
the flexibility and limitless possibilities of play are the beauty of
role-playing.
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Wayne Breaux Jr. was brought on board to lend a hand, be-
cause, Heroes Unlimited™ is one of his favorite RPGs, as it is
one of mine. Wayne has run Heroes Unlimited™ campaigns for
years, and | was impressed with his knowledge and under-
standing of the balance and nuances of the superhero genre and
the role-playing of super-characters. Wayne foolishly volunteered
to work on the Second Edition by collecting and reorganizing
data, doing some updates, clarifying rules, and offering sugges-
tions. Meanwhile, | took all that, added my own new material and
updates, and rewrote the book. The foundation of the original
game and the basic rules are largely unchanged, just updated,
expanded and clarified. For example, | find the P.P.E. point sys-
tem for magic to be more flexible and easy, so that’s one big sys-
tem change, at least for those who may prefer the old magic
characters. This is also a great example of how one change ex-
pands the possibilities, because the magic wielding hero can now
(if the G.M. allows it) use magic spells and magic items from the
Palladium Fantasy RPG, Rifts®, and Nightbane® series
(among other Palladium titles) to supplement or vary the magical
character, villains and/or adventures. Moreover, we were all
growing tired of the multitude of letters, E-mail, telephone calls
and questions at conventions, asking, “How come Heroes Un-
limited™ is the only Palladium game without a P.P.E. magic sys-
tem?”

As long-time players know, we try to listen and respond to our
fans, so in many instances, the revisions and additions of the
Second Edition are in direct response to “you,” our gamers. If
suggestions, comments, and complaints make sense, we
(sooner or later) try to address them, and that's what we've done
with parts of the Second Edition.

Other additions and changes have grown out of new ideas
that, well, just seem to spring out of my own twisted imagination,
like playing characters with a historic legacy, or my approach to
the powers and weaknesses of the optional Mega-Hero. Still oth-
ers were things that Wayne or | thought should be changed, or
just some stuff that we thought would be fun to role-play.

As for updating. Times change. The Palladium game system
has changed — evolved — so it made perfect sense, to us, to
bring one of the most popular and long-lived role-playing games
ever published into the 21st Century.

Now, if we're going to give one of our games a major rework,
we were going to go all out, so in these pages, you will find dy-
namic, new artwork, along with some old, small changes and im-
provements that should clarify rules and better define powers,
new super abilities, and new ideas and elements of play along
with optional rules. For the player's convenience, we've gathered
the additional super abilities from the Villains Unlimited™ and
Aliens Unlimited™ supplements and put them here, in one
place. Plus, there are some new powers, a few new robot and
bionic considerations, updated equipment list, a supernatural
P.S. system, and other good stuff. To fit it all in, we had to add
pages, but | don't think most folks will complain about that. We
gave it our best shot and hope you like most of what we’ve done.

| think long-time players will find the bulk of the clarifications
and new material to be helpful and welcomed additions. In a lot
of ways, the Second Edition is just bigger and better. | hope you
agree.

— Kevin Siembieda, 1998



About the Cover

Artist Jim Steranko wanted to use one of his new creations, an
upcoming character he calls the “techno-hero,” USA1 (© 1997
and ™ James Steranko). | know Jim has always had a thing
about “Red, White and Blue” clad heroes, from Captain Amer-
ica® to this latest. | liked his character design and the concept
behind the cover, to depict American heroes throughout the ages
— from grunts in the field of combat, astronauts and historical
leaders to the superhuman.

When the cover made its debut On-Line (www.palladium-
books. com), a handful of people grumbled about spotlighting
only American Heroes. To be honest, | don’t think Jim or |
stopped to think about nationalism — it was just a kick ass de-
sign and concept. | hope this “focus” on American heroes does
not offend our many friends and loyal gamers around the world.

To my thinking, depicting “heroes throughout the ages” gave
the game the kind of scope | was looking for. A hint of history and
the legacy of the “superhuman” hero that gives Heroes Unlim-
ited™ increased depth (see the section on Tradition and Heri-
tage).

Furthermore, let's not forget that the birthplace of “comic
books” and “superheroes” (i.e. superpowered men and women
clad in colorful costumes) is the United States of America. Over
the ensuing decades since their inception in the 1930’s, comic
books and superheroes have taken the world by storm. Captain
Marvel/Shazam, Superman, Batman, The Flash, Spider-Man,
Captain America, The Hulk, The X-Men, Nexus, WildC.A.T.S,
Spawn, Quantum & Woody, and an incredible multitude of other
superhuman heroes (literally thousands upon thousands) have
been brought to life, worldwide. Yet the US remains the home of
the comic book,with over 200 different publishers and the most
recognizable legion of heroes to leap from the pages of these
four color wonders. Consequently, | also see our cover as some-
thing of a tribute to the origin and long-running tradition of US
comic books and Spandex heroes.

Remember, Heroes Unlimited™ enables players to create
virtually any and every genre of hero imaginable. The cover de-
picts only one slice of the vast “universe” of comic book heroes.
We expect you, the players and Game Masters, wherever you
live, to create your own dynamic vision of a world of superbeings.
We've only provided the groundwork. So get to it!

— Kevin Siembieda 1998

Some Words from Breaux

| have been a fan of Heroes Unlimited™ since | first played it
back in high school in 1986. | think that part of the appeal for both
myself and the groups | have played with is not only the larger
than life heroes the book is named for, but the fact that Heroes
Unlimited™ was the only Palladium game with everything in it
(Rifts® has since changed that, but Heroes Unlimited™ still puts
a lot in one book). There are psionics, magic, super abilities and
high technology, plus the game system includes vehicle combat
rules, cyborg and robot construction rules, air combat, space
combat, melee combat and modern weapon combat. It’s all here.
So, when my gaming group received the second edition Palla-
dium Fantasy Role-Playing Game, talk naturally turned to a
second revision of Heroes Unlimited™. The book was one of
the older titles and Palladium’s system had evolved in small ways
over the years, so it could use an updating. | never thought |
would get to do it though. When | posed the possibility to Kevin,
he was enthusiastic and said, “Do it!” We did.

— Wayne Breaux Jr., 1998
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How to Play a
Role-Playing Game

Role-playing games are really just an advanced form of regu-
lar board games. In fact, they are so advanced that they no
longer use a board. Some of the elements are still the same. You
still need paper and pencil, dice and players, but the main thing
you need to play a role-playing game is imagination. Let’s take it
a step at a time.

Imagine The Scene

Picture a shabby looking building; the brick is dull and crum-
bled due to deterioration. On the face of the sagging structure is
a dirty, sun faded sign, pleading, “Office Building for Rent or
Lease 220,000 square feet.” As the sun dips behind the building,
the last of the downtown commuters heads for home.

Can you picture this scene? Try to keep the mental image in
your head. Don’t worry if you forget the details; one of the great
things about role-playing is the way your memory is improved
with practice. Now you are ready for the next step ...

Imagine The Setting

A dark sedan crawls out of the shadows, its pace slow and de-
liberate, as if looking or waiting for somebody. A light flickers
from one of the second story windows. A moment later, the front
door opens; its frame filled with the bulk of a massive man. As he
steps out, his hair brushes the top of the door frame. Your guess
is that he must stand seven or eight feet tall and weigh a good
500 Ibs. You position yourself on the opposite roof for a better
view. It would seem Benny the Stooly’s tip might be dead on this
time.

Okay, we've established a setting and some atmosphere.
Now let’s figure out where you, the player, fits into this.

Imagine The Character

Now here comes the tricky part. YOU are not on the neighbor-
ing rooftop, but there is somebody whose eyes you see through.
That person is your character. An imaginary individual that is
your playing piece in this game. It is your imaginary character
who has tracked down a lead regarding a drug operation. It is this
imaginary “super’ character who reacts and interacts with the
other playing pieces ... the other characters.

Normally, you will spend an hour or so developing a new
player character. Once the character has been created, you will
probably continue playing the character for many weeks, perhaps
years.

In our example, your “character” is peering over the edge of a
somewhat smaller, six story building across the street. Just pic-
ture yourself, as your hero, crouched at the edge of the roof
watching the scene unfold on the street below.

Imagine The Action

Actually, you need one, important, extra ingredient to make a
role-playing game work, the Game Master. The Game Master
(G.M.) is another player (a real person) who controls all the char-
acters in the game, except for the different players’ characters. In
this case, you are the only player and | am acting as the Game
Master (G.M.), as | describe the scene and set the story into mo-
tion.
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The Game Master says to you: “You hear a faint clunk behind
you. What are YOU going to do?”

At this point you must decide what your playing piece, your
character, is going to do. Does he spin around quickly, weapons
drawn, ready for attack? Or does he casually glance back, trying
not to let on that he’s heard his would-be assailant sneaking up
on him. The decision is yours. The Game Master will have your
opponent(s) react appropriately to your character’s actions. Like
improvisational theater, you, your fellow players and the Game
Master are all building an adventure, a story, together. When the
game is over, you'll have a complete chapter of a larger story
locked in your memory. A story that you helped create.

In a role-playing game, there are no simple answers. There
are also almost no limits to what you can do. The only restrictions
are you can not go beyond the physical, mental and emotional
limits of your character.

If you’ve never played ...

If you've never played a role-playing game before, you're in
for a treat, because there is nothing like it.

New player’s should follow one cardinal rule: Relax and
have fun. Don't let the size, scope or seeming complexity of this
game book worry you. Role-playing is really very easy and lots of
fun. As a player, you don’t need to understand every little thing
about the game (that task goes to the Game Master), just the ba-
sics in how to create a character, how skills and super abilities
apply to that character, and which dice to roll when. Other play-
ers and the Game Master should offer a helping hand and words
of advice to “new guys.” If you're all new, well, just hang in there,
the more you play the better you'll get.

Heck, when | first started to play role-playing games (RPGs), |
was a complete geek. The text with “D6" this and "D4" that, and
lots of other strange terms, which seemed like some incompre-
hensible secret language. | could barely make heads or tails out
of any of it. | needed help to roll up my character, help in picking
out skills and equipment, and lots of help rolling dice. | just
couldn’t remember which dice to roll, when!

The first two games, | felt like a fish out of water and kinda
embarrassed, so feeling defensive, | thought role-playing was
stupid. Then something magical happened during that third game
and | had a riotously good time. Suddenly role-playing games
were fantastic and brilliant, although | still didn’t understand a lot
about the “mechanics” — i.e. the rules and how to play, let alone
how to run a game. To my surprise, just playing once a week for
a few months | picked up a great deal more than | consciously re-
alized. In six months, | was the Game Master of my own cam-
paign, although I still needed help from my players with some of
the rules, and which damn dice to roll, when.

What You Need To Play

Other than imagination, you will also need the following:

Game Master and players: At least two players plus the G.M.
An average-sized group of players is 4-6, although 7-12 are not
uncommon.
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Paper and Pen for taking notes and keeping track of equip-
ment, experience points, and data about your character and en-
counters you might feel are important.

Character Log Sheets can be made on a sheet of paper or
photocopied from one of Palladium’s supplemental books. A
“character sheet” should contain all the information about your
character. His size, height, weight, skills, bonuses, super abilities,
equipment, etc.

Dice: 2 four-sided, 4 six-sided, 2 eight-sided, 2 ten-sided and
2 twenty-sided. These can be purchased at most hobby stores
and many comic book shops; even many mainstream bookstores
carry such dice. They can also be acquired through mail order
and at gaming conventions. You can find out about gaming con-
ventions, stores, and mail order from magazines like Dragon,
Shadis, Pyramid, and others. These role-playing game maga-
zines can be found in book stores and hobby shops around the
world, so check ‘em out. There are also numerous on-line sites
dedicated to role-playing, as well as on-line games. Palladium’s
Web-Site is www.palladiumbooks.com.

Glossary of Role-Playing Terms

Attributes: These are numbers used to evaluate the
strengths and weaknesses of your character. For example: P.P.
means Physical Prowess; how smooth, agile and quick a charac-
ter is in combat. A P.P. of 4 would indicate that the character is
pretty clumsy. A P.P. of 10 would be an average, fairly coordi-
nated human being. While a P.P. of 16 or higher would belong
only to characters with exceptional speed and reflexes. Attributes
are also called Statistics or Stats.

Adventure: An adventure is the heroic story that the player
character engages in. It is the responsibility of the Game Master
to create and orchestrate each adventure.

Bonuses: Many skills and some power categories, magic
spells, weapons and other things may provide the fictional char-
acter with bonuses to strike, parry, dodge, save, etc. These bo-
nuses are typically added to a particular combat or melee action.
Always be sure to include your character’s bonuses, they may
make the difference between life and death, or worse. See the
combat section for more details.

Campaign: A word used to describe an ongoing game. If you
play the same characters with the same Game Master on a regu-
lar basis, then you are in a Campaign.

Character: Every player (except the G.M.) has a character
that serves as an imaginary playing piece; also called the Player
Character or PC.

Death: Just as in real life, characters can die. The death of
heroes in comic books and role-playing games are usually a
fairly rare event. The amount of death in a campaign usually de-
pends on the individual Game Master and/or the actions of the
characters. Players should take a fictional characters death
calmly. Remember, it's ONLY a game. G.M.s should allow play-
ers to roll up a “new” character and include it in the game as
soon as it is appropriate for the ongoing game. However, charac-
ters should not be a dime a dozen.

Dice: There are a variety of different dice used in role-playing
games. First of all, there are the standard six-sided dice; the kind
you use for most board games. We call them “D6.” Often we let
you know how many dice to roll with an expression like, “roll
3D6.” This means, roll three six-sided dice and add the results to-
gether. Dice are also available with four-sides (D4), eight-sides
(D8), ten-sides (D10), and even twenty-sides (D20). They are
available at most hobby stores and some large, chain stores.

Game Master: (G.M.) This is the person who controls the
game “world.” All the non-player characters, innocent bystanders,
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police, politicians, villains, punks, and even the weather, are con-
trolled by the G.M. He or she also establishes the setting and de-
velops the adventures, as well as serves as the general referee
and rules interpreter.

Game Session & Adventures: Each time you play is consid-
ered a game or gaming session. A game session can last a cou-
ple hours or half the day. A typical game runs about 3-4 hours. A
game session can be a complete story/adventure in itself, like a
single adventure comic book story that begins and ends with that
session, or a “chapter” in a much larger, continuing story.

I.S.P. or Inner Strength Points: |.S.P. are spent or expended
every time a character uses a psionic power. Each psionic power
costs a certain number of |.S.P. to activate and perform. When all
I.S.P. are used up, the character cannot use any more of his or
her psychic powers. I.S.P. are restored at a rate of two per hour
while one sleeps or relaxes. They can also be restored through
meditation at a rate of six points per hour. Only psionic/psychic
characters have I.S.P. points and psychic powers. See the Mind
Mage and Psionics section for a complete description about
1.S.P. and psychic powers.

Magic: Heroes Unlimited and many role-playing games in-
clude magic spells, powers, weapons and monsters. Although
some of these things may be inspired from myths and legends,
NONE of them are real! The magic in these games is entirely fic-
tional — make-believe. The use of mystical powers is reserved
exclusively to for heroes and villains who fall under the Power
Category of magic.

Megaverse®: The trademark we use to identify the multi-
genre, anything goes, infinite worlds and possibilities that Palla-
dium’s one game system has to offer. A complete catalog of
Palladium role-playing games and sourcebooks is available upon
request for only 50 cents to cover postage and handling. The 34
page catalog offers over 100 different products. Send catalog re-
quests (and letters of comments) to Palladium Books Inc., De-
partment P, 12455 Universal Drive, Taylor, Ml 48180.

Natural Twenty: In all of Palladium’s role-playing games
(RPGs), the outcome of combat is determined by the roll of a
twenty-sided die (1D20). The higher the roll the better. Many
combat “rolls” get bonuses to strike, parry, dodge, etc. These bo-
nuses are added to the roll of the die. For example if a 12 is
rolled, but a character has cumulative bonuses of +4 to strike,
then the roll is modified to 16.

A natural twenty is rolling the highest possible number (a 20)
without adding any bonuses to the number rolled. A natural 20
never misses unless one’s opponent also rolls a natural 20 (very
uncommon, but | have seen it happen). Yes, a natural 20 will hit
even if an opponent’s roll is higher than 20 after bonuses are
added to it. A natural 20 also does double damage. See the com-
bat section for complete details.

Non-Player Character (NPC): A character that is not played
by any of the players, such as villains and other characters
played by the Game Master (G.M.).

Percentile Dice: Also referred to as “roll percentile.” This
means roll two different colored ten-sided dice (2D10). Indicate
that one color represents “tens” and the other “ones.” If an eight
appears on the “tens” die, and a three on the “ones,” that’s a roll
of 83.

Player: A player is a person (yes, Gamers are people) who
plays a character in a role-playing game.

P.P.E. or Potential Psychic Energy: P.P.E. is the energy
that magic draws its powers from. All intelligent creatures, hu-
mans, wolfen, demons, etc., have some level of P.P.E. That level
is minimal in most humans, but immense in practitioners of
magic, creatures of magic, and supernatural beings. The average
superhuman has 6D6 points.
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Psionics or Psychic Abilities: Like magic, the psionic pow-
ers and abilities described in this book are fictional, although they
may be inspired by myths, legends and reports of psychic phe-
nomena.

Role-Playing Game: Sometimes called a role-playing game
(RPG), or fantasy role-playing (FRP), or an adventure game, are
all games with Game Masters and imaginary characters.

Roll a Twenty-Sided: Simply roll a twenty-sided die for a
number.

Roll Percentile: Take two ten-sided dice of different colors.
Let's say we have one green and one red. First, you declare
which die will be high (1 call red high”.) Next, you roll the dice.
First, you read the High die and then the Low die; just put the
numbers together and you have a percentile. For example: “Red
is4 and greenis 8, so | have a 48%.”
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Run: This is just a term gamers use to describe playing a
game. Example: “He runs an excellent campaign,” or ‘1 ran in
Kevin’s game last week.”

Saving Throw: This is a roll (usually on a twenty-sided die) to
avoid some unpleasant event. For example: A character might
have to roll a saving throw to avoid being overcome by tear gas.

Scenario: This is a specific adventure that confronts the char-
acters in a role-playing game. A scenario is usually a story with a
beginning (hearing about the criminal), a middle (tracking down
the criminal’s hide-out), and an end (defeating the criminal). Most
campaigns are developed around a number of scenarios.

Note: Terms used for character stats and abilities are ex-
plained in the creation and combat sections of this book.
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At first glance, a role-playing game can look intimidating. Page
after page of rules and information ... how can you ever learn it
all? Well, relax. First of all, you don’t have to learn everything
there is to know about this game. That's why you have this beau-
tiful book as a companion and reference. Second, a lot of the ma-
terial is fun to read, but it's not stuff you must know. Take your
time and enjoy.
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The creation of a character is relatively simple, requiring six
main steps. Each is reasonably straightforward. If anything, play-
ers will get bogged down with the vast number of choices avail-
able to them, that's why most sections offer the option of rolling
on random tables for quick and unpredictable creation.



Step 1: The Eight Attributes (and bonuses)
Step 2: Hit Points and S.D.C.

Step 3: Determinging Super Abilities

Step 4: Determining Skills & Education
Step 5: Picking an Alignment

Step 6: Rounding out One’s Character
(optional stuff)

Every type of hero possible is at your fingertips — really! The
idea behind Heroes Unlimited™ has always been to allow play-
ers to create (or recreate) virtually every type of comic book style
hero imaginable. More than ever before, this RPG empowers its
players with the ability to do so.

In addition to being able to create a vast array of completely
new and original heroes and villains, players should be able to
recreate their favorite comic book, pulp, book, and film heroes
too. The possibilities are as limitless as one’s imagination.

Step 1:
The Eight Attributes
& Attribute Bonuses

The first step in creating a character is to roll up the eight at-
tributes: 1.Q., M.E., M.A, P.S,, P.P., P.E, P.B,, and Spd. These
eight attributes represent your character’s natural mental and
physical abilities. Some of the physical skills, power categories,
and super abilities will increase a character’s attributes, so it may
be wise to write them down in pencil until all modifiers and bo-
nuses are accounted for.

Three six-sided dice are rolled to determine each attribute.
The higher the number, the greater the ability. If an attribute is
“exceptional,” 16, 17 or 18, then an additional six-sided die is
rolled and added to the total for that attribute. If another six is
rolled (very rare), roll again! This bonus die is only rolled during
initial attribute generation and does not apply to attributes raised
to 16 or higher from skills, Power Categories or super abilities.

Many of the physical skills will provide the character with at-
tribute bonuses. For example, Wrestling offers a +2 to P.S. and
P.E., so if the player has already rolled a total of 16 for P.S., he
adds another two points for a total of 18, if his P.E. was 8, the +2
would raise it to 10. All physical skill bonuses are accumulative. A
player can enhance and adjust the physical attributes of his char-
acter through the careful selection of physical skills. Some Power
Categories and Super Abilities also offer attribute bonuses, or

may offer other bonuses on skill performance or on initiative, sav-
ing throws and others. All of these are added to the character’s
overall abilities. Being “superhuman,” many of these bonuses
and powers make some powerful characters, but then, they are
facing equally tough villains.

The Eight Attributes

Intelligence Quotient (1.Q.): Indicates the intelligence of the
character. The exact 1.Q. is equal to the 1.Q. attribute multiplied
times ten. Characters with an 1.Q. of 16 or better will receive a
one-time bonus added to all the character’s skill percentages, in-
cluding Secondary skills.

Mental Endurance (M.E.): Measures the amount of mental
and emotional stress the character can withstand.

Mental Affinity (M.A.): Shows the character’s personal charm
and charisma. Natural leaders, with an M.A. of 16 or higher, have
a bonus to invoke trust or intimidation in others.

Physical Strength (P.S.): This is the raw physical power of a
character. Any character with a P.S. of 16 or better receives a
bonus to damage in hand to hand combat.

Physical Prowess (P.S.): Shows the degree of dexterity and
agility of the character. A P.P. of 16 or higher is rewarded with
bonuses to dodge, parry and strike.

Physical Endurance (P.E.): Demonstrates the character’s
stamina and durability. The amount of physical punishment and
resistance to fatigue, disease, poison and magic are determined
by P.E. Characters with a P.E. of 16 or better receive bonuses to
save vs. coma, death, toxins and magic.

Physical Beauty (P.B.): Is an indication of the physical attrac-
tiveness of the character. A P.B. of 16 or better will be rewarded
with a bonus to charm or impress.

Speed (Spd): Specifically, this is the character's maximum
running speed. The speed times 20 is the number of yards or
meters that the character can run in one minute. Speed times five
is the number of yards/meters covered in a melee round (15 sec-
onds). Dividing the distance covered in a melee round by the
character’s number of attacks indicates how far the character can
move on each attack.

Attributes beyond 30

Mental Endurance (M.E.), Intelligence Quotient (1.Q.), Men-
tal Affinity (M.A.), and Physical Beauty (P.B.) are normally
maxed out at 30 for mortals. Bonuses do not increase should the
character have a number higher than thirty; the only exception
might be a god and aliens (which are clearly not normal humans).
This will be extremely rare, but not impossible. Use your discre-
tion.

Physical Strength (P.S.): Some characters will acquire a
P.S. attribute beyond the limits of the bonus chart. Occasionally,

ATTRIBUTE BONUS CHART

16 17 18 19 20 21 22 23 24 25 26 27 28 29 30

1.Q. add to all skills. This is a one +2% +3% +4% +5% +6% +7% +8% +9% +10% +11% +12% +13% +14% +15% +16%
time bonus
M.E. save vs. psionic attack +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8

save vs. insanity +1 +1 +2 +2 +3 +4 +5 +6 +7 +8 +9 +10 +11  +12 +13
M.A. trust/intimidate 40% 45% S0% S55% 60% 65% 0% 75% 80% 84% 88% 92% 94% 96% 97%
P.S. Hand to Hand combat: damage +1 +2 +3 +4 [ +6 +17 +8 +9 410 +11 412 413 +)4 +15
P.P. parry and dodge bonus +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8

bonus to strike +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.E. save vs. coma/death +4% +5% +6% +8% +10% +12% +14% +16% + 18% +20% +22% +24% +26% +28% +30%

save vs. magic/poison +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +7 +7 +8
P.B. charm/impress 30% 35% 40% 45% 50% 55% 60% 65% 70% 75% 80% 83% 86% 90% 92%
Spd. No special bonuses other than the raw, natural ability to run.
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even normal, albeit exceptional, humans can also exceed a P.S.
of 30 (usually a combination of incredibly lucky dice rolls and the
selection of physical skills that provide P.S. bonuses).

In these cases, the damage bonus for a P.S. beyond 30 con-
tinues to accumulate at a rate of +1 per each additional P.S.
point. Thus, if a P.S. 30 provides a damage bonus of +15, then a
P.S. 31 inflicts a damage bonus of +16, P.S. 32 is +17, P.S. 33 is
+18, P.S. 34 is +19, and so on. A physical strength of 40 is the
absolute P.S. limit for normal humans and humanoids, including
aliens, mutants and mutant animals. See the super abilities Ex-
traordinary P.S., Superhuman Strength and Supernatural
Strength for abilities that transcend the boundaries of ordinary
humans.

Superhuman characters have no limits on their P.S. and can
do amazing amounts of damage with their bare hands, even
damaging metal and stone structures (see below).

Physical Prowess (P.P.): The bonus to strike, parry and
dodge, stops at 30. But for every four P.P. points beyond 30, the
character gets a bonus on his initiative roll. Thus, add +1 on in-
itiative at P.P. 34, 38, 42, 46, and 50. A physical prowess of 50 is
the absolute P.P. limit even if they are superhuman or alien!

Physical Endurance (P.E.): The bonus to save vs poison and
magic stops at 30, but the percentage to save vs coma continues
at an increment of one point per each additional point beyond
30%. Thus, a P.E. of 31 provides a 31% chance to save vs
coma, 32 is 32%, and so on.

Speed (Spd): Indicates the rate of speed in which a character
can run (or fly). Most ordinary humans never exceed 30, how-
ever, superhumans, cyborgs, aliens and others may achieve
mind boggling running speeds (see Super Ability Combat for
more information and rules for extraordinary running and flying
speed). Every 10 Spd points equals approximately 7 mph (11
km).

Different Applications
of Physical Strength
Carrying Heavy Weights

Normal characters, with a P.S. of 3 to 16, can carry 10 times
their P.S. in pounds (P.S.x10 = total in pounds). For Example: A
character with a P.S. of 9 can carry 90 pounds (40.5 kg). A char-
acter with a P.S. of 15 can carry 150 pounds (67.5 kg).

Strong characters, with a P.S. of 17 or higher, can carry 20
times their P.S. in pounds. This means a character with a P.S. of
18 can carry 360 pounds (162 kg).

Lifting Heavy Weights

Lifting weight is a little different than carrying weight. You may
have noticed, yourself, that you can usually lift up a heavier
amount than you can carry. I'm not talking about weight-lifting in
a body building sense, nor lifting a heavy weight above the chest.
Simply the ability to bend over and lift something that weighs
more than you can carry. The simple rule is that a human charac-
ter can lift TWICE as much as he can carry. This means that the
character with a P.S. of 9 can carry 90 pounds, but can lift 180
pounds.

Movement and Exertion

A character can carry the maximum weight load (see Weight
and Movement) for their P.E. times 4 minutes. Carrying the maxi-
mum weight while running or fighting can only be done for the
P.E. times 2 minutes. If a character lifts the maximum weight
(see Weight and Movement), then it can only be held for as many
melee rounds (15 seconds each) as the character has points of
P.E. A character can run at maximum speed for one minute for

each point of P.E. Some super abilities and superhuman P.S. will
augment these times.

Keep the game simple and quick moving. Light activity, such
as walking, jogging, driving, standing guard, doing repairs and
similar activity, can be conducted for hours without affecting the
character adversely. Both players and Game Master should ap-
ply common sense and logic to the duration of an activity. Even
intense activity, such as 20 minutes of combat followed by rest or
light action, will not significantly impair the character’s efficiency.
It's all a matter of pacing.

Prolonged periods of combat or heavy exertion (an hour or
more of intense, continual, physical exertion) will take its toll on
the character. Reduce the following once every hour:

Speed -2

Initiative -2

Parry and Dodge -1

Damage -2

Super-Strength

See the appropriate super abilities, Extraordinary P.S. (Minor),
Superhuman Strength (Minor) and Supernatural Strength (Major)
for the specific abilities of each strata of physical strength.

The strongest superbeings, dragons, gods, demons and other
supematural creatures inflict a great deal more damage than nor-
mal humans, even humans with extraordinary and superhuman
strength.

While the strongest human in the world may be able to bend
metal bars and lift great weights, he is not be able to punch
through a metal door or tear through a brick wall, but those with
supernatural strength can! Furthermore, superhuman/supernatu-
ral beings do not show signs of fatigue even after hours of com-
bat and great physical exertion,

Speed Chart

The following is a simple conversion table of speed factors
into approximate miles per hour (mph) and kilometer equival-
ants.

Speed Factor Approx. MPH Kilometers Per Hour
5 3%a 5.6
11 7Y 12
22 15 24
27 18Y2 29.7
33 22Ys 36
44 30 48
50 35 56
55 372 60
58 40 64
66 45 72
71 53 85
88 60 96
110 75 120
132 90 148
220 150 241
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Step 2:
Hit Points & S.D.C.

Hit Points might best be thought of as life points because they
indicate how much physical damage (cuts, bruises, etc.) a char-
acter can withstand before he or she dies. These are the points
that are observed during a battle (or melee rounds) to determine
how much damage is inflicted on friend or foe. Each time a char-
acter is struck by a punch, kick, weapon, bullet or energy blast he
takes physical damage. The individual players keep score of how
many Hit Points their character has by subtracting the damage
from his character’s Hit Points each time that character is hit and
injured. Likewise, the Game Master keeps score of how much
damage the player inflicts upon his opponent. When a character
has zero Hit Points, he is in a coma and will soon die unless ex-
tensive medical aid is applied. When a character's Hit Points
have been knocked far below zero, he is dead and beyond sav-

ing.
Determining Hit Points

Now that you have some idea of what Hit Points are about, let
us get into the technical aspects of their determination and use.

1. Base Hit Points: Having rolled up your eight attributes, you
will recall that one is physical endurance (P.E.). The physical en-
durance score indicates your character’s base/starting amount of
Hit Points. This number means that he or she can lose that many
Hit Points before dying.

Some of you will have a character with many Hit Points ...
don’t get too cocky; a laser or knife in the right hands can whittle
you down to size in one melee round. Others will find themselves
with a character who has only a handful of Hit Points (as little as
3) ... don’t despair or feel cheated, you'll just have to use clever-
ness and cunning in avoiding direct confrontations until you've
built up your Hit Points (and S.D.C.; more on that later).

2. Building Hit Points: After determining your base Hit
Points, pick up one six-sided die, roll it, and add the number to
your Hit Point base. Only roll one six-sided die, one time.

As your character grows in knowledge and experience, he will
gain more skill and expertise. At the same time he will also ma-
ture physically, increasing his Hit Points. Thus, each time a char-
acter attains a new experience level, roll one six-sided die and
add itto the existing Hit Points.

S.D.C. or Structural Damage Capacity

There are two types of S.D.C. The first applies to living crea-
tures and is a sort of supplement to Hit Points. The second ap-
plies to inanimate, non-living structures such as chairs, locks,
doors, buildings, vehicles and so on.

Determining physical S.D.C. is simple. Each of the hero
categories automatically provides a base S.D.C. rating. Addi-
tional physical S.D.C. is gained from physical skills such as box-
ing. In this way you can build and toughen your character as
much as you would like. Some Power Categories, super abilities
and mutations also provide S.D.C. (and occasionally extra Hit
Points). All S.D.C. points are accumulative.

Many heroes will have a superhuman amount of S.D.C.; any-
thing over 100 points is generally beyond normal human capabili-
ties. Such immense amounts of S.D.C. can be thought of as a
sort of limited invulnerability or, more accurately, superhuman en-
durance to pain and battery.

When a character is hurt, the damage is first subtracted from
his or her S.D.C. points. S.D.C. damage is painful, but not
deadly. It's like an old movie where John Wayne gets shot, but
continues to punch it out with three desperadoes, and when it's
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all over, dusts himself off and says, “Ah shucks mam, it's Only a
scratch.” S.D.C. in action.

It is only after all S.D.C. has been depleted that damage is
subtracted from Hit Points. By comparison, Hit Point damage is
serious and potentially life threatening.

Game Masters should use some common sense with S.D.C.
and Hit Points. Some situations (diving on a grenade, getting
shot in the head at point blank range, falling from a great height,
which in the case of superbeings might be 1000 feet/305 m, etc.)
will do damage “direct to Hit Points,” skipping S.D.C. entirely.

S.D.C. Type Two: Inanimate objects, such as the walls of
buildings, vehicles, furniture, body armor, and so on, also have
S.D.C. In this case, the S.D.C. indicates the total amount of dam-
age that the object can withstand. These S.D.C. function exactly
like hit points, except that they apply to non-living things. Any
damage sustained is subtracted from the S.D.C. When the
S.D.C. is reduced to zero, it is broken or smashed beyond repair.

Note to the Game Master: The S.D.C. system just described
is a standard rule in most Palladium Books games. From time to
time | hear the complaint, for example: How can somebody be
bashing or shooting into a door and the door is in perfect condi-
tion until all its S.D.C. is depleted? My answer is, it's not in per-
fect condition. Using the example of the door, the G.M. should
explain exactly what's happening. “You bash into the door with
your shoulder. It's a very solid door and you inflict minimal dam-
age (give S.D.C. damage). You realize that it will take quite a
while to gain entry this way and you may hurt yourself.” Or “You
can feel the door give a little under your great strength (give
S.D.C. damage). Another bash and the door's frame cracks and
moans, but it still holds (give S.D.C. damage). It will take another
couple of attempts (as the door's S.D.C. dwindles), but it's defi-
nitely giving.” Or, “Your sub-machinegun riddles the wood door
with a dozen holes (something the player can look through), but
the door is still locked and holding strong.”

The point is, attacks on normal objects will scrape, dent,
crack, splinter, crumble, punch holes through it, and so on, even
if the object is not destroyed. To smash or destroy something
may require multiple attacks, and in some cases, like being
locked behind an iron door or bulkhead without a weapon, proper
tools, or a suitable super ability, it will be impossible to damage
the item at all.

Armor Rating (A.R.)

Artificial armor, such as bulletproof vests and bionic armor,
also have an Armor Rating (A.R.) as well as S.D.C. The Armor
Rating indicates exactly how much protection is afforded by the
armor (or object) and how easily it is penetrated. The higher the
A.R. the better. If an attack roll to strike with all bonuses is less
than the A.R. of the armor or object (door, shield, etc.), the armor
absorbs the attack — subtract the damage from the armor’s
S.D.C. When the armor's S.D.C. is depleted, it no longer affords
protection and is useless. Any future attacks will hit the charac-
ter’s body.

If an attack roll to strike, including all bonuses, is higher than
the A.R. it penetrates the armor, inflicting damage to the physical
body’s S.D.C. (not the armor's S.D.C.) and/or Hit Points.

Note: The defender always wins ties, so if the roll to strike is
16 against somebody with body armor that has an A.R. 16, the
attack hits the character, but damages the body armor because it
didn’t surpass the A.R. protection. However, if that strike roll had
been 17 or higher, the attack would have struck an area not cov-
ered by the armor or punched right through it and do damage to
the character underneath it.



Natural A.R.

Some forms of armor are vastly superior to simple body ar-
mor. Such armors include vehicle armor, robot armor, and Natu-
ral Armor.

Natural Armor applies to aliens and mutants who have protec-
tive skin with an Armor Rating. Some super abilities, most nota-
bly Bio-Armor and Alter Physical Structure powers, also provide
a Natural A.R. In these cases, a roll to strike that falls under the
A.R. does hit, but inflicts no damage. Punches and bullets
bounce off harmlessly, lasers are deflected, and combat contin-
ues. A roll above the Natural A.R. strikes and inflicts full damage,
first to the physical S.D.C. and then to the character’s Hit Points.

Recovery of Hit Points and S.D.C.

After a battle, characters who have sustained physical dam-
age must tend to their wounds. The attending of wounds can be
administered by fellow characters, trained medical personnel or
by oneself, provided the character has the first aid skill and is not
physically impaired.

First aid-type skills include basic and immediate medical treat-
ment, such as bandaging and cleaning of wounds, stopping of
bleeding and so on, until the character can receive better medical
care. This is fine for minor wounds, but serious injury, like internal
bleeding and broken bones will require professional treatment (or
magic). Note: Unless a character stops the bleeding of cuts and
stab wounds, he will continue to lose blood and suffer damage at
the rate of one Hit Point per minute. When all Hit Points are re-
duced to zero, the character falls into a coma and hovers near
death.

Recovery: Non-professional treatment. This is basic, first
aid-type treatment by oneself, or non-medically trained people.
This type of treatment may be used if the character is not able to
seek professional treatment immediately. It is not necessarily in-
ferior treatment, especially for not too serious of an ailment, but
just lacks the full facilities and experience of a major medical in-
stitution. Rate of Recovery: Two Hit Points per day (24 hours)
and/or four S.D.C. per day.

Recovery: Professional treatment. This is medical treatment
from a doctor, clinic or hospital. Rate of Recovery: Two Hit
Points per day for the first two days and four per each following
day, until the character has regained all of his/her original Hit
Points. S.D.C. points are restored at a rate of six per day.

Some superbeings, nonhumans, and supernatural beings may
possess superior healing capabilities and may even be able to
regenerate!

Surviving Coma and Death

When a character’s Hit Points are reduced to zero (or less),
he/she collapses and falls into a coma. This character is near
death, and will die in a matter of hours unless he/she receives
immediate medical treatment.

How much damage below zero a character can undergo is in-
dicated by the Physical Endurance (P.E.) attribute. A character
can take one point of damage below zero (negative 1, -2, -3, etc.)
for each P.E. point. Example: A character with a P.E. of 9 will
lapse into a coma at zero hit points, but still lives up to a negative
9. However, if the character receives more damage (which is
very possible) than the P.E., he is dead with no hope of recovery.
Thus, if a character with a P.E. of 9 takes 10 points or more, be-
low zero, exceeding his P.E., he is beyond medical help and
dies. Note that some super abilities may extend the amount of
damage, below zero, a character can endure, and in some
cases, continue to function.
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Coma Length

The length of time a character in a coma will survive without
treatment is again indicated by the P.E. Add one hour for each
P.E. point. Example: P.E. 9 = 9 hours, P.E. 10 = 10 hours, and
SO on.

Recovery From a Coma

Whether a character survives the coma and is stabilized
(brought back to, at least, one Hit Point above zero), is deter-
mined by the roll of percentile dice. If the player rolls two suc-
cessful recovery rolls out of three, the character breaks out of the
coma and is no longer in danger of dying. This also means that
he is brought up to one Hit Point above zero. Recovery of Hit
Points from that time on is standard; see Recovery of Hit Points.
Note: This can be attempted every hour until the character dies.
Recovery Ratio (roll 2 out of 3)

Treatment from unprofessional, medical individual, but with
medical skills: 01-18%

Treatment from an intern or nurse (R.N.): 01-32%
Treatment from a doctor without proper facilities: 1-46%.
Treatment from a doctor at a clinic (fair facilities): 01-56%
Treatment from a hospital: 01-66%.

Treatment from a major, large hospital (or by magic, psionic
healing, or from a god): 01-70%

Optional Damage Rules

It is not very believable for a character with less than ten Hit
Points and no S.D.C. to be dancing around in the middle of com-
bat with little or no impairment. As the human body, even a su-
perhuman body, takes damage, especially Hit Point damage, it
will suffer impairment from pain, blood loss, and fatigue. To emu-
late this in a role-playing game, we apply penalties to the charac-
ter’s actions. Below are some optional tables that list side effects
from physical damage. Each time a character suffers damage
equal to 10% of his Hit Points (not S.D.C.), roll on the appropriate
table (or pick an appropriate result if a called shot was made).

The effects of the damage are generally temporary and cumu-
lative. Thus, if a character suffers the loss of a great deal of Hit
Points within a short time, he will suffer the multiple effects of
physical damage. Roll each time severe damage is endured.
Magic and/or psionic healing can usually negate all of these ef-
fects if they are available.

An optional system that is more generic and simpler to keep
track of is to apply a penalty of -1 on initiative, -1 to strike, parry,
and dodge, as well as -5% to skills and speed for every 10% of
Hit Points lost. With this system, a character with 25 Hit Points
will receive these penalties for every three H.P lost (not applica-
ble to S.D.C.).

Optional: Minor Injury Table

None of these effects are permanent or life threatening. Mi-
nuses apply to that one limb (50% chance for right or left limb).
Speed minuses affect the whole body. Remember, symptoms
and penalties are cumulative; roll each time the character suffers
a fall, explosion, or more than 10% of Hit Points in damage from
a single attack. Duration: Typically 1D4 days.

01-14 Minor bruises and lacerations; -2 on Spd and -1 to
dodge.
15-29 Severely bruised and battered muscles; -1D4 on Spd, -

1 to P.P. and -3 to Spd.

30-44 Damaged (sprain, pulled, cut, etc.) arm or shoulder; -3
to P.P. and -2 to parry. Duration is 3D4 days.

45-59 Damaged leg or hip; Spd is 1/2 and -2 to dodge. Duration
is 3D4 days.
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60-74 Damaged hand and/or wrist; -1 to P.P., -2 to P.S., and
cannot lift weights of more then 10 Ibs (4.5 kg) with that hand.
The character is -10% on all skills that require that hand.

75-89 Head Injury; -5% on all skills and -2 to Spd.

90-00 Damaged back or pelvis; -1 to P.E., reduce attacks per
melee round by one, and Spd by 50%. Furthermore, the char-
acter can not lift or carry more than 10 Ibs (4.5 kg) without ex-
cruciating pain (double all penalties, due to pain, until weight
is put down). Duration is 3D4 days.

Optional: Side Effects from
Serious (Hit Points) Damage

The minor injury table is rolled on multiple times, once for
each injury. Roll on this table only once, when 75% to 99% of Hit
Points are depleted. Impairment is temporary, lasting 1-4 weeks
(roll one four-sided die).

01-10 Severely battered and bruised: Reduce Spd by half,
combat bonuses by -2 points, and - 3 to dodge.

11-20 Torn arm muscle: -3 to P.P., -2 to P.S., -1 attack per me-
lee round, -2 to strike or parry, and the character cannot lift or
carry more than 10 Ibs (4.5 kg) without excruciating pain (dou-
ble penalties due to pain).

21-29 Torn leg muscle: Reduce Spd by half and -2 to dodge.

30-39 Fractured bone: arm: Reduce P.P. and P.S. by 40%, -5
to strike or parry, and the character can not lift or carry more
than one pound (0.45 kg) without excruciating pain (double
penalties due to pain).

40-49 Fractured bone: leg: Reduce Spd by half and -4 to
dodge.

50-59 Fractured bone: ribs or pelvis: -2 to P.E., reduce attacks
per melee round by one, and Spd is halved. Furthermore, the
character cannot lift or carry more than 5 Ibs (2.3 kg) without
excruciating pain (double penalties due to pain).

60-69 Broken bone: ribs or pelvis: -4 to P.E., reduce attacks
per melee round by half and speed by 80%. Furthermore, the
character cannot lift or carry more than 5 Ibs. (2.3 kg) without
excruciating pain (double penalties due to pain). Duration is
doubled.

70-79 Punctured lung: -4 to P.E., reduce attacks per melee by
half and Spd by 80%. Furthermore, the character fatigues
three times faster than normal.

80-89 Weakened Immune System and Fever: In this weakened
state, the character catches a virus resulting in constant low-
grade fever, chills, and fatigue. Reduce P.E. by half, P.S. and
P.P. by 25%, reduce attacks per melee round and all bonuses
by half, and Spd by 40%. Furthermore, the character fatigues
twice as quickly as normal.

90-00 Severe Concussion; Reduce attacks per melee and all
combat bonuses by half, reduce Spd by half, and all skills are
performed at -30%.

Optional: Recovery Side Effects
From Near Death (Hit Points)

For a sense of additional realism, a player can roll on this ta-
ble when a character has lost all (reduced to zero or below) of
his/her Hit Points and has been near death (in a coma). Impair-
ment is permanent as a result of the grave physical damage.
Note: This is not a mandatory table, but is left up to the Game
Master and player's discretion.

01-10 No permanent damage.

11-20 Major stiffness in joints; reduce P.P. by 2.
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21-39 Minor stiffness in joints; reduce P.P. by 1.

40-55 Legs impaired; walk with a limp, reduce Spd by 2.
56-70 Major scarring; reduce P.B. by 2.

71-82 Chronic pain; reduce P.E. by 1.

83-92 Minor brain damage; reduce 1.Q. by 1.

93-00 Major brain damage; reduce 1.Q. by 2 and M.E. by 1.

Step 3:

Determining Super Abilities

Before deciding on an education and selecting skills, it is best
to determine which Power Category your character will fall into,
and exactly what his exceptional powers and abilities are. This
way you can more precisely choose skills that will help build your
hero into the ultimate crime-fighter.

The possible origins of a hero’s power are broken into ten
main categories (and some sub-sets). Even though some may
offer the same or similar abilities, there is always a new twist that
differentiates him from the others. Each category is designed to
recreate a particular, classic type of comic book hero. The same
process can be used to create supervillains as well. The amount
of variety in each case should allow players the latitude to build
countless superbeings, all unique in themselves.

Players can either choose the Power Category (which is often
the best way to go) or roll on the Random Power Table. After a
Power Category has been determined, flip to that section and
read about the powers, training, orientation, and options available
to a character in that category. Many times there are a variety of
choices and directions one can take with each type of character.
Once the powers and abilities are determined, you are in a far
better position to shape your character with skills.

Either pick a Power Category or make a random determina-
tion by rolling percentile dice on the following table.

Random Power Category Table
01-10 Experiment

11-20 Robotics

21-30 Bionics and Implants
31-40 Special Training
41-50 Mutants

51-60 Psionics

61-70 Physical Training
71-80 Magic

81-90 Hardware

91-00 Aliens

Note: The category descriptions are not presented in alpha-
betical order. The optional categories of Crazy Hero and Mega-
Hero are not part of this list.

P.P.E. Note: All superbeings will have an unusually high
amount of Potential Psychic Energy (P.P.E.), compared to most
human adults. Unless stated otherwise (like in the Magic Power
Category of hero), the character will have 6D6 P.P.E.

Super Abilities. Not all the Power Categories provide what
might be called traditional super abilities. Mutants, Experiments,
Aliens, Psionics, and to a different degree Magic, provide the
classic “I have strange abilities greater than mortal men.” (See
the Super Abilities Section for available powers and selection
process.)

Robotics and Bionics are likely to be exactly what you would
expect them to be. Rules allow you to build these technological

marvels to your own specifications. Well, within your budget any-
way.
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Special Training is the superexpert, the superspy, superin-
ventor, supermechanic, stunt pilot, and so on.

Physical Training is your classic self-made hero who has
honed his or her body into physical perfection.

Hardware is the weapons and or gimmick master, armed with
an arsenal of wild devices to aid him in his battles against crime.

The Crazy Hero is an optional personality modification that
can be applied to any of these categories.

The Mega-Hero is an optional personality and power modifi-
cation that can be applied to many of these categories. The op-
tional, super-superhuman can be applied to Aliens, Experiments,
Mutants, Psionics and, if the G.M. allows, Magic, Physical Train-
ing and Special Training characters, at least under certain condi-
tions. Such incredibly powerful beings should be included only
after serious consideration and agreement with all players.

Something for everyone.

Step 4:

Determining Education & Skills

The determination of education and skills is very simple. A
player rolls on the Educational Level Table. The table will indicate
the type of education (high school, college, military, or trade
school), educational bonus, and the number of Skill Programs

and Secondary skills to be selected. The choice of Skill Pro-
grams and individual Secondary skills is left up to the player. The
average character will have about 15 to 24 skills. Remember to
choose skills that will help your character in crime-fighting.

The educational skill bonus is a one time bonus applied to all
the skills learned through a Skill Program, but does not apply to
Secondary skills. See Education and Skills for details.

Step 5:

Picking an Alignment

All players must choose an alignment for their character. An
alignment will define the character’s attitudes and moral princi-
ples.

The Alignments

Good: Principled and Scrupulous.
Selfish: Unprincipled and Anarchist.
Evil: Miscreant, Aberrant and Diabolic.

Alignments are an important factor in developing a character
and the elements of “role” playing. Whether we are consciously
aware of it or not, every person has his or her own code of ethics
and morals, as well as a sense of justice and what constitutes
good and evil, right and wrong. It is this sense of right and wrong
that helps to build our moral fiber, mold our behavior, and dictate
our reactions to people, events, and circumstances in the world.
It is this code that makes the thought of stealing or hurting some-
body abhorrent to one person, but acceptable to another.

So it is with the player and non-player characters in Palla-
dium’s role-playing games. The alignment of a character is his or
her view of the world, justice, honor and the value of life. Align-
ments should be regarded as a guideline for the character that
will indicate how he or she is likely to react to any given situation,
violence, good and evil.

It is natural to have conflicted emotions and want to give into
hatred or anger, and kill or hurt, but characters of a good align-
ment are not likely to give in to such dark emotions. Similarly, a
selfish or evil character may, to his surprise, suddenly find com-
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passion, or a sense of loyalty to another character, and find him-
self wanting to help him (which he may or may not do). Moral
dilemmas and the conflicts they bring are part of life. It is natural
to have such feelings even when playing a fictional character. It's
also what adds to the drama of a situation, and part of what
makes role-playing fun.

Try to stay in alignment and act accordingly. However, a
player may find himself slipping (or slipped) out of character. The

G.M. should stop the game for a moment and, as the referee/di-
rector of the story, point out that the player’s intended actions go
against the character’s alignment. The G.M. should then wam
that moving forward will cause the character to change align-
ment. For example: A principled good character that acts in ha-
tred and deliberately tortures another being is likely to drop to the
anarchist or even miscreant alignment. A principled character
who decides to steal or “bend” the law is likely to drop to a scru-
pulous or unprincipled alignment. Meanwhile, a miscreant evil
character who has leamed the value of friendship and begins to
perform acts of good and compassion, or forsakes his evil/crimi-
nal ways, may go up to anarchist or unprincipled (and eventually,
even higher). Note that it seems easier to give in to cruelty and
dark emotions and thus drop in alignment, than it is to become
(or stay) good. A single terrible act of evil can plummet a good
character’s alignment, but it should take numerous acts of kind-
ness and goodness to climb back to a good alignment (often go-
ing up one notch at a time). Playing in character (e.g. in
alignment) can be a challenge, but is always fun.

Heroes

Most heroes will be of a good alignment — principled or scru-
pulous — or unprincipled (somebody who usually does the right
thing in the end; ideal for anti-heroes). These characters have a
high regard for life, justice and freedom. They will never (or
rarely) intentionally take a life, even that of a villain, always try to
up hold the law, and never betray their word of honor. These are
the “classic” good guys.

Anti-Heroes and Vigilantes

Roguish heroes are usually best suited to the selfish align-
ments of unprincipled and anarchist. The evil alignments of aber-
rant (with its twisted sense of honor and duty, but with the
attitudes of “eye for an eye” and “the ends justifies the means”),
and even miscreant (self-serving evil) may apply depending on
the character’s regard or disregard of life, justice, fair-play, and
the law.

The Anti-Hero and Vigilante characters tend to have their own
code of ethics and views of justice which usually conflict with the
law. Anti-heroes, and even more often, vigilantes, are ruthless
and merciless characters who blatantly break the law and violate
the rights of the individual to extract revenge, bring a (worse)
criminal to justice, or help others. They tend to be somber loners
who see a grim and dark, savage world of violence and corrup-
tion. While they usually stand above corruption, they are a part of
the violence and savagery. It is not uncommon for either to
threaten or beat up a person if they feel justified, break into
homes and offices, steal documents and items (and even “dirty
money”), destroy property, and act as judge, jury, and execu-
tioner! The end always justifies the means! Despite this, these
contradictory souls are usually good intentioned, compassionate,
and cling to high ideals. They often work and fight to help and
protect others, bring justice, and restore peace. While they’ll beat
or kill a villain, they can show astonishing compassion, kindness,
and gentleness to the weak, innocent, frightened and downtrod-
den, especially women and children. It's just that they have a
rather extreme and personal view of justice, and have decided to
fight fire with fire. Many may argue that these are both appropri-

ate and necessary actions to combat those villains who are “be-
yond the law.” But in the eyes of the law, these actions are just
as illegal and wrong, as the criminals these characters bring to
their justice. The degree of violence, cruelty and mercy is also a
factor in an anti-hero’s alignment. Those who have a strong per-
sonal code of honor and high regard for innocent people are
likely to be unprincipled or aberrant. Anti-heroes who have little
regard for others and have no code of honor are likely to be anar-
chist or miscreant.

Criminals and Villains

Criminals and villains will always be of an evil or selfish align-
ment. The common alignments among underworld figures will be
anarchist, miscreant, diabolic, and, to a lesser degree, aberrant.
In general, most petty thieves, robbers, stoolies, numbers run-
ners, strongmen, flunkies, forgers, fences, and con-artists tend to
be of anarchist and, especially, miscreant alignments. White col-
lar crooks like embezzlers, gigolos, and even some con-artists
and stoolies/police informants, may be unprincipled or borderline
unprincipled/anarchist. In this case, these are guys who don't re-
ally want or mean to hurt anybody, but who, for one reason or an-
other (junkie, alcoholic, gamble-aholic, lives on the streets, runs




with a gang, etc.), seems to find himself entangled with criminals
and involved in activities on the wrong side of the law. However,
these criminals with a tarnished heart of gold are a rarity, and
most of these guys are the scum of the earth and evil as could
be.

The majority of the armed robbers, burglars, murderers, extor-
tionists, drug dealers, drug lords, criminal kingpins, upper eche-
lon gangsters, hit men and similar tend to be of miscreant or
diabolic alignments. Of course, some are not as bad as others
and can be aberrant or anarchist. Especially brutal and sadistic
criminals, murderers, torturers, kidnappers, serial killers, and rap-
ists, are almost always diabolic or miscreant, occasionally aber-
rant.

Of course, anyone can break the law under the right circum-
stances.

No Neutral Alignments

There is no such thing as an absolute or true neutral align-
ment. An absolute, true neutral person could not make a deci-
sion, fight crime, hurt others, go adventuring, or take any action
of any kind without leaning toward good, evil, or self-gratification.
It is humanly impossible, and is therefore eliminated in the con-
text of this game.

| realize that some of the philosophers out there may disagree
with this, but that's a topic for philosophical debate and not a fac-
tor of this game. Sorry, no neutrals. This is one of the very few
definitive, unbending rules of this game.

Good Alighments
Principled

Scrupulous

Because a character is of a good alignment, it does not make
him or her a saint. Good characters can be irritating, obnoxious
and arrogant, even prejudiced and full of quirks. Likewise, they
may find themselves stepping outside the boundaries of the law
in their quest to combat evil and injustice. To these heroes, life
and freedom are of the highest priority. Such a character can al-
ways be trusted in a life and death situation.
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Principled (Good)

Principled characters are, generally, the strong, moral type.
The “Boy Scout” or “do-gooder” who tends to put others before
himself — Superman is of principled alignment, with the highest
regard for the lives and well-being of others, freedom, truth,
honor and justice. Principled characters will always attempt to
work with and within the law, and have a high regard for (and
trust of) authority, as well as for life and freedom. He or she is
usually compassionate, merciful, caring, cooperative and sincere.
A principled character will ...

. Always keep his word.

. Avoid lies.

. Never kill or attack an unarmed foe.

. Never harm an innocent.

Never torture for any reason.

. Never kill for pleasure.

. Always help others.

. Always work within the law whenever possible.

. Never break the law unless conditions are desperate. This
means no breaking and entry, theft, torture, unprovoked

assaults, etc.

10. Respect authority, law, self-discipline and honor.

11. Work well in a group.

12. Never take “dirty” money, or ill-gotten valuables or goods.
13. Never betray a friend.
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Note: Dirty money, including property, is money or items that
belong to criminals. It doesn’t matter how the money or items
were gained, the hero will not touch it even if destitute. As far as
he is concemed, it is blood money.

Scrupulous (Good)

Scrupulous characters value life and freedom above all else,
and despise those who would deprive others of them. This type
of hero is typically portrayed in many Clint Eastwood and Charles
Bronson films; the person who is forced to work beyond the law,
yet for justice (or vengeance), and the greater good of the peo-
ple. They are not vicious or vindictive characters, but are indi-
viduals driven by injustice to right a wrong or take a (bloody)
stand. These characters will always aftempt to work with or within
the law whenever possible.

A scrupulous character will ...

1. Keep his word to any other good person.

2. Lie only to people of selfish or evil alignments.

3. Never attack or kill an unarmed foe.

4. Never harm an innocent.

5. Never torture for pleasure, but may use muscle to extract
information from criminals or evil characters.

6. Never kil for pleasure; will always attempt to bring the
villain to justice alive, no matter how vile he may find him.

7. Always try to help others.

8. Attempt to work within the law whenever possible.

9. Bend and, occasionally, break the law when deemed neces-

sary. This means he may use strong-arm techniques, harass,

break and enter, steal, and so on.

10. Distrust authority and fear the law may not be an effective
weapon against injustice and crime. However, he will try not

to blatantly break the law, nor mock it.

11. Work with groups, but dislikes confining laws and bureauc-
racy (red tape).

12. Never take “dirty” money or items.

13. Never betray a friend.

Selfish Alignments
(But Not Necessarily Evil)

Selfish alignments are not necessarily evil, but are characters
who always have their best interest and opinions in mind above
all others.
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Unprincipled (Selfish)

This, basically, good person tends to be selfish, greedy, and
holds his/her personal freedom and welfare above almost every-
thing else. He dislikes confining laws, and self-discipline, and dis-
trusts authority. He views the law as well intentioned, but clumsy
and ineffective. Keeping his best interests in mind, the character
will always look out for himself. This tends to be an arrogant, im-
petuous schemer seeking the praise of millions and making a
buck to boot. He is a freebooter who will do what he must to
achieve his goals, stopping short of anarchy and a total disregard
of the law. This guy is likely to be a vigilante or anti-hero whose
intentions are good, tries to be fair and honest, but finds the law
corrupt, slow and ineffective. Thus, he goes his own, more effi-
cient route (at least that's how he sees it), working outside the
law.

This character is also likely to take “dirty” money and items,
with the concept that it will help him in his crusade against evil.



He may also destroy property of known criminals. He will not deal
in illegal activities, drugs, or take money from innocent or good
people. The unprincipled character may associate with both good
and evil characters, and often has paid informants, spies, and
stoolies.

This is the Han Solo, Star Wars, character. The guy who is al-
ways looking for the best deal, associates with good and evil
characters, is continually tempted to lie and cheat, and hates
himself for being loyal and helping others.

An unprincipled character will ...

1. Keep his word of honor.

2. Lie and cheat if necessary (especially to those of anarchist
and evil alignments).

3. Not kill an unarmed foe (but will take advantage of one).

4. Never harm an innocent.

5. Not use torture unless absolutely necessary.

6. Never kill for pleasure; will attemptto bring the villainto  jus-
tice alive or ruin him.

7. Usually help those in need.

8. Rarely attempts to work within the law.

9. Blatantly break the law to achieve his crime-busting goal.
10. Dislike and distrust authority, the law, and bureaucracy.

Feels they have been corrupted and abused.

11. Works with groups, especially if it serves his needs, is
profitable, and/or he’s in the limelight.

12. Take “dirty” money.

13. Never betray a friend.

14. Have a high regard for life and freedom.

Anarchist (Selfish)

This type of character likes to indulge himself in everything.
He is the insurgent, con-artist, gambler and high roller. The un-
committed freebooter who is more likely to be a crime-fighter be-
cause he enjoys the thrill of danger and excitement, or fame,
than any cause. This character will at least consider doing any-
thing, if the price is right, or the challenge alluring enough. These
characters are intrigued by power, glory and wealth. Like a moth
drawn to a flame, the anarchist is attracted to the lure of the im-
possible, dangerous, and the underdog. Life has meaning, but
his has the greatest meaning.

Laws and rules infringe on personal freedom and were meant
to be broken. He will not hesitate at using strong-arm techniques,
breaking and entering, theft, harassment, destruction of private
property, and so on. This can also include acting as judge, jury,
and executioner. These characters are usually the daring vigilan-
tes or anti-heroes who feel the end justifies the means. The anar-
chist aligned person is always looking for the best deal and
self-gratification. He will work with good, selfish or evil to attain
his goals. The anarchist is continually teetering between good
and evil, rebelling against and bending the law to fit his needs.
Mercenaries and thieves often fall into this category.

An anarchist characters will ...

1. May keep his word.

2. Lie and cheat if he feels it necessary.

3. Not likely to kill an unarmed foe, but certainly knockout, at-
tack, or beat up an unarmed foe.

4. Never kill an innocent.

5. Use torture to extract information, but not likely to do so for
pleasure.

6. Seldom kill for pleasure.

7. Not likely help someone without some ulterior motive (even if
it's only to show off).

8. Rarely work within the law unless it serves his purpose.

9. Constantly break the law to achieve his goals.
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10. Have little respect for authority, the law, or self-discipline.
11. Does not work well within groups; tends to do as he
pleases despite orders to the contrary.

12. Take “dirty” money without hesitation.

13. May betray a friend.

Evil Alighments

Aberrant
Miscreant
Diabolic

All evil characters are not bent on universal genocide or domi-
nation over all living creatures. They are not all maniacal fiends
actively seeking to harm innocent people. Nor are all evil charac-
ters sadistic and untrustworthy. Many evil characters may actu-
ally seem kind or likable.

There is nothing wrong with playing an evil character, al-
though he may not survive too long if he betrays or harms too
many people. This is fantasy role-playing, not reality. You can
play any type of character you desire, just continue to play in
character.

Evil alignments are a step beyond the self-gratification of the
selfish alignments. Evil characters are ruthless individuals who
are willing to say or do anything to achieve their goals. Human
life has little meaning to them, and friends tend to be (but not al-
ways) people to use and discard when they are no longer of
value. Evil aligned characters do not automatically slay any good
aligned person because of different ethics and philosophy. All the
better to use good to achieve their own goals, for the end always
justifies the means.

Aberrant (Evil)

The cliché that there is “No honor among thieves” is false
when dealing with the aberrant character. This is a person who is
driven to attain his goals through force, power, and intimidation.
Yet the aberrant character stands apart from the norm, with his
own, personal code of ethics (although twisted ethics by the
standards of good). He expects loyalty from his minions, punish-
ing disloyalty and treachery with a swift, merciful death. An aber-
rant character will always keep his word of honor and uphold any
bargains. He will define his terms and live by them, whether any-
one else likes it or not.

If an anti-hero, he will completely disregard the law and deal
out justice as he sees fit. He will never be cruel or vindictive, and
will always be absolutely positive that the person is guilty before
he deals out his brand of justice. However, once he condemns a
character, he will see to it that he is destroyed. When he acts he
will strike without mercy.

Whether villain or anti-hero, the aberrant character looks upon
people without honor or loyalty as worthless and disgusting low-
lifes.

Do not think of the aberrant character as a misguided good
guy. They will break all laws with impunity, harass their victims,
destroy property, beat and murder. This applies to both villains
and anti-heroes. Only their methods and degree of violence may
vary.

An aberrant characters will ...

1. Always keep his word of honor (he is honorable).

2. Lie to and cheat those not worthy of his respect; good, self-
ish or evil.

3. May or may not kill an unarmed foe.

4. Never kill an innocent, particularly a child, but may harm, har-
ass, or kidnap.



Never torture for pleasure, but will use it to extract information.
Never kill for pleasure; will always have a reason.

May or may not help someone in need.

Rarely attempt to work within the law.

. Break the law without hesitation.

10. Have no use for the law or bureaucracy, but respects

honor, self-discipline and the “concept” of laws and order.

11. Work with others to attain his goals.

12. May take “dirty” money.

13. Never betray a friend.
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Miscreant (Evil)

This self-serving, unscrupulous character is out only for him-
self. Power, glory, wealth, position, and anything that will make
his life more comfortable or pleasurable is his goal. It doesn't
matter who gets caught in the middle, as long as he comes out
smelling like a rose. This person will lie, cheat, hurt and kill any-
one to attain his personal goals.

If a miscreant character becomes a vigilante, mercenary, or
bounty hunter, it will be for some personal reason, a vendetta,
money or glory. This character can be no better than an a savage
anti-hero unless he changes his ways (Again, just as good char-
acters can fall into an evil alignment, evil aligned characters can
upgrade themselves into good alignments. To change to a good
alignment, the character must work at it and not break the guide-
lines set for that specific alignment).

A miscreant characters will ...

1. Not necessarily keep his word to anyone.

2. Lie and cheat indiscriminately (good, evil, or selfish).

3. Kill an unarmed foe as readily as he would a potential threat
or competition.

4. Use or harm an innocent.

5. Will use torture for extracting information and pleasure.

6. Maykillfor sheer pleasure.

7. Feels no compulsion to help without some sort of tangible re-
ward for him.

8. Have no deference to the law, but will work within the law

if he must.

9. Blatantly break the law for his own goals and pleasure.

10. Dislike and distrust authority and the law.

11. Works with others if it will help him attain his personal goals.
12. Take “dirty” money, stolen goods and illegal items.

13. Betray a friend if it serves his needs.

14. Have no respect or concern for the lives or welfare of others.

Diabolic (Evil)

This is the category where the megalomaniacs, violent, and
most despicable characters fall. This is the cruel, brutal killer who
trusts no one and has no value for any life other than his own. A
diabolic character will crush anyone that gets in his way. The dia-
bolic low-life will lie, cheat, use, abuse and kill anyone less pow-
erful than he is. Aberrant aligned characters find these
dishonorable people more revolting than a good aligned charac-
ter.

A diabolic character will ...

1. Rarely keep his word, and has no honor.

2. Lie to and cheat anyone.

3. Most certainly attack and kill an unarmed foe.

4. Hurt and kill an innocent without a second thought and for
pleasure.

5. Use torture for pleasure and information, regularly.
6. Kill for sheer pleasure.
7. Be likely to help someone only on a whim.
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8. Rarely attempt to work within the law.

9. Blatantly break the law and mock authority.

10. Despise honor, authority and self-discipline. Views them

as weaknesses.

11. Not work well within a group; constantly disregarding orders
and vying for power/command.

12. Always take “dirty” money, drugs, stolen goods, etc.

13. Betray a friend without hesitation; after all, you can always
find another friend.

14. Associate mostly with other evil alignments.

Step 6:

Rounding Out One’s Character

Money and Equipment

The novice hero (or villain) starts with only the bare essentials.
Certain Power Categories like Aliens, Bionics, Robotics, Hard-
ware, and Special Training will provide the character with unique
weapons, equipment, and, sometimes, additional equipment,
cash and resources. When this happens, use those resources in-
stead of, or in addition to, those given here, whichever seems
most appropriate.

Cash on Hand: 4D6x10 dollars are in the character’s pocket.

See optional rules to Rounding Out One’s Character for a pos-
sible life savings. We assume the character has no outstanding
debt, credit cards, or huge expenses.

Job: The character will have a fair to good paying job suitable
to his Educational Level, so this could be flipping hamburgers at
a burger joint to an executive in an office. However, other than
cash on hand and a possible life savings, the character has no
additional money or valuables.

Apartment: The character can live alone (or with super team-
mates) in an apartment, a flat (the upstairs or downstairs of a two
family house; basement and attic shared by both occupants), or
at home. If he lives at home, he has his own room or two, but
shares the rest of the house or apartment with family.

Automobile: Each Power Category will indicate the likelihood
of the character owning a conventional vehicle (car). If not, there
is a 01-50% chance of owning a 1D6 year old car or motorcycle.

Personal Possessions: Are everyday odds and ends like a
hair brush or comb, clothing, a 19 inch television, personal com-
puter, stereo system or CD player, telephone, etc. The character
can have a modest selection of average range personal items;
nothing expensive or unique.

Basic “Superhero” Equipment: The character new to super-
heroing has the most basic equipment.

A complete costume and a spare.

A knife, gun and two other weapons provided the character
uses such things (many don't, relying on their super abilities).

CB/police radio to listen to police calls and other Citizen Band
radio channels.

Basic crime-fighting stuff can include rope or nylon cord, a
pair or two of handcuffs, utility belt, backpack, duffle bag, magni-
fying glass, pen-sized flashlight, full-sized flashlight, an inexpen-
sive pair of binoculars, pocket tape recorder, Polaroid Instamatic
camera or a used 35 mm camera, and a few other similar odds
and ends.




Optional Rules

I've found that many players like as much background and de-
tails about their characters as possible. Consequently, I've as-
sembled a series of optional tables and rules to satisfy those
details. All tables require the roll of percentile dice.

Birth Order
01-30 First Born
31-44 Second Born
45-55 Third Born
56-65 Fourth Born

Weight

01-10 Skinny

11-30 Thin

31-55 Average

56-74 Husky

75-89 Pot-Belly

90-00 Obese

Note: Average Weights:

Male — 150 to 180 Ibs (67.5 to 81 kg)
Female — 110 to 140 Ibs (49.5 to 63 kg)

66-80 Last Born
81-90 First Born of Twins
91-00 lllegitimate

Height

01-30 Short

31-70 Average

71-00 Tall

Note: Average Heights:

Male — 6 feet (1.8 m)

Female — 5 feet, 6 inches (1.7 m)

Age

| think it is best to generally assume most characters are
young — late teens to mid-twenties. It is best to determine the
age by the level of the character’s education and the player’s
preference.

Disposition

01-10 Mean, suspicious, vengeful.

11-15 Shy, timid, tends to be a loner.

16-20 Gung-ho, guts and glory type who sees himself as a
hero. Likes combat.

21-25 Worry wart, nervous and cautious.

26-37 Hot-head, quick-tempered, emotional, but basically nice.
38-45 Schemer; gambler who likes to take chances.

46-50 Blabber-mouth, nice guy, but too talkative.

51-56 Wild man, cocky, overconfident, takes unnecessary risks.
57-66 Nice guy, friendly, courteous and hospitable.

67-76 Snob, arrogant, feels superior to others.

77-84 Tough guy, self-reliant, cocky, a lone wolf.

85-89 Paternal, overbearing, overprotective of others, espe-
cially young characters.

90-94 Complainer, constantly aggravated about something.
95-00 Paranoid, trusts no one.

Life Savings
01-10 $1600.00
11-20 $2700.00
21-37 $4000.00
38-59 $5000.00

60-79 $6000.00
80-90 $7000.00
91-00 $10,000.00
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Land of Origin

01-10 Australia

11-20 Great Britain

21-55 United States

56-70 Canada

71-80 Europe; Non-English speaking.

81-85 Africa; may speak English or not.
86-90 Mexico or South America.

91-00 Asia/Orient (China, Korea, Japan, etc.)

Note: The Land of Origin Table is designed with the assump-
tion that the majority of players will be North American and want
to play characters from their native homeland. Players should
feel free to select whatever country and language they desire as
their character’s homeland. Characters of non-English speaking
ethnic backgrounds can speak and understand English or one
additional language at 75% proficiency, but are not literate in that
language. Add +15% to the foreign language skill if that language
is also studied as a Secondary skill. A Scholastic bonus is appli-
cable if the language is part of a formal education.

Our friends in other lands will want to adjust this table, replac-
ing the U.S. with their own country and Canada with their nearest
neighbor. It is probably best to assume that the superbeings live
and work in the country of the player group, unless the group
wants to play in an exotic location.

Childhood Environment

01-20 Agricultural/Farm Community.

21-40 Countryside, small town or village.

41-60 Suburb, a small city or a large town.

61-85 Large City (New York, Los Angeles, Detroit, Toronto, Lon-
don, Paris, Mexico, etc.).

86-00 City — Medium Size (population of 200,000 to 500,000).

Social/Economic Background
01-09 Military/Middle Class

10-19 Laborer/Poor

20-29 Laborer/Lower Class

30-59 Laborer/Middle Class

60-74 Skilled/Middle Class

75-84 Highly Skilled/Upper Middle to Upper Class
85-89 Political/Upper Middle Class

90-00 Wealthy

When Extraordinary
Abilities First Manifested*

01-11 Child

12-29 Preteen 50-74 Late Teens
30-49 Early Teens 75-00 Adult (Recently?)

* Bionics will not be implanted until the character is in his
twenties. Other categories, like Special Training, may note spe-
cifically when the character began his training or developed his
above average abilities.

Other Optional
Character Features

Insanity

The Crazy Hero

Legacy: Tradition & History
The Mega-Hero (or Villain)

Each of these expansive options are given their own section.
Whether they are used at all, slightly or extensively is up to the
individual Game Master and his players — try not to incorporate
something that the players feel uncomfortable with or hate.
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Experience
Points

By Kevin Siembieda

Except in specially devised scenarios and tournaments, there
is no winner in a role-playing game. The accumulation of heroic
deeds, friends, prestige, weapons, equipment, knowledge and
skills can be construed to be the results of winning. If a character
survives and meets with success in his endeavors, that is win-
ning. However, there are rewards besides the acquisition of ma-
terial goods and reputation, and those are developing your
character’s skills, knowledge, and abilities. This is accomplished
through the gathering of experience points.

Why an Experience Point System?

The reason | use an experience point system is because | find
them extremely realistic and practical. Training is useful, but
there is no substitute for experience. | don't know how many
times | have read a comic book with the main character thinking
to himself something like, “Only my years of experience enabled
me to defeat him,” or “He’s good, but lacked the years of experi-
ence and training to handle the situation.” Practical experience in
the field is an important and real factor in the development of a
character.

In this game, the player’s character begins his career as a su-
perpowered hero. The character has studied, practiced, trained,
plotted and planned. He or she is ready physically and emotion-
ally to begin a career of crimefighting, but no matter how well pre-
pared, the character still lacks practical experience.

Likewise, the character generally starts off at a slight disad-
vantage. His superpowers are not yet fully developed or defined
and, much like the Scholastic Skills, must be developed through
use and experimentation. Thus, the character’s powers, whether
they be super, psionic, or trained, develop, grow and strengthen
as the character grows in experience. Even in comic books, most
character’s powers and skills grow and develop as the characters
mature and gain combat experience. Those fantastic-fellows and
that spider-guy are two excellent examples of characters that
started out fairly formidable, but matured and mastered their
powers and abilities to become truly formidable forces of power
... and good.

Why do the experience levels only go to level 15? Because
characters are not likely to ever reach that level, even after years
of regular play. In my original Palladium Fantasy Role-Playing
Game play-test campaign, after two and a half years of regular,
weekly, long (averaged 9 hours) playing sessions, the characters
averaged 7th to 9th level and were progressing ever so slowly to-
ward tenth level. Realistically a high level character is not neces-
sarily all that fun to play, unless the campaign maintains a high
level of challenge and adventure. Ancient NPCs that are immor-
tal, supernatural, or otherwise ultra-powerful can have experi-
ence levels beyond 15th (see the Ancient Dragon experience
table in Rifts: Atlantis or The Ancients in the Heroes Unlimited™
Galaxy Guide).

Experience Points and Their Application

It is difficult to devise a point system by which a Game Master
can judge and reward his players fairly. The ultimate purpose of
experience points and experience levels is to provide a means by
which the player’s character can grow and develop. Many fan-
tasy role-playing games have their own unique system, charts,
equations, and computations for distributing experience points.
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You may want to adapt one of these systems to this game if
that’s what you're comfortable with. Many superhero games
avoid the whole question of experience points by using a system
in which points are pumped back into the powers, but this leaves
skills undeveloped as well as being pretty drab.

The subjective method of observation and logic introduced in
the Palladium Fantasy Role-Playing Game has been so well re-
ceived over the years that I've successfully transplanted it to all
our RPGs; it's become an integral, trademark of the Palladium
game system. | feel that any twit can punch-out or blast a villain
that just crawled out of the woodwork. Most experience systems
concentrate on the “kill factor,” but what about the thought proc-
ess? What about the decisions, plans, and motives behind a par-
ticular action? Doesn't cleverness and a cool head count? Aren't
these the true ingredients of good role-playing? Shouldn’t the bril-
liant medical student playing a character with an 1.Q. of 4 (and
staying firmly in character, saying and doing things as the char-
acter would, even though he realizes the stupidity as a player)
get experience for playing “in character?” Hell Yes!!! Considering
how flexible and subjective most of the other role-playing condi-
tions and rules are, | don’t see the logic in having a strict, limited
experience point system.

Each player’s character involved in a given situation or con-
frontation should receive the appropriate experience points. The
Game Master should make a list of his players at the beginning
of the game and jot down each player’s experience points as
they gather them throughout the course of the game. At the end
of the game, the Game Master totals each players points and
gives them the total, so that they can keep track of their growing
experience and skills.

The difficulty with this system of determining experience
points is the subjectivity. The Game Master must utilize the pro-
ceeding experience outline with some thought. Example: Eight
third level heroes brimming with cosmic power and armed to the
teeth attack and subdue one, lone, fourth level supervillain. The
eight players should receive experience points for subduing a mi-
nor menace. After all, the poor guy didn’t have a chance and pre-
sented no real threat to the characters. However, if one or two
first or second level characters subdued or killed the same Vvillain,
they should receive experience for subduing a major, or possibly
a great menace, because the threat and ingenuity involved is
much greater.

I have found this method stimulates imaginative playing in-
stead of promoting slash and kill. Game Masters, don't be Santa
Claus by heaping on wonderful amounts of experience points. Be
fair and tolerant. Let your players truly earn their experience
points, growing in skill, knowledge and power. If you have a
group of players with characters rising rapidly in experience lev-
els, you will know it's because they are clever and imaginative.
That's what this game is all about!

Character Experience Levels

Each Power Category has a listing for levels of experience. A
character involved in an adventure gains experience points for
his thoughts, actions and deeds. As these experience points ac-
cumulate, the character will reach new plateaus indicating his
continual growth, development, and mastery over his abilities and
skills. Each time a player’s character gets enough experience
points to reach the next “level,” his skill increases accordingly. In
many instances, the super ability also increases in range, dura-
tion, power/damage, and scope. Example: When a first level mu-
tant has accumulated at least 2051 experience points, he has
attained second level, and all his scholastic and secondary skills
become second level, meaning that he can perform them at a
higher level of proficiency.
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A clever plan, a quick attack, all earn experience points. The
more experience points a character receives, the higher the level
he attains and the greater his abilities. Players, be certain to keep
a careful record of the experience given to you at the end of each
game. When a character attains a new level, be certain to tell the
Game Master so that the skills, hit points, S.D.C. and other ele-
ments can be increased accordingly.

Experience and Hit Points

Each time a character reaches a new level of experience, the
player gets to roll one six-sided die (1D6) and adds the number
rolled to the character’s pool of Hit Points. This indicates the
physical development and maturity of the character.

Per Level of Experience

“Per level of experience,” or “per each level of experience,” or
“per level of the hero,” indicates that the character can perform a
skill, power, or ability at his personal, highest level of experience.
This often indicates the amount of damage that can be inflicted or
a duration of an effect. Unless specifically noted otherwise, these
additions start at first level.

Experience Points Table

A guide to awarding Experience Points.

Experience Point Action
Reward
25 Performing a skill (successful or not)
25 Clever, but futile idea.
100 Clever, useful idea or action.
100 Quick thinking idea or action.
200 A critical plan or action that saves the

character’s life and/or a few comrades.

400-1000  Critical plan or action that saves the entire
group or many people.

100-300 Endangering the character’s own life to help others.

500-700 Self-sacrifice (or potential self-sacrifice) in a life and
death situation (like leaping in front of a fireball
meant for someone else to save that person, even
though he/she is likely to die, or offering his/her own
life to save the group or another).

50-100 Avoiding unnecessary violence.

100-200 Deductive reasoning and/or insight.

50 Good judgment.

50 Playing in character bonus.

50-100 Daring or heroic (whether clever or not).

25-50 Killing or subduing a minor menace.

75-100 Killing or subduing a major menace.

150-300 Killing or subduing a great menace.
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Insanity

By Kevin Siembieda

Insanity rules have proven to be a favorite among RPG play-
ers for years, so I've included a new and improved insanity sec-
tion in this Second Edition. However, the inclusion of insanities is
entirely optional and left up to the Game Master.

In the context of this game, we wil assume that all players’
characters are mentally and emotionally sound (NPC villains, on
the other hand, may be disturbed from the start). Any insanities
developed from this point forward will result from physical or psy-
chological trauma. A psychological trauma may result from a vio-
lent, emotional experience, shock, or mental abuse, as well as
from physical damage (blow to the head) or a chemical imbal-
ance in the body. As adventurers, the characters will be some-
what prepared and hardened to seeing the horrors of war, man’s
inhumanity to man, frightening monsters, and unnatural or bizarre
experiences, so a trauma that results in an insanity will have to
be quite horrible, frightening or magically or psionically induced.

Game Masters may want to use the insanity tables as an ad-
ditional means to establish player characters with quirks, but |
don’'t recommend this. What | do recommend is having the char-
acters roll on the insanity tables after experiencing a terrible
and/or traumatic experience. The G.M. should consider the char-
acter’s level of experience (the lower the level the less likely the
character will be prepared to deal with a traumatic situation) and
his or her M.E. attribute (the higher the mental endurance the
less likely the character is to succumb to mental and emotional
duress and shock). Insanities should not be handed out like
candy at a party. The human mind is really quite resilient.
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Please note that this section is not meant to be a medical the-
sis on mental iliness, or intended to make light of mental health. It
is included to add color, flavor, character, drama and pathos to a
campaign.

Trauma

I've found that having a character roll on the insanity tables af-
ter a terrible trauma is very appropriate/realistic and fun; adding a
new element to the game and dimension to the character. What
constitutes a traumatic experience is, in part, up to the G.M. and
the actual situation. In all cases, the Game Master should use his
or her discretion as to whether or not an insanity roll is appropri-
ate. The tables on the following pages are guidelines for using
and playing insanities, however the G.M. can modify, delete or
add to them as he/she deems appropriate —just be fair and
maintain game balance.

The following is a guide to some traumatic situations requiring
a roll on the insanity tables.

Long period of physical and/or mental torture: Two to
eight weeks; roll once on the Random Insanity Table. Nine weeks
to months: roll once on the Random Insanity Table and once spe-
cifically on the neurosis table.

Drug or magically induced hallucinations that were particu-
larly terrifying, hideous, or realistic; roll once on the phobia table.
If extremely traumatic, lengthy or reoccurring hallucinations, roll
on the Random Insanity Table. A real life encounter with the sub-
ject of the traumatic hallucination is likely to cause more trauma;
1-70% chance of developing another insanity — roll on the Ran-
dom Insanity or Phobia Table (whichever seems most appropri-
ate), 71-00 cured the insanity (met and conquered this inner
demon).

Witnessing or experiencing shockingly grotesque atroc-
ity. Roll once on Phobia table.

Terribly frightening or unusually terrible brush with death.
Roll on Random Insanity table.

Dying and being magically resurrected. This is as close to
death as one can get, and miraculously retuming to the living to
tell the tale. Roll once on the Random Insanity Table and the
Phobia Table.

Severe physical disability. 01-60% chance of alcoholism or
drug addiction. 61-80% Neurosis, 81-00% Affective Disorder.

Possession. 10-60% likelihood of developing a phobia toward
the type of creature or the specific person/character who had
possessed the character.

Being the direct or indirect cause for the accidental death
of several innocent people. 01-80% chance of insanity for char-
acters of a good alignment, 01-40% chance of insanity for char-
acters of a selfish alignment, and only a 01-20% chance for
characters of an aberrant or miscreant alignment (diabolic won't
care). In all cases, roll on the Random Insanity Table.

Insanity Tables
Random Insanity Table

01-10 Reborn: Alignment reversal; good becomes evil, evil
becomes good and selfish becomes principled or scrupulous.

11-20 Neurosis: Roll on the Table that follows.

21-25 Compulsive Liar: Constantly tells lies and tall tales,
even if of a good alignment.

26-30 Kleptomaniac: A compulsion to steal, even if of a good
alignment.

31-40 Obsession: Roll on the table that follows.
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41-50 Phobia: Roll on the table that follows.
51-60 Psychosis: Roll on the table that follows.
61-70 Fear of Animals: See neurosis.

71-75 Recluse: The character prefers to be alone. He is quiet
and unobtrusive.

76-80 Hypochondriac: The character is constantly con-
cerned about sickness, disease and poisoning. He exaggerates
the slightest discomfort and illness he may suffer and is con-
stantly under the belief that he is “coming down” with something.
He may avoid others who are sick even with the common cold,
may blame others for his illnesses (so and so coughed in my di-
rection yesterday) and is likely to have a half dozen “quack”
cures for every ailment imaginable; most taste terrible, or are ri-
diculous, and none of them work!

81-90 Affective Disorder: Roll on the table that follows.

91-00 Neurosis: Roll on the table that follows.

Affective Disorders Table

01-19 Frightened by loud noises to the point of cowering and
wetting self.

20-35 Disgusted by anything sticky and will go to any length
to avoid touching it.

36-54 Obsessed with cleanliness and must clean up any area
he/she is at for more than a few minutes.

55-75 Outraged by acts of violence, becoming violent him-
self; 72% chance of going berserk and attacking the perpetrator
of the violent act without regard for self. Bonuses: +1 to strike
and +2 to damage.

76-88 Hates music and musicians, and will try to destroy or
stop the source of those terrible noises.

89-00 Intimidated by spoken language; cannot speak mean-
ingful sentences (must use sign language or written communica-
tion); has difficulty understanding long sentences.

Neurosis Table

Neurosis is any of a variety of illnesses that affect the mind or
emotions without an obvious physical/organic reason, and in-
volves depression, phobia/fear, compulsion, anxiety, hysteria and
other abnormal patterns of behavior.

01-10 Fear of Animals: More than a simple phobia, this char-
acter has been so traumatized (perhaps chewed on by the family
pet while a little nipper), that he avoids all animals, will push
away the cutest pet, run away when confronted even by tiny ani-
mals like a mouse, and will kill them whenever he feels cornered
by them. Insects, fish, sea-life and humanoids (i.e. animal-like ali-
ens, werebeasts, etc.) are not included in this irrational fear.

11-20 Fear of the Dark: Spent too much time locked in clos-
ets, to the point that the character becomes a gibbering zombie
when locked or placed in dark, confined areas (only one melee
attack/action, no combat bonuses, no skill capabilities, speed is
reduced by half). Will collapse (unconscious) after 2D4 melee
rounds and will remain catatonic until removed from the darkness
or a light is lit. Has trouble sleeping at night.

21-30 Cannot tell the Truth: Compulsive liar, even if of a
good alignment. Most lies are harmless, but they can be annoy-
ing and can get the character and his fellow adventurers into
trouble.

31-40 Personal Cleanliness: Compulsive need to be clean.
In fact, the character will wash his hands and face 2D4 times in a
row before he “thinks” he is clean, as well as wash clothes when-
ever he can, and bathe frequently. He hates being dirty or engag-
ing in something that will make him dirty and tries to avoid it
(changes into clean clothes whenever he can and apologizes for
being dirty).
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41-50 Invasion of the Body Snatchers: Acute anxiety and
paranoia toward all aliens, mutants, other races, and creatures of
inhuman/uncommon appearance. “They’re out to get you! They
could be anybody!! Even ... you!?!”. The character is nervous, a
bit jumpy and suspicious of all beings who are either a different
race than himself or not human (even if he’s not human himself
—in this case, he trusts humans in general, but not others. Even
members of his own race are suspect).

51-60 Fear of Heights: Uncle Goober used to dangle the
character, by one foot, out of windows. Now the character is terri-
fied of heights to the point of being frozen when above the sec-
ond story; character is fine as long as he can't see how high up
he may be.

61-70 Thinks He’s Being Followed: Another compulsion mo-
tivated by an unfounded fear that one is being followed. The
character finds himself frequently stopping to look and see
whether or not he’s being followed. This includes checking be-
hind himself, looking around, constant sideways glances, check-
ing to see doors are locked (checking the same doors 1D6 times
each) and similar compulsive paranoid behavior. Note, the char-
acter is not paranoid in the sense that he thinks people are out to
get him or conspiring against him (the character is likely to have
numerous trusted friends), it’s just that he has this constant feel-
ing or anxiety that he may be followed or is being watched.

71-80 Fear of Success: “Mom always said | wasn’t any
good.” The character will sabotage himself at critical moments.
The following minuses apply during critical, or high pressure mo-
ments (battle, danger, watched by others, etc.): -15% to all skills,
-3 to hit, dodge, parry, initiative and damage.

81-90 Psycho-Reliance (luck fixation): The character be-
comes convinced that his “good fortune” is because of a particu-
lar item, a “lucky charm.” The character touches, taps, or kisses
the charm for good luck before entering battle or tackling any dif-
ficult situation. If the character loses the item, he suffers the fol-
lowing penalties until either the item is recovered or he can find a
replacement “good luck” charm (completely psychosomatic).
Penalties: -5% on the performance of all skills, -3 to save vs hor-
ror factor, -3 on initiative and -1 on all combat bonuses. Any other
coincidental misfortune will be attributed to the loss of the lucky
charm.

Note (optional): If the character is a practitioner of magic or a
psionic, he may believe his powers come from his “lucky charm”
or that an ordinary object (rusty old knife, ring, medallion, or even
a pebble, etc.) gives him his powers. Without it, he is powerless
and cannot cast magic, or use his psionics, at least until he re-
covers it or can find a new enchanted item to empower himself.
See the Optional Crazy Hero section for more details.

91-00 Hysterical blindness: When under pressure (battle, an
important opportunity, watched by others, etc.), the character
loses his sight until the pressure is removed; 1-89% likelihood of
happening — roll for each situation. -9 to strike, parry and dodge
while blind; no initiative and skill performance is half.

Psychosis Table

A psychosis is any severe mental disorder in which the person
partially or completely withdraws from reality —delusional. Their
behavior is often anti-social and violent.

01-15 Fascination with death in all its forms. The character
examines and studies ways one can die and kill, as well as im-
plements of death, how the human (and non-human) body re-
acts/responds to the threat of death/fear reactions, tolerance to
pain, survival responses, and even the philosophical concepts of
death, the soul, life after death and so on. Ilts interesting to note
that the character is not afraid of death and is not morbid about it,
simply fascinated. Others may find him to be disturbingly callous
and ghoulish.
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16-20 Paranoid: A general suspicion that everybody is out to
get you, so the character tends to trust no one, is a bit secretive,
is careful about what he says in front of whom, and keeps to him-
self. Roll to determine alcoholism or drug addiction: 01-30% is
yes, 34-00, no.

21-30 Manic depressive: Alternate severe depression one
week (nobody loves him, he’s a loser, incompetent, and is going
to die if he isn’t careful; -10% on all skills, and reduce all combat
bonuses by half), followed with a manic episode the next week
(everything is great, he’s the best there is, life is grand! +5% on
all skills and +2 on initiative, all bonuses are normal).

31-40 They're out to get me (paranoid schizophrenic):
Voices tell the character that most everybody, human and non-
human, men and gods, hate and/or fear him. Thus, he believes
“they” are out to get him (torture, kill, imprison, hurt, cheat, dis-
credit him, etc.). As a result, he has trouble sleeping (because
he’s vulnerable to “them”), is constantly jumpy/nervous and is
suspicious of others, sometimes even of long-time friends. The
character blames all of his misfortune on others and sees con-
spiracies everywhere. Tends to be a loner and distrusts every-
body except his closest comrades. Roll to determine alcoholism
or drug addiction: 01-50% is yes, 51-00, no.

41-45 Superman syndrome: The character thinks he’s
stronger, faster, smarter, more handsome and better than any-
body else. He tends to respect only brute strength, power, ruth-
lessness and strong beings. As a result, the character accepts
foolish challenges, takes dangerous risks and often underesti-
mates his opponents or the chance of failure/defeat. If it's any
consolation, the character is usually cheerful, helpful and posi-
tive.

46-50 God syndrome: The character believes he is “god,” the
voices in his head tell him so. As “god,” the character believes he
is above the law, judgment, and comprehension of all creatures.
Consequently, he ignores the laws of any place he visits. The
character isn't necessarily mean about it, nor blatant or deliberate
about breaking the law, he just doesn’t think about them and re-
fuses to pay the consequences when accused of breaking them.

The least offensive characters are cocky, arrogant, bossy,
condescending and trivialize everything that does not directly in-
volve them (they are the center of their universe). The most ex-
treme believe they are truly a superhuman “god” and act
accordingly as directed by their alignment, so some are reason-
ably benevolent “gods” while others are cruel, vengeful or mali-
cious.

51-60 Hysterical aggressive reaction: The character reacts
in anger and violence to a particular thing or occurrence. This
“trigger” is usually a response to accusations and criticism about
his appearance, courage, honor and virtue, such as being called
a coward, sissy, wimp, cheater, ugly, stupid, crazy, etc. However,
the reaction may also be a response to the actions of others that
reminds the character of something that was traumatic in his own
life (may tie to other insanities). This can include things like a
child being beaten, acts of torture or cruelty, seeing someone at-
tacked by an animal, a particular threatening monster, and so on.

In most cases, the character flies off the handle, ranting and
raving like a lunatic, shoving, threatening or challenging his ac-
cuser or the perpetrator of the “trigger” action — i.e. “How would
you like it if | slapped you around like that, punk?!” The slightest
act of antagonism, aggression or intolerance toward him, like
pushing him away, a smart remark, ignoring him, etc., will send
the character into a fury and attack the person or thing that set
him off.

61-70 Hysterical aggressive reaction to fear/phobia: In this
case, the “trigger” is something the character has a phobia about,
except instead of cringing in fear, he lashes out to destroy the ob-
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ject of his fear. This is usually a tangible thing like spiders,
snakes, a particular monster, etc. For example, a superhuman
with a phobia about spiders sees an itty bitty spider dangling from
the shelf behind the bar in a club. He’s likely to shout something
like, “Oh my god! Look out! Get out of my way,” leap over the bar
and swing at the spider with his beer bottle, chair, etc., shouting,
“Did | getit? Did I getit? God, | hate spiders.” Of course, in the
process he may have caused a panic (after all, what is it that has
frightened this brawny guy to such a degree?) or caused damage
by his extreme actions. If the phobia is something like a fear of
the dark, he will fight anybody (to the death) who tries to put him
someplace dark or who tries to take away his light, and he’ll do
just about anything to get out of it.

Remember, this is an unreasoning response driven by terror,
consequently the character’s actions may not make sense. For
example, the hero who is afraid of spiders will scream his battle
cry and lunge into battle with a giant, monster spider even though
it can be easily avoided (it may not have even seen him). Simi-
larly, he may attack a spider-like being without the slightest
provocation and kill without regret or reasoning (he can’t help
himself). Obviously, this can draw his fellow adventurers into
some serious (and pointless) conflicts (and the reason why this
phobia shouldn’t include intelligent beings that are too common,
like average people.

71-80 Mindless Aggression: Roll percentile dice again.

01-94 Semi-functional. When frustrated, angry, or upset, there
is a 1-72% likelihood of going berserk and lashing out at anybody
who gets in the way. The character pushes, beats and lashes out

(stands and fights anybody who opposes him) until physically re-
strained, rendered unconscious or killed! It takes 3D4 minutes of
restraint or unconsciousness before the character regains his
composure.

95-00 Non-functional, homicidal maniac! Continually going
berserk at the slightest provocation as well as when frustrated,
angry or upset. He fights to severely injure or kill those who upset
or oppose him. The character must be confined constantly (or
killed) — he has only one lucid day a week and will try to talk his
way out of confinement on that day (seem completely normal and
rational that entire day).

81-85 Jekyll and Hyde: The character hears a voice in his
head and feels powerful emotions contrary to his original align-
ment. There will be moments, especially when under stress, or
when angry or drunk, that the voice speaks so loudly and con-
vincingly, that the character will respond to it. The response is the
opposite of the character’s normal, original personality and can
be frightening; as if he were a completely different person! When
he returns to normal, the character may regret his actions and try
to make restitution, but there is little he can do when his other
personality takes over. This means if the character is a principled
or scrupulous good character, his opposite, Hyde personality, will
be one of the evil alignments. As a result, in the heat of combat,
or under stress, the Hyde personality may surface and engage in
acts of cruelty, intimidation, torture, belittle others, kill an un-
armed foe out of anger or spite (or even sheer pleasure), and so
on.

86-00 Become a psychiatrist. The character thinks he’s a
psychiatrist, and sees ordinary quirks, legitimate fears and con-
cerns as a serious psychosis, neurosis, phobia or obsession.
They're all sick (even if only he has the perspicacity to recognize
this)! The character will try to help people by counseling them
and offering his “expert” or “professional” services; tends to
charge stiff fees. He is especially fascinated with people who he
considers extremely insane (have real insanities), but he can't
help himself, let alone anyone else.



Random Phobia Table

01-03 Blood

04-06 Reptiles (may limit to a specific type).

07-10 Boats

11-13 Spiders (or insect of G.M.’s choice).

14-15 Water

16-19 Warehouse or other large abandoned buildings.
20-22 Ghosts/Entities

23-24 Sewers or basements.

25-28 Confining Enclosures

29-30 Cats

31-32 Dogs

33-35 Contamination

36-38 Mutants

39-42 Priests

43-45 Funerals/graveyards/and symbols of death in general.
46-48 Heights

49-51 Flying (by any means).

52-55 Graveyards/Tombs/Burial Mounds and other places of the
dead.

56-58 Darkness

59-62 Snakes and Snake-like Creatures.

63-64 Open spaces

65-66 Aliens

67-68 Robots

69-70 Opposite sex

71-73 Computers

74-75 Dead Bodies/corpses/skeletons (including animated dead).
76-77 A particular Vehicle (select a specific one).
78-80 Psionics/Magicians

81-85 Police or other government/authority figures.
86-90 Drugs

91-94 Hospitals/Doctors

94-96 Bats and Bat-like Creatures.

97-98 Slimes and Gooey Substances.

99-00 Strangers
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About Phobias

A phobia is an irrational fear which may result from a horrify-
ing traumatic experience. The object of the phobia can be any-
thing: bugs, snakes, the dark, heights, typewriters ... anything
which may have been the focus or cause of a severe psychologi-
cal trauma. While there are scientific names for specific phobias,
it is far easier to simply identify the object of the fear.

To determine a specific phobia, the player can roll on the ran-
dom table or the G.M. and player can decide on a phobia which
best applies to the experience. In the latter case, use common
sense to determine the phobia. For example, if the character had
a horrifying experience in a haunted house, walked through spi-
der webs, descended into a dark cellar and encountered a walk-
ing skeleton, the phobia is likely to be one of the following: empty
old houses, haunted houses, ghosts, the dark, spiders, skele-
tons, or animated dead. G.M. Note: Encounters with the super-
natural and magic are often scary, horrifying, bizarre and deadly
situations, but it is only the most horrifying and unexpected expe-
riences that may create a phobia or other insanity. Remember,
the player character will be prepared and hardened to sights,
magic, concepts, and creatures that might bedazzle the mind of a
normal person.

Phobic Panic

Characters who suffer from a phobia will become terrified
when the object of fear is encountered. If the character is sur-
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rounded by friends who can talk and soothe away his fears, the
person may be able to contain himself long enough to safely
avoid it (40% chance). However, if the character is alone, already
nervous, or feels threatened, he or she will be overcome by fear.
This is phobic panic.

Upon reaching the breaking point, the character's mind will
defend itself by responding in one of the following ways:

01-25 Pass out/fall unconscious for 2D4 minutes.

26-80 Flee/run away at top speed! Panic-stricken, the charac-
ter will ignore the outcries, pleas or needs of his companions. All
the terrified person knows is that he must escape. The character
will run and run until he is certain he’s escaped the object of his
fear, or until subdued or restrained. The person will fight only if
there is no other way to escape, and then only until he can get
away and run.

81-00 Paralyzed with fear, the character can only whimper,
sob or scream as he faces the horror. Physically, the character
will stand completely rigid or huddled in a corner, immobilized
with fear. He cannot run, fight, use skills or move in any way (no
attacks per melee) until the object of the fear is removed or de-
stroyed, or he is dragged away from it.

Obsessions

Obsessions are either an intense, irrational love/desire of
something or an intense hatred/loathing of it. The former is likely
to motivate the obsessed person to obtain the object of his de-
sire, while the latter is likely to cause the character to avoid or de-
stroy it. The G.M. can decide which is most appropriate under the
circumstances or roll once on the following table. An obsession
may drive a character to incredible, even outrageous lengths to
satisfy his or her irrational feelings.

Focus of the Obsession
01-50 Love/desire (select or roll for obsession)
51-00 Hate/destroy (select or roll for obsession)

Random Obsession Table

01-05 Opposite sex: If a man, the character will either love to
be around women or finds fault in everything they say or do and
avoids them.

06-12 Secrecy: Either prizes his secrecy above all else, or ab-
hors even the thought of keeping a secret.

13-20 Timeliness: Either a fanatic about being on time or al-
ways late.

21-27 Wealth: Either wants it or gives it away.

28-35 High Technology (either loves to aquire/use or loathes
it).

36-43 A specific individual: Hates or loves ‘em (NPC or player
character).

44-50 Specific object/item or animal — wants one or hates it.

51-55 Appearance: A fashion plate or a slob.

56-63 Danger: Either loves the thrill of danger, which usually
means throwing caution to the wind (the more deadly the better),
or despises danger and is overly cautious; a jumpy, worry wart.

64-69 Food: Covets and pays for only the finest foods and
drink (complains about common or plain food; prefers not to eat
it). Or eats any slop put down in front of him, the cheaper the bet-
ter.

70-75 Alcohol: Either a heavy drinker with a keen taste for the
finest liquor, or a fanatical teetotaler, anti-alcohol prude.



76-80 Specific person: either desires that person’s love/atten-
tion/friendship so much, they will go to any lengths to impress
them or get their attention, or is obsessed with humiliating/best-
ing or bringing about the person’s downfall/ruin (or their death de-
pending on alignment).

81-85 Gambling: Either loves it and bets on everything even
when on a losing streak (a gamble-aholic), or is an anti-gambler
who never bets on anything and looks down upon those who do.

86-90 Solitude: Either loves peace and quiet, and being alone
to the point of growing irrationally angry and frustrated if continu-
ally bothered or interrupted, especially during quiet times; or can’t
stand the thought of being left alone even for short periods of
time.

91-96 Crime-busting: If of a good or unprincipled alignment,
the character loves to be a hero and is obsessed with stomping
out crime and evil everywhere. If an anarchist or evil alignment,
the character likes to think of himself as a master con-man or
criminal mastermind and engages in criminal activity and dodging
the law whenever he can.

97-00 Power/leadership: Either craves power and wants to be

a leader of men, or couldn’t care less and prefers to be a fol-
lower.

Quentin Milton

Cures for Insanity

1. Affective Disorders & Neurosis: Therapy and counseling
by a psychologist. Requires a minimum of three months of ther-
apy with the following results.

01-29 No effect; requires longer therapy (roll again in three
months).

30-69 Half cured. The character feels the occasional return of
the old neurosis or disorder when under stress; 1-48% chance.

70-00 Total cure! The insanity is gone.

Cures by a Psionic can be faster and more effective be-
cause the character can use hypnosis and other psionic abilities
to probe and understand his patient in order to help him. The
Psionic must be 6th level or higher. Requires six weeks of ther-
apy with the following results:

01-29 No effect; requires longer therapy (roll again in three
months).

30-60 Half cured. The character feels the occasional return of
the old neurosis or disorder when under stress; 1-48% chance.

61-00 Total cure! The insanity is gone.

Also see the super psionic power cure insanity for instant, but
usually temporary relief from insanity.

2. Curing Psychosis: Therapy and possible use of hypnosis
and drugs are known to control mood swings, depression,
schizophrenia, paranoia and stress. Treatment by a psychologist
requires 4D4 months of therapy with the following results:

01-33 No effect; requires another six months of therapy.

34-68 Psychosis is replaced by a phobia (this could be an im-
provement).

69-00 Total cure.

Treatment by a Psionic has the same results but takes only
three months of therapy. Also see the super psionic power cure
insanity for instant, but usually temporary relief from insanity.

3. Curing Phobias and Obsessions: There is no known
cure for these conditions, but prolonged or repeated exposure to
the object of one’s fears in a controlled environment, along with
counseling, can lessen the intensity of the fear, making it less ir-
rational and manageable (scared but can still function). Treat-
ment by a psychologist requires 1D4 months of therapy, a
Psionic one month, with the following results:
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01-39 No effect; requires 1D4 more months of therapy.

40-88 Fear is lessened so that the character can function nor-
mally, but still doesn't like the object of the phobia — ugh!

89-00 Fear is intensified so that there is a 50% likelihood that
the character will become completely paralyzed until the source
of the fear is removed or the person is physically removed from
its location.

Cures by Magic (any type of insanity). There may be magical
cures that can instantly eliminate mental and emotional ilinesses,
as well as those induced by magic or magic curses. The trick is
finding someone with this magical knowledge. Furthermore, a
magical cure does not guarantee that the same or a different in-
sanity might not occur as a result of a new trauma.

Addiction
The Effects of Alcoholism

The alcoholic is in a total, staggering drunken state 25% of the
time, intoxicated as often as possible (at least 80% of the time)
and tends to drink even more during a crisis.

Penalties when totally drunk:

-4 on initiative.

-2 on all other combat moves/bonuses (strike, parry, etc.)

Reduce speed by half.

Reduce the performance of all skills by half.

Alcohol Withdrawal & Recovery

Alcoholism can be cured, but requires a willingness to seek
aid and give up drinking, therapy, support of friends and absolute
abstinence from all types of alcohol.

The following are Alcohol Withdrawal Symptoms & Penalties
(Cold Turkey):

First Week: -5% on all skills, -2 on initiative, strike, parry, and
dodge, and speed is reduced by 25%. Has the shakes, head-
aches, feels very sick and insecure. 75% chance will fall back to
drinking; roll every day of the week unless alcohol is not avail-
able.

Second Week: -2% on all skills, -2 on initiative, -1 to strike,
parry, and dodge, and speed is reduced by 10%. Still shaky, in-
secure, irritable, and craves alcohol. 40% chance will fall back to
drinking; roll every day of the week unless alcohol is not avail-
able.

Third through Sixth Week: -1 on initiative. Still shaky and in-
secure, but feels much more confident and physically well. 15%
chance will fall back to drinking; roll once a week and when under
great stress.

The next six months: Now it's a battle to stay dry; 15%
chance the character will return to alcohol under extreme pres-
sure. Roll for each high pressure situation.

After six months: There is still a possibility of returning to
drink, particularly when under extreme pressure or depression;
5% chance when in crisis. If the ex-alcoholic should ever drink
again, there is a 1-43% chance of becoming addicted again. Roll
for each glass drunk. A character can attempt to fight alcoholism
repeatedly.

The Effects of Drug Addiction

Drug addiction is generally more severe in its effects and in-
itial withdrawal symptoms than other addictions. However, once
detoxified, the person is less likely to return to drugs than an al-
coholic. Most references to drug addiction refers to hard drugs,
such as L.S.D., heroin, P.C.P., barbiturates (downers), ampheta-
mines (speed), cocaine derivatives, and mood altering drugs.



Roll on the following table for random effects of drugs on
the character’s disposition while intoxicated.

01-10 Quick tempered, argumentative; +1 on initiative.

11-20 Totally passive and a bit disoriented, just wants to be
left alone and enjoy the high. The character will not fight unless
forced into it, and is -5 to parry, dodge or roll with impact, no in-
itiative.

21-30 Extremely paranoid. Trust no one, not even friends; +1
on initiative.

31-40 Disoriented, has difficulty following the movement of
others; -2 to initiative and strike, -4 to parry and dodge.

41-50 Hallucinations! Totally oblivious to the real world; 1-50%
chance of not recognizing a friend or foe, or of attacking a friend
or innocent stranger thinking him an enemy. -4 to initiative, strike,
parry and dodge.

51-60 Withdrawn, quiet — spaced out. -3 to initiative, strike,
parry and dodge, -6% on all skill performance.

61-70 Secure and confident, but only when high, despite the
fact that he is -5% on all skills and -1 on initiative.

71-80 Depressed, pessimistic; -8% on all skills, -2 on initiative.

8100 Reoccurring hallucinations/flashback when under se-
vere pressure or life and death combat! Loses sight of the real
world. Roll percentile dice for the character’s response: 1-33%
chance of not recognizing a friend or foe and attacks whomever
he believes is his enemy. 34-65% fights in a frenzied blood lust,
shows no mercy and will not stop until all his enemies are slain
(real or imagined), unless restrained; +1 to initiative, strike and
parry. 66-00% the character knows things are not right, that he’s
experiencing a hallucination and consequently is tortured and
confused by it; -2 to initiative, strike, parry and dodge, and -10%
on the performance of all skills.

Some general notes about drugs:

* Takes 10-20 minutes to take effect.

* Effects last 45 minutes to two hours.

* Remains in system even after the high is gonefor48 hours.

* Addicts need a continual supply, taken at least twice a day.

The Next Six Months: This is the battle to stay clean; 10%
chance the character will return to drugs under extreme pressure
or depression. Roll for each high pressure situation.

After those Six Months: There is still little chance of turning
to drugs even under extreme pressure. A character can attempt
to fight addiction repeatedly.

Optional:
The Crazy Hero

Drug Withdrawal & Recovery

Quentin Milton

Drug addiction can be cured, but requires a willingness to
seek aid and being slowly weaned off its dependency. Total with-
drawal, or going “cold turkey,” is the sudden abstinence from an
addictive drug.

The following are Withdrawal Symptoms & Penalties of going
“Cold Turkey™:

First Week: -35% on all skills, reduce speed by 50%, -8 on all
combat skills. Violently ill with fever, body tremors, vomiting,
headaches, and convulsions, as well as feeling helpless, angry
and desperate (needs his fix). 75% likelihood of taking drugs if
available; roll every day of the week unless not available.

Second Week: -20% on all skills, -4 on all combat skills. Still
feels sick with fever, chills, nausea and all the rest. Feels angry
and depressed, extremely volatile temper. 50% chance of taking
drugs if available; roll every day of the week unless not available.

Third Week: -10% on all skills, -2 on all combat skills. Feels
weak and insecure, but considerably better. 28% chance of tak-
ing drugs if available; roll every day of the week unless not avail-
able.

Fourth Week: Completely detoxified, only psychological de-
pendence remains; needs continuing support from friends (possi-
bly therapy). 14% chance of taking drugs if available; roll once a
week.
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Crazy super characters seem to be more and more popular in
comic books. Some are fanatically driven, some given to frenzy,
others have multiple personalities and still others are just plain
coo-coo. Playing a hero who is mentally or emotionally off-kilter
can be a lot of fun if player for a bit of color and comedy. How-
ever, the nature of the insanity directly effects, and often limits,
the character. Experienced role-players should have no problems
with such a character. On the other hand, new players may find
the crazy element a little too demanding or awkward to play right
away. Insane characters are not for everyone. The rules are op-
tional and should NOT be imposed on any player who feels un-
comfortable with the idea.

Creating the Crazy Hero

The creation of a wacko character is easy. He or she is de-
signed exactly like any other character in Heroes Unlimited. De-
termine the attributes, hit points, S.D.C., skills, alignments, power
category and powers, just like always. The twist comes in how
the character sees himself or how some random crazy element
effects his or her life. The exact type of affliction can be selected
from one of the following or determined by random rolls. All the
crazy elements are presented in a chart/table form so that per-
centile dice can be used if desired. As you already know | per-
sonally favor the random roll.

Some things to keep in mind when playing one of these es-
tranged characters, is that they truly believe the conditions of
their affliction and nobody is going to convince them otherwise.
This is true even under life threatening situations.

Select one wacko characteristic or roll on the Random Crazy
Element Table.

Random Crazy Element Table
Roll Percentile Dice

01-30 Frenzy

31-60 Power by Association
61-85 Multiple Personalities
86-00 Crazy Man

Frenzy

The hero who suffers from a frenzy will appear normal most of
the time, but will fly into a wild, uncontrolled rage under certain,
high pressure, conditions. What triggers a frenzy varies some-
what, but is usually on the following (roll percentile dice).

01-20 Intense Frustration
21-50 Intense Anger
51-80 Intense Pain
81-00 Extreme Tension

Intense Frustration arises when the character feels helpless,
very confused or trapped into a situation he/she can not tolerate.
At a certain point the person can not endure any more and
snaps, flying off into a frenzy.
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Intense Anger is probably the most common catalyst for a
frenzy. As in all the cases for frenzy, we are talking about high
pressure situations that already have the characters blood boiling
and adrenaline pumping. Not common little peeves or dislikes.
The anger frenzy is likely to occur in battle if things are not going
well (the thought of defeat is too much to bear), an innocent per-
son or ally is hurt or tortured or if the villain(s) verbally mock the
hero and his buddies. Anger can also happen when extremely
frustrated by bad luck or carelessness/stupidity by others (or
self). It is not wise to make the character mad! “Watch it buddy,
you won'’t like me when 'm mad.” Truer words were never spo-
ken.

Intense Pain can also be a catalyst for a frenzy. The charac-
ter will only endure so much before he/she is suffocated by a
sense of overwhelming failure, fear of death and physical pain.
The hero flies into a frenzy when all S.D.C. points are gone
and/or approximately half his hit points are depleted. When this
happens the person is engulfed by an uncontrollable rage
(frenzy).

Extreme Tension is another inducer of frenzy. If the hero is
super nervous or so pent-up/tense about something, he/she is
likely to fly into a rage. This occurs when the character feels un-
der a lot of pressure, especially do or die type situations. At a
critical point, where tension is greatest, the person becomes fren-
zied.

When the character succumbs to a frenzy he or she is over-
come by emotion and supplemented by adrenal and other chemi-
cal reactions in the body. This plunges the character into a
berserker rage or bloodlust that blinds the person to everything
but the focus of the rage. All sense of personal safety is lost. The
environment, dangers, purpose, and friendships are forgotten
when the enraged person is engulfed in an unreasoning frenzy.
He can only lash out wildly, desperately, to destroy the source of
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frustration, anger, pain or tension. The frenzied hero’s thoughts
are primal and ferocious: kill or be killed, escape or die, fight until
the enemy is stopped or he stops you! Because the character
can no longer distinguish between friend or foe, he will lash out
an anybody who gets in the way. The frenzied hero caught in a
blood lust must lash out. Wants to hurt and destroy. If no living
target/enemy is available he will vent his rage on a room, de-
stroying everything within it, or vehicle, or machinery, and so on.
Whatever is handy or perceived to be a part of the problem will
become a target to be smashed. The ferocity of the onslaught is
terrifying for there is no restraint nor thought, only action.

Although a timely frenzy can be helpful and save lives, it is
equally likely to hurt or even kill innocent people. For Example:
Combat is going badly. The villains seem to be triumphing; ten-
sion is high. A friend and fellow hero is blasted from behind into
unconsciousness and almost killed. The hero who suffers from
frenzy is outraged by this act of treachery against his friend. Sud-
denly everything becomes a blur as the rage takes over. The
frenzy begins. The crazed hero becomes a wild man, attacking
with incredible speed, skill and ferocity. The villains fall, one after
another. A pair try to flee, but are struck down. Their pleas for
mercy falls upon deaf ears. A figure steps from around the cor-
ner. The wild man sneers and attacks. His victim shouts “Halt!
Police!”, but the words are meaningless. The policeman falls to
the hammering assault. The law officer could just as easily have
been a woman or child. To the frenzied character there is no dis-
tinction. He pauses looking for more “enemy”. The mayhem will
continue until the frenzy wears off all opponents are defeated, or
the wild man is subdued.

The power of the frenzy: Lost in an unreasoning berserker
rage the character will first lash out at the focus of his/her rage
and then all known enemies. Anybody else, innocent bystander,
friend or foe, who tries to stop the character or even attracts his
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attention, will be attacked with full force. As soon as one target is
rendered helpless (this can mean stunned, unconscious, coma,
trapped, killed or otherwise incapacitated) the wild man tums his
attention to the next target. Instinctively, the most dangerous tar-
get is attacked first, unless others get in the way.

Frenzy bonuses and abilities: One additional attack per me-
lee, +30 S.D.C., +1D6 damage which applies to all physical at-
tacks, as well as superpower type blasts and beams (does NOT
apply to mechanical weapons like guns), +1 to strike, parry,
dodge, roll, and speed is increased by 30%. Duration: The frenzy
will not stop until all opponents are defeated, the frenzy wears off
or the character is subdued. A frenzy will normally last one melee
(15 seconds) for each Physical Endurance (P.E.) attribute point.
For Example: A hero with a P.E. of 12 will be lost in a frenzy for
12 melees. That's three minutes. After that time the character will
snap out of the rage and function normally. All affects and bo-
nuses of a frenzy are temporary! This includes the 30 S.D.C.
Don’t be confused by the temporary S.D.C. Any damage comes
off of that temporary physical S.D.C. bonus first. After the frenzy
and extra S.D.C fades the damage sustained by the temporary
30 S.D.C. is a little more than painful cuts and bruises. Do NOT
subtract those 30 S.D.C. damage from the character's normal
physical S.D.C.

Power by Association

This unusual fixation has the character convinced that he
gains his strength, skills or powers from some sort of object or
other worldly source. This is not true. The hero’s abilities are
natural or achieved through training and have nothing to do with
any outside force. Yet, psychologically, the character is totally de-
pendent on the object of his fixation. A sort of super security
blanket that gives him/her the confidence to be a super crimebus-
ter and champion of justice. These characters are so dependent
on their imagined source of power that they are powerless with-
out it. Even if threatened with death they will not change their be-
lief. The mind is a powerful force that remains a mystery. It is
very possible that without the psychological focus and security of
a particular word, object or perspective, that the person would
never have discovered his special abilities nor become a hero.

There are six common factors that seem to stimulate superhu-
man response and abilities. Roll percentile dice to determine
which one affects your character. Note: None of these apply to
robots or bionic hero categories.

Hero by Association
Powers Stem From . . .
01-16 Daytime Complex
17-30 Nightime Complex
31-50 Popeye Syndrome
51-70 Magic Object
71-85 Power Words
86-00 Solar Syndrome

The Daytime Complex is the belief that ones abilities exist
only during daylight hours. Thus, from the first few seconds of
dawn till the last rays of sunlight disappear with the setting sun, is
the character endowed with exceptional abilities. At night the
powers are gone and he or she is a relatively normal human. Al-
though the hero believes his/her powers are linked to the sun, it
is not the same as being solar powered. This character’'s powers
and abilities are unimpaired by being indoors or locked in dark-
ness. As long as it is daytime the person is a super endowed
hero. It is the time of day that affects the abilities. Bonuses and
Penalties: During nightime hours the hero believes he has no
special powers or skills, but can still use his/her conventional
skills and training just as any normal human. If the character is
invulnerable or super strong he will imagine pain and vulnerabil-
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ity, or normal human strength (P.S. 12 maximum). The hero’s
identity/name is likely to refer to the sun, heat or light.

The Night Time Complex is identical to the daytime complex
except that the character believes his/her powers exist only dur-
ing night hours. From dusk till dawn this person is a super hu-
man. With the first light of day those powers and abilities fade. All
the same conditions listed under the daytime complex apply to
the nightime complex except during night hours. Being exposed
to any kind of light during night hours has no adverse effects. The
only applicable factor is the hour of the day (nightime). Note: The
hero is likely to use a code name that reflects the night or dark-
ness, such as Night Hunter, Moon Beam, etc.

The Popeye Syndrome is the belief that a particular type of
food or drink gives the character his super abilities. Without this
special food the hero is just an ordinary Joe with no unusual pow-
ers. Consequently, the power giving foodstuff must be eaten be-
fore super heroics can begin. The metamorphosis happens just
like the old Popeye cartoons. The would-be hero pops a handful
of his/her special “power” food and zowie! . . . an instant power-
house.

Conditions and limitations: Generally, the “power food” can
be eaten raw or prepared in any way. Quite literally one full hand-
ful of the stuff will instill the character with powers (Whatever
powers or abilities the person may actually possess. Nothing new
or random). Duration: One handful will instill superhuman powers
for approximately THREE HOURS. At the end of that time an-
other handful of the power food will be needed to remain super
endowed. There is no limit to how many times per day the food or
drink can be eaten. Type of Food: The food or drink should be an
exotic, or bizarre item or combination of items. Players can
make-up something or use the table that follows.

Random Power Food Table
Roll Percentile Dice

01-05 Garlic

06-10 Asparagus dipped in vanilla yogurt.

11-14 Raw Rhubarb (crunchy, celery-type sticks with tough,
stringy fibers).

15-19 Granola Bar (fruit types are the best).

20-23 Chicken Livers

24-27 Raw Brown Rice

28-32 Pig’s Ear

33-36 Parsnips and Pumpkin Seeds

37-40 Dogfish Croquettes

41-45 Corn Husks (just the husks)

46-49 Eel Marinated in Red Wine

50-53 Fresh Chives and Parsley

54-57 Anchovy Stuffed Grape Leaves

58-62 Oxtail

63-66 Carrot Juice

67-70 Apple Cores

71-75 Cabbage Quiche

76-79 Pickled Herring

80-83 Instant Breakfast Mix (must be mixed with low fat milk).
84-88 Collard Greens (a green, leafy vegetable, like spinach)
89-92 Walnuts and Bay Leaves

93-96 Raw Eggs and Bean Sprouts

97-00 Twinkies

Why does the character believe these foods give him/her in-
credible powers? The simplest, most common reason is because
his/her super abilities manifested itself for the first spectacular
time right after eating that particular food or drink. As a result, the
powers are associated with a specific type of food. The character
may have all kinds of ridiculous explanations or theories, but it's
purely psychological.
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The Magic Object Syndrome is the absolute certainty that a
special object is the source of the person’s powers. The source
of the power is usually thought to be mystical, supernatural or ex-
traterrestrial. Without the object the hero is powerless, just an or-
dinary human (or so he/she believes). If the power object is lost
the hero will become depressed and despondent for 3D6 weeks.
The only exception is the time spent searching for the lost item. If
the item can not be recovered the character will become an ordi-
nary person, leading an ordinary life. His exceptional powers for-
ever locked within him.

G.M. Note: If the power object is permanently lost, you could,
at your discretion, allow the character to become empowered by
some new, equally silly means, such as one of the other condi-
tions listed in this section. However, this should occur only after a
painfully long time and if it does NOT screw-up your game conti-
nuity. Most of the time (60%) the character will never find an al-
ternative, psychological power source.

The object is not really magic so it can be anything: A ring, old
coin, favorite childhood toy (teddy bear), earmuffs, medallion,
staff, walking stick, jewelry, cloak, cape, shoes, belt, flashlight or
bottle cap. Anything at all. The object is usually small enough to
carry or be worn and should have some odd or distinguishing
feature.

The Solar Syndrome has the character convinced that he is
solar powered. This is different than the Daytime Complex in that
the hero believes he actually draws on the sun’s energy like a so-
lar battery. With sunlight shining brightly and/or directly on the
hero, he/she is at absolute full power and confidence. So confi-
dent that the hero is tougher and better at everything.

Bonuses and penalties: In full daylight or in direct sunlight
the character is at full power; adds +10 to his/her S.D.C. and 5%
to all skills. In shadow, artificial light or a gloomy day, all the abili-
ties are half and skills are (minus) -5%. In darkness or at night
(without artificial light) the character has NO superhuman pow-
ers, and skills are -20%, because of his lack of confidence and
feeling of inadequacy.

Power Words are another form of hero/super association that
has the person believing to be empowered by a word code or
phrase. Usually the person believes the word(s) to be of magic,
supernatural or alien origin. To become a superhuman the per-
son needs only to shout the super words, and sha-zoom _ a hero
is born. The person is completely convinced that he/she is an or-
dinary person with NO powers. It is the power words that make
them something more. Thus, the word(s) must be shouted in or-
der to become a superbeing! If the word(s) are not spoken the
person remains a mere, powerless mortal.

Multiple Personality

One of the more unusual phenomenons are heroes with sev-
eral distinct personalities. Each of these different personalities
manifest themselves as a completely different person, with differ-
ent dispositions, attitudes, and beliefs. This is a much more com-
plex character and will require rolling on several tables.

Step One: How Many Separate Personalities?
Roll Percentile Dice

01-30 Two

31-50 Three

51-65 Four

66-89 Five

90-00 Six

Step Two: Who Is The Dominant Personality?

This is the main hero personality, so it should be among the
most “good” and competent of all the personalities.
A. Name: Player’s choice.
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B. Alignment: Player’s choice of principled, scrupulous or unprin-
cipled.

C. Disposition: Roll or pick from the optional rules section for
rounding out one’s character.

D. Rejects the belief of having a split personality, so he/she does
not know about the other personalities.

The main personality will be the one most often in control.

Step Three:
Who Are The Other Personalities?

A. Name each one.

B. Roll for random alignment of each personality.
01-20 Principled

21-35 Scrupulous

36-50 Unprincipled

51-65 Anarchist

66-77 Miscreant

78-89 Aberrant

90-00 Diabolic

C. Personality Quirks/Attitude: Roll for each personality (or
choose).

C. Personalities of Good Alignment:

01-10 Despondent: Withdrawn; curls up into a fetal position
and gurgles. Can not fight or take any action. Can not use pow-
ers or even communicate.

11-20 Coward: Afraid of everything: heights, flying, fighting,
knives, guns, etc. Will fight only if absolutely necessary, and then
only enough to escape. This character will surrender at the slight-
est hint of trouble. Super abilities can be used, but only for self-
preservation. He may use the powers to help friends, but would
rather stay on the sidelines. Penalties: Always the /ast to attack in
a melee round. Skills are -10%. Doesn’t know any of the other
personalities.

21-30 Pacifist: Gentle, merciful and compassionate. This
character is as bright and bold as the main personality (maybe
even more so), but wil not fight. This personality is adamant
against fighting for any reason. If confronted he will dodge, parry
and try to otherwise incapacitate a foe, all the while delivering a
speech against fighting and cruelty. He can use his powers, but
will rarely use them against others. Will NEVER Kill, torture or
strike out of anger. There are no power or skill penalties. Bo-
nuses: +2 to dodge, +1 to parry and roll. Knows about the domi-
nant personality only. There is a 40% chance that he can be
convinced to let the dominant personality back into control, but
only under extreme protest (too violent).

31-40 Arrogant Warrior: Cold, aloof, snob, but extremely ca-
pable and confident (over confident). Tends to be incredibly inde-
pendent, rude and insensitive. To this personality there are two
points of view to everything; the wrong one and his (the only right
and logical opinion). This personality uses his powers and skills
as he sees fit; usually cold and calculating. There are no skill
penalties. Bonuses: +10% on all skills, +1 to parry. Knows all the
other personalities, but will not willingly let any of them resurface.
After all they are inferior to him.

41-50 Righteous Indignation: A personality that has a black
and white view of the world. Evil must be crushed at all costs.
This is a war, thus the end justifies the means. He tends to be
judgmental, reactionary and brutal toward evil. Gentle and com-
passionate to the good and innocent. A potentially volatile and
dangerous character. There are no skill or ability penalties, nor
bonuses. He uses his extraordinary abilities well. Knows and de-
spises all the other personalities for one reason or another.
There’s a 50% chance of convincing him to let any of the other
personalities out, except the arrogant warrior.
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51-60 The Normal: A very mundane, innocent, bumbling
nerd-like youth (teenager) who knows nothing about super abili-
ties, crimefighting or heroics. He is friendly, but shy, and totally
bewildered about super beings. He has no recollection of his
other personalities or super abilities. Penalties: Can NOT use his
extraordinary abilities, has no combat training (one attack per
melee), and only high school equivalent skills and knowledge.
This is a normal kid!

61-70 The Wildman: An overzealous, gregarious, and ex-
tremely hyperactive personality with delusions of grandeur. He is
fanatically loyal and dedicated to crime fighting, justice and the
American way. He is very reactionary, takes needless risks, and
has a complete disregard for his personal safety. This is a char-
acter whose intentions are always 100% sincere, but acts without
considering the consequences. Basically, a nutcase with a heart
of gold. Penalties: Suffers from the Frenzy condition discussed
elsewhere in this section (triggered by anger or pain). Bonuses:
Can use all powers and skills equal to the dominant personality.
+4 to roll, +1 to parry and dodge. Add 10ft to leaping (up and
across) abilities and 20% to climbing, swimming and balancing
skill abilities. This personality knows all the others, and can be
convinced to let any of them take control if it is for the good of the
group or a good cause; 80% likelihood.

71-80 Hypochondriac: A personality obsessed with cleanli-
ness, and avoiding injury and disease. He will continually whine
about potentially filthy or germ laden environments, and instruct
his comrades about proper eating habits, vitamins, medication
and sanitation. If injured in the slightest (one S.D.C.), the person-
ality will whine and moan about it for hours. Penalties: Never
takes the initiative, -5% on all skills. Bonuses: +1 to parry and
dodge, and has a paramedic skill with an 86% skill proficiency.
Knows all the personalities, but is hesitant to let any take control
because they are either too reckless or whimpy and might get
him hurt. And they are all “so filthy!!!!” However, there is a 50%
chance of being convinced to let any of them take control, except
the wildman because “that guy’s crazy”. If letting another person-
ality take control is likely to prevent his death or grievous injury,
there is an 88% likelihood of letting out a different personality
(player’s choice, but the dominant personality is most likely).

81-90 Opposite Sex: Pick from or roll on the optional rules
Disposition table to determine the general attitude of character.
May or may not know of the super abilities; 1-40% _ does not,
41-00% _ does know. If she/he doesn’t know about the power or
abilities, then all skills are -20%, there is no combat skill (one at-
tack per melee), and extraordinary powers can NOT be used. If
the personality does know about the abilities he/she knows about
the other personalities. There is a 40% chance of it being con-
vinced to let a different one surface. If he/she knows nothing
about the other personalities and can not willingly let a different
one surface.

91-00 The Anti-Super Dude: This personality is against the
entire concept of super powered beings and vigilantism. Conse-
quently, while he knows about the special powers he possesses
he will not use them for any reason. Nor will he engage in super-
heroics. Penalties: -10% on all skills, no combat skill (one attack
per melee and no bonuses to strike, parry, dodge or roll). Bo-
nuses: None. Knows about the other personalities, but will NOT
let any of them take control!

C. Personalities of Evil Alignments: Roll or choose for each
personality:

01-10 Jack the Ripper: A twisted personality that preys on
the weak, mostly women. Some demented obsession drives this
personality to hurt and torment women. If any opponents are fe-
male, she will be his first target. The more she fights, the better
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he likes it. This is a sick individual who loves to torture and watch
torment. Penalties: -10% on all skills because he is physically ori-
ented. Bonus: +1 to strike. Knows about his other personalities,
but will NOT willingly let any of them take control. Uses his super
abilities and skills well. Prefers blade weapons above all others.

11-20 Traitor: A personality that goes with what is always
best for him. He will betray a friend or cause for money, revenge,
or to save himself. He will sell or steal information, equipment or
persons without hesitation. To this personality, everything has a
price and he intends to cash in on it. The character is amoral,
cold and merciless, taking action that will benefit only him. Com-
pletely untrustworthy. Penalties: None. Bonuses: None. He can
use all powers and skills. Knows about the other personalities
and uses them freely to get his way or save his skin.

21-30 Greedy: A personality that craves wealth and fame. He
will always look for the profit and value of any activity. He is a
stingy braggart who always connives to get the most money and
all the glory. He tends to be secretive, sneaky, deceptive, under-
handed and self-centered. Penalties: None. Bonuses: None.
Uses all skills and powers equally as well as the dominant per-
sonality. Although he knows about the other personality. Al-
though he knows about the other personalities he is extremely
reluctant to let any of “these losers” take control (20% chance).

31-40 Kleptomaniac: A compulsive thief who just likes the
challenge of stealing. Steals from everybody all the time, just for
fun. Penalties: Has none of the dominant character’s skills. Bo-
nuses: Knows the following skills at the proficiencies listed: Pick
Pockets 65%, Pick Locks 55%, Prowl 55%, Disguise 60%, Sur-
veillance Systems 50%, Hand to Hand: Basic (2nd level with 4 at-
tack per melee total), Pilot Automobile 88%, Motorcycle 68%.
Knows all the other personalities and about his exceptional abili-
ties.

41-50 Blood Thirsty: A personality that loves to fight, hurt
people, torture and kill. A sadistic bully who shows no mercy and
intentionally strikes to do maximum damage. This is the person-
ality’s way of proving his superiority, as well as satisfying his
cruel pleasures. Penalties: -5% on all non-combat oriented skills.
Bonuses: +1 to strike, parry, and dodge, +10 S.D.C. He can use
the super abilities well. Although he knows about the other per-
sonalities he will pretend not to and will refuse to willingly let an-
other take control.

51-60 Megalomaniac: Arrogant, feels far superior to all oth-
ers; mean, cold and calculating. This personality is totally self-
serving. The means justifies his ends and there is only the wrong
opinion and his opinion. Those who ignore or chastise his opinion
are either fools or potential enemies. The personality is only a
team player in the sense that he can use the team to achieve his
desires. Tends to be domineering (will try to usurp the leader-
ship), insensitive and ruthless. There are no skill penalties. Bo-
nuses: +10% on all skills. He knows and uses all the skills and
powers of the dominant personality.

61-70 The Psychopath: A wild, daring, deadly personality
who thrives on danger. Nothing is too risky or impossible. Tends
to be reactionary, cruel, and strikes with deadly force. Also likes
cat and mouse games, as long as he is the cat. Penalties: Does
not know the dominant personaly’s skills. Bonuses: Knows the
following skills at the proficiency level listed: Hand to Hand: Ex-
pert (3rd level for a total of 4 attacks per melee), W.P. Blunt,
W.P. Knife, W.P. Revolver, W.P. Automatic Pistol, W.P. Rifle,
Sniper, Prowl 55%, Climbing 65/45%, Pilot Automobiles 92%,
Motorcycle 72%, Truck 76%, and Escape Artist 45%. Add +20
S.D.C. (applies only when the psychopath personality is in con-
trol). Can use all extraordinary powers equal to the dominant per-
sonality. Will not willingly allow any other personality dominance.



71-80 Opposite Sex: Pick from or roll on the optional rules
Disposition table to determine the general attitude of character.
May or may not know of the super abilities; 1-40% _ does not,
41-00% _ does know. If she/he doesn’t know about the power or
abilities then all skills are -20%, there is no combat skill (one at-
tack per melee), and extraordinary powers can NOT be used. If
the personality does know about the abilities he/she knows about
the other personalities. There is a 40% chance of it being con-
vinced to let a different one surface. If he/she knows nothing
about the other personalities and can not willingly let a different
one surface.

81-90 Hypochondriac: A personality obsessed with cleanli-
ness, and avoiding injury and disease. He will continually whine
about potentially filthy or germ laden environments, and instruct
his comrades about proper eating habits, vitamins, medication
and sanitation. If injured in the slightest (one S.D.C.), the person-
ality will whine and moan about it for hours. Penalties: Never
takes the initiative, -5% on all skills. Bonuses: +1 to parry and
dodge, and has a paramedic skill with an 86% skill proficiency.
Knows all the personalities, but is hesitant to let any take control
because they are either too reckless or whimpy and might get
him hurt. And they are all “so filthy!!!!” However, there is a 50%
chance of being convinced to let any of them take control, except
the wildman because “that guy’s crazy”. If letting another person-
ality take control is likely to prevent his death or grievous injury,
there is an 88% likelihood of letting out a different personality
(player’s choice, but the dominant personality is most likely).

91-00 The Normal: A very mundane, innocent, bumbling
nerd-like youth (teenager) who knows nothing about super abili-
ties, crimefighting or heroics. He is friendly, but shy, and totally
bewildered about super beings. He has no recollection of his
other personalities or super abilities. Penalties: Can NOT use his
extraordinary abilities, has no combat training (one attack per
melee) and only high school equivalent skills and knowledge.
This is a normal kid!

Step Four:
When Do The Different

Personalities Take Control?

The dominant personality is the one who is usually in control.
He or she is the main force behind the character and the one
who has decided to become a super crimefighter. Another per-
sonality takes over under the following circumstances:

1. Severe shock or trauma, such as seeing a loved one
killed or seriously injured, psionic or drug induced hallucinations,
feeling completely helpless, or intense painftorture. In these
cases, the personality best suited to handle the situation will take
control.

2. Coma or near death: Any one of the other personalities
will take random control.

3. Hypnosis: 50% chance of calling forth a specific personal-
ity. If the roll fails, roll to see who takes random control. There is
an 80% chance of bringing the dominant personality back into
control when using hypnosis.

4. Telepathic Probe: 65% chance of pulling out a specific
personality. If the roll fails, roll to determine which personality sur-
faces to take control. Once the personality is aware that a psionic
probe is being used to suppress him and bring out a different per-
sonality, he gets a +4 to save vs psionics and is likely to attack
the psionic. If he fails to make the savings throw, there is a 65%
chance of pulling forth the specific personality desired.

5. Hypnotic Suggestion (psionic): Has a small chance of
being used to pull out a specific personality (30%). The current
personality automatically gets a +3 to save vs psionic attack
when hypnotic suggestion is being used.
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6. Mind Wipe (psionic): Whenever a mind wipe is being used
the current, dominant personality will retreat into the subcon-
scious, automatically breaking the effect of the mind wipe and
bringing out a new personality. Roll for random control.

Determining Random Control

Determining which personality takes random control is easy. If
you have TWO personalities, 1-3 represents the dominant per-
sonality, 4-6 the other, secondary, personality. THREE personali-
ties: 1-2 is the dominant, 3-4 a secondary personality, 5-6 the
other. FOUR personalities: 1-3 represents the dominant, 4, 5
and 6 each represents one of the secondary personalities. FIVE
personalities: 1-2 the dominant, 3, 4, 5 & 6 each represents one
of the other personalities. SIX personalities #1 is the dominant, 2,
3, 4, 5, and 6 each represent one of the other personalities. As-
sign a numerical designation to each personality and roll a six-
sided die to determine which one is in control.

The Crazyman

The crazy-man type hero is a wild, flamboyant, and jocular
character. This person might be a cross between Daffy Duck, Er-
rol Flynn and a stand-up comic on speed. Zany, dynamic, caustic
and hyper. This guy is the wisecracking daredevil who seems to
be as cocky and carefree leaping into the jaws of death as he is
at a tea party. He will batter his opponent with sarcastic quips,
bad jokes and silly observations while he’s socking it out with him
or facing the barrel of a gun.

These characters are always fidgeting. Tapping fingers, crack-
ing knuckles, tapping feet, wringing hands, pacing, rocking,
standing on ones head, doing carntwheels, suspended by rope,
bouncing a ball, flipping a coin, juggling, etc. They are extremely
hyper and can’'t seem to sit still. In combat, they are usually the
one bounding into a group of baddies, hanging out the window,
or displaying dazzling footwork.

The crazy-man heroes seem to have a consistent habit of
laughing, giggling or snickering at the most unusual times. Usu-
ally this occurs during combat, under high pressure situations
and triumph. Sometimes this can be extremely effective in rattling
one’s foe. Other times it is downright annoying. They also tend to
come up with inane battle cries.

In combat, the crazy-man hero usually appears to be fearless,
leaping into a foray with a joke on his lips and armed with his
bare hands and a crowbar (that’s a joke, son). They tend to be
reactionary, believe themselves to be indestructible, take need-
less risks, and have a complete disregard for personal safety, es-
pecially when an innocent life is at stake.

Bonuses and Penalties: These heroes tend to be physically
and action oriented, thus they are usually too impatient to master
skills that require sitting still and/or intense contemplation or
study. -10% on all skills other than physical, piloting and weapon
proficiencies. Add +10% to prowl, climbing, swimming, gymnas-
tics and dancing skills. Add +4 to roll with punch, fall and explo-
sion. Also +1 to dodge. Note: As a reactionary, the crazy-man
hero tends to be naive and a sucker for a sad tale, good cause or
pretty face. Also roll twice on the phobia table and once on the
obsession table found in the insanity section. These are addi-
tional little quirks that plague the hero.
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Tradition & History -«

Supermen are real!?

The fundamental concept in any game, comic book or story
about superbeings is that such people are real. Thus, in this fic-
tional version of our modern Earth, us ordinary folk have come to
accept that superhumans, mutants, and nonhumans possessing
extraordinary power, soar through our smog-filled skies and fight
for truth and justice. Such beings are relatively commonplace,
say one in a million, so just about every major North American
city has one or two, if not more.
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In this world of superbeings, many of the people tum to the
“good guys” for their protection, guidance and camaraderie.
Meanwhile the very existence of these “heroes” seems to draw
out their evil counterparts, and leads to conflicts between good

and evil. Of course, the very nature of humankind spawns such
melodrama, for humans seem to have an equal capacity for good
and evil. Those with “power” tend use that power in one way or
another — all too often, selfish and evil men and women (su-
pervillains) use it to hurt, control and destroy.
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Heroes and villains come in many shapes and sizes; some
aren’t human at all. Some are outspoken and flamboyant, attract-
ing fame (or infamy) like a magnet, while others are reserved and
avoid the limelight, while still others try to hide their very exist-
ence, preferring shadows and innuendo to the spotlight and cam-
eras.

The term “superhero,” first coined in comic books, may be
used as a common, catch-all name attributed to all men, women
and people who dare to step forward and use their unique pow-
ers to defend, protect, and help humankind. The so-called, “su-
pervillain” is the antithesis of the hero; cruel, self-serving or evil
beings who use their powers to attack, hurt and enslave others
for their own personal gain or pleasure.

Such is the realm of superbeings. Such is the world of Heroes
Unlimited™.

Heroes Throughout
the Ages

Most comic books and role-playing games use our modem
world as the setting for superhumans. Heroes Unlimited™ is no
different, but we ask this question, “When did superhumans first
appear in the world?”

In the context of this role-playing game setting, we take the
premise that supermen have walked the Earth since the begin-
ning of the human race! Stories, myths and legends about great
heroes, prophets, oracles, demigods and gods (Beowolf, Gil-
gamesh, Vishnu, Bishamon, Merlin, King Arthur, Hercules, Thor,
and countless others) may actually recount tales about real peo-
ple with superhuman powers! The term “superhero” didn't exist
back then, so in the vernacular of the times, they were dubbed
warrior kings, spirit warriors, great heroes, immortals, demigods,
gods, sorcerers, and the blessed, or cursed, as the case may be.
Likewise, ancient accounts of strange beings, dragons, monsters,
demons, and faeries may actually tell of early superpowered mu-
tants, alien visitors, and superpowered villains. With the passage
of time, these earliest superbeings have been relegated to the
stuff of legend, fantasy and faerie tales.

Even some historical figures known to be “real” but renowned
for their keen insight, great minds, strange powers, physical
prowess, and/or fighting abilities, may have been supermen
—people like Goliath, King David, Alexander the Great, William
the Conqueror, Ghengis Khan, St. George the Dragon Slayer,
Nostradamos, Leonardo Da Vinci, Confucius, Geronimo, Thomas
Alva Edison and thousands of inventors, healers, oracles, saints,
warriors, and leaders.

On the Earth of Heroes Unlimited, scholars and historians who
accept this theory have discovered there have been periods
throughout history in which “superhuman heroes and gods” have
made an appearance. Researchers have found what they call
waves of paranormal activity. Specific, reoccurring periods when
superhumans appeared in great abundance, often followed by
generations and even eons where only a minuscule number ex-
isted, if any at all. The historical records also seem to suggest
that such “appearances” of legendary heroes, villains and super-
beings, en masse, have never been a global phenomenon, but
rather limited to one particular continent, people or region at a
time; i.e. the ancient heroes and gods of Mesopotamia (Gil-
gamesh), the Hindu gods of India, the heroes and demons of the
Orient, the legendary gods of Greece and Rome, as well as the
Celtic gods, and later, King Arthur, among countless others. In
each case, these superhuman heroes and gods played an impor-
tant role in that part of the world, battling equally superpowered
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monsters and madmen. These heroes and gods typically domi-
nated several generations before they disappeared — some
would die, but many simply vanished or were said to have re-
turned to their godly domain (Mount Olympus, Asgard, etc.). In
each of these cases, the adventures of these heroes and gods
are elaborate and detailed, and occasionally connected to “real”
historical events! In most cases, these superhuman beings, even
gods, possessed all too human emotions, desires and weak-
nesses, and they had direct interactions with “mere mortals.” In
fact, many of these ancient gods and demigods are obsessed
with human affairs and serve as champions (and enemies) of a
particular people or nation. Exactly why these heroic figures will
appear at a particular time, in 1-4 particular countries, continents
or cultures, remains a mystery. Those who dismiss the theory
that superhumans regularly appeared in human culture, insist
these stories are nothing more than myths and fantasies. They
claim any similarities to each other, regardless of the time or dis-
tance between each civilization, is coincidence and parallel cul-
tural developments. As for any similarites between modem
superbeings and the heroes of myth and legend, it is just the fic-
tion conjured by an overactive imagination.

It can’t be denied that if these mythic beings were really mor-
tals and mutants with super abilities, they would certainly have
seemed like gods, demigods, demons, saints and sorcerers to
ordinary humans. The advantage these powers gave the super-
being would quickly elevate him or her in society and help in
achieving goals and (if desired) power. In more primitive days, a
boy with Super Strength, Super Prowess or Super Speed would
have had a tremendous advantage over his rivals and oppo-
nents. If combined with Invulnerability, Healing Factor or Genius
(strategy and tactics), the individual would likely become a legen-
dary warrior or leader. Those with the powers of energy expul-
sion, transformation, and other spectacular abilities would have
been regarded as something “more than human,” perhaps as the
child, chosen, or avatar of a god, or a god himself. Inevitably, it
would be the individual's deeds that would earn him or her a
place on the side of good or evil.

The presence of ancient superbeings might also explain such
enigmas as the pyramids, Stonehenge, the Nazca Lines, the an-
cient electric battery and a great many other mysteries that seem
to defy modern science or the technology of the era.

The controversial scholars and historians who believe such
mythical characters were indeed superbeings, see our present
day as a new age of “gods and heroes” — or as they would be
called today, “superbeings and superheroes.” This time, they ap-
pear on the North American continent, for while other nations
throughout the world have a smattering of superbeings, North
America, particularly the USA and Canada, contain a dispropor-
tional part (at least 42% and 15%, respectively) of the world’s
known superbeing population. Now some argue that the initial
emergence and acceptance of superhumans in the United States
and Canada has served to attract them to these parts of the
world above and beyond others, thus making North America the
unofficial, “home of the superbeing.” A similar argument is used
by those who insist that the presence of one or more super “he-
roes” inevitably attracts supervillains and other dangerous super-
beings.

The debate as to whether or not superhumans have existed
throughout human history is likely to never be resolved, however,
those who believe it is true have a warning. Historically, the prolif-
eration of superhuman heroes, sorcerers, demons and godlings
preceded war or great conflict — a conflict that required the inter-
vention of superhumans. Often these wars grew out of the inter-
vention of these gods and heroes (taking sides, seeking revenge,
helping one people and not another, etc.). Just as frequently, ti-
tanic clashes resulted from conflicts between one group of gods
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with another, catching ordinary humans in the cross-fire or using
them as fodder or pawns in their games and wars, or as prizes to
be won. Inevitably, these mythic beings seemed to polarize into
opposing factions, with one side representing the forces of good
and the other, the forces of evil — not unlike super “heroes” and
super “villains” of the modern world! Ultimately, these opposing
powers clashed, sometimes in subtle ways (evil ones instigating
or plotting disasters, plagues, treachery, evil deeds, and war
among mortals, while the forces of good sought to foil their plans
and prevent disaster) to outright warl Wars were sometimes
fought entirely or mostly among the gods, but typically involved
mortal humans, with the planet Earth serving as the field of bat-
tle.

A brief history of
Superbeings in America

The occasional known or suspected super “hero” can be
traced back to the American Revolutionary War (500 years earier
among some Indian Tribes), but before the 20th Century, Ameri-
can history records fewer than a dozen suspected superbeings.

For whatever reason, superbeings began to appear with the
advent of World War I, particularly in the United States, as op-
posed to war-torn Europe where one might surmise they were
more desperately needed (of course most American superbeings
of the 1930’s and 40’s did join the War). An estimated 70 super-
beings, heroes and villains, appeared between 1940 and 1950.

The 1950’s and 60’s showed a decline in superbeings and
many (not all) of those who appeared in the 1940’s retired or
went into seclusion.

However, the late 1960’s saw a subtle increase of superbe-
ings in the United States, and a somewhat startling appreciation
and acceptance of them. Within a few years, a handful rose to
the status of national heroes, and many more became regional
celebrities, renowned crimebusters and protectors, as well as ne-
farious villains. Some feel that this acceptance and celebrity of
superhumans led to a superbeing explosion in the Americas and,
to a considerably lesser degree, around the world.

Today, there are at least one thousand superbeings in the
United States alone, with more popping up every day (perhaps 2-
3 times more than is officially acknowledged when including
those who have chosen to ignore or conceal their unique powers
and live ordinary lives, especially those with comparatively minor
abilities). Conservative estimates suggest that one in every mil-
lion people possesses super abilities. Note: These numbers are
frequently disproportionate to actual land areas and population.
That is to say, nations like the USA and Canada with a consider-
ably smaller population than, say, China, have many more super-
beings than China with its billion plus population.

The explosion of superbeings has led to increasing social,
moral and political issues regarding the use of their powers, re-
sponsibilities, vigilantism, the law, secret identities, and duty to
one’s nation, as well as many other debates and concems. In ad-
dition, there are splinter groups that both support and condemn
the so-called “superhero.” Those who speak against such heroes
raise such questions as lawlessness, law enforcement, double
standards, ethics, morals, secrets, paranoia, the presence of ali-
ens from other worlds (not to mention mutants, “unholy aberra-
tions”) and the ever present fear that superbeings may represent
a threat to humankind (“What's to stop these superfreaks from
conquering and enslaving the world someday?”). Yet despite the
naysayers and paranoiacs, the majority of public opinion is posi-
tive and supportive of super “heroes” (popularity fluctuates, on
average, between 59% and 85%), especially for those who have
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earned the public’s trust and respect with years of public service.
This is the modern world of Heroes Unlimited™.

Optional: Role-Playing
Tradition & Heritage

Keeping in mind that on the Earth of Heroes Unlimited, super-
beings, heroes, mercenaries and supervillains have existed in
large numbers for over 50 years, players may be playing a super-
being who comes from a long line of heroes, or who is following
in the footsteps of his (or her) Grandfather, Father, Uncle, Men-
tor, etc. If so, the superbeing (hero or villain), even before em-
barking on his first mission, represents a particular family,
heritage, or tradition and reputation eamed by those who came
before him. This can be a blast to play! The new young turk who
has assumed the identity of his father (or mentor, or whoever), or
who appears as a new hero, but with an emblem, name/hero
identity, and/or costume design that can be linked to a particular
hero, group or tradition of heroes from the past.

The Legacy of Heroes

The idea behind Heroes Unlimited™ has always been to al-
low players to create (or recreate) virtually every type of comic
book hero imaginable. The consideration of a heroic “legacy” or
“history,” can add incredible dimension to player characters, vil-
lains as well as heroes.

Those who follow a family tradition, honor the legacy of a fa-
mous organization/group, or who take up the name and costume
of a previous superbeing (presumably a retired or deceased one)
has big — gigantic — shoes to fill. This character is likely to feel
both honored and pressured to live up, or down, to the reputation
and expectations that this association with the past will bring.

The following are just some of the elements a hero (or villain)
with ties to the past, an already famous hero (or villain), or a
group or family of superbeings, may fall into. They are provided
as guidelines and food for thought, so the G.M. and players are
encouraged to build on these or create an entirely new ones.

Good or evil, there will be shadows from the past. In most
cases, his links to the past (good, bad or mostly indifferent) will
haunt him. All the baggage that comes with the past glory, suc-
cesses, failures, crimes, accusations and reputation (true or
false) and being identified with a particular name, costume and
past will both help and hurt the new hero.

Whoever takes up the mantle of justice (or villainy) by assum-
ing the identity and costume (modified or exactly the same) of a
preexisting hero (or villain) is continuing a “legacy.” His actions
will shine upon or tarnish the past reputation. The current man or
woman behind the mask may overshadow his/her predecessor in
fame and glory, or in infamy and shame. Likewise, a hero or vil-
lain who is associated in some way with a past or present hero,
organization, or tradition, may bring glory or shame to his associ-
ates. He may take actions or say things that may besmirch the
reputation and good will of those he’s associated with — “| can’t
believe somebody like the Masked Crusader could ever have
trusted somebody like thatt How do we know that the Masked
Crusader isn't involved somehow? Gee, can we trust anybody
who hides behind a mask?” or, “Well you know what they say,
the apple doesn't fall far from the tree,” and so on.

In fact, a good guy tumed bad typically breeds fear and worry
about all masked heroes in general, and those closest to the
turncoat will be specifically looked upon with concern or disdain
(“Why didn’t they see this coming? Can we trust their judge-
ment?” etc.).
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Superbeings who strive to become protectors and heroes take
on huge responsibilities and deal with reputation and trust prob-
lems as it is. Consequently, a loose cannon, show-off, hotheaded
loud mouth, misanthrope, fanatic, or irresponsible colleague, to
name just a few, can become a liability for the entire group or as-
sociates. This of course, typically leads to comrades disassociat-
ing themselves with the troublesome character. Those who don’t
(and there are circumstances where heroes and friends
shouldn’t) are likely to pay the price by getting their share of bad
press and related trouble (revenge, charged with crimes, etc.).

Fulfilling or Fighting a Legacy

When playing a character who has a “past,” there are a
number of questions and issues to consider.

Legacy of heroes. Why is the character following in his fa-
ther’s (or Mother’s, Brother's, Uncle’s, etc.) footsteps? Or is he
the student, protege, or just a fan of a famous hero (or villain)?

Does he adopt his own identity, but with known or obvious ties
to the famous hero, family or a hero (or villain) group that came
before him? Or does he adopt the exact identity of the former
hero, pretending to be him?

Does he wear the famous costume, or does he modify it?

If the old hero (or villain) still lives, what does he think of this?
Does he try to meet the character? Does he become his mentor
or a supporter, or an enemy? Does the old hero approve or dis-
approve, and what does he do about it? Try to strip the character
of the super identity and good will that comes with it, because the
kid hasn't eamed it, or doesn’t deserve it? Does he come back
into action? Or does he introduce his own “official” protege to
take his identity?

Does he uphold the same values as those who came before?
If not, there is likely to be hell to pay if his values are less than his
predecessor. Is he better or worse? Is he or she as brave or cow-
ardly? Fair and compassionate or self-serving and dispassion-
ate? And so on.

Legacy of evil. Is this the son or daughter of an infamous vil-
lain who has inherited super abilities, but who has rejected the
evil ways of his father? If so, does he try to hide his past? Will the
public (and other heroes) ever trust him? If not, how does this af-
fect him (Make him bitter and cruel? Turn him toward evil and be-
come a traitor or supervillain? Perseveres regardless of what
people think or say about him — staying a true hero? Or what)?

Is there a sibling, cousin or protege of his father who resents,
hates and hounds him (blood enemies)? Is Daddy still alive? If
so, what does he think of this, and more importantly, what does
he do about it (mortal enemy who seeks to discredit and destroy
his rebellious child; ignores him; opposes him only when directly
confronted; or any number of possibilities)? For that matter, does
Sonny directly oppose his evil father or Dad’s underworld organi-
zation, or does he avoid it, focusing on other villains, etc.

Inevitable Comparisons. This applies to heroes and villains.
Inevitably, the character will be compared to his predecessor
(sometimes heartlessly) and certain things will be expected or
feared of him. He may be expected to follow a particular tradition,
code of conduct, ethics, and way of doing things. Departure from
these things may work for or against him — i.e. “The original
Masked Crusader would never have done that! Or, "He’s not his
old man. Just doesn’t have the skills ... or the courage.” Or, “The
‘real’ Masked Crusader would have figured out some way to save
those people. This kid just doesn’t have what it takes.” Or, “Man,
the original Masked Crusader was an S.0.B., but this new guy,

he’s got class and courage. | like him.” Or, “ Yep, just like his fa-
ther ... this boy will make his family proud.” And so on.
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Legacy of Insanity. Family (or group members) is known to
have suffered from insanity. The specter of being insane or later
falling to insanity and hurting others (let alone himself) will over-
shadow anybody who follows in the footsteps of this hero, group
or tradition, especially if a family has suffered from generations of
madness. Remember, insanity is prevalent among superbeings
and crimefighters because of the stress and horrors of their job.

Legacy of Cruelty. Those the character follows or emulates
like to fight and hurt others. Known to be mean, vicious and dis-
passionate, especially toward his enemies. Stories of ruthless-
ness, spitefulness, bloody vengeance and even sadism are likely
to be part of the reputation. Thus, whether those who follow in
the shadow of this reputation deserve it or not, they are usually
feared and distrusted by criminals, supervillains and the public
alike, sometimes by other heroes too, especially if they don’t per-
sonally know the character.

Legacy of Brutality. The persona and costume of this super-
being is associated with violence, brutality, and extreme meas-
ures. In the past, the ends usually justified the means. And all too
often, might made right. Anybody following in this shadow will be
presumed to behave similarly. He is typically regarded as a dan-
gerous, heartless, loose cannon who works outside the law and
who may believe himself to be above the law. Thus, the worst is
usually thought of this character (even if he isn't like that) —
threats, lies, battery, blackmail, robbery, murder, etc. —"Yeh, |
know what kind of tactics creeps like you use to extract informa-
tion. Break many arms? Kill anybody? Or did you just beat some
poor Schmoe to a bloody pulp?” It will take years to fade (rarely
eliminate) this reputation.

Legacy of Failure. The identity of this superbeing is associ-
ated with failure and perhaps tragedy (if a tradition carried on for
generations, each one who has tried to carry the mantle of hero-
ism may have failed in some major way). Anybody following in
these undistinguished footsteps will be regarded with low expec-
tations and expected to fail — an accident waiting to happen or a
fool destined to failure and/or tragedy. Critics will have few posi-
tive things to say, and tend to heap unfair criticism and ill-favored
conjecture on this guy, even when it is not justified. Seen as a
loser, second-rate, or doomed.

Legacy of Patriotism. The identity of this superbeing has
been constantly associated with a particular country, nation, or
cause, and is likely to have been involved in one or more wars,
special assignments (spy or special agent), or similar conflicts
(war against drugs or crime, etc.). The character is likely to have
very strong political views and public allies (past presidents, gen-
erals, political leaders, and/or public or secret organizations like
the CIA, FBI, ATF, DEA, and so on). Depending on the current
state of politics, popular opinion, and world view, even good past
associations may be viewed with some disdain or prejudice
rather than favor.

Anybody following in these footsteps will be expected to share
his predecessors’ strong views and allegiances, and to continue
to fight for king (president, minister, or whatever) and country.
Those who, for whatever reason (personal conviction, different
values or politics, ethics, etc.), break from tradition and follow a
different path and/or make new alliances, will be regarded with
mixed feelings. Some will consider him a traitor and/or a right
wing, left wing, or some other political/ethical position stooge or
fanatic. Others will continue to regard him as a hero with the
courage to stand up for what he believes, sometimes even if they
don’t agree with the character's position or how he made his
stand. A small percentage (5-10%) will hate or love the hero no
matter what. Unfortunately, old allies and associates may have
been personally or professionally hurt by the character’s break
from tradition and may seek petty or damaging revenge, and will
almost certainly sever any past ties, with prejudice.
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Legacy of Famous Heroes. Those who have come before
have been truly “great” heroes, so “big things” are expected of
anybody associated with them, especially a character who takes
the identity of one of these famous and beloved champions. The
newbe has huge shoes to fill and everybody is watching. Even
small failures are magnified to be bigger than they really are, and
every action, word and attitude is scrutinized. Acts of indiscretion,
fear, brutality or cowardice, will be viewed with disdain and public
outcry.

Legacy of Good. The character follows a tradition of the no-
ble, honest and courageous hero. Not necessarily a Boy Scout
(although it could be), but a trustworthy and compassionate de-
fender of truth, justice, and freedom. A protector of the weak,
downtrodden and innocent. It is a reputation he is expected to
uphold. Those who flounder from it will be judged harshly, even
unfairly, because of the high standards established in the past.

Legacy of Evil. The character’s family or past is checkered or
blighted by (legendary? infamous?) acts of unbridled power, self-
ishness, treachery, bloodletting and/or cruelty that has labeled
his family or group (and him by association) as evil. Anybody fol-
lowing in their footsteps will have to overcome the sentiment of,
“like father, like son.” The character is generally, not trusted, is
suspected of everything (the worse, the better) and is disliked
and feared. It will take years to crawl out from under this reputa-
tion and be completely trusted, if ever (doubt is rarely eliminated
completely). Never, if family members or old associates continue
their evil ways.

Legacy of Tyranny. In the past, the character's name and
reputation has been associated with, or directly involved in, acts
of tyranny and/or extreme supremacy (racist in favor of mutants,
superhumans, his family, etc.). This is likely to include the ma-
nipulation, degradation and abuse of those weaker, different or
less fortunate than he. In the past, this costumed identity has
been associated with brazen intolerance, ruthlessness, cruelty,
murder (possibly mass murder or genocide), and slavery. Those
who dared to defy him/them publically suffered the conse-
quences. Anybody associated with such a past is assumed to be
a maniacal, megalomaniac with delusions of power and con-
quest, perhaps even global domination. They are feared and
often hated.

Legacy of being Inhuman. The character and those who
have come before, are mutants or aliens. While this in and of it-
self is not necessarily a bad thing, the public’s sentiments, fears
and concerns about nonhumans can fluctuate wildly. When an
anti-mutant/alien craze is on the rise, the superbeing may be
considered a danger, a criminal or even a monster who should
be caged or destroyed! When mutants and aliens are regarded in
a positive light, so is the character. Of course, there will always
be anti-mutant and anti-alien fanatics who want to see nonhu-
mans persecuted, imprisoned or destroyed. Such racists can be
found in all walks of life, from ditch-digger to Senator. Some will
be members of extremist groups and may even include other su-
perbeings, cyborgs, robots, ex-military or government agents,
and even rogue cells within the government or military.
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Education & Skills

We have kept the old Heroes Unlimited™ Skill Program sys-
tem due to popular demand, and because it works well in a mod-
em world setting.

The Heroes Unlimited™ skill system differs from other Palla-
dium games in one big way, namely there are no Occupational
Character Classes (O.C.C.s), at least not in the traditional sense.
Instead, there are Superbeing Power Categories. They are simi-
lar to O.C.C.s in the sense that each Category helps to define
that particular type of hero, but these Categories are not as spe-
cific or focused as O.C.C.s. Unlike most of Palladium’s other
games, where the character’s occupation defines that character,
it doesn't work in Heroes Unlimited™. Why? Because the moti-
vating factor or goal behind all these characters is the same, to
be heroes (or supervillains, as the case may be)! Each character
may approach that goal in a different way, and each may pos-
sess wildly different powers and training, but they strive to be he-
roes. It doesn’'t matter if the character is a mutant, alien, cyborg,
vigilante, or any of the myriad other types or categories of super-
beings, they all share one purpose — one vision — to stand
above the norm and be something special, a hero.

The hero business is typically altruistic and philanthropic,
meaning heroes do what they do for moral and/or personal rea-
sons, and without pay. The characters of Heroes Unlimited™
have to earn money to pay bills and buy food somehow (not to
mention equipment for daring-do). The average hero does not
find lost treasures or have booty from war to sell to pay his bills
(although rare individuals might be able to). Nor is he usually
able to go into the woods and hunt for food when he is broke and
live in a cave or tree-house (although, again, a rare few might).
To survive in the modem world, the hero must turn to the fame
and fickle fortunes of celebrity, government sponsorship, or have
some secret means of making money. This is one area where
skills and education come into play. Villains represent the other
end of the spectrum. They take what they want, hurt who they
please, and strike down anybody who gets in their way. They use
their special abilities not to help, protect or nurture, but to de-
stroy, harm and do as they please. Yet even notorious villains will
have civilian alter-egos, aliases, and secret identities.

All that having been said, perhaps the ultimate reason for hav-
ing a broad range of skills and a civilian identity is simply that
most of these superhuman men and women were born and
raised in human society. Modern Earth is their past and their fu-
ture. Whether they like where they have come from or what they
are becoming, they still share a point of origin, kinship and orien-
tation with ordinary humans. And no matter how godlike they may
become, there will always be a part of them that is forever hu-
man.

Most superbeings will keep a secret identity that is completely
different than their heroic (or villainous) alter-egos. In fact, as un-
believable as it may seem, most have “real” jobs and effectively
do heroing, protecting the innocent, fighting for justice, and sav-
ing the world, part-time!

Most of their skills are probably a part of that secret identity
rather than the “super” one. Remember, in most cases, the hero
started life as any ordinary person. It was only through some ex-
traordinary occurrence that he or she became a costumed hero.
Many didn't become superhuman or dedicate their lives to fight-
ing crime until their teens or adult years. This means they grew
up in a city or town, went to school, and pursued pedestrian ca-
reers (factory worker, shop clerk, doctor, lawyer, soldier, artist,
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role-playing game designer, etc.). In most cases, the majority of
heroes developed their education and skills during these “ordi-
nary” years. Consequently, a hero (or villain) can be anyone from
a high school drop-out to a college professor.

Don’t forget, the ultimate part of the final equation in becoming
a hero doesn't lie in their powers or skills, but each characters’
heart — and whether or not they have what it takes to stand up
for what's right, even if they must stand alone, and, win or lose,
fight the good fight.

Determining Educational Level

The Educational Level reflects the character’s years and in-
tensity of study. The amount of formal education directly trans-
lates to the educational bonus and the number of skill programs a
character can select. The one time bonus is applied to all Scho-
lastic Skills. Do not add this bonus to Secondary skills. Scholastic
Skills are skills leamed through formal education, whether it was
high school, college, military or on the job training.

Secondary Skills are skills learned and developed on one’s
own through observation, practice and self-education.

The bonuses are the percentile number found in the parenthe-
ses. The bonus is added to the base skill indicating the superior
level of expertise. For example: Computer Operation (+10%)
means the character is more knowledgeable in computers than
the average hobbyist, so his skill proficiency is higher. Add the
+10% to the base skill of 40% for a total of 50%. At second level
of experience, another 5% is added, making the skill 55%. At
third level, another 5% is added and so on.

Important Note: Characters who fall into the Hero Power
Categories of Special Training and Physical Training do not roll
on the Educational Level Table. Instead, go to that hero Power
Category to see how special skills and training are selected.

Depending on the role-playing campaign, Game Master and
intentions of each individual player, the Educational Level can be
selected or randomly determined by rolling percentile dice. Se-
lecting an Educational Level, with G.M. approval and/or supervi-
sion, is appropriate when trying to recreate a favorite comic book
hero, or when the G.M., player or group is trying to make a par-
ticular type of character. For example, if the hero is supposed to
be a renegade scientist or a soldier, it would make sense to
make a random roll. On the other hand, using the random table is
good for quicker character creation and/or the fun of creating and
playing a character without any predetermined notions; building
upon what fate (the random rolls) hands you. Using random ta-
bles throughout the character creation process can give players
exciting characters that they might never have otherwise consid-
ered playing. After all, this is a “role” playing game.

Educational Level Table

01-10 Street Schooled: No formal education, instead all skills
are learned from parents (if any) and on the streets. The charac-
ter is not necessarily a criminal, low-life, or an anti-authority punk,
although membership in a gang is possible (01-33% chance;
may or may not be an active member). Unless a Street skill or
Secondary skill is given up for literacy, the character can barely
read and write (No more than a 3rd grade education with a liter-
acy proficiency of 30% +2% per level of experience).

Street Skills (special): Automatically gets Streetwise (+14%),
Prowl (+5%), W.P. knife or automatic pistol, and can select three




Rogue skills (no hacking without literacy), two Domestic skills,
two Technical skills and eight Secondary skills.

11-20 High School Graduate: Select two Skill Programs
(+5% bonus) and 10 Secondary skills.

21-30 Military: Basic Military Skill Program (+10%), plus one
additional Military or Communications Skill Program (+10%), and
one Skill program of choice (+5%; excluding Science and Espio-
nage), plus 8 Secondary skills.

31-40 Trade School or On The Job Training: Select two
Skill Programs (+15%) and eight Secondary skills.

41-50 One Year of College: Select two Skill Programs
(+10%) and eight Secondary skills.

51-60 Two Years of College: Select two Skill Programs
(+15%) and ten Secondary skills.

61-70 Three Years of College: Select three Skill Programs
(+15%) and eight Secondary skills.

71-80 Four Years of College: Select three Skill Programs
(+20%) and ten Secondary skills.

81-85 Military Specialist: Basic Military Skill Program
(+20%), plus one additional Military or Espionage Skill Program
(+20%), one Espionage Skill Program (+15%; this can be a sec-
ond selection), one W.P. Modern Skill Program and one other
Skill Program (+10%) of choice, as well as five Secondary skills.

86-90 Bachelor’s Degree (College): Select four Skill Pro-
grams (+20%) and 10 Secondary skills.

91-95 Master’s Degree (College): Select four Skill Programs
(+25%) and 10 Secondary skills.

96-00 Doctorate or Ph.D (College): Select four Skill Pro-
grams (+30%) and 10 Secondary skills.

Skill Programs (Scholastic Skills)

A skill program is an area of study, training and knowledge at-
tained from formal education. All the skills listed under the pro-
gram heading are known. Apply the educational bonus to each.
See the individual skill descriptions for exact details regarding
each skill ability.

Special Restrictions & Notes:

1. High School Educational Level can only select from the
following skill programs: Computer, Criminal, Domestic, Physical,
Language, Thief, Technical and W.P. Ancient.

2. Criminal Program is available to Education Levels: High
School, Trade School, Military and Espionage. If taken again,
four skills are selected from the Rogue category. The Profes-
sional Thief is only available to Trade School, Military and Es-
pionage.

3. The Military (or Police) Skill Program is limited to the Mili-
tary, Military Specialist and Trade School (specialized training)
educational levels.

4. The Military Specialist is the only educational level that
automatically selects Espionage Skills and can select the Espio-
nage Program a second time to get additional training.

5. Espionage Skills are limited to the educational levels of
Military Specialist and Trade School (specialized training that can
include paramilitary, terrorist, criminal and survivalist skills that
are effectively Espionage) and can NOT be selected by any other
education levels. The superbeing Power Categories of Special
Training and Physical Training are the only exceptions.

6. Advanced Piloting and Weapons Engineer skills are
available only to Military, Military Specialist, Trade School (spe-
cialized training program) and Doctorate/Ph.D. Educational Lev-
els, and the Hero Power Category of Special Training.

7. Medical Doctor is limited to characters who have achieved
the educational level of Master’s (spent years of study, although
not a legal, practicing doctor) and Doctorate Ph.D (a legal, full-
fledged doctor). Characters with less education must settle for
paramedic and/or holistic medicine. First Aid is available as a
secondary skill. Note: The Science Program must also be se-
lected to be an M.D.

8. Robot Program can only be selected by characters with a
Masters Degree or Ph D./Doctorate education level (see the
Hardware section for construction/repair rules).

9. Only one hand to hand combat skill can be selected. In
cases where more than one type is available, the player must se-
lect only one and disregard the others. Also note that Hand to
Hand: Expert always costs two skill selections, even as a scho-
lastic skill, and Hand to Hand: Martial Arts always costs three skill
selections.

10. “Fundamental” or “Basic” Skill Programs are the ones
included in the following list. If a skill program is selected a sec-
ond time, the player can make four skill selections of choice from
whatever skills are left in the Skill Category that seems appropri-
ate (most are self-evident; i.e. Doctor selects from medical and/or
science skill category, mechanic from mechanical skills, etc.), or
whatever skills remain in the overall Category, whichever is less.
For example, there might only be one or two skills available un-
der the Mechanical Category, but it would be a significant one,
like Robot and/or Aircraft Mechanics.

If skills are duplicated in two or more Skill Programs, the one
with the highest bonus counts, the other repeats are ignored.

11. Four skills known to all regardless of Education Level:
Pilot Automobile

Mathematics: Basic
Speak Native Language (+25%)
Read and Write Native Language (+20%).
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Basic Scholastic Skill Programs

Select as many skill programs as allowed by your character’s
Educational Level; usually 2 or 3 programs. Remember to add
the educational skill bonus to each of these Scholastic Skills.

Business Program
Basic Mathematics
Business & Finance
Computer Operation
Law (general)
Research

Communications Program

Basic Electronics

Radio: Basic

Radio: Scrambler

T.V./Video

One communications skill of choice.

Computer Program

Basic Electronics

Computer Operations

Computer Programming

Computer Repairs or one Radio skill of choice.

Criminal Program

Streetwise

Pick Locks

Three Rogue skills of choice.

If a second Criminal Program is selected, a total of four skills can
be chosen from the Rogue and/or W.P. categories.

Domestic Program

Basic Mathematics

Select three of choice.

Also available as Secondary Skills

Electrical Program
Electrical Engineer

Basic Mechanics

Computer Operation

One Electronic skill of choice.

Espionage Program (Basic)
Hand to Hand: Martial Arts
Detect Ambush

Intelligence

Wildemess Survival

Two Espionage skills of choice.

Journalist/Investigation Program

Computer Operation

Research

Photography or Surveillance Systems

Writing (Joumalistic Style)

If a second Investigation Program is selected, a total of four
skills can be chosen from the following skill categories: Commu-
nications, Espionage (at half the usual Education bonus), Rogue
and/or Technical.

Language
Select Four of choice.
Also available as Secondary Skills
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Mechanical Program (General)
Mechanical Engineer
Basic Electronics

Locksmith Mechanics, Vehicles

Automotive Mechanics
Aircraft Mechanics
Basic Electronics

Medical Assistant Program  ng mechanical skill of choice.

Basic Mathematics
Business & Finance
Computer Operation
Biology

Paramedic

Medical Doctor Program
Biology

Chemistry

Pathology

Medical Doctor

Medical Investigation Program
Criminal Science/Forensics
Biology

Chemistry

Pathology

Basic & Advanced Mathematics

Military Program (Basic)
Hand to Hand: Basic
Running

Climbing

Military Etiquette

Radio: Basic

W.P. Rifle

Military Demolitions Program
Basic Electronics

Basic Mechanics
Demolitions

Demolitions Disposal
Underwater Demolitions

Pilot: Basic
Available as Secondary Skills

Pilot: Advanced Program

Navigation (Air, Land, Water)

Read Sensory Equipment

Weapon Systems or Pilot Related skill.
Two Basic Piloting skills of choice
Two Advance Piloting skills of choice.

Physical/Athletic Program
Select Four of choice.

Police/Law Enforcement (Basic Cop)

Hand to Hand: Basic

W.P. Pistol or Revolver

Radio: Basic

Criminal Science (doesn’t include Forensic Medicine).

Law (general)

Intelligence, or Surveillance Systems, or Streetwise (pick one).
If a second Police Program is selected, a total of four skills can
be chosen from the Espionage and/or Rogue, and/or W.P. cate-
gories.
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Robot Program
Computer Operation
Computer Programming
Robot Electronics
Robot Mechanics

Science Program
Computer Operation
Advanced Mathematics
Chemistry

Three of choice.

Technical Program
Four of choice.
Also available as Secondary Skills

Professional Thief Program

Locksmith

Prowl

Climbing

Surveillance Systems

If a second Thief Program is selected, five skills (yes, five) can
be chosen from the Rogue Category.

Weapon Proficiency: Ancient Weapons Program
Paired Weapons
Three ancient weapons of choice.

Weapon Proficiency: Modern Weapons Program
Select Three

Survival/Wilderness Program
Wilderness Survival
Select Four Wilderness Skills

Secondary Skills

Secondary skills are additional areas of knowledge that the
character has learned through experience. They may be related
to the person’s occupation, but usually relate to other interests,
hobbies, and entertainment. For example: In real life you may
have an interest in computers and computer programming. In
your spare time you read books and experiment with your com-
puter. Before long, you can operate and understand computers
better than ever and can even do some programming. You might
even be good at it, but you are not at the same level as a top pro-
fessional in the field (O.C.C).

This is a secondary skill. An area of knowledge, usually self
taught, but not at the same level as an expert trained in the sub-
ject.

Some skills can be found under both the Scholastic Skill Pro-
grams and skill Categories, while other, highly specialized skill
areas like Espionage, Medical, Mechanics, Military, etc., are not
available as Secondary skills, or limited to one or two specific
ones.

The main differences between identical Scholastic skills and
Secondary skills are the degree of knowledge and level of profi-
ciency. A Scholastic skill is considered to be at a professional or
near-professional level or quality. A cook or photographer with
Scholastic skills from an education higher than High School are
of a commercial, professional quality. The same skills selected as
Secondary ones means the quality is competent, does the job,
and may even show great talent, but it is not of professional or
commercial quality. This is true even if the Secondary skill’s per-
centage number is higher than somebody else’s same Scholastic
skill.
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Note: Secondary skills NEVER get any bonuses from higher
education Level, only 1.Q. bonuses and the occasional special
bonus from the Super Power Categories.

Secondary Skill List

Note: Do not add educational skill bonuses to any of the sec-
ondary skills selected. Secondary skills are selected in addition to
Scholastic skills.

Communications: Radio: Basic and TV/Video only.
Domestic: Any

Electrical: Basic Electronics only.

Espionage: Wilderness Survival only.

Mechanical: Basic Mechanics and Auto Mechanics only.
Medical: First Aid or Holistic Medicine, but the latter counts as
two skill selections.

Military: Recognize Weapon Quality only.

Physical: Any, excluding acrobatics, gymnastics, boxing and
wrestling. Hand to Hand: Expert counts as two skill selections
and Hand to Hand: Martial Arts (or Assassin if evil) counts as
three.

Pilot: Basic: Any

Pilot: Advanced: None.

Pilot Related: None.

Rogue: Any, except Computer Hacking, Find Contraband, and
Safecracking.

Science: Astronomy and Math skills only.

Technical: Any

W.P. Ancient Weapons: Any

W.P. Modern Weapons: Any, except energy weapons.
Wilderness Skills: Any

A few more notes about skills

If | have a 100% or higher skill proficiency, does that
mean the skill automatically succeeds?

No! The maximum possible skill proficiency is 98%. There is
always a margin for error; however, some power categories have
superhuman abilities with a basic skill, specifically the Hardware
and some of the Special Training sub-categories. Characters
from those categories can have skill percentages in excess of
100% because their rolls will almost always have bonuses, but
even they will always have a margin of error (98% skill rating).
Full details on those special skill rolls are given in the respective
categories.

Are physical skill bonuses cumulative?

Yes. The player should decide what areas of physical strength
and prowess are most important to his/her character and select
the appropriate skills to bolster those areas. Physical attributes
(P.S., P.P.,, P.E. Spd.), S.D.C., and combat bonuses to strike,
parry, dodge, and roll with impact, are often provided by a par-
ticular physical skill. All such pluses and bonuses are cumulative
with those from super abilities or a Power Category. See Creat-
ing a Character for an example.

Note: Acrobatics and gymnastics provide similar abilities and
bonuses. If both are selected, add the bonuses and pluses to
your overall character as just explained. However, the abilities
such as back flip, climb rope, etc., are not added together, nor is
the educational bonus added twice. The “best’ proficiency of a
duplicated skill is taken, and the normal educational skill bonus is
applied. Also note that the prowl and climbing skills given under
acrobatics and gymnastics are a part of these skills and do not
increase with level unless they are selected as separate, addi-
tional skills.



How many hand to hand skills can be selected?

Only One. The hand to hand skill will, however, add to the to-
tal number of attacks per melee round and provide combat bo-
nuses to initiative, strike, parry, dodge and other moves or
abilities.

More complex and varied forms of Oriental Martial Arts are
available in Ninjas and Superspies™, also by Palladium Books.
However, these fighting abilities and related mystic powers are
only available to characters from the Power Categories of Physi-
cal Training and Special Training, and only if the G.M. approves
(modification and conversions will be necessary).

How do you learn more skills?

A player may select two, new Secondary skills at levels 3, 6,
9, 12 and 15. All new skills begin at first level proficiency and
grow as the character grows in experience (i.e.. a skill selected at
third level has the base percentage and goes up to second level
proficiency when the character reaches fourth level, and so on).

Can a character go back to school to learn or improve his
skills?

Yes. However, this is very difficult for a hero or villain to do.
Why? Because he or she spends so much time and energy fight-
ing crime and world beating, they usually don’t have the time to
properly devote to scholastic pursuits.

To learn a new scholastic skill (one) or a skill program (sev-
eral) the character must attend college or a special trade school.
This will require money for class, time spent at classes and time
spent on homework. The Game Master should logically assign
time requirements for each. A good rule of thumb is 4-6 hours a
week in class (regular hours — not at the hero’s discretion) per
each subject/skill, and another 6-10 hours per week spent on
homework and study per each subject/skill. Three missed as-
signments or three absences from classes means a flunking
grade. No skill, no skill bonus and no refund of tuition. Your may
try again.

Successful scholastic studies means three completed semes-
ters (one and a half to two school years) of passing grades in that
area(s) of study. The skill is now known at its “base skill” profi-
ciency. Skill bonus is +5% for every three semesters of passed
classes (total possible is 9 semesters, for a combined total bonus
of +15%).

The cost of education varies with the individual college and
level of study. The following are reasonable prices per each indi-
vidual subject/skill.

Community College: Costs $200 per each skill for one semes-
ter of study. The educational standards are less demanding, so
there is a skill penalty of -5% for each skill.

College or University: Costs $500-$800 per each skill for one
semester of study.

College or University with an excellent reputation for quality
and scholastic excellence: Costs $1200-$2000 per each skill for
a semester of study, and will require the maximum amount of
time in class and study time for each subject, but adds a +5%
skill bonus at the end of two years of serious study.

vy League Universities cost an arm and a leg, $8,000-
$15,000 per each skill for one semester of study, and will require
the maximum amount of time in class and study time for each
subject, but adds a +5% skill bonus at the end of two years.

Skill Penalties

Alien or Super-Advanced Technology: As a rule of thumb,
there should be a skill penalty of -30 or -40% when trying to fig-
ure out, operate, repair, or use such mechanisms and technolo-
gies. In some cases (G.M.’s discretion), the technology may be
so different that the character will be unable to use the simplest
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of devices (-80% to -95% penalty). The Game Master should al-
ways use his or her discretion when dealing with alien or futuristic
sciences.

Likewise, magic and magical devices often defy conven-
tional science, technology, and understanding, with similar penal-
ties.

The following are some situations and appropriate penalties
for some likely circumstances where the attempt to use one’s
skills will suffer a penalty.

Pressure situation, but no big deal. -5% to -10%.

Pressure situation, deadly. Time is running out, with dire
consequences! -15% or 30 penalty if a life and death situation,
especially if thousands of lives hang in the balance.

Countermeasures, traps and alarms are in place. Depend-
ing on their level of complexity and sophistication, -10 to -30%.

Difficult Task/Complex or Unfamiliar, -10% to -15%.

Trying to do something while moving, -5% to -40% de-
pending on the situation and just how bumpy the ride is.

Frightened or jumpy, -5% to -10%.

Seriously wounded. Hit Points down by more than half,
-15%.

Note: The Game Master may also impose a reasonable pen-
alty to any situation where the character faces an unusual or diffi-
cult task. A reasonable penalty will range between -10% to -30%,
but sometimes lower or dramatically higher penalties may be ap-
propriate. Again, G.M.s use your discretion and be fair.
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Skill Descriptions

Complete Alphabetical List of
Skills, Old and New, by Category

Communications
Cryptography

Laser

Optic Systems

Radio: Basic

Radio: Satellite

Radio: Scrambler
Surveillance Systems
T.V. & Video

Read Sensory Equipment

Domestic

Cook

Dance

Fishing

Play Musical Instrument
Sewing

Sing

Electrical
Basic Electronics
Computer Repair
Electrical Engineer
Robot Electronics

Espionage
Detect Ambush
Detect Concealment
Disguise

Escape Artist
Forgery
Impersonation
Intelligence
Interrogation

Pick Locks

Pick Pockets
Sniper

Tracking
Wilderness Survival

Mechanical
Aircraft Mechanics
Automotive Mechanics
Basic Mechanics
Locksmith

Mechanical Engineer
Robot Mechanics
Weapons Engineer
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Medical

Criminal Science & Forensics
First Aid

Holistic Medicine

Paramedic

Medical Doctor

Pathology

Military

Armorer (Field)

Camouflage

Demolitions

Demolitions Disposal

Find Contraband & lllegal Weapons
Military Etiquette

Nuclear, Biological, & Chemical Warfare
Parachuting

Recognize Weapon Quality
Trap/Mine Detection

Underwater Demolitions

Physical

Hand to Hand: Basic

Hand to Hand: Expert

Hand to Hand: Martial Arts
Hand to Hand: Assassin
Acrobatics

Athletics (general)

Body Building & Weight lifting
Boxing

Climbing

Gymnastics

Prowl

Running

Swimming
S.C.U.B.A./Advanced Swimming
Wrestling

Pilot, Basic
Airplane
Automobile
Boats: Sail-Types
Boats: Motor-Types
Boats: Ships
Horsemanship
Motorcycle

Race Car

Truck

Water Scooters
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Pilot: Advanced
Helicopter

Hover Craft

Jet Aircraft

Jet Fighter

Jet Packs

Submersible

Tanks and APCs
Warships & Patrol Boats

Pilot Related
Navigation

Navigation: Space

Read Sensory Equipment
Weapon System

Rogue

Card Sharp
Computer Hacking
Concealment

Find Contraband & lllegal Weapons
Palming

Pick Locks

Pick Pockets
Prowl
Safecracking
Seduction
Streetwise
Ventriloquism

Science
Anthropology
Archeology

Astronomy
Astrophysics

Biology

Botany

Chemistry

Chemistry: Analytical
Mathematics: Basic
Mathematics: Advanced
Note: Computer is found under Technical.

Technical

Art

Business & Finance Wilderness
Computer Operation Boat Building
Computer Programming Carpentry
General Repair/Maintanence  Hunting

Law (General) Identify Plants & Fruits

Language Land Navigation

Literacy Preserve Food

Photography Skin & Prepare Animal Hides
Research Track Animals

Writing



Weapon Proficiencies
Ancient Weapon Proficiencies
W.P. Archery & Targeting

W.P. Blunt

W.P. Chain

W.P. Knife

W.P. Paired Weapons

W.P. Polearm

W.P. Shield

W.P. Spear

W.P. Staff

W.P. Sword

W.P. Targeting

W.P. Whip

Modem Weapon Proficiencies

W.P. Revolver

W.P. Automatic Pistol

W.P. Bolt-Action Rifle

W.P. Automatic & Semi-Automatic Rifles
W.P. Sub-Machinegun

W.P. Shotgun

W.P. Heavy Weapons

W.P. Energy Pistol

W.P. Energy Rifle

W.P. Heavy Energy Weapons & Rail Guns

Skill Descriptions
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Communications

Cryptography: Skill in recognizing, designing, and cracking
secret codes and messages. The character must study the code
for two hours to attempt to break it successfully. A failed roll
means the individual must study the code for an additional two
hours before he can try to break it again. The character may at-
tempt to break the code sooner, after only 10 minutes of study,
but suffers a penalty of -30%. Base Skill: 25% +5% per level of
experience. Requires: Literacy.

Laser: This skill provides the character with an in-depth
knowledge of sophisticated laser communication systems and fi-
ber optic communications. Base Skill: 30% +5% per level of ex-
perience. Requires: The radio basic, electrical engineer, and
computer operation skills.

Optic Systems: Provides expert training in the use of special
optical enhancement equipment such as telescopic lenses, laser
targeting, thermo-imagers, passive light intensifiers, infrared and
ultraviolet systems, polarization, light filters, optical scanners, and
related devices. Base Skill: 30% +5% per level of experience.
Adds a special one time bonus of +5% to T.V./video skill if both
are selected.

Radio: Basic: This is the rudimentary knowledge of the op-
eration and maintenance of field radios and walkie-talkies, wire
laying, installation, radio procedure, communication security and
visual signs/communications, as well as morse code. It does not
include repairs. Base Skill: 45% +5% per level of experience.

Radio: Scramblers: This is training in the use of electronic
masking, scrambling and unscrambling equipment, and codes for
the transmission of radio signals. Base Skill: 35% +5% per level
of experience.

Radio: Satellite: This is an understanding of the methods and
operations of satellite relay technology. A vital skill in the modem
world where nearly all communications and video are transported
by satellite. Base Skill: 25% +5% per level of experience.
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Surveillance Systems: This is the study and understanding
of the operation, methods, and techniques in the use of surveil-
lance systems. Includes motion detectors, simple and complex
alarms systems, audio/visual recording and display equipment,
recording methods, amplified sound systems, miniature listening
devices (bugs, line tapping), and some optical enhancement sys-
tems (specifically as they relate to camera lenses).

Tailing, or following someone without their knowledge, is an-
other form of surveillance. This also includes stake-out proce-
dures. A failed surveillance roll indicates that the subject has
spotted the tail and is aware that he is being followed/observed.

A failed roll in the use of surveillance equipment means that
the equipment does not function as desired, impairing or prevent-
ing surveillance; i.e. bug does not transmit, recording garbled,
film blurred or fails to record, etc.

A failed roll when hiding listening devices means the bug does
not function and is easily discovered through the course of casual
activity.

Base Skill: 30% +5% per level of experience. Requires:
Electronics basic or electrical engineering and computer opera-
tion and literacy (the latter two are needed only for complex,
high-tech systems).

T.V & Video: In depth training in the use of video and audio
recording equipment, filming, editing, dubbing, title making, dupli-
cation, and transmission. Includes the use of field equipment, i.e.
portable video camera, and studio equipment, i.e. editing and
transmission, etc. Base Skill: 25% +4% per level of experience.

Read Sensory Equipment: Same skill as described under Pi-
lot Related Skills.

Domestic

Note: Characters with Secondary Domestic skills can attain
professional quality by selecting the same domestic skill twice
(Only secondary domestic skills may be taken twice this way).
Add a one time bonus of +10% and note that the end result is of
superior quality.

Cook: Skill in selecting, planning, and preparing meals. A
cooking roll failure means that the cooked food is not properly
prepared. It is edible but tastes bad (greasy, too spicy, sour,
burnt, leaves a bad aftertaste in mouth, etc.). Base Skill: 35%
+5% per level of experience.

Dance: A practiced skill in the art of dancing. The character is
especially smooth and graceful, a joy to dance with. Can leam
new dance steps/moves much more quickly than somebody who
can not dance. Base Skill: 30% +5% per level of experience.

Fishing: The fundamental methods and enjoyment of the re-
laxing sport of fishing. Areas of knowledge include the use of
lures, bait, poles, hooks, lines, and the cleaning and preparation
of fish for eating. Also includes a basic knowledge of freshwater
fish, their habits and taste. Base Skill: 40% +5% per level of ex-
perience.

Play Musical Instrument: The individual has learned to play
a particular musical instrument with a fair amount of skill. The
sound is generally pleasant (except when a bad roll is made).
Note that each specific instrument requires the selection of this
skill. For example: a character who can play the guitar, violin, and
harmonica must select the play musical instrument skill three dif-
ferent times. Base Skill: 35% +5% per level of experience.

Sewing: The practiced skill with the needle and thread to
mend clothing, do minor alterations, and layout, cut and sew sim-
ple pattems. This is not a tailoring ability, but can become tailor-
ing if the player selects this skill twice. Base Skill: 40% +5% per
level of experience.

Sing: The simple ability to read music and carry a pleasant
tune. Base Skill: 35% +5% per level of experience.
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Electrical

Basic Electronics: This is a rudimentary understanding of the
principles of electricity, simple circuits, wiring, and so on. This
person can do basic wiring, repair appliances, and read schemat-
ics. Base Skill: 30% +5% per level of experience.

Computer Repair: Knowledge of the intemal electronics of
computers and related devices (terminals, printers, modems,
etc.). The character can attempt to repair or sabotage computers.
Note that figuring out the repair or sabotage procedure counts as
one roll, and the actual repair is a second roll. A failed roll means
the repair is faulty and does not work (try again). No computer
operation or programming skills are included nor required to fix
computers. Many computer repair personnel don't even know
how to turn the computer on! Base Skill: 25% +5% per level of
experience.

Electrical Engineer: Knowledge of electricity. Characters can
diagnose and locate electrical problems, repair complex electrical
devices, wire entire buildings or vehicles, and build electrical
equipment. The character can also attempt to bypass security
systems, alarms, and surveillance systems, but at a penalty of -
20% for simple systems and -50% for complex systems (reduce
these penalties by half if the character also has the surveillance
systems skill). For construction and/or modification of electronic
devices, use the penalties listed in the Hardware section. Base
Skill: 30% +5% per level of experience. Requires: Advanced
mathematics skill and literacy. Note: There is a -30% penalty
when working on alien or extremely unfamiliar electronics.

Robot Electronics: A specialized area of knowledge as it di-
rectly relates to micro-circuitry and robotics or bionic parts. Base
Skill: 30%+5% per level of experience. Note: Any character us-
ing this scholastic skill does so at -40% (see Hardware: Electri-
cal), but the Technical Genius from the hero power category of
Hardware is a special case and the -40% does not apply.

Espionage

Detect Ambush: Training which develops an eye for spotting
locations and terrain suitable for ambushes and being ambushed.
It also provides a rudimentary knowledge of guerrilla tactics used
by the enemy. Base Skill: 30% +5% per level of experience.

Detect Concealment: This is a skill which enables the individ-
ual to spot and recognize camouflage, concealed struc-
tures/building and vehicles, as well as the ability to construct
unobtrusive shelters, use camouflage and blend into the environ-
ment. It can also be used to detect secret or hidden doors and
panels. Base Skill: 25% +5% per level of experience.

Disguise: The character knows how to apply make-up, wigs,
skin putty, dyes, and other special effects in order to alter his ap-
pearance or those of somebody else. Base Skill: 25% +5% per
level of experience.

Escape Artist: The methods, principles, and tricks of escape
artists. Includes muscle control (tensing and relaxing muscles),
flexing and popping joints, knowledge of knots, and the ability to
conceal small objects on the person. The character can try slip-
ping out of handcuffs, ropes, straitjacket, etc. Note: Picking locks
is a separate and distinct skill. Base Skill: 30% +5% per level of
experience.

Forgery: The techniques of making false copies of official
documents, signatures, passports, |.D.s, and other printed mate-
rial. The forger must have an original or photocopy to work from
in order to make an accurate copy. Skilled forgers can recognize
other counterfeits at -10%. Base Skill: 20% +5% per level of ex-
perience. Prerequisites: None, but if the character is going to be
forging electronic documents, computer operation will also be
needed.
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Imitate Voices & Impersonation: The ability to imitate the
voice, accent and expressions of another person or regional dia-
lect. This skill is common among thieves, assassins, and secret
agents. The first number indicates the character’s ability to
change his voice and imitate accents, inflections and expressions
from other regions. A successful roll means he has disguised his
normal/true speaking voice and accent, and convincingly sounds
like he is from another region or part of the world.

The second number indicates the character’s ability to accu-
rately imitate the voice, inflections and attitude of a specific per-
son! This is very difficult. The character will need to know the
person being imitated very well, have spent hours studying him
or her in person, or on quality video tape. Base Skill: 36%/16%
+4% per level of experience.

Impersonation Note: When combined with the disguise and in-
telligence skills, the character is able to completely impersonate
a specific person or person of a particular occupation (soldier,
mechanic, reporter, police officer, etc.). This is likely to include
knowledge of the subject being impersonated, military procedure,
dress, rank, etc., and will usually require speaking the language
fluently. This means the character can convincingly impersonate
a general type of person/soldier/advisor with an accurate dis-
guise, proper action, and language. A failed roll means some ele-
ment of the impersonation is flawed, most likely some incorrect
behavior or character trait, or lack of information about the per-
son being impersonated (“Tell me again what you said that
night,” etc.). Such “holes” will give the character away sooner or
later. Thus, the longer a character remains under the eyes of oth-
ers, the more likely that something will happen to reveal the char-
acter is an impostor. This is fun to role-play, so take advantage of
it.

Base Skill: 16% +4% per level of experience for a regional
disguise of an average local person (farmer, laborer, vagabond,
etc.), 12% +4% to impersonate a person in a specific occupa-
tion (sheriff, guard, inspector, messenger, merchant, priest, etc.),
and 10% +4% per level of experience to impersonate a specific,
known person. If the character also possesses the Intelligence,
Disguise, and Language skills, a one time bonus of +20% is ap-
plied.

The success of one’s impersonation can only be determined
by exposing oneself to those whom you wish to trick. A success-
ful impersonation requires the player to roll under his skill for
each of the first three encounters. Afterward, the character only
needs to roll under his skill for each encounter with an offi-
cer/authority figure. If interrogated/questioned, he must roll for
every other question or be revealed as an imposter. A failed roll
means his impersonation has failed, he is recognized as an im-
poster, and is in immediate danger.

Intelligence: This is the specific training in the practices and
principles of recognizing and analyzing sources of information
about the enemy, observation techniques, counter-intelligence
measures and proper procedure. This includes the practical as-
sessment of sights and sounds, estimation of ranges, what to re-
port, handling prisoners of war, and handling captured
documents and equipment (tagging and reporting to group leader
or proper authority). This means the character will be able to ac-
curately estimate ranges, the number of enemies, direction, pur-
pose, and assess the importance of specific information.

Further intelligence training includes a working knowledge of
indigenous guerrilla warfare, enemy practices, appearance, and
current activities. This enables the intelligence officer to recog-
nize suspicious activity as guerrilla actions and identify guerrilla
operatives. For Example: A particular booby trap, or weapon or
mode of operation may be indicative of guerrilla activity in the
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area. It may be up to the character to confirm the existence of the
enemy and their strengths, number, and location.

Another area of training made available to intelligence is the
identification of enemy troops, officers, and foreign advisors. This
means the person learns the many distinguishing ranks and
marks that identify specific military units, special forces, groups,
and leaders of the enemy. Such identification can pinpoint and
confirm enemy operations, goals, and movement, as well as con-
firm outside intervention/aid.

Note: A failed roll in any of the areas of intelligence means
that evidence is inconclusive, or that the character has incorrectly
assessed the information/situation and is uncertain. A failed roll
involving individual clues may mean the person has dismissed it
entirely as being meaningless (game masters use your discre-
tion). Intelligence can be applied to an urban environment and
used to identify and keep track of gangs, politicians and their
helpers, villains and their cronies, and other organizations or cor-
porations, but such rolls are made at -10%. Base Skill: 32%
+4% per level of experience.
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Interrogation: This skill is learned by policemen, intelligence
officers, etc. The character knows the techniques to get informa-
tion from (typically unwilling) subjects. This includes such old
methods as “good cop, bad cop” (one interrogator is threatening
and intimidating, the other is sympathetic and friendly), deceiving
and misleading the subject into giving away information, and
similar methods. The character also can judge if the subject is ly-
ing (the game master might assess bonuses and penalties de-
pending on how good a liar the subject is). This skill also includes
some basic knowledge on methods of torture, from basic tactics
like depriving the subject from sleep, to the old “medieval” instru-
ments and new sophisticated techniques like sensory depriva-
tion, partial electrocution, and drugs. Note: Only evil characters
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will engage in torture routinely. Base Skill: 40% +5% per level of
experience.

Pick Locks: The character knows the methods and tools for
picking/opening key and basic tumbler type locks. This does not
include sophisticated computer or electronic locks. It takes 1D6
melee rounds for each attempt to pick a lock. A failed roll means
the lock holds; try again. Base Skill: 30% +5% per level of expe-
rience.

Pick Pockets: An ability to remove items from a person with-
out their being aware of it. If a pick pocket attempt fails, the item
has NOT been removed and there is a 67% likelihood of the in-
tended victim recognizing the intent of the action. Base Skill:
25% +5% per level of experience.

Sniper: This skill represents special training in long range rifle
firing and marksmanship. Only rifles that can be made to fire a
single round or blast can be used for sniping (no automatic/multi-
firing rifles). Adds a bonus of +2 to strike on an aimed shot.

Tracking: Visual tracking is the identification of tracks, and
following the path of men or animals by the signs they leave on
the ground and vegetation. Tracking is a precise ant, requiring
much practice. The skill includes the evaluation of tracks, indicat-
ing whether the person being tracked is loaded down with equip-
ment, running, moving slowly (by measuring the space between
steps), and so on. By this means, the tracker can estimate the
person’s rate of movement, apparent direction, the number of
persons in the party, and whether the person knows he is being
followed. Other methods of tracking require recognizing other tell-
tale signs, such as blood and other stains, broken and displaced
vegetation, overturned rocks, litter (such as cigarette butts, ration
cans, candy wrappers, soiled bandages and campfire remains),
and even odors carried by the wind.

Tracking also includes the recognizing of dangerous animals
by their tracks, habits and feces. Likewise, tire tracks of vehicles
can reveal much, such as size and type of the vehicle, the weight
of its load, etc.

Counter-Tracking techniques are also known, such as cover-
ing one’s trail, misdirection, parallel trails, and avoiding obvious
pitfalls like littering and others.

A failed roll means that the signs are inconclusive, vague or
misleading. Additional signs must be found to verify or clarify (roll
again). Three consecutive failed rolls means the tracker has
completely lost the trail. Roll once every 40 yards/meters when
following a trail. Persons attempting to follow a skilled tracker are
-25% when following his trail, if he is deliberately trying to con-
ceal that trail (however, his rate of travel is reduced by half).
Base Skill: 25% +5% per level of experience.

Wilderness Survival: Techniques for getting water, food,
shelter, and help when stranded in wild forests, deserts, or moun-
tains. Characters without this skill will not be able to stay healthy
for more than a few days in the wilderness once their supplies
run out. Base Skill: 30% +5% per level of experience.

Mechanical

Aircraft Mechanics: The understanding of aerodynamics and
the training to repair, rebuild, modify, and redesign conventional
aircraft; including single engines, twin engine airplanes, jets, heli-
copters and hovercraft. Robot body armor and high tech military
vehicles are not included (see robot mechanics). Base Skill:
25% +5% per level of experience.

Automotive Mechanics: The ability to repair, rebuild, modify,
and redesign conventional vehicles with internal combustion
(gas) engines. It also includes body work, turbine engines,
methanol, ethanol and diesel truck engines. Working on hover jet
systems for ground vehicles is possible, but with a -20% penalty.
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When working on reactor engines there is a -40% penalty. See
the Hardware section for additional penalties and rules. Base
Skill: 25% +5% per level of experience.

Basic Mechanics: A general familiarity and understanding of
basic mechanics. This character can fix a toaster, repair a bicy-
cle, replace a belt on a motor, repair or replace a switch, handle
or a knob, replace a spark plug, change oil, assist in automobile
repairs, maintain machinery, read a schematic and similar funda-
mental tasks. Base Skill: 30% +5% per level of experience.

Locksmith: The study of lock designs and the ability to repair,
build, modify and open locks. The methods, techniques, and
tools of lock picking include the old-style key and tumbler, combi-
nation, and modern electrical locking systems. Time require-
ments: 1D4 melees to open an antiquated key type lock or simple
tumbler/combination type, 1D4 minutes to open an elaborate
tumbler type, 2D4 minutes to open a simple electronic lock (usu-
ally by patching in a bypass system), and 1D4 hours to break a
complex, state-of-the-art electronic lock system such as those
used in high security and restricted areas. Super high-tech sys-
tems, such as those used by the military and government, will re-
quire 3D4 hours and have a skill penalty of -20%. Note that much
quicker times on the electronic locks are possible with pass
codes or plans of the locks (both of which can be rather difficult
to obtain).

If an unsuccessful skill roll is made, the lock is not opened and
the process must be repeated. If an attempt to open an electronic
lock fails, roll again. A second failed roll means that the lock is ir-
reparably damaged and can not be opened! Base Skill: 25%
+5% per level of experience. Requires: At least basic electronics
skill (-5% penalty when working on complex or high-tech locks)
or electrical engineer (+5% bonus instead).

Mechanical Engineer: Training, understanding, and knowl-
edge of how machinery is designed, operated, built, and main-
tained. Characters can attempt to redesign, modify, repair,
construct, or sabotage mechanical devices. The player must first
roll to see if his character can figure out how to operate/ana-
lyze/design a machine. When a successful diagnostic roll has
been made, roll again to determine when the character can
fix/change/build the mechanism. For construction and/or modifi-
cation of mechanical devices, use the penalties listed in the
Hardware section. Base Skill: 25% +5% per level of experience.
Special Bonus: Add a one time bonus of 5% to the locksmith
and surveillance systems skills if mechanical engineering is also
known. There is a -30% penalty when working on alien or ex-
tremely unfamiliar mechanics (See Hardware). Requires: Basic
or advanced mathematics, at least basic electronics, and literacy.

Robot Mechanics: A comprehensive knowledge and ability to
repair, maintain, build, and modify robots, including androids, and
bionic/robotic limbs and exoskeletons. Base Skill: 30%+5% per
level of experience. Note: Any characters using this scholastic
skill do so at -40% due to the very specialized nature of the skill
(see Hardware: Mechanical). However, the Technical Genius
from the hero power category of Hardware is an expert and suf-
fers no penalties.

Weapons Engineer: This skill is usually reserved for military
personnel. The character can maintain, repair, modify, mount,
and figure out most weapon systems. He can repair an assault ri-
fle and install a missile system into a vehicle. The engineer can
also add and repair body armor (but not make or modify it) and is
an expert welder. Constructing/modifying weapons is done at -
15%; for additional penalties, see the Hardware section and sug-
gestions at the end of this section. Base Skill: 25% +5% per
level of experience. Requires: Mechanical engineering and basic
electronics.
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Medical

Criminal Science & Forensics: Basic knowledge of police
skills, including basic criminal law, fingerprinting, ballistics
(matching bullets to weapons and angles of impact), and general
investigative techniques. Criminology or police etiquette would be
technical skills, but are not included because of their specialized
nature.

Forensic medicine is the methods and techniques which en-
ables the character to find evidence regarding the cause of
death, time of death, and other details when examining a corpse.
Base Skill: 35% +5% per level of experience. Requires: Biol-
ogy, Chemistry, Chemistry Analytical, advanced mathematics,
and literacy.

First Aid: Rudimentary medical treatment which includes how
to bandage wounds, stop bleeding, administer CPR/artificial res-
piration, and use antiseptics and common anti-inflammatory
drugs and painkillers. Base Skill: 45% +5% per level of experi-
ence.

Holistic Medicine: Training in the recognition, preparation,
and application of natural medicines usually made from plants
and their parts (roots, leaves, fruit). The holistic doctor is basi-
cally a natural pharmacist and naturalist who creates drugs from
vegetation and studies common ailments. He can find and use
plants to create salves, balms, ointments, and lotions to soothe
burns, boils, rashes, and insect bites, reduce swelling, as well as
create local anesthetics, and to heal wounds faster (twice as
quick as normal). Potions and tonics are created to settle upset
stomachs, induce drowsiness, or hallucinations. The individual
can also make alcohol and poison (hemlock and mandrake for
example).

The student of herbology also has a good knowledge of plant
lore and when and where to find healing plants, edible fruit, ber-
ries, roots, and bark, as well as how to use and/or avoid danger-
ous flora. The character can also preserve foods and knows how
to set and mend bones, bandage cuts, and suture cuts. Note:
Plants are seasonal and the right root or leaf may not be readily
available in certain times of the year/season, or may be found ex-
clusively in remote regions. Game Masters should use a certain
amount of common sense and drama with this skill. Base Skill:
20% +5% per level of experience. A failed roll means the treat-
ment or concoction did not work.

Paramedic: An advanced form of emergency medical treat-
ment which includes all first aid techniques, the setting of broken
bones, suturing of wounds, use of oxygen and emergency medi-
cal equipment, administering of drugs, knowledge of how to
move a critically injured person, and other life saving techniques.

A failed roll means the patient has not responded to treatment
or that the treatment has been improperly administered. Note:
For serious injury or coma, roll three times, consecutively, on per-
centile dice. A roll of two successful, out of three, means the
wound has been properly treated or that the patient’s condition
has been stabilized. Failure means the patient’s condition is un-
changed. Another character can immediately attempt to apply
medical aid or the same player can try again, but only after the
character has spent six minutes re-examining and/or concentrat-
ing on the problem. Base Skill: 40% +5% per level of experi-
ence.

Medical Doctor: The medical doctor is a trained surgeon and
has a doctorate in the medical sciences. Some specific areas of
training include: clinical skills, medical discipline, code of ethics,
physiology (muscle, respiratory, blood, body fluids), pathology
(diseases, their structure and function), rudimentary pharmacol-
ogy (use, reaction, and interaction of drugs), laboratory skills, and
techniques and methods of data collection. However, the typical
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Medical Doctor (M.D.) has little to no training in cybernetics. This
means, as a surgeon, the Doctor can try to remove, attach or de-
tach a cybernetic mechanism, but does so with a penalty of -15%
to diagnose problems associated with cybernetics and -40% to
correct the cybernetic related problem. Base Skill: 60/50% +5%
per level of experience. The first percentage number is the doc-
tor's ability to accurately diagnose the problem. The second per-
centage number is the doctor’s skill at successfully treating the
problem. Requires: Biology, Pathology, Chemistry, basic or ad-
vanced mathematics and literacy.

Pathology: This branch of medicine deals with the nature of
diseases, their cause, and symptoms, and the functional and
structural changes caused by disease. Training includes anat-
omy, physiology, cell biology, manifestation of disease, tissue in-
jury and repair, abnormal cell structure, metabolism, diagnosis of
human disease, tissue culture methods and applications, analy-
sis of drugs in biological samples and laboratory research, inves-
tigative methods, and use of instruments, tools and equipment.
Base Skill: 40% +5% per level of experience. Requires: Biol-
ogy, chemistry, and literacy skills.

Military

Armorer (Field): This is a somewhat simplistic version of the
weapons engineer as it applies to infantry weapons. A competent
armorer character can maintain, fix, modify, mount, reload/charge
ammunition, and figure out most small arms. They can repair all
types of pistols and rifles, repair minor damage to body armor (20
S.D.C. maximum), adjust targeting sights, use and repair optical
enhancements, reload missiles and ammo drums, recharge E-
clips, install/mount a rail gun or machinegun on a vehicle, and
even fix most simple robot and bionic weapons like forearm blas-
ters and retractable blades. Base Skill: 40% +5% per level of ex-
perience. Note: Automatically gets the basic mechanics skill at
+20% as part of this package.

Camouflage: The skill of concealing a fixed base position, ve-
hicle, bot, equipment or individual, using natural or artificial mate-
rials. A fair amount of time is involved in the preparation of a
larger position. Large cargo nets, cut branches or underbrush are
used most often in camouflage. This skill is also used to conceal
traps. Base Skill: 20% +5% per level of experience.

Demolitions: This skill provides the person with an advanced
knowledge in the use and workings of explosives and detonation
devices for the purpose of blowing up bridges, buildings, and
sabotage. This includes all types of explosives, such as mines,
dynamite, plastics, nitro, blasting caps, etc. It also includes a ba-
sic understanding of the strategic placement of mines and booby
traps. This will increase the character’s awareness of suspicious
rope, string, and wire. Base skill: 60% +3% per level of experi-
ence. Afailed roll means a dud; no explosion.

Demolitions Disposal: This skill enables the character to
safely defuse unexploded mines, bombs, explosive booby traps,
dud artillery rounds, dud explosive charges, or any other explo-
sive device. Base Skill: 60% +3% per level of experience. A
failed roll results in an explosion (A full bomb suit provides A.R.:
13 and S.D.C.: 120).

Find Contraband & lllegal Weapons: The character with this
skill knows where to find arms dealers, smugglers, Black Market
shops/dealers, forgers, fences and illegal medical treatment, and
how to acquire illegal items (guns, ammunition, explosives, false
identification, drugs, etc.) and services (Fences for stolen goods,
forger, etc.). He is also familiar with their practices, hang-outs,
gang or criminal ties, general practices, code of conduct, pricing
structures and modes of operation. Likewise, the character has a
good idea of what Black Market and illegal items and weapons
should cost and what these people pay for contraband items
(typically only 20% of the retail market price). The character also
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knows the penalty for being caught with an illegal weapon or
item. This skill is especially appropriate in large cities around the
world. Base Skill: 26% +4% per level of experience. Note: This
skill shouldbe considered separate and apart from streetwise.

Military Etiquette: This skill grants a clear understanding of
the way the military works, including rules of behavior (when to
salute, how to address superiors/subaltems, etc.), military proce-
dures and routines, standard issue of equipment, special order-
ing procedures, proper display of rank and medals, advancement
in rank (and the duties that come with it), proper troop formations,
how to deal with military bureaucracy, the chain of command,
proper channels, who to contact to get things done, and other
useful information in matters of military protocol and bureaucracy.
Base Skill: 35% +5% per level of experience. Note: All soldiers
have a fundamental knowledge of military etiquette (base skill
30% with no improvement), but this skill is much more complete,
with a strong knowledge of what is expected, correct and the for-
mal approach (e.g. by the book knowledge).

Military:Nuclear, Biological, & Chemical Warfare (NBC):
This is the knowledge of safety precautions to protect oneself
and others from the effects of nuclear, biological or chemical war-
fare, waste and contamination. The character is also knowledge-
able in the safe handling and “clean-up” and containment of such
hazardous materials. Base Skill: 35% +5% per level of experi-
ence.

Military:Parachuting: The skill of parachuting includes the
methods, procedures, and techniques of parachuting, packing
the chute, skydiving techniques, precision landing, landing with-
out injury, and practice of jumping from a high altitude aircraft.
The advantage of parachuting is secrecy, since the troopers’ in-
sertion into enemy territory is silent and often goes unnoticed.
The following three methods are the ones most commonly used
by modem paratroopers:

High-Altitude-High-Opening (HAHO) jumps take place from a
height of 25,000 to 30,000 feet (7620 to 9144 m). As the para-
troopers drop they travel laterally to the desired drop zone (DZ)
where they wish to land. This technique is used to “throw off” en-
emy units since they will probably search for paratroopers di-
rectly beneath the path of the aircraft.

High-Altitude-Low-Opening (HALO) operations also begin at
25,000 to 30,000 ft (7620 to 9144 m) but the paratrooper does
not pop the chute until an altitude of 4,000 ft (1220 m), or even
less. The jump takes place so rapidly that there is little chance for
the paratroopers to be viewed after the chutes open.

The _most dangerous method is Low-Altitude-Low-Opening
(LALO) drops. The jump is made at the mere height of 300 to 500
feet (91 to 152 m). If there are any complications (a failed roll) the
paratrooper is likely to be injured (broken bones) or killed (30%
chance)! Even if the jump goes without a hitch, there is a 20%
chance of taking 6D6 S.D.C. from an awkward landing, even if
wearing body armor.

Failure on a parachuting roll indicates that there are complica-
tions somewhere along the jump. This might mean an improperly
packed chute, tangling of lines, etc. On a high altitude jump, the
character gets a second roll for their reserve chute. If the second
roll also fails then the character falls to his death! There is not
enough time on a low altitude drop to use a reserve chute, so a
failed roll means the character hits the ground (humans die!)
without a second chance. Parachuting can be selected as a Mili-
tary or Pilot Related skill. Base Skill: 40% +5% per level of expe-
rience.

Recognize Weapon Quality: The ability to accurately deter-
mine a weapon’s function, durability, reliability, and quality by
physically examining it. This includes knowing which manufactur-
ers are reputed to make the best weapons, the ability to recog-
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nize damage or signs of misuse, modifications/customization or
wear and tear, whether the weapon can be made as good as
new with a little repair work and/or cleaning, whether it is a cheap
(or quality) “knock-off” (copy/imitation), and so on. The character
can also recognize if the weapon is stolen (serial numbers filed
away, etc.), new, old, and if it has any other special features or
properties as well as know what the fair price should be. Base
Skill: 25% +5% per level of experience. Note: Reduce the skill
ability by half if the item is not actually handled (seen but not
touched/examined), likewise if it is of alien origin.

Trap/Mine Detection: Knowledge of the strategic placement
of booby traps and mines, the tell-tale trademarks and indications
of traps and mines, how to avoid them, and the use of mine and
explosive detection equipment. The character has been trained
to watch for suspicious objects, dit mounds, trip wires and
camouflaging materials that may denote the presence of a trap.
Simple snare traps and trip wires can be easily disarmed by the
character, but the demolitions disposal skill is required to disarm
mines, explosives or complex traps. Base Skill: 20% +5% per
level of experience on visuals alone. Add +50% when using spe-
cial detection equipment to locate mines/explosives, or +10% to
locate other types of traps with detection equipment.

Underwater Demolitions: Fundamentally the same basic
skills and training as demolitions, but with an emphasis on using
explosives in an underwater environment, including underwater
techniques, area affect, sound wave damage, different types of
explosives, as well as arming, disarming and repairing torpedoes
and depth charges. Base skill: 56% +4% per level of experi-
ence. Note: Any character with the demolitions skill can use ex-
plosives underwater, but is -10%.

Physical

Special Note: One of the unique aspects of this RPG is that
the player can build and increase his or her character’s physical
attributes (P.S., P.P., P.E., Spd., S.D.C.) by selecting physical
skills that will build and develop the body’s muscles and endur-
ance. All attribute and skill bonuses are cumulative. However, a
specific physical skill may only be chosen once, including hand to
hand combat. Also note that attributes raised to 16, 17, or 18 in
this manner do not gain a bonus die roll (see the Eight Attributes
in the Character Creation section).

There are four major kinds of fighting techniques available to
the characters. Boxing and wrestling add to the techniques and
power of a specific hand to hand training.

Characters without combat training get one hand to hand at-
tack/action at levels 1, 2, 5, 10 and 15.
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Hand to Hand Basic: Provides elementary fighting tech-
niques and methods of attack and self-defense as taught in mili-
tary basic training or in self-defense classes. It costs one of the
character’s skill selections to learn. See the combat section for
listing of specific abilities.

Hand to Hand Expert: An advanced form of self-defense and
unarmed combat usually taught to commandos. It costs two of
the character’s skill selections to learn. See the combat section
for listing of specific abilities.

Hand to Hand Martial Arts: This is some form of oriental
fighting skill (karate, kung-fu, etc.) that teaches advanced hand to
hand combat. It costs three of the character’s skill selections to
learn. See the combat section for listing of specific abilities.

Hand to Hand Assassin: This is an advanced form of combat
with an emphasis on immobilizing or kiling one’s opponent
quickly. It costs three of the character’s skill selections to learn.
See the combat section for listing of specific abilities.

Acrobatics: Aerial feats of agility and strength, such as walk-
ing a tightrope, high wire, trapeze, and stunts performed above
ground. Other physical abilities include rolls, somersaults, leaps,
and falls.

Provides all of the following:

Automatic kick attack at first level; 2D4 damage.

60% +2% per level — Sense of balance

60% +3% per level — Walk tightrope or high wire

70% +2% per level — Climb rope

50% +5% per level — Back flip

40% base climb ability (does not increase) or adds a +15% to
climb skill.

30% base prowl ability (does notincrease) or adds a +5%to
prowl skill.

+2 bonus to roll with punch or fall

+1to P.S.

+1toP.P.

+1toP.E.

+1D6t0 S.D.C.

Athletics (general): Training in, and enjoyment of, vigorous
exertion for competitive sports, exercises, and contests of
strength, endurance, and agility.

Provides the following bonuses:
+1 to parry and dodge
+1 to roll with punch or fall
+1to P.S.
+1D6 to Spd.
+2D4 to S.D.C.

Body Building & Weight Lifting: The building of muscle tone
and body strength through weight lifting and exercise.
Provides the following bonuses:
+2to P.S.
+10 on S.D.C.

Boxing: Classic art of fighting with fists. Training helps build
the body and reflexes. Skilled boxers will automatically knock out
opponents on a roll of a natural twenty when fighting with their
fists. The victim of a knockout will remain unconscious for 1D6
melees. Bionic characters, alter physical structure heroes, min-
eral aliens, and other characters with superhuman strength or
tough bodies are only stunned instead of rendered unconscious
(-4 to strike, parry, and dodge). Unlike normal knock out/stun, the
player does not have to announce that he is trying to knockout
his opponent before making a roll to strike.

The following bonuses are provided:
+One additional attack per melee.
+2 to parry and dodge

+1 one to roll with punch or fall

+2P.S.
+3D6 on S.D.C.
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Climbing: Knowledge of the tools and techniques for climbing
up sheer surfaces. Players should roll once for every 20 feet (6
m) of a vertical climb. If the roll fails, it means he is losing his
grip, however, every “skilled” climber gets a chance to regain his
grip, roll again. Two consecutive failed rolls means the character
falls. Base Skill: 40% +5% per level of experience.

Rappelling is a specialized, rope climbing skill used in de-
scending from helicopters, scaling walls and cliff facings. For
game purposes, rappelling will include ascending and descend-
ing climbs. Base Skill in rappelling: 30% +5% per level of experi-
ence.

Gymnastics: Learning to do falls, rolls, tumbles, cartwheels,
somersaults and to work the parallel bars and rings. This sport
builds great upper body strength, grace, and balance.

Provides all of the following:

Automatic kick attack at first level; 2D4 damage.

50% +3% per level — Sense of balance

60% +3% per level — Work parallel bars & rings

60% +2% per level — Climb rope

70% +2% per level — Back flip

25% base climb ability (does not increase) or adds a +5% to
climb skill.

30% base prowl ability (does not increase) or adds a +5% to
prowl skill.

+2 bonus to roll with punch or fall

+2 P.S.

+1toP.P.

+2to P.E.

+2D6t0 S.D.C.

Prowil: This skill helps the character to move with stealth; qui-
etly, slowly, and carefully. Techniques include balance and foot-
ing, short steps and pacing, rifle positioning, prone positions for
low visibility, and crawling. A failed prowl roll means that the
character has been seen or heard. If the prowl roll is successful,
then the character is not seen or heard and may make a sneak
attack. Game Masters should use some common sense with this
skill. A character can successfully prowl when there is no cover
to hide behind, but in such a case he is only moving silently and
can be seen easily. Base Skill: 25% +5% per level of experi-
ence.

Running: A regular routine of running and exercise to build
speed and endurance.

Provides the following:
+1 to P.E.

+4D4 to Spd.

+1D6 to S.D.C.

Swimming: The rudimentary skill of keeping afloat, dives,
swimming and lifesaving techniques. The percentile number indi-
cates the overall quality of form as well as skill of execution. A
character can swim a distance equal to 3x his P.S. in yards/me-
ters per melee. This pace can be maintained for a total of min-
utes equal to his P.E./endurance. Base Skill: 50% +5% per level
of experience.

Swimming & Fatigue Note: For humans and similar surface
dwelling people, the act of swimming on the surface of the water
has the same fatigue rate as running and medium to heavy exer-
tion, especially at great speed or for long periods of time. Swim-
ming underwater with S.C.U.B.A. equipment or other underwater
equipment is considered to be light activity, unless extremely ac-
tive, involved in combat or fast swimming (in which case it is con-
sidered strenuous or heavy activity).

For most aquatic life forms, including aliens and mutants, un-
derwater activities such as fast swimming, diving, playing and un-
derwater acrobatics are considered light activities and can be
conducted for hours without fatigue. Pulling a heavy load and en-
gaging in combat is considered medium to heavy activity.
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The buoyancy of water reduces the weight of most items by
30% when used/carried underwater. This means the fatigue rate
for carrying a heavy load is reduced by 30% — meaning 30%
more can be carried at the normal fatigue rate. Characters can
also lift 30% heavier weights.

S.C.U.B.A. (Advanced Swimming): The letters S.C.U.B.A.
stand for Self-Contained Underwater Breathing Apparatus. Indi-
viduals learn the methods and equipment needed for skin diving,
snorkeling and underwater swimming. A character can swim a
distance equal to 2x his P.S. in yards/meters per melee. This
pace can be maintained for a total of minutes equal to his
P.E./Endurance. Base Skill: 50% +5% per level of experience.
Note: The maximum safe depth without getting the bends is
about 120 feet (36.5 m). Deeper depths are possible with depres-
surization, special suits and submarines. Swimming is required to
S.C.UB.A.

Wrestling: As taught in old high schools and colleges, wres-
tling is more of a sport than a combat skill, but it does provide
some useful combat moves.

Provides the Following:

Body block/tackle does 1D4 damage and the opponent must
dodge or parry to avoid being knocked down (lose one melee at-
tack if knocked down).

Pin/incapacitate on a roll of 18, 19, or 20.
Crush/squeeze does 1D4 damage per squeeze attack.
+1 to roll with punch or fall.
+2to P.S.

+1to P.E.

+4D6t0 S.D.C.

Pilot, Basic

Piloting Note: Moving at high speeds, taking evasive or ag-
gressive action or any type of driving/piloting that is out of the or-
dinary, are considered stunts for unskilled drivers and those who
take the ability as a Secondary Skill. See the combat and vehicle
section for special maneuvers, skill penalties, and vehicular at-
tacks.

Airplane: Includes old propeller, single and twin engine types,
including bi-planes and modern Cessnas. Base Skill: 50% +4%
per level of experience.

Automobile: Manual and automatic transmission; includes
dune buggies, jeeps, and pick-up trucks. Anyone can drive a car
without the pilot automobile skill. As long as the unskilled charac-
ter drives at reasonable speeds and is following the road, they
are fine, but attempting any kind of stunts, combat, or trick driving
will result in a crash. Base Skill: 60% +2% per level of experi-
ence.

Boat: Sail Type: Small sailing and medium sized sailing
yachts, and fishing boats. Base Skill: 60% +5% per level of ex-
perience.

Boat: Motor and Hydrofoils: These include all types of small
motor driven boats and yachts, including jet skis. Anyone can
drive a small motor boat without the pilot skill. As long as the un-
skilled character drives at reasonable speeds or on a moderate
course, they are fine, but attempting any kind of stunts, combat,
or trick driving will result in a crash/capsize. Base Skill: 55%
+5% per level of experience.

Boat: Ships: This includes all large sailing and motor driven
seafaring vessels longer than 45 ft (13.5 m). Note that this skill
only covers the actual driving of the boat. A crew will be needed
to sail the craft. Base Skill: Sailing ships 45% +5% per level of
experience. Motor driven ships 44% +4% per level of experience.
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Horsemanship: The skill includes the basic principles of rid-
ing, the care and feeding of the animal, recognizing breed and
quality, charging, and jumps. The percentile number is used
whenever the character tries to determine breed, quality, and
special jumps or maneuvers. Base Skill: 50% +4% per level of
experience (-35% when riding an alien or monstrous creature
suitable for, and trained to be, a riding animal).

Special Bonuses: The horseman has the advantage of
height, leverage, and velocity when attacking on a horse. This
provides the following bonuses when charging on horseback: +1
to parry and dodge, +4 damage. Note that a person can not
shoot a projectile weapon of any kind (bow and arrow or gun)
with any degree of accuracy. An aimed shot is impossible on a
moving animal! Bursts are possible if the horse is moving quickly,
but not at a full gallop. At full gallop, the shooter can fire only as
wild.

Motorcycle: This skill includes the piloting of all two and three
wheeled vehicles such as motorcycles of all types, dirt bikes, and
mopeds. Anyone can drive a motorcycle without the pilot skill. As
long as the unskilled character drives at reasonable speeds and
follows a road, they are fine, but attempting any kind of stunts,
combat, or trick driving will result in a crash. Base Skill: 60%
+4% per level of experience.

Race Car: This is a specialized skill for vehicles that can
travel at regular speeds above 120 mph (192 km). Characters
without this skill are at -15% to pilot rolls at speeds above 125
mph (200 km). Maximum speed is typially around 220 mph (352
km). Characters with no driving skill can not drive at these
speeds, and crash. Base Skill: 55% + 3% per level.

Truck: This piloting skill specifically applies to large cargo and
transport vehicles like eight to sixteen wheeled commercial
trucks and multi-ton transports. Base Skill: 40%+4% per level of
experience.

Water Scooters: The knowledge and skill of piloting all types
of one and two-man water sleds (underwater) and jet skis (sur-
face sleds). Base Skill: 50% +5% per level of experience.

Pilot, Advanced

Note: Advanced Piloting skills involve vehicles and training
that are not normally available to ordinary people. Most have
highly specialized purposes or are used for military applications.

Helicopter: The specialized skill required in flying all types of
helicopters, including combat ‘copters (but must have the weap-
ons systems skill to operate weapons on a combat helicopter).
Base Skill: 35% +5% per level of experience.

Hovercraft (ground): The knowledge needed in piloting
hover cycles and other hover vehicles used for ground transport.
These vehicles can be tricky, because they utilize several air jets
and directional thrusters that push the craft along, above the

ground, on a cushion of air. The vehicles can usually attain great
speeds and are capable of driving over incredibly rugged terrain
and make sensational jumps over craters and ravines. Only ali-
ens, robots, or hardware characters are likely to have access to
hover vehicles. Base Skill: 50% +5% per level of experience.
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Jet Aircraft: Includes large and small commercial transport
jets, like Lears and the giant DC models. Base Skill: 40% +4%
per level of experience.

Jet Fighters: Training includes flying, maneuvering, aerial
combat strategies, and typical fighter jet weapon systems (these
are just typical systems, and the weapon systems skill will be
needed for a working knowledge of all jet weapon systems).
Base Skill: 40% +4% per level of experience.

Jet Packs: This is the piloting skill of back pack-like units that
strap to the back of an individual to carry him airborne. The typi-
cal jet pack is a one person unit capable of hovering above the
ground and flying at an average altitude of 300 feet (91.5 m).
Most people cannot use a jet pack at all, and the skill is abso-
lutely necessary for other maneuvers like high and low altitude
flight, controlled movement (between buildings or trees), stunts,
and especially combat. Base Skill: 42% +4% per level of experi-
ence.

Submersibles: The knowledge and skill of piloting all types of
submersibles, including underwater sleds, mini-subs and most
types of submarines, including military submersibles. Base Skill:
40% +4% per level of experience. Note: -20% when using alien
or unusual submarines. Does not include power armor or deep
sea diving suits.

Tanks and APCs: Military vehicles often have unconventional
controls and handle differently than conventional vehicles, espe-
cially the many ton, armored, combat vehicles such as tanks and
armored personnel carriers (APC). Thus, special training is re-
quired to pilot them. Base Skill: 36% +4% per level of experi-
ence.

Warships/Patrol Boats: Special training in the use of military
warships, combat hydrofoils, patrol boats and amphibious beach-
craft/transports. Includes a basic idea of how to use sonar and
targeting equipment, depth charges, torpedoes, and other com-
mon weapon systems, as well as evasive maneuvers and pilot-
ing. Base skill: 40% +4% level. Note: Characters with the motor
boat or ship skill can also pilot these vessels but at a -12% pen-
alty.

Pilot Related Skills

Navigation: Training in map reading, star charts, course com-
putation, following landmarks, and use of navigational equipment.
Includes land, air, and water navigation, as well as piloting by in-
struments alone. A failed roll means the pilot is off course. Roll
2D6x100 for most aircraft, 4D6x100 for jets, and 2D6x10 for
ground vehicles to determine how many miles/kilometers they
are off course. Roll for every hour that one is off course. Base
Skill: 50% +5% per level of experience. Requires: Basic math,
read sensory equipment, and at least minimal literacy.

Navigation: Space: The ability to navigate in outerspace us-
ing instruments, mathematical computations, sensory equipment
and the stars. Base Skill: 40% +5% per level of experience. Re-
quires: Navigation, basic math, read sensory equipment, and lit-
eracy.

Read Sensory Equipment: Individuals with this training can
operate, maintain, understand, and “read” or interpret sensory
data from all types of conventional sensor devices. These de-
vices include radar, sonar, motion detectors, surveillance equip-
ment, optical enhancements, instrument panels, and so on. Note
that characters without this skill cannot understand nor operate
aircraft, radar, or detection/surveillance equipment (including
thermo-imagers and ultraviolet sights). Base Skill: 30% +5% per
level of experience.

Weapon Systems: This is the complete understanding of
weapon units and systems incorporated in military vehicles,
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power armor, and robot vehicles. It includes machineguns, mis-
sile and grenade launchers, cannons, and other heavy weapons
systems. Adds a special bonus of +1 to strike when using these
types of weapons; this does not include hand-held weapons (see
Weapon Proficiencies). The skill percentage is rolled when a
character first attempts to familiarize himself with a specific vehi-
cle’s weapon systems. If the roll is failed, he can not figure
out/find the controls and will be at -1 to strike instead of +1. He
can roll once for every five minutes of study. Base Skill: 40%
+5% per level of experience.

Rogue Skills

Cardsharp: A skill that involves the manual dexterity of hand
and finger manipulation to perform tricks, palming, and other gim-
micks of sleight of hand with playing cards. This includes dealing
from the bottom or middle of the deck, stacking a deck (to the
cardsharp’s favor), hiding cards up the sleeve (and elsewhere),
fancy and impressive methods of shuffling and dealing the cards,
as well as “marking” cards, card counting and understanding the
odds.

Marking cards often includes a complex series of Braille-like
indentations, punctures or trimmed edges so that they are slightly
concave or convex, all things that the delicate touch of the pro-
fessional cardsharp can feel as he deals the cards. Other types
of “marks” include incredibly subtle, almost indiscemible vari-
ations of the pattern on the back of cards, typically in the right,
upper comer.

A failed roll means the character has fumbled the trick, missed
(or misread) one of his secret markings, or was too obvious and
is caught cheating! Base Skill: 24% +4% per level of experience.
Add +4% if the character also has the palming skill.

Computer Hacking: This is a computer skill similar to com-
puter programming, however, the emphasis of the skill is break-
ing computer access codes to gain illegal access to other
computer systems and steal or sabotage their data. The charac-
ter is an expert in tracing computer data, bypassing defense sys-
tems, and breaking (“hacking”) codes; add a one time bonus of
+5% to the cryptography, surveillance, and locksmith skills if the
character is a hacker. Use the penalties listed in the hardware
section whenever hacking is attempted. Base Skill: 30% +5%
per level of experience. Requires: The ability to read and write,
computer operation, computer programming, and at least basic
mathematics.

Concealment: The practiced ability to hide small items on
one’s body or in hand, usually by continually moving it around
from hand to hand or place to place unnoticed. Objects must be
no larger than 14 inches in height or length, and six inches in
width. The weight must also be 10 pounds or less (4.5 kg). The
smaller and lighter the object, such as a knife, gem, key, credit
card, etc., the easier it is to conceal (add a bonus of +5%). Hiding
handguns and knives under clothes is also done at +5%. Larger
items such as a book, scroll, club, statue, or similarly large or
heavy object are more difficult to conceal on one’s person for ob-
vious reasons. Base Skill: 20% +4% per level of experience.

Find Contraband & lllegal Weapons: See the skill descrip-
tion under Military Skills.

Palming: Simply the ability to pick up and seemingly make a
small object, such as a coin, key, or credit card, disappear by
concealing it in one’s hand. Adds a bonus of +5% to the pick
pocket skill. Base Skill: 20% +5% per level of experience.

Pick Locks: The character knows the methods and tools for
picking/opening key and basic tumbler type locks. This does not
include sophisticated computer or electronic locks. It takes 1D6
melee rounds for each attempt to pick a lock. A failed roll means
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the lock holds; try again. Base Skill: 30% +5% per level of expe-
rience.

Pick Pockets: An ability to remove items from a person with-
out their being aware of it. If a pick pocket attempt fails, the item
has NOT been removed and there is a 67% likelihood of the in-
tended victim recognizing the intent of the action. Base Skill:
25% +5% per level of experience.

Prowil: This skill helps the character to move with stealth; qui-
etly, slowly, and carefully. Techniques include balance and foot-
ing, short steps and pacing, rifle positioning, prone positions for
low visibility, and crawling. A failed prowl roll means that the
character has been seen or heard. If the prowl roll is successful,
then the character is not seen or heard and may make a sneak
attack. Base Skill: 25% +5% per level of experience.

Safecracking: This is a specialized skill in which the charac-
ter studies the strengths, weaknesses, and construction of safes
and how to open them without damaging the contents inside. The
fingers of the safecracker are so sensitive that they can “feel” the
subtle calibration of combination locks and other locking mecha-
nisms. When using explosives, they can use their abilities to such
precision that they can “blow” the lock off a safe, security door,
safe deposit box and similar without creating a big, area affect
explosion or inflicting damage to the contents (a failed safecrack-
ing skill or demolitions roll means the explosion was too much
and the contents are damaged). Base Skill: 20+4% per level of
experience. Bonuses: Adds +5% bonus to the lock picking and
demolitions skill. Penalties: Requires focus, concentration and
keen hearing, so characters with an M.E. under 15 are -10% on
this skill.

Seduction: This is the ability to make the opposite sex melt
with desire. This skill is somewhat similar to the interrogation
skill, in that the seducer knows how to ask the right questions to
get information without being obvious. The seducer usually
seems attentive, sympathetic, and alluring/sexy. Men and
women, who are seduced, tend to have loose lips — meaning
they tend to talk freely, say more than they should, and tell se-
crets. They also lose track of time, spend big money to impress
and please their seducer, and lavish her or him with their affec-
tion, time and attention, while oblivious to everything else around
them.

Most of all, somebody who is seduced is vulnerable. The per-
son who is successfully seduced is distracted, skill perfformance
is half and takes twice as long to perform, the character has no
initiative, doesn’t notice people or events around him/her, and is
easily caught off-guard; no initiative and all bonuses are at half
when attacked by a character other than the seducer. Worse, the
victim(s) of seduction is completely vulnerable to the seducer!
The seducer always gets the first strike/attack/action (any roll
above a 4 hits or is successful). The victim has no chance of self-
defense against that first attack, plus loses one attack/action from
surprise or horror. In addition, the seducer is +5% to pick the
pockets of, palm, or plant things on his/her victim of seduction, as
well as +5% to the cardsharp, sing and dance. Research has
shown that the more alcohol the intended victim drinks, the eas-
ier it is to seduce someone (+5%). Base Skill: 20% +3% per ad-
ditional level of experience. Skill Bonuses: +1% for every one
M.A. attribute point above 20, and every two P.B. above 17. So a
character with a P.B. 23 (+3) and M.A. 24 (+4) would be +7% to
successfully seduce. The seducer can influence more than one
person at a time; one additional per every three levels of experi-
ence.

Streetwise: This skill instills an understanding of the darker
side of city life and the scoundrels who roam those streets. The
streetwise character will be able to recognize gang members by
their actions and philosophies, gang colors (emblems and cloth-
ing that denote membership to a particular organization), gang
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symbols mannerisms, as well as identify dangerous locations and
gangland haunts. The individual will also recognize a potential
brawl situation, assess a gang member’s rank/power in the or-
ganization, and know some of the hangouts, modes of operation,
rituals, ethics, and perhaps even notorious gang leaders of the
more infamous street gangs. This skill also includes the ability to
recognize and locate black market dealers/organizations, illegal
clinics, drugs and arms dealers, and similar criminal outfits.

The streetwise skill also gives the character the ability to rec-
ognize characters addicted to drugs, street corner pushers, big
time dealers, drug smugglers, DEA agents, and undercover
agents looking to bust dealers. Similarly, the character has a
good idea of what drugs cost, how to use them, and where to buy
them (even if he doesn’t use them himself). The character also
knows most of the “street names” of common drugs, recognizes
the drug when he sees it and knows the general effects and dan-
gers it represents. He can also recognize the symptoms in others
and can guess what drug a user may be high on with reasonable
accuracy (roll under skill ability). Base Skill: 20% +4% per level
of experience.

Ventriloquism: The practiced ability to throw one’s voice.
This can be used to create the illusion of not speaking while mak-
ing a voice or verbal noise appear to be coming from someone or
something else, such as a puppet, a tree, box, chair, etc. Maxi-
mum range is 10 feet (3 m) away. A failed roll means the voice is
not well thrown or the ventriloquist’s mouth is seen moving, so
the trick does not work. Base Skill: 16% +4% per level of experi-
ence.

Science

Note: Literacy and Computer skills are found under Technical
skills and computer hacking is found under Rogue Skills.

Anthropology: This is the behavioral study of man and other
intelligent life forms and their environments. Studies include so-
cieties, customs and beliefs, religions, political structure, as well
as rudimentary history and archaeological background. It is im-
portant to note that anthropology is more concerned with the
study of modern races and societies than it is with ancient ones.
This is especially important when dealing with other races and
cultures in the present time to avoid accidentally breaking taboos
or codes of behavior. It will also tell the anthropologist whether he
may be dealing with a dangerous people (fear technology or
magic, are cannibals, worship demons, etc.).

The skill can also be used in the examination of items/artifacts
and ruins to identify the probable people/race, purpose, and tech-
nological level. The character can identify the period in which the
item was used (contemporary or ancient), but is not skilled
enough to tell whether an item is an authentic artifact or a forgery
without much research and possibly a laboratory. Base Skill:
20% +5% per level of experience.

Archaeology: This is the scientific study of relics of ancient
civilizations by excavation and analysis of artifacts. Studies in-
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clude proper excavation (digs) techniques, preservation, restora-
tion, and dating methods (including carbon dating), as well as
rudimentary history and anthropological notes (a base 25% or
+5% to the anthropology skill if also taken) background. Base
Skill: 20% +5% per level of experience.

Astronomy: The study of the stars and other celestial bodies,
their movements, positions, cycles, alignments, and interrela-
tions with the earth and each other. This knowledge can also be
used to determine direction, approximate distances, identify sea-
sons, and tell the time of day. Base Skill: 25% +5% per level of
experience.

Astrophysics: Includes a working knowledge of astronomy,
which is the study of the stars and other celestial bodies, their
movements, positions, cycles, alignments, and interrelations with
the earth and each other. This knowledge can also be used to
determine direction, approximate distances, identify seasons,
and tell the time of day, but more importantly, it is used to study
the universe and how it relates to nuclear physics, quantum me-
chanics, relativity, and other explanations of deep space phe-
nomena like quasars and black holes. The skill combines
astronomy and physics and also includes a working knowledge
of the theories of time and space. Requires: Basic and Ad-
vanced math. Base Skill: 25% +5% per level of experience.

Biology: Basic understanding of cells, anatomy, physiology,
evolution, and genetics. The character will know how to use a mi-
croscope, cultivate bacteria, and how to classify new organisms.
Base Skill: 30% +5% per level of experience.

Botany: Plants, their categories and functions, are studied ex-
tensively. Characters will know the basics of cross-fertilization
and germinating, as well as growing experimental plants. Base
Skill: 25% +5% per level of experience.

Chemistry: The basic understanding of chemical principles
and formulae. Characters know enough chemical laboratory pro-
cedures for analyzing and synthesizing chemical compounds in
order to be competent assistants. Propellants for bullets can be
made with this skill, but not explosives. Base Skill: 30% +5% per
level of experience.

Analytical Chemistry: Training in chemical engineering theo-
ries useful in the analysis of compounds and their practical appli-
cations. Characters will be highly skilled in the use of laboratory
equipment and can analyze and synthesize chemicals (including
explosives, but their use still requires the demolitions skill). Base
Skill: 25% +5% per level of experience. Requires: Chemistry,
advanced mathematics, and literacy. Computer operation is
highly suggested but not required.

Basic Mathematics: Knowledge of basic math, including the
ability to count, addition, subtraction, multiplication, division, and
fractions. Requires: Literacy. Base Skill: 45% +5% per level of
experience.

Advanced Mathematics: Knowledge of all basic and ad-
vanced mathematics including algebra, geometry, trigonometry,
calculus, and techniques for advanced mathematical formulae.
Requires: Basic mathematics. Base Skill: 45% +5% per level of
experience.

Technical

Art: The ability to draw or paint or sculpt or do craft-work.
Scholastic art training indicates a professional quality, while a
secondary skill indicates a talented amateur. Base Skill: 35%
+5% per level of experience.

Business and Finance: This skill represents some form of
skill in either big business or the financial world. The character
can either be a manager/overseer, a CEO (depending on skill
percentage and rolls) or an investor/stock broker. This is a career
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skill and will have little bearing on the character’s adventuring,
but some players want to define their characters’ occupation, and
this was the only area where there were no skills to correspond
to real world jobs. So here it is. Base Skill: 35%+5% per level of
experience.

Computer Operation: A knowledge of how computers work,
along with the skills to operate peripherals like keyboards, print-
ers, and modems. Characters can follow computer directions, en-
ter and retrieve information, and similar basic computer
operations. However, this does NOT include programming or
hacking. Base Skill: 40% +5% per level of experience. Re-
quires: Literacy.

Computer Programming: Advanced computer knowledge
that includes designing, programming, debugging, and testing
computer programs and software. Hacking is possible, but at a
penalty of -40% unless the character also has the computer
hacking skill (see Rogue Skills). Base Skill: 30% +5% per level
of experience. Requires: Computer operation and literacy.

General Repair/Maintenance: Not everyone can be a me-
chanic or electrician, but many are good with their hands and ca-
pable of doing satisfactory repairs on simple mechanisms, gears,
pulleys, wheels, rope, and so on. The general repair/mainte-
nance skil includes: sharpening blades, minor repairs on weap-
ons, pack their own S.D.C. bullets/ammunition, sew torn clothing
(it may not look pretty, but it does the job), replace a wagon
wheel, change a tire, shoe a horse, repair furniture, paint, var-
nish, nail and assist in basic woodworking, and even do minor
patchwork on armor (restores 2D6 S.D.C.).

Roll once to see whether the character can figure out what's
broken, what must be done to fix it, and whether it's beyond his
meager abilities. Roll again to determine success or failure in
making the actual repair. If failure, the player may try again, but
only twice. Base Skill: 35% +5% per level of experience. Reduce
skill proficiency by half if the item is extremely damaged, com-
plex, high-tech or alien.

Law (general): This general study of law provides the charac-
ter with a basic understanding of laws and customs and a rudi-
mentary understanding of legal procedures, crimes and
punishment throughout the Western parts of the World (USA,
Canada, Mexico, Britain and Europe). Base Skill: 25%+5% per
level.

Language: Characters with a language skill can understand
and speak in a language other than their own native tongue. Lan-
guage is one of the few skills that can be selected repeatedly in
order to select several different languages. Each selection gives
the character knowledge of a different language and costs one
skill selection each time. Base Skill: 50% +5% per level of expe-
rience.

Literacy: By the end of the 20th century, literacy has de-
creased even in industrialized nations; however, it is assumed
that all heroes will be literate. Only those poor unfortunates that
dropped out of school and grew up on the streets or in the wilds
somewhere will not have the most basic levels of literacy. A
Game Master running a grittier street campaign may require all
characters to purchase literacy as a skill, but otherwise, it is here
for reference purposes only. Base Skill: 30% +5% per level of
experience, but educated individuals will have 98% literacy in
their native language.

Photography: Training in the art of still photography, the use
of lighting, cameras, lenses, filters, and other camera equipment,
as well as storage, development, enlargement, and duplication of
film/photos. Base Skill: 35% +5% per level of experience.

Research: Training in the use of methods, techniques, and lo-
cations for finding information, including public records, libraries,
federal information services, data bureaus, interviews, surveys,
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demographics, trade journals, clipping services, computer serv-
ices, and legal searches. This skill is helpful in locating informa-
tion about people, places and things. The game master will
ultimately regulate the availability of accessible, known informa-
tion regarding a particular subject. In some cases, there may be
a ton of history and information, while in others, very little or noth-
ing at all (which may reveal something by its sheer lack of info).
The research skill simply gives characters access to available
data. Base Skill: 50% +5% per level of experience.

G.M. Note: A good rule of thumb is to let characters investi-
gate/research something as much as they want, but keep the
game moving along. If no information is available, find out where
they are conducting research and say something like, “Despite
the help of a clerk, and three hours of research, you still find

nothing (or nothing unusual).” If the character(s) wishes to keep
looking, let him, but quickly click off the hours; “Another hour and
still nothing.” If another player conducting research elsewhere
says, “What do | find in the City County Building?” Make the an-
swer “Nothing”, or “Something quite surprising”, and tell him/her
something in private. Do not drag out the research aspect, but do
consider a reasonable length of imaginary game time. Likewise, if
the information is common knowledge or easy to locate, fast for-
ward through what might be a couple of hours of research and
tell the character what he has found.

ANY CHARACTERS CAN DO RESEARCH AND ASK QUES-
TIONS! However, the research skill will reduce the amount of
time by half and the character is trained to notice relevant data
that an untrained character is liable to overlook. Thus, for the
truly mysterious, secret or difficult information, have the character
with the research skill try to uncover it. Only roll to determine suc-
cess on these difficult or hushed up bits of information, including
addresses, unlisted telephone numbers, car license plate num-
bers, obscure and suppressed data.




Writing: The ability to write prose (stories), poems, or journal-
istically (articles, reports, news). Scholastic training indicates a
professional quality, while the secondary skill indicates a talented
amateur. A failed roll means an awkward and poorly written work
that is boring and difficult to understand. Try again. Base Skill:
25% +5% per level of experience. Requires: Literacy.

Weapon Proficiencies
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Ancient Weapon Proficiencies

Ancient weapon proficiencies cover all forms of hand-held or
projectile weapons common before the advent of firearms, even if
the weapon being used is a modern version, like a compound
bow or Bowie knife. Each ancient W.P. provides combat training
with a particular type of weapon. The result is hand to hand com-
bat bonuses to strike and parry whenever that particular weapon
is used. All bonuses are accumulative. Each W.P. counts as one
skill. The character may select several W.P.s or few. Note: Char-
acters without a W.P. can use any weapon, but without benefit of
the W.P. bonuses.

W.P. Archery and Targeting: This is an expertise with
thrown and bow weapons. It includes throwing spears, forks,
slings, short bow, long bow, cross bow, and modem bows. Bo-
nuses: Add 20 feet (6.1 m) to the normal effective range per
level of the character, +1 to parry with that weapon (effective at
level one), and +1 to strike at levels 2, 4, 6, 8, 11, and 14. Note:
The character loses all bonuses and rate of fire is half when rid-
ing on horseback or a moving vehicle. Rate of Fire: Two at level
one, +2 at level three, +1 at levels 5, 7,9, and 12.

Weapon Type and Ranges Damage Per Arrow/Weapon

Boomerangs — 60 f/18.3 m 1D6 damage
Sling — 80 ft/24.4 m 1D6 damage
Short Bow — 340 f/104 m 1D6 damage
Long Bow — 640 ft/195 m 2D6 damage
Modern Compound Bow — 700 ft/ 213 m 2D6 damage
Traditional Cross Bow — 600 ft/183 m 2D6 damage
Modern Cross Bow — 700 ft/213 m 4D6 damage

W.P. Battle Axe: Training in all types of battle axes and picks.
Bonuses: +1 to strike at levels one, four, eight, and twelve. +1 to
parry at levels two, five, nine and thirteen. +1 to strike when
thrown at level three, eight and twelve.

W.P. Blunt: Training with all types of blunt weapons, including
maces, hammers, cudgels, pipes, staves, and clubs. Bonuses:
+1 to strike and parry at level one, add another +1 to strike and
parry at level four, and another +1 to strike and parry at levels
eight and 13.

W.P. Chain: Training with all types of chain weapons, includ-
ing ordinary lengths of chain, nunchaku, flail, and ball or mace
and chain. Bonuses: +1 to strike at level one, add another +1 to
strike and parry at level four, add another +1 to parry at level
eight, and +1 to strike and parry at level 13.

W.P. Knife: Training with all types of knives. Bonuses: +1 to
strike when thrown on level one, +1 to strike and parry at level
two, add another +1 to parry at level four, add another +1 to
strike and throw at level seven, add +1 to parry at level eight, and
+1 to strike, parry, and throw atlevels 11 and 15.

W.P. Paired Weapons: This skill is automatic at 7th level
hand to hand Expert and Martial Arts, but it can also be taken as
a separate skill. The effects are identical (see Combat Terms),
but when taken as a skill, only two specific kinds of paired weap-
ons are included. For example, the character may be skilled in

paired short swords or paired axe and short sword, but not both
(that would require two paired weapons skills). When the skill is
acquired under hand to hand, it represents a high level of
achievement and any single-handed weapon can be used in a
pair. Unlike a separate selection of the skill, high level combat-
ants do not have to specify their paired weapons, they can use
any two single-handed weapons.

W.P. Polearm: Training in the large spear-like weapon known
as the polearm. Also includes tridents. Bonuses: +1 to strike at
levels one, five, nine, and fourteen. +1 to parry at levels one,
three, six, nine and twelve. +1 to strike when thrown at levels
two, five, nine and fourteen.

W.P. Shield: Combat skills with large and small shields used
primarily for parrying and self defense. Bonuses: +1 to parry at
levels 1, 3, 6, 9, 12 and 15. A shield can be used in one hand
and a weapon in the other. +1 to strike with a shield (1D4 dam-
age) atlevels 4, 8, and 12. No bonus to strike when thrown.

W.P. Spear: Combat skill with large and small spears (the use
of a rifle equipped with a bayonet also falls into this category).
Bonuses: +1 to strike and parry at levels 1, 3, 5, 8, 11 and 13.
+1 strike when thrown at levels 3, 6, 10 and 14.

W.P. Staff: Combat skill with large and small staffs. Bonuses:
+1 to strike at levels 1, 3, 7, 10 and 13. +1 to parry at 2, 5, 8, 11
and 14. +1 to strike when thrown at levels 5, 10, and 15; not de-
signed for throwing.

W.P. Sword: Combat skills with large and small swords, in-
cluding fencing type training. Includes rapiers, sabers, two-
handed, and short swords. Bonuses: +1 to strike and parry at
level one, an additional +1 to strike and parry at level three, and
add another at levels seven, eleven, and fourteen.

W.P. Throwing Weapons (small): See W.P. Targeting. In-
cludes throwing knives, throwing axe, throwing sticks/irons, darts,
bolas, and similar.

W.P. Targeting (Throwing/Missile Weapons): Expertise with
a thrown weapon and proficiency with missile weapons, such as
the sling, sling-shot, bolas, boomerangs, throwing sticks, throw-
ing axes (small), throwing knives, shurikens, javelin, and spear
(the use of the bow is a separate skill; see archery). Bonuses
when thrown or slung: +1 to strike at levels 1, 3, 5, 7, 10, and
13. Characters who select both W.P. targeting and W.P. bow, or
W.P. crossbow (See W.P. Archery), or W.P. spear get the usual
bonuses for that W.P., plus a bonus (from W.P. targeting) of +1
to strike at levels 2, 5, and 10. Rate of Fire: Equal to the charac-
ter's normal number of hand to hand combat attacks. Note: The
character loses all bonuses and rate of fire is half when riding on
horseback or in a moving vehicle.

Typical Effective Range & Damage per Projectile Weapon
Type:

Blow-gun: 30 ft (9 m) —1D4 damage

Boomerangs: 60 ft (18 m) — 1D6 damage

Bow, Short: 340 ft (104 m) — 1D6 damage

Bow, Long: 640 ft (195 m) — 2D6 damage

Cross Bow, Small (pistol size): 120 ft (36.5 m) — 1D6 damage

Cross Bow, Light (rifle size): 340 ft (104 m) — 2D4 damage

Cross Bow, Large (rifle size): 600 ft (182 m) — 2D6 damage

Dart: 30 ft (9 m) — One point of damage.

Javelin: 300 ft (91 m) — normal javelin damage +1D4

Throwing Sticks and Knives: 40 ft (12.2 m) — 1D6 damage

Throwing Irons and Axes: 40 ft (12.2 m) — 2D4 damage

Spear: 100 ft (30.5 m) — normal spear damage +1D6

Sling or Slingshot: 80 ft (24 m) — 1D6 damage

Note: Swords, large axes, (non-throwing) knives, hammers,
clubs, maces, pole-arms and most other hand-held weapons are
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NOT designed to be thrown. Consequently, the average throwing
range is a mere 20 feet (6 m) and the character is -1 to strike. An
attacker can try to throw such weapons farther, but is -3 to strike
for every additional 1-10 feet (3 m) beyond 20 (6 m).

Spears, javelins, slings, throwing knives/sticks/axes, and
bows, can be thrown or fired by anybody without penalty at the
typical effective range listed above.

The “Typical’ effective range applies to most characters un-
less stated otherwise in the description of the Occupational Char-
acter Classes (O.C.C.s). Greater range and proficiency for an
0.C.C. or R.C.C. is typically the result of special training or natu-
ral ability.

The average giant weapon does one additional die of damage
plus P.S. bonus, and range is increased by 20%.

W.P. Whip: Skill at “whipping” or snapping with long, flexible,
light weapons. Bonuses: Start with +1 to strike at level one. +1
to strike at 3rd, 5th, 7th, 9th, 11th and 13th levels. +1 to damage
at 4th, 8th, and 12th. +1 to entangle at 2nd, 6th, 8th, 10th, and
14th levels. A typical whip and Cat-o-Nine tails inflicts 1D6 dam-
age, a bull whip 2D4 damage.

Modern Weapon Proficiencies

Modern Weapons include firearms and energy weapons, but
they do not cover modern versions of ancient weapons (see An-
cient Weapon Proficiencies). These are areas of training and
practiced skill with a particular class of modern weapon. Each
W.PP. counts as one skill selection. Modern W.P. bonuses are
found in the combat section under Modern Weapon Proficiency
Explanation. Characters with no knowledge of modem weapons
can fire loaded weapons, but will take twice as long to reload and
always shoot “wild”; no bonuses to strike.

W.P. Revolver: Al cylinder style hand guns; not automatic
(trigger must be pulled each time the gun is fired).

W.P. Semi-Automatic Pistol: Al modern military pistols
which fire as quickly as the trigger is pulled.

W.P. Bolt-Action Rifle (hunting & sniping): Includes most
hunting rifles; not an automatic firing weapon.

W.P. Automatic and Semi-automatic Rifles: Includes all as-
sault rifles like the M-16 and AK-47.

W.P. Sub-Machinegun: Includes all automatic and semi-
automatic small arms weapons like the Uzi and Skorpion.

W.P. Shotgun: All types of shotguns.

W.P. Heavy: Includes machineguns, bazookas, LAWS, and
mortars.

W.P. Energy Pistol: Includes lasers and all types of energy
firing small arms.

W.P. Energy Rifle: Includes all long range energy firing rifles.

W.P. Heavy Energy Weapons: Includes plasma ejector, rail
guns, and similar high tec, mega-damage weapons.

Note: Energy weapons, including lasers, are not generally
available even to most superbeings. See the Modern Combat
section for details.
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Wilderness

Boat Building: This skill enables the character to build a vari-
ety of rafts, small row boats, large flatbed boats, and canoes. A
small raft (two man) can be made within 1D6+1 hours if the lum-
ber or other suitable materials and tools are readily available. A
large raft will take about 4D6 hours, a canoe 2D6 days, row boat
4D4 days, large flat bed 1D4x10 days. Time is doubled or tripled
if trees must be cut down and wood prepared. Of course, the
time can be reduced if several knowledgeable people are work-
ing on the construction. A failed skill roll means the boat has
leaks. Trying to patch it will require 4D4 hours. Base Skill: 25%
+5% per level of experience.

Carpentry: A fundamental knowledge of working with wood.
The character knows how to prepare, treat, and preserve wood,
recognize quality craftsmanship, can repair damaged wood and
wood items, and build (chests, chairs, tables, cabinets, houses,
etc.). Adds +5% bonus to the boat building skill if taken. Base
Skill: 25% +5% per level of experience.

Hunting: The skill of killing and preparing an animal for food.
Special Bonuses: Add the following bonuses to the appropriate
skills: +2% prowl, +5% track animals, +5% skin animals, +5% wil-
derness survival, and +5% to cook the catch only. No base skill.

Identify Plants & Fruits: Training in the recognition of the
many different types of plants and vegetation and where they
grow. The emphasis is placed on edible, herbal, and poisonous
plants. Base Skill: 25% +5% per level of experience.

Land Navigation: This skill enables the person to stay on
course while traveling over land by means of observation. It in-
cludes mentally marking/recognizing geographic landmarks, esti-
mating distance and movement, recognizing sounds, night travel,
and other navigational tricks. The player should roll once for ap-
proximately every three miles (4.8 km) traveled. A failed roll
means the character is drifting off course; 2D10x100 yards/me-
ters. Consecutive failed rolls means the individual does not real-
ize that he’s off course and continues in the wrong direction.

Note: A group of average men can cover about five miles (8
km) an hour at a brisk, but relaxed, pace through grassland,
along dirt roads or pavement. Travel through dense forest or jun-
gle at a cautious pace, with eyes open for danger, is about one
mile (1.6 km) an hour. Heavy rain or snow, fog, swamps, etc., will
also reduce speed. Base Skill: 36% +4% per level of experi-
ence.

Preserve Food: Knowledge in the preparation of foods for
storage and later consumption. Includes canning fresh fruit and
vegetables, making jams and honey, drying fruit, vegetables, and
herbs, drying meat and fish, plus various smoking, salting, and
pickling methods. Base Skill: 25% +5% per level of experience.

Skin and Prepare Animal Hides: Training in the methods
and techniques in skinning, tanning, stretching, and preserving
animal hides as fur or leather. Adds a +5% bonus to the sewing
skill. Base Skill: 30% +5% per level of experience.

Track Animals: This skill enables the character to identify an
animal by its tracks, scent, spore, and habits. The individual can
also follow the animal’'s tracks and other signs. This means he
can also estimate how fresh the tracks are, what direction they
are heading, whether the animal is hurt or sick, and guess its
age. The habits and habitat of animals and animal behavior are
also learned.

Tracking humans with this skill is also possible, but is done
with a penalty of -20%. Base Skill: 20% +5% per level of experi-
ence.
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Combat

The Palladium combat system is relatively simple, quick and
realistic. It has been thoroughly play-tested and has appeared in
a dozen different RPGs with great success. It is designed to be
fast-moving and easy to understand. All combat moves (strikes,
parries, dodges, etc.) are resolved by rolling a twenty-sided die
(1D20).

Hand to Hand Combat

STEP 1: Determine Initiative

Any time opponents square off for battle, the Game Master
must determine who has the initiative. In other words, who will at-
tack first. Successful Sneak Attacks or Long Range Attacks will
always have initiative for that melee round (15 seconds). Other-
wise, whoever rolls highest on a twenty-sided die will attack first.
In the case of a tie, reroll. Initiative is rolled only once per melee
round. That roll will determine the pace for the entire melee
round.

STEP 2: Attacker Rolls Strike

The next step is for the first attacker to roll a twenty-sided
die. If the result is a four or less (counting bonuses), the attacker
misses. Any roll above a four will hit the opponent, unless the de-
fender can parry or dodge the attack.

Body Armor

Body armor may absorb the damage from a successful strike.
To hit the physical body of one’s foe, the strike roll must be
higher than the Armor Rating (A.R.) of the protective armor.

For example: A Hard Armor Vest has an A.R. of 12, this
means the attacker must roll 13 or higher to penetrate the armor
and inflict damage directly to his foe’s body. Deduct damage first
from the physical S.D.C. of the body and, when that’s reduced to
zero, deduct damage from hit points.

A roll of 5-12 would usually strike, unless parried, but would
only inflict damage to the body armor (A Hard Armor Vest has 50
S.D.C.). When all the S.D.C. of the armor is destroyed (reduced
to zero), the armor is so tattered that it no longer affords any pro-
tection (no A.R. and no S.D.C.). Any attacks that are five or
higher will strike and do damage to the character’s body, unless
they are parried or dodged.

Natural Armor is similar but a little different. A Natural Armor
Rating (A.R.) applies to superbeings, mutants, aliens and crea-
tures who have or transform to have a tough skin or hard body
covering, like Bio-Armor and Alter Physical Structure: Stone, etc.
The natural armor is so tough and resilient, that any strike below
the character’s Natural A.R. does no damage! It might scuff or
scratch the body, but there is no substantive damage. A roll
above the Natural A.R. inflicts damage, but, in this instance, the
damage is first deducted from the character’s (often large amount
of) physical S.D.C. — S.D.C. typically afforded by the natural ar-
mor/transformation. Such immense amounts of S.D.C. can be
thought of as superhuman endurance to pain and physical pun-
ishment.
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STEP 3: Defender may Parry,
Dodge or Entangle

Any time an attacker rolls a successful hit, the defender can
choose to parry, dodge, or entangle.

Parrying can be done automatically by anyone trained in any
form of hand to hand combat. A parry blocks the attacker’s strike,
preventing damage from being inflicted. For example, a punch
can be blocked by the character's hands or arms. A weapon at-
tack (sword, axe, mace, etc.) can be parried/blocked by a shield,
sword, or other weapon or object held in the defender's hand. A
weapon should only be parried with another object. Trying to
parry a weapon with one’s hand or arm is likely to result in a
failed parry and the usual amount of damage being inflicted by
the weapon. Parrying a weapon bare-handed is dangerous, and
all such attempts are without benefit of the character’s parry bo-
nuses.

A parry can be performed without wasting a melee attack/ac-
tion. Characters with no hand to hand combat training will lose
their next melee attack every time they parry. Defending by dodg-
ing or entangling means automatically giving up the next melee
attack.

Disarm means an attack designed not to injure, but to knock a
weapon out of an opponent’s hand(s).

Entangle means the character actually pins or snares an op-
ponent’s weapon(s) or arm.

A dodge means the character physically moves out of the
path of the attack. With only a few exceptions, each dodge uses
up one of the character’s attacks per melee round. So constantly
dodging means the defender has no opportunity to attack.

Dodging energy blasts and bullets. Energy attacks, eye
beams, bullets, arrows and other fast moving aerial attacks can-
not be parried by ordinary humans, and even most superhumans
cant do it. However, a dodge, although difficult, can be at-
tempted.

The problem is, dodging energy blasts and bullets means tim-
ing the evasive action just right. Even if a character can see a
bad guy pointing a gun at him, he doesn’t know if or when he is
going to shoot. Such a guess is based on a response to the as-
sailant’s body language and movement — often subtle move-
ment, such as the tensing of muscles, the movement of the
trigger finger, a frown, sneer, or wisecrack, etc. In that split sec-
ond, the character must make his move and hope his attacker
doesn’t compensate fast enough to hit. We're also talking split-
second timing because bullets and energy blasts are so fast that
is near impossible to move out of the way in time, even if one
knows the attack is coming!

Thus, normal humans and most superhumans dodge energy
blasts, rockets and other projectiles (bullets, arrows, etc.) without
benefit of their usual dodge bonuses (straight die roll), and with a
penalty of -4 to dodge! To be successful, the dodger must roll
higher (after the penalty is deducted) than his attacker’s roll to
strike. A mean feat. This penalty can be ignored if the would-be
assailant doesn'’t really want to hurt anybody, or if the dodger has
the initiative.
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Please note that there are a handful of super abilities for su-
perbeings who have superspeed and/or special abilities or bo-
nuses to dodge or parry energy blasts and bullets.

Parrying bullets and energy blasts is even more difficult, and
only a tiny handful of superbeings can try it. If an ordinary human
or even the average superbeing tries it, he does so without bene-
fit of parry bonuses (straight, unmodified die roll) with a -8 pen-
alty, and must have something like a shield, piece of metal, or a
weapon that can be used to parry the attack. One cannot parry
bullets or energy blasts with his bare hands! Furthermore, after
the substantial penalty is subtracted from the parry roll, to suc-
ceed, the roll must be higher than the strike roll of the attacker!

Note: In all cases, the defender can only parry and dodge
against attacks that are within his line of vision. Attacks from the
rear cannot be parried, dodged or entangled. Likewise, long-
range attacks (especially from a concealed assailant/sniper) can-
not be dodged or parried, and the first shot from any long-range
attack, is a surprise attack and cannot be dodged or parried. Af-
ter the first shot, the character(s) can dodge, run or leap to take
cover, and try to figure out where the attack is coming from. This
can be done by discerning the direction of subsequent attacks,
the sound of gunfire (if any), muzzle or energy flash, and other
tell-tale signs.

The defender always wins ties when parrying, entangling or
dodging.

STEP 4: Attacker Rolls Damage

If a successful strike is not parried, dodged or entangled, the
attacker hits his target and rolls for the amount of damage in-
ficted. Each weapon description will indicate the type and
number of dice to roll to determine damage. For example, a knife
does 1D6 damage (roll one six-sided die), while a claymore
sword does 3D6 damage (roll three six-sided dice), and a war
club, 2D4 damage (roll two four-sided dice).

In addition to the weapon damage, the attacker may also
get damage bonuses from hand to hand combat skills, P.S.
(strength), quality craftsmanship of the weapon, or magic en-
chantment. All bonuses are cumulative, so if the character has a
P.S. of 20 he adds +5 to the damage. If he is also using a
weapon that is +2 to damage, that is also added, as well as +2
from the hand to hand combat skill. Thus the total amount of po-
tential damage inflicted in this example is for the weapon, say
2D6 +9 from cumulative bonuses (x2 if a critical strike). Remem-
ber, superhuman P.S. does either its listed damage or the
weapon’s damage, whichever is greater, plus the P.S. damage
bonus. Only magical weapons combine the two ratings.

Critical strikes do double damage. Combined critical strikes,
like a natural 20 and a jump attack, do triple damage. Add the
damage bonus to the roll before doubling or tripling damage. A
natural, unmodified 20 is always a critical strike. A normal human
punch inflicts 1D4 damage; a normal kick 1D6.

A pulled punch/strike, whether with fist or weapon, inflicts as
little damage as the attacker desires (down to one point), pro-
vided he was successful (rolled an 11 or better on a 1D20). A
failed attempt to pull a punch means full damage, bonus and all,
has been inflicted.

STEP 5: Defender May Attempt
to Roll with Impact/Punch

If the attack is a physical impact attack, from things like a
punch, kick, club, mace, hammer, staff, thrown rock, fall, explo-
sion, and similar, the defender can attempt to roll with the im-
pact/punch/fall. In order to roll with the impact, the defender must
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roll a twenty-sided die and match or better the attacker’s roll to
strike. Successfully rolling with a punch/impact or fall, means the
character takes half damage! Successfully rolling with a knockout
punch means the character takes double damage, but is NOT
knocked unconscious or stunned. Rolling with a death blow re-
sults in the loss of half of all remaining S.D.C. or Hit Points if all
S.D.C. are gone. Failing to roll with impact means the character
has used up one of his melee actions/attacks and still takes full
damage from his attacker. Roll with impact/punch/fall counts as
one melee action/attack.

Combat Sequence

The typical combat sequence goes like this:

Step One: Everybody rolls for initiative. The character with the
highest initiative rolls to strike first, the others follow in descend-
ing order.

Step Two: The one with initiative rolls to strike and adds in
any strike bonuses he may have.

Step Three: The character under attack can attempt to roll a
parry or dodge. The high roll wins. Defender always wins ties. A
parry blocks the attack, while a dodge is an attempt to move out
of harm’s way.

Step Four: If the strike successfully hits, determine if the
strike penetrates the armor (A.R.) and roll damage dice. Deduct
damage from the armor or the physical body, depending on
which is struck and damaged (when A.R. is applicable, the strike
must be higher than A.R. number to hit and damage the body).
The character being struck may opt to roll with impact in order to
suffer half damage, but to do so will count as one of his melee
actions/attacks.

If successfully parried, no damage is inflicted and the de-
fender readies himself to counterstrike.

Now it’s the defender’s time to return the attack: The char-
acter who was under attack follows Steps 2-4, striking back (roll
to strike). His opponent may try to parry or dodge, determine
whether or not damage is inflicted (and how much) and repeat
the process.

One on one combat goes back and forward like this for the en-
tire melee round; first one strikes and the defender tries to parry
or dodge, then the defender retaliates, hitting his attacker back.
This goes on, back and forth until one yields/surrenders, is
beaten into submission/unconsciousness/captured, or slain.

The melee round ends when each character has used up all
of his attacks.

In many cases, one combatant will have more attacks than the
other, that's okay. When the fighter with the least number of at-
tacks uses them all up, all he can do is parry. Yes, this is fair.
Watch a boxing match, the boxer who is faster will throw more
punches (attempts to strike) than a slower or less experienced
opponent. When both combatants have used up all their attacks
(and all other pairs of combatants in the group have done like-
wise), that melee round is over and the next one begins. A melee
round lasts approximately 15 seconds in fictional game time, but
can last several minutes in real, player time, especially if the
player group is large.

Next melee round: Start again by having everybody roll for
initiative (step one) and repeat steps 2-5. This continues until one
set of combatants is triumphant over the other. This can be when
one side or the other are all slain, surrender, are captured or flee.

Combat Clarification on Group Combat: In group combat,
each player character pairs off with an opponent. The G.M.
should handle it so that one player has strikes and parries
against an opponent, then the next player, and the next, and so
on. In some cases, there is a dramatic effect in having the entire
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combat sequence fought out between one or two players, and
then the next one and the next, but as a rule, it is best to divide
the action up so everybody has something to do and feels like
they are contributing to the outcome of the battle.

Since villains fight dirty, and heroes are frequently outnum-
bered, a player character is likely to find himself under attack
from two or more enemies. Depending on the hero, his super
abilities and his opponents, this may or may not be a serious
problem (remember, running away is, sometimes, the better part
of valor). However, facing multiple foes means the hero must
either ignore some of his attackers while he focuses on the most
dangerous or important one (giving those he ignores a free shot
at him without benefit of parrying or dodging them), or divide his
attacks. Of course, this gives his enemies the advantage, and
that’s exactly why they would gang up on him. The hero can at-
tempt to parry all hand to hand attacks that he can see coming at
him.

Note: Parries are great in close, hand to hand combat, i.e.
fisticuffs and melee weapon combat (swords, clubs, etc.), but
often inappropriate or impossible against bullets and energy
blasts. Dodging and taking cover is probably the necessary tactic
to escape death in such situations. Those with a Natural Armor
Rating will be in a better position to “stand and take” damage
from guns and energy blasts, but even while the attacks initially
damage only physical S.D.C. (nothing deadly), these attacks
hurt, wear the character down, and will eventually lead to life
threatening Hit Point damage.
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Combat Terms & Moves

Note: The following combat maneuvers are applicable to
many forms of hand to hand combat and martial arts. A specific
or special “move” like disarm or jump kick, will be indicated under
the particular hand to hand skill description and may not be avail-
able until higher levels.

Armor Rating or A.R.: The A.R. indicates what an attacker
must roll above in order to strike and do damage to the charac-
ter’s physical body (hit points or physical S.D.C.). Any roll above
the A.R. of the body armor will penetrate the armor and directly
damage the person underneath. The higher the A.R., the better
the protection. Any roll above four but below the A.R. hits and
damages the armor only. When the armor is destroyed (all
S.D.C. has been depleted), so is the A.R. protection. All sub-
sequent attacks will hit the character’s body; subtract damage
first from the character’s physical S.D.C. and then, when all
S.D.C. are gone, from hit points.

Natural A.R.: Some superbeings and many supernatural be-
ings, like demons, and many creatures of magic, as well as many
nonhumans possess a natural protective skin, armor or magical
body armor. These living creatures have a Natural Armor Rating
(A.R.). Any rolls to strike below the creature’s Natural A.R. may
hit and even sting (like a slap), but inflicts no damage! Bullets
and explosions bounce off harmlessly, stabbing swords skitter
across the armor plates, scales or skin, and so on. Only by rolling
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a number higher than the creature’s A.R. can damage be in-
flicted. For example: Attacks against a mutant with a natural A.R.
of 13, means only rolls to strike of 14 or higher will penetrate his
natural armor and inflicts damage! Any rolls of 13 or below, only
annoy, not hurt, it. A roll of 1-4 won't even hit.

Attribute bonuses: Combat and saving bonuses gained
through physical or mental strengths that give a character an ex-
tra added degree of agility, strength, endurance, etc. (See the
eight attributes).

Automatic Dodge: The character moves so quickly by twist-
ing, tuming, bending, ducking, bobbing and weaving, or stepping
out of harm’s way, and back into an attack position, that it does
not use up a melee attack/action (if you recall, a normal dodge
uses up one melee action). Only a select few of the Power Cate-
gories and super abilities provide an automatic dodge ability.
Those that do offer it mean the character is so fast, skilled, or
lucky that he can move out of the way of attacks on a reflex level
equal to a parrying maneuver. When a character is trying an
automatic dodge, only the automatic dodge bonuses and his P.P.
attribute bonuses (if any) are used. The automatic dodge and
regular dodge bonuses are not cumulative. The two maneuvers
rely on different techniques and thus have separate bonuses.
The use of the word “automatic” is something of a misnomer, in
that the dodge is not automatic, dice still need to be rolled for a
successful dodge. It is automatic in the sense that it is a quick,
reflex movement that does not burn up a melee attack/action.

Automatic Body Flip: Only the Physical Training category
can have this ability. Like the automatic parry and dodge, this
ability is used to prevent an attack from hitting the character, but
instead of simply blocking the blow, the automatic body flip al-
lows the character to use the momentum of his attacker to throw
him crashing to the ground! All without using a single one of his
own melee attacks/actions to do so!

Damage is 1D6 points plus P.S. damage bonus (if any), and
the victim also loses initiative (if he had it) and one melee attack.
A body flip counts as one melee attack. A victim of a throw can
try to roll with impact/fall to diminish the damage (half if success-
ful), but other penalties are unchanged.

Another unique aspect of this ability is that it can be used to
disarm an attacker by using the flipping action to turn the arm
and bend the hand to make the attacker drop his weapon (no
damage), or to flip him in such a way that no damage is inflicted,
but the attacker drops his weapon. Bonuses to disarm can be ap-
plied to this maneuver along with any Body Flip bonuses.

Back Flip: The back flip involves throwing oneself backwards
with the arms and shoulders, flipping the legs completely up,
over, and back down on the ground into a standing position. The
result is that one quickly moves backwards by a full body length.
This skill also enables one to perform cartwheels as well. Doing a
back flip (or cartwheel) counts as one melee attack/action and
can be used as a dodge or for entertainment.

If used in place of a dodge, the character must roll higher than
his opponent’s strike roll, using only the natural die roll (do not in-
clude any dodge bonuses). Failure to beat the strike means tak-
ing full damage without a chance to Roll with Punch. Success
means avoiding the attack, like a dodge.

Body Block/Tackle: This is a combination of moves that in-
volves a body block and a knockdown attack (counts as two me-
lee attacks). A successful body block strike does 1D4 damage
plus P.S. damage bonuses, and the opponent is likely to be
knocked down. A successful strike always inflicts damage (from
a shoulder, elbow, or tucked head), unless his opponent dodges
(no damage and no knockdown), but the victim who is hit can
avoid being knocked down only by trying to maintain his balance;
roll percentile dice, characters with no special balancing abilities
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must roll above 60% or be knocked down. Those with a special
balancing ability like those from acrobatics or gymnastics must
roll under their current skill level (if 45%, they must roll under 45,
if 80%, they must roll under 80). A successful maintain balance
means the victim is not knocked down but loses one melee at-
tack, and takes full damage. Being knocked down causes the
character struck to lose initiative (if he had it) and one attack/ac-
tion for that melee round, plus he is knocked 1D6 feet away from
where he was standing at the moment of the attack. A roll with
impact can reduce damage by half, but counts as one melee ac-
tion.

Body Flip/Throw: A judo style throw or flip that uses an at-
tacker’'s own momentum and leverage to “flip” or “throw” him off
his feet and onto the ground. Damage is 1D6 points plus P.S.
damage bonus (if any), and the victim also loses initiative (if he
had it) and one melee attack. A body flip counts as one melee at-
tack. A victim of a throw can try to roll with impact/fall to diminish
the damage (half if successful), but other penalties are un-
changed.

Combat Bonuses: All appropriate bonuses available to the
character are added to the various fighting abilities, such as
strike, parry or dodge, as well as initiative and saving throws.
High physical attributes, certain physical skills, weapon proficien-
cies (W.P.), super ability, the occasional Power Category, and
magic may provide one or more combat bonuses. All applicable
bonuses are combined and added to the character’s dice rolls.
Do not combine the strike bonus with the parry bonus, and so on;
each combat maneuver is considered a separate category, so
only the various bonuses to strike are added to the strike roll, bo-
nuses to parry, added to the parry roll, and so forth.

Critical Strike: A powerful, special or nerve shattering strike
that inflicts double the usual amount of damage. Critical
strike/damage can be inflicted with bare hands or with a weapon.

Death Blow: A special attack designed to kill an opponent in
one or two strikes! This attack is often limited in hand to hand
combat to the roll of a “natural” strike number; i.e. death blow on
a natural 19 or 20. Whenever the words “death blow” are pre-
sented without limitation, the character can use a death strike
whenever he desires; however, he must announce his intentions
to use this attack. This devastating attack counts as two melee
attacks.

A death blow attack does double the normal damage, plus
P.S. bonuses direct to hit points! This attack can be used with
punches and kicks or hand-held weapons such as swords, clubs,
etc. It is not applicable to bow and arrows, thrown weapons, or
guns, and does not work through body armor; the armor must be
removed or penetrated — penetration meaning the strike must be
above the AR. Likewise, against opponents with a Natural A.R.,
the attack must be higher than the Natural A.R. to affect Hit
Points, but even if beneath the Natural A.R., the death blow will
inflict S.D.C. damage (“Hey! | felt that!”).

Damage: The following are some of the typical damage
amounts inflicted by the various types of punches and kicks. Re-
member to add P.S. attribute bonuses to damage.

Hand Strikes:

Backhand Strike — 1D6

Body Flip — 1D6

Human Fist (punch) — 1D4

* Karate Strike/Punch — 2D4

Elbow/Forearm — 1D6

Power Punch — does double dice damage +P.S. bonus damage
(if any), but counts as two melee attacks. Applicable to all hand
strikes.

* Only available to characters with Hand to Hand Martial: Arts,
and not until they reach third level.
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Foot Strikes:

Average Human Kick Attack — 2D4
Karate Kick Attack — 2D6

Jump Kick — 3D6x2

Roundhouse Kick — 3D6

Backward Sweep — No damage, but knocks down opponent if
strike is successful (he loses one melee action and initiative).
Power Kick — Does double dice damage +P.S. bonus damage
(if any), but counts as two melee attacks. Applicable to all
kick/foot strikes that inflict damage, except leap and jump kicks.

Disarm: The act of disarming is simply getting rid of the oppo-
nent’'s weapon; it does no damage. It can be used as a defensive
move in place of a dodge or parry, or it can be done as an at-
tack/strike.

The disarm move is a strike, hold or grappling maneuver that
causes an opponent to drop his weapon or whatever it is he’s
holding. The maneuver counts as one melee attack/action. Dis-
arm does not give the weapon to the character making the dis-
arming move. True, the item is forced out of the victim’s grasp,
but it is either knocked away or falls to the ground.

When used as a defensive move, an opponent is disarmed on
a roll of a 19 or 20 (include any disarm bonuses). A disarming
strike to attack requires the usual strike roll, with the high roll win-
ning, as usual. Thus, a successful strike means the weapon has
been knocked out of his opponent’s hand. A failed disarming at-
tack does no damage and means one’s opponent remains
armed, is probably mad, and ready to strike.

Entangle: A defender can attempt to trap the weapon or arm
of an attacker. This is done instead of parrying or dodging, and
counts as one melee attack/action. An entangle is successful if
the defender rolls above the attacker’s strike roll. It takes one at-
tack and a roll to entangle to keep an opponent’s arm or weapon
trapped/pinned every melee round. In order to get free, the en-
tangled opponent must roll a dodge against the entangle roll;
high roll wins. The character using the entangle move cannot at-
tack without releasing his entangling hold.

Hand to Hand Combat: Fighting skills that provide the char-
acter with attacks per melee round, bonuses, techniques and
special moves. Characters without combat training only have one
attack per melee round and have no automatic chance to parry or
to make special moves.

Hit Points: The number of points of damage a character can
take before dying.

Hold (optional): Using both hands, the attacker grabs on to
some part of the opponent’s body and attempts to immobilize
him. If the strike is successful, then the victim is helpless until re-
leased. Holds do no damage. Neither the attacker nor the victim
can attack, parry or dodge while the hold is working. It's easy for
the attacker to hold the victim so that some third character can
attack unopposed or attack from the rear.

Getting out of a hold requires agility. Both the victim and at-
tacker roll twenty-sided dice and add in their P.P. attribute
scores. The person doing the hold also gets to add in all his bo-
nuses to hold and from the P.P. attribute (if any). High roll wins! If
the attacker wins, then the hold continues. If the victim wins, then
the hold is released and combat can continue. Holds are avail-
able to characters skilled in wrestling at first level. Hand to hand:
martial arts can use them at third level, expert can use them at
fourth level, and basic gains them at fifth level.

Types of Holds Include:

Arm Hold: This involves twisting the arm around to the victim’s
back. Any items in the hand of the arm being held can be easily
removed.

Leg Hold: The victim is on the ground with his leg held up.
There’s no way for him to get up until the hold is released.

Snap Kick — 1D6
Wheel Kick — 2D6
Knee — 1D6
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Body Hold: Any number of wrestling holds. The victim can be
held on the ground or in a standing position.

Neck Hold: The victim is held around the neck from behind.
This leaves the victim totally vulnerable to attacks from any other
character.

Kick Attack & Flying Jump Kicks: There are a whole range
of foot-based attacks. Each kick attack works differently and does
different amounts of damage.

Kick Attack: This is a conventional, karate-style kick. It starts
with bringing the knee, folded, up to chest level, then the foot is
completely extended. Does 2D4 damage.

Snap Kick: A very shor, very fast kick. Usually delivered low,
striking the opponent somewhere below the waist. It works well in
confined spaces and in grappling range but does relatively little
damage; only 1D6.

Roundhouse Kick: By turning the body and swiveling the hips,
there’s tremendous power packed into this kick. Can be used
only once per melee round, and no other kicks can be used in
that melee round. Does 3D6 damage.

Wheel Kick: A damaging kick that involves sweeping the leg
completely around the body. Cannot come right before or right af-
ter another kick. Does 2D6 damage.

Crescent Kick: A swivel-hipped kick that sends the foot out on
a sweeping arc. Does 2D4+2 damage.

Axe Kick: A very high kick that goes up and over the oppo-
nent, coming down on the neck or shoulder. Can’t be used in the
same melee round with any other kicks. Does 2D6 damage.

Backward Sweep: Used only against opponents coming up
behind the character. Does no damage, it's purely a knockdown
attack. Cannot be parried.

Tripping/Leg Hook: An attack on the opponent’s legs. Does no
damage, it's purely a knockdown attack. Cannot be parried.

Horror Factor (optional): All supernatural creatures, dragons
and most monsters have a Horror Factor (this may be more like
an awe factor when it comes to superbeings, angels and gods).
The Horror Factor represents either the hideous appearance of
the monster or its overwhelming aura of evil and power (or a
combination of the two). Whenever a human/mortal encounters
one of these monstrosities, the character must roll a 20-sided die
to see whether or not he or she is momentarily stunned by the
sheer horror of the thing. This Horror Factor roll might be thought
of as a saving throw or mental parry. Fortunately, the character
only needs to roll for the first melee round of each encounter, not
every round of combat.

To save vs Horror Factor (H.F), the player must roll a 20-sided
die. Just like a parry, the roll must be equal to, or higher than, the
Horror Factor. For example: A slobbering creature, with a horror
factor of 10, emerges from a crypt. All characters who see it must
roll to save against horror. In this case, a successful save is 10 or
higher. Everybody but poor Tom rolls above a 10 and saves.
Tom rolls a six, so his character is momentarily stunned with hor-
ror.

A failed roll to save means the character is so overwhelmed
that he or she is temporarily stunned. In game terms this means
the character loses initiative (don’t even roll for it), loses one at-
tack/melee action, and cannot defend himself (no parry or dodge)
against the creature’s first attack of that melee round. Fortu-
nately, the character snaps out of the shocked stupor quickly,
and can join in the combat that same melee. By the second me-
lee round, the character has completely recovered his senses
and is functioning as normal; roll for initiative and combat as
usual.

Knock Out/Stun: This special attack will momentarily knock
out or stun/daze its victim for 1D4 melee rounds. Usually avail-
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able on an unmodified strike of 19 or 20 and can be used in place
of a critical strike, but the player must announce his intention to
use a knock out attack before he rolls to strike.

Victims of a successful KO/stun attack must roll above a 15 on
a D20 (P.E. bonuses apply) to remain conscious. Failure to save
means results in being knocked unconscious for 1D4 melee
rounds! A successful save means the character remains con-
scious but his head is full of cobwebs. It will take 1D4 melee
round for his head to clear, and in the meanwhile, the character
loses two melee attacks and all combat bonuses are reduced by
half.

Jump Kicks are performed by leaping completely off the
ground and attempting to land foot-first on an opponent. Jump
kicks can be used only by those skilled in hand to hand: martial
arts (and only at higher levels of experience). The advantage of a
jump kick is that it works as a critical strike and doubles the nor-
mal damage inflicted (the listed damages double the number of
dice instead of multiplying damage). The disadvantage of a jump
kick is that no other attack may be performed in that melee round
(all attacks for that melee are used up in the kick). The jump kick
must be the character’s first attack of that melee round. For the
rest of the melee round, the character can only parry, dodge or
move into position.

Jump Kick: 6D6 damage plus any P.S. or hand to hand dam-
age bonuses!

Flying Jump Kick: Must be made from long range. The char-
acter launches into the air, taking a position that will smash one
foot into the opponent. Does 4D6 plus any P.S. or hand to hand
damage bonuses, but counts as two melee attacks.

Leap Attack: An airborne assault where the weapon and/or
fists or feet are wielded in mid-leap. An attack must be made only
at the beginning of a melee round and, like a jump kick, uses up
all attacks for that melee round. Usually only a single strike can
be made during a leap attack. However, if two opponents are
close together, the attacker can leap between them and strike
both at the same time; roll to strike for each character. After the
leap, the character may not attack again until the next melee
round, but can parry or dodge or move into position. Note: Auto-
matic parries work in mid-leaps but dodges are impossible.

Magic Combat: See the magic section for details.

Maintain Balance: When some kind of knockdown attack has
succeeded, and while the character is starting to fall over, this is
his last chance to attempt to recover. A successful roll (over the
opponent’s strike roll) means that the character will immediately
regain his balance and remain standing. He can continue to fight
but the act of retaining balance means he used up one melee at-
tack/action. When maintain balance is used, roll with
punch/fall/impact can’t be.

Melee Action: Instead of attacking, a character can elect to
do something else, i.e. look for something in his backpack, drink
a magic potion, run to a different position, hide, climb a tree, etc.
Each action counts as one melee attack.

Melee Attack: During combat every attack action (strike,
dodge, entangle) counts as one melee attack or action. Parries
are automatic and don’t count as a melee attack or action.

Multiple Attackers:There will be times when a character is
besieged by more than one opponent. Unfortunately, he can only
attack one at a time and may elect to divide the number of his at-
tacks per melee between the attackers or concentrate on only
one, attempting only to parry the others. The lone defender can
parry all attacks that are within his line of vision. If an opponent
slips far to one side or behind him, the defender cannot parry the
strike because he is concentrating on the assailants in front of
him.
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No Hand to Hand Combat Skill: In Heroes Unlimited™,
characters without combat training get one hand to hand at-
tack/action at levels 1, 2, 5, 10 and 15. Any attempt to dodge
counts as a melee action. Likewise, this character does not get
an automatic parry, so any attempt to parry counts as one melee
attack/action. The player must announce whether his character is
attempting to parry or dodge; no announcement means no parry
or dodge is made. To prevent the loss of an attack, the non-
fighter must hold his ground, taking any damage from the attack,
and then striking back. Any bonuses to strike or parry are from
what few weapon skills (W.P.) or P.P. attribute bonuses the char-
acter may have.

Number of Attacks: Most player characters start off with two
attacks per 15 second melee round. Additional attacks may be
acquired as one advances in hand to hand combat skill and ex-
perience, as well as from the boxing skill, and special bonuses
from a Power Category or the occasional super ability. The expe-
rienced, trained fighters will have an average of 4-7 attacks per
melee, sometimes more!

Paired Weapons: Certain kinds of weapons, such as sais,
nunchaku, knives, clubs and swords, can be used as paired
weapons. Users of paired weapons can strike and parry simulta-
neously, can do twin strikes against a single target or against a
pair of targets, and can parry two different opponents at the same
time. In other words, warriors skilled in paired weapons often can
do two actions for every one of their melee attacks (i.e. strike and
parry). However, a twin, simultaneous strike with both weapons
means losing the automatic parry and leaves the character open
to his opponent’s next attack without benefit of a parry (dodge is
optional but uses up a melee action). Characters who select the
paired weapons skill under the Ancient Weapon skill program
must choose which two weapons they are skilled at using paired
(i.e. paired sword and knife, or paired sword and sword, or paired
sword and axe, etc.), but seventh level characters skilled in hand
to hand martial arts or expert and the physical training hero are
able to use any two single-handed weapons in a pair (they do not
have to specify) because they have taken so much time to build
up their skill to that level.

Penalties: Some types of psionic attacks, poison, drugs, ill-
ness, magic, curses, or fatigue will afflict a character with penal-
ties. These are negative modifiers or minuses to strike, parry,
dodge, damage, etc. that are subtracted from the die roll de-
creasing the chance of a successful maneuver. Penalties can
also reduce attributes and skills performance.

Pull Punch: The ability to control the force of a hand to hand
attack, whether it be a punch, kick or with a hand weapon. The
character can choose to inflict half damage, quarter damage, a
single point of damage, or no damage at all! A character must
declare a pulled punch and the player must roll an 11 or better
(1D20) to successfully pull his punch. A failed roll to pull means
full damage is accidentally inflicted.

Saving Throws: Occasionally, characters must roll to save
against exotic attacks like poison, gas, disease, magic, curses,
psionics, etc. The following are the minimum or base saving
throws needed in each category.

Coma/Death: (see coma and Hit Points)

Harmful Drugs/Toxins: 15 or better.

Magic: Basic Spell: 12 minimum, higher against powerful wiz-
ards.

Magic Circles: 13, (Protection: 16-20)

Magic Ritual: 16 or better.

Magic Wards: 13 or better.

Poison: Lethal: 14 or better.

Poison: Non-Lethal: 16 or better.

Insanity: 12 or better.



Psionics: 15 or better for non-psionics. Leg Irons, Super-Alloy 500 S.D.C. (for superhumans)

12 or better for Latent, Minor and Major Psionics. Lock, Common Latch 40 S.D.C.
10 or better for Natural or Master Psionics. Lock, Dead Bolt 100 S.D.C.
Simultaneous Attacks: Combatants can parry or dodge each Lock, Heavy Padlock 75 S.D.C.
other's attacks or they can forfeit any type of defensive maneu- Motorcycle 100 S.D.C.
vers (probably taking damage from the opponent’s strike) and Rope: Light (tocut) 6 S.D.C.
strike back simultaneously. The advantage of a simultaneous at- Rope: Heavy (to cut) 12 S.D.C.
tack is that, while opening oneself to damage, it deprives one’s String/Twine (to cut) 1 S.D.C.
opponent from parrying or dodging the counter strike. The reason Truck, Medium Sized Pickup 450 S.D.C.
the attacker loses his opportunity to parry when the defender at- Truck, Half-Ton Hauler 550 S.D.C.
tacks simultaneously is that he cannot both attack and defend at Truck, Freight Hauler 650 S.D.C.
the same time. Thus, both combatants may take damage from Wall, Interior Plaster 75 S.D.C. per sq. 10 ft (3 m)
each other’s blows. This tactic can be used by any O.C.C. Wall, Exterior Wood 150 S.D.C. per sq. 10 ft (3 m)
Sneak Attacks or Attack from Behind: No initiative roll for Wall, Exterior Brick 200 S.D.C. per sq. 10 ft (3 m)
the first melee round. When someone sneaks up (prowl or at- Wall, Cinder Block 300 S.D.C. per sq. 10 ft (3 m)
tacks from behind or above), using the element of surprise on his Wall, Reinforced Concrete 400 S.D.C. per sq. 10 ft (3 m)
opponent, the attacker has the initiative. The opponent is un- Wall: Super-Alloy 1,000 S.D.C. per sq. 10 ft (3 m; military)
aware that he is about to be attacked and has no time to prepare. Weapon, Hard Wood 40 S.D.C.
The sneak attacker has the first strike. His victim stands totally Weapon, Metal Sword 100 S.D.C.
unaware and does not even get a parry for the first strike. If the Weapon, Small Pistol 35 S.D.C.
opponent survives the first strike, he can gather his wits and Weapon, Assault Rifle 75 S.D.C.
strike back and/or parry the next attack, but still lacks initiative for Weapon, Attillery Piece 1,500 S.D.C.
that melee round in which combat was begun. Window, Ordinary Glass 20 S.D.C.

Window, Plexiglas 35 S.D.C.

S.D.C. Values

The following list are the basic S.D.C. values for a variety of
objects and items. When an object’s S.D.C. is reduced to zero, it
is considered broken and worthless. Game Masters should exer-
cise common sense in applying these values. For example, a
normal human cannot break through a metal vault door with his
bare fists, no matter how long he pounds on it or how many natu-
ral twenties may be rolled.

The S.D.C. of different weapons is applicable only if someone
is specifically trying to break one (average weapon has 50
S.D.C.) A properly wielded sword can inflict and parry many
times its S.D.C. without fear of breaking. On the other hand, us-
ing the sword to wedge open a door could easily snap the blade
in half.
Airplane, Single Engine 400 S.D.C.
Airplane, Jet Airliner 2,000 S.D.C.
Boat, Canoe/Row Boat 40 S.D.C.
Boat, Cabin Cruiser 450 S.D.C.
Boat, Cargo Freighter 8,000 S.D.C.
Box, Cardboard 2 S.D.C.
Box, Wood Shipping Crate 12 S.D.C.
Box, Metal Shipping Crate 48 S.D.C.
Car, Compact 250S.D.C.
Car, Luxury 450 S.D.C.
Car, Door Only 150 S.D.C.
Car, Windshield 70 S.D.C.
Car, Window (side) 35S.D.C.
Chain (to cutor snap) 30to50 S.D.C.
Door, Interior, Wood 100 S.D.C.
Door, Exterior, Wood 170 S.D.C.
Door, Metal Grille 350 S.D.C.
Door, Solid Metal 600 S.D.C.
Door, Metal Safe 800 S.D.C.
Door, Bank Vault 5,000 S.D.C.
Handcuffs, Regular 60 S.D.C.
Handcuffs, Heavy 120 S.D.C.
Handcuffs, Super-Alloy 300 S.D.C. (for superhumans)
Leather Strap: Light 1-4 S.D.C.
Leather Strap: Heavy 10 S.D.C.
Leg Irons, Light 120 S.D.C.
Leg Irons, Heavy 200 S.D.C.

947

70

Quentin Milton (Order #31216997)



Hand to Hand Combat

Note: The basic moves of initiative, strike, parry, entangle,
dodge, disarm, body block/tackle, and roll with impact are auto-
matic to all hand to hand training.

Remember, all heroes and villains automatically have two at-
tacks per round before they acquire combat training. Each type of
Hand to Hand Combat skill offers additional attacks, starting with
level one, as well as bonuses and combat maneuvers that im-
prove with experience.

——

Hand to Hand: Basic

Level

1 An additional two attacks per melee round. +2 to roll with
punch/fall/impact, +2 to pull punch.

2 +2to parry and dodge.

3 Kick attacks: Karate style kick does 2D4 damage or Snap
Kick, 1D6 damage.

4 One additional attack per melee.

5 +1 to strike and +1 on initiative.

6 Critical Strike on natural 19 or 20 (double damage).
7 +2 to damage.

8 Body Throw/Flip and +1 to disarm.

9 One additional attack per melee.

10 An additional +2 to pull punch and roll with impact.
11 An additional +1 to parry and dodge.

12 An additional +1 to strike.

13 Critical strike or knockout from behind.

14 An additional +2 to damage.

15 One additional attack per melee.

Hand to Hand: Martial Arts

Level

1 An additional two attacks per melee round. +3 to roll with
punch/fall/impact, +2 on initiative, and +3 to pull punch.

2 +3to parry and dodge, +2 to strike, and disarm.

3 Kick attacks: Karate style kick (does 2D4 damage) and any
four of choice, except jump kicks.

4 One additional attack per melee round.

5 Jump kicks (all).

6 Critical strike on an unmodified roll of 18, 19 or 20.

7 Paired weapons and +2 to disarm.

8 Leap attack (critical strike).

9 One additional attack per melee.

10 Body throw/flip and +1 on initiative.

11 An additional +4 to damage.

12 An additional +2 to parry and dodge.

13 Knockout/stun on an unmodified roll of 18, 19, or 20.
14 One additional attack per melee round.

15 Death Blow (if desired; must announce his intention).

Hand to Hand: Expert

Level

1 An additional two attacks per melee round. +2 to roll with
punch/fall/impact, +2 to pull punch.

+3 to parry and dodge.
+2 to strike and +2 on initiative.
One additional attack per melee round.

Kick attacks: Karate style kick does 2D4 damage and any two
of choice.

6 Critical strike on an unmodified roll of 18, 19 or 20.

7 Paired weapons.

8 Body throw/flip and +2 to disarm.

9 One additional attack per melee.

10 +3 to damage and an additional +2 to pull punch.

11 Knockout/stun on an unmodified roll of 18, 19 or 20.
12 An additional +2 to parry and dodge.

13 Critical strike (triple damage) or knockout from behind.
14 One additional attack per melee round.

15 Death Blow on a roll of a natural 19 or 20 (if desired).

a s Wb

Hand to Hand: Assassin

Level

1 One additional attack per melee round, +1 on initiative, +2 to
strike, and +2 to pull punch.

2 Two additional attacks per melee round.

3 +3to roll with punch/fall/impact and +3 to pull punch.
4 +4 to damage, +3 to disarm and +2 on inititive.

5 One additional attack per melee round.

6 +3 to parry and dodge, and body flip/throw.

7 Death Blow (if desired; must announce his intention).
8 One additional attack per melee round.

9

Kick attacks: Karate style kick (does 2D4 damage) and any
two of choice, except jump kicks.

10 Critical strike on an unmodified roll of 18-20.

11 Knockout/stun on an unmodified roll of 17-20.
12 +2 on initiative, +2 to strike, and +1 to disarm.
13 One additional attack per melee round.

14 +2 to damage, and roll with impact, punch or fall.
15 +2to strike and +1 on initiative.
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Notes on Super
Abilities in Combat

By Wayne Breaux Jr. and Siembieda

The following are some helpful combat notes and sugges-
tions.

Energy Expulsion Powers in combat

The bonus to strike listed in the skill description and the char-
acter’s P.P. bonuses (if any) are the only ones that apply to this
power — point and shoot. Do not include strike bonuses from
hand to hand combat, weapon proficiencies (W.P.), Power Cate-
gory, or any others.

The more powerful and experienced characters (3rd level and
higher) can regulate the strength of each blast in increments of
1D6.

In addition, the more experienced superbeing (3rd level and
up) can also divide the energy to fire two simultaneous blasts at
two different targets. This means he can fire an energy bolt from
both hands (or from one hand and the eyes) at an opponent in
one direction and a second in another direction. However, the
key word here is a “divided” attack. The amount of damage in-
flicted by each blast can not be greater than half his normal maxi-
mum damage. Staying with the example of a 3rd level hero, the
character could shoot two simultaneous blasts, each doing a
maximum of 4D6 damage. Or one shot could be a warning shot
doing 1D6, while the other could be a deadly blast doing the
maximum 4D6 (the max because it is a divided attack and the
blasts cannot be greater than half the usual damage even if the
other blast is less).
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Limitations of the Divided attack: Neither blast gets any spe-
cial bonuses to strike! Only the natural roll of the die (D20)
counts. Moreover, both targets must be in his line of sight. How-
ever, the dual divided attack counts as only one melee attack.

Superhuman Speed Abilities in Combat

Characters with Extraordinary or Sonic Speed super abilities,
cyborgs and robots (the latter two must have Spd. attributes of at
least 88/60 mph to use these rules), get the impressive damage
bonus of +4 damage per every 20 mph (32 km/h) they are travel-
ing. This means a character traveling at a speed of 340 mph (544
km/h) can hit somebody or something and inflict 68 points of
damage, plus his normal damage and P.S. attribute bonus (if
any). However, such an attack counts as the equivalent of HALF
his total melee attacks! Why, because the speedster must have
some time to reach a high speed and to deliver the devastating
blow.

The lost attacks are in the first half of the round, as the char-
acter builds up speed and closes with the target. Thus a charac-
ter with six attacks would lose his first three and deliver the
speed augmented attack during the fourth attack segment of the
round. He can then stop or slow down to deliver comparatively
normal punches and blows to use up the rest of his melee at-
tacks or maintain his speed, running past his first target and com-
ing back for another strike next melee. However, it will take him
another half melee round (approximately 7.5 seconds) to reach
the high speed to be able to deliver another superspeed punch,
kick or body block. This means the superspeed attack can only
be used once per melee round and effectively reduces the
number of attacks by half (a second high speed attack on the
same target would be delivered on the first action of the next me-
lee round, if that’s what the speedster wants to do).
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Moreover, it takes some room to build up the necessary
speed for this kind of assault. Each 10 mph (16 km/h) of speed
requires at least 10 feet (3 m) of running distance, so full speed
assaults may not be possible indoors.

The best a punch or kick can do from a standing position or
trot — a comparatively, slow speed — is 40 mph (64 km/h), add-
ing a bonuses of +8 to damage (plus any damage bonuses from
hand to hand combat and P.S. attribute or weapon, like a club or
sword).

Body blocking/tackling someone at speeds exceeding 50 mph
(80 km/h) is considered ramming, and the attacker takes one
third of the damage inflicted in his own attack

Sticking one’s extremities in the path of a very fast moving ob-
ject will hurt, so one third of the damage that would be imposed
in a body block/ram is inflicted to that character and his arm or
leg will be momentarily paralyzed as well as damaged. It is also
applied to people attacking a speeding character that passes
them at 50+ mph.

So, for example, Brightwind, the heroine, extends a leg to im-
pede the progress of Deathstreak as he races by at 80 mph (128
km). Deathstreak’s speed adds +16 damage to his attacks, and it
also adds to the damage taken by anything hitting him. Bright-
wind inflicts 8 points of damage (the speed does not affect her
damage). However, the speed modifier adds to the damage to
determine how much Brightwind takes when her legs hits the
speeding Deathstreak. The total damage is 24, so Brightwind
takes eight points of damage. If Deathstreak would get up and do
a speeding body tackle at 120 mph (192 km), a successful hit
would do 1D6+24 to Brightwind and 8-10 damage to Death-
streak.

An optional rule to keep in mind when dealing with super
speedsters is knockdowns. What if the speed demon is tripped or
collides/body blocks someone? Those kinds of impacts are going
to have spectacular results. Whenever a high speed collision or
accident occurs, so will a Knock Down.

Optional Damage Rules: Knock-Down

The impact from an explosion, parrying a powerful energy
blast, or a powerful punch/impact from a robot, robot vehicle,
power armor, cyborg, or supernatural creature might knock a
character off his feet, even if the damage from the attack is suc-
cessfully parried. It is the force of the attack that is likely to knock
the individual off his feet.

Being knocked down, or off one’s feet, means losing one me-
lee attack/action that melee round. And if thrown/hurled/pushed
several yards/meters, the character is likely to lose two melee at-
tacks.

The optional Humanoid Knock-Down Table can be applied
to most human-sized characters, even in body armor, but usually
not applicable to dragons, characters in power armor, robots,
powerful supernatural beings, and characters with a P.S. of 30 or
higher. But even these characters may be knocked down from
impacts that inflict 30 S.D.C. or more.

Humanoid Knock-Down Impact Table
(optional)

The chance of being knocked down from impact is measured
by the amount of damage the impact inflicts. The greater the
damage, the more likely one is momentarily knocked off his feet
(losing one melee attack). Note: This table is strictly optional and
its use and/or modification is left solely to the Game Master.

01-15 S.D.C.: No chance. Withstands the blow.
16-30 S.D.C.: 01-20% chance of being knocked off feet.
31-40 S.D.C.: 01-30% chance of being knocked off feet.
41-50 S.D.C.: 01-50% chance of being knocked off feet.
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51-60 S.D.C.: 01-70% chance of being knocked off feet.
61-70 S.D.C.: 01-90% chance of being knocked off feet.

71 or more S.D.C.: 100%! Knocked off feet and stunned! The
impact is so strong that, in this case, the character loses all at-
tacks/actions that entire melee round (15 seconds).

Super-Foe Knock-Down
Impact Table (optional)

Applicable to characters in power armor, robots, powerful su-
pernatural beings (elementals, demons, dragons, etc.), charac-
ters who are invulnerable or can alter their physical structure and
characters with an S.D.C. of 250 or higher. These characters
may be knocked down from impacts that inflict 31 points of dam-
age or more.

The use of this table is strictly optional.

1-30 S.D.C.: No chance. Withstands the blow.

31-50 S.D.C.: 01-10% chance of being knocked off feet.

51-70 S.D.C.: 01-20% chance of being knocked off feet.
71-100 S.D.C.: 01-40% chance of being knocked off feet.
101-150 S.D.C.: 01-60% chance of being knocked off feet.
151-200 S.D.C.: 01-80% chance of being knocked off feet.

201 or more S.D.C.: 100%! Knocked off feet and stunned; loses
all attacks/actions that entire melee round (15 seconds).
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The vulnerabilities of juggernauts

Invulnerable characters and superbeings with huge amounts
of S.D.C. plus super abilities, are sometimes said to be unstop-
pable. Get real! Here are some things to keep in mind.

Unless a character has some reason for not breathing, such
as an experimental side effect or natural alien environment, he is
probably vulnerable to suffocation and unconsciousness from
lack of oxygen/atmosphere. This includes the possibility of
drowning (can he swim?). Even Invulnerable characters will be
rendered unconscious if deprived of breathable air.

Along the lines of suffocation and breathable air, most of
these heavily armored, so-called “unstoppable” characters are
also vulnerable to disease, toxic gases, ingested poisons and
drugs, and pollution (in some cases, to a lesser degree, but vul-
nerable nonetheless).

Certain super abilities, notably Alter Physical Structures:
Stone and Metal, reduce the character’'s speed rating (in these
cases, by half). This penalty does apply to superspeeds and flight
powers that might be combined with Alter Physical Structure! If
the character wants to run at his full speed, he must revert back
to flesh and blood to do so. When he’s slowed by the transforma-
tion, it may make him easier to avoid or outrun.

Water can be your friend against opponents who can alter
their physical structure or who weigh a ton.

Swimming in metal or stone form is impossible! The character
must resort to walking on the bottom of the lake or sea floor (how
deep is it, can he survive the water pressure at great depth?), or
turn back to his vulnerable human-self and swim to safety.

Fire or plasma characters getting knocked into deep water (10
ft/3 m or more), will be extinguished. The shock forcing them to
retum to normal (or use a different power). Being forcibly
shocked back to normal will prevent them from returning to an
“altered” state until 2D6 minutes after getting out of the water and
onto a dry surface.

Powerful explosions or equivalent force will hurt and knock
them down or at least slow them down.

These characters can usually be trapped or restrained (tied
up) any number of ways, not the least of which include being
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pinned under an automobile, truck or tons of debris, getting
pushed into a pit, hole or elevator shaft, getting stuck in goo, us-
ing weight increasing or gravity powers against them, dark-
ness/blindness can impair and slow them, and a number of other
things.

Hey, don't fall for first impressions, hype, bravado, or reputa-
tion, think about your opponent. No matter how tough he may
seem to be, there is always some kind of weakness or vulnerabil-
ity that can slow him down or enable a character to escape, if not
contribute to the juggernaut’s eventual defeat.

Combining Super Abilities

The player and Game Master should use common sense to
determine whether or not two different super abilities can be used
at the same time. For example, a superbeing could not use Un-
derwater Water Abilities and dive into the water and expect to
use Alter Physical Structure: Fire. No way! Flaming stone or
metal men are no problem, but flaming ice or flaming water is im-
possible. If two powers are not compatible, each works normally,
but the two can not be active at the same time.

By contrast, a superbeing could use Alter Physical Structure
Fire and Winged or Wingless Flight or Energy Expulsion, or
Gravity Control, and a number of other powers, while in the al-
tered form of a creature of fire. That is to say, he could both tum
into a creature of fire and fly in this form, or fire an energy bolt
that isn't made of fire as one of his attacks, and so on. However,
the character could not unleash both an energy blast and a fire
bolt at the same time.

Each use of a particular power counts as one melee action. In
fact, the act of transforming into an Altered Physical Structure
counts as a melee action.

Characters who might have two different Alter Physical
Structure powers cannot use them at the same time; pick one or
the other. Of course, the character can transform from one to the
other in a matter of seconds, switching back and forth as neces-
sary.

Note: Two powers that alter the character’s physical structure
can not be used simultaneously. This includes such physical al-
tering powers as Growth, Shrink, Bio-Armor, Body Weapons,
Alter Limbs, Alter Facial Features & Physical Stature, Animal
Metamorphosis, Lycanthropy, Multiple Beings/Selves, Tenta-
cles, Stretching, and all Altered Physical Structure powers.

It is wise to use different abilities in tandem to beneficial ef-
fect, whenever possible. Two examples are the reduce gravity
aspect of Gravity Manipulation and reduce weight of Weight
Manipulation. These powers can be used on an area or item to
augment powers whose effects are based on weight, such as
Control Elemental Force: Water and Earth, Magnetism, Ex-
traordinary P.S. (throwing weight and range), etc.

In the case of Gravity Manipulation, the augmented power
would now control/lift ten times its normal weight allowance (and
do 10 times the normal damage if applicable), while Weight Ma-
nipulation adds one multiple per use, up to 10 times normal.
Gravity and Weight Manipulation can also be used in this manner
to keep transformed Alter Physical Structure Metal or Stone he-
roes from falling through weak floors or ice, prevent their leaving
deep footprints, allow them to jump or be thrown farther, etc.

When combined with Control Insects and Arachnids, the
Weight Manipulation ability can be used to further augment the
damage and S.D.C. of giant insects by increasing their weight
(the 800 pound limit still applies).

One unique combination worth mentioning are Superspeed
with Alter Physical Structure: Water. A character using the
water behemoth while subsequently employing the high speed
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attack from any superspeed ability will, in effect, create a huge
wave travelling at 200 to 700 mph (320 to 1120 km) to rush over
opponents, doing 6D6+20 damage and forcing them off of their
feet 01-89% of the time (a maintain balance roll may be allowed).
Those that are knocked off their feet by the rushing tidal wave,
lose their remaining attacks that melee round and are swept
1D6x10 yard/meters away.

Some super ability effects note that to use it or to keep it in
place requires concentration, which means no other power can
be used for its duration (and sometimes no or few other actions
can be taken; not even throwing a punch or reading a comic
book). Negate Super Powers and Plant Control (specifically
Animate and Control Plants) are two abilities that require concen-
tration to maintain which can preclude the use of other available
super abilities.

Mimic combined with Shapechange enables the
shapechanger to grow funcional wings, tails and other append-
ages or an extra pair of arms or tentacles, as the case may be.

Manipulate Kinetic Energy: This super ability will affect ob-
jects repelled by Negative matter, doubling their range or dam-
age.

Darkness Control: A character with this ability and the Minor
ability of Nightstalking can use Darkness Control to cast shad-
ows and darken an area slightly, allowing the use of Nightstalking
during the day. Using Darkness Control this way requires little
concentration.

Alter Metabolism, Healing Factor, and Immortality: If a
character possesses more than one of these abilities, the accel-
erated healing rates are not cumulative. Only the best/fastest
healing rate is used, but it is increased by two points. Thus, a
character with Alter Metabolism or Immortality and Healing
Factor would recover 20 S.D.C. per hour and six Hit Points per
hour.

An Immortal character with Alter Metabolism would recover
under professional care at a rate of six hit points (2x2+2 = 6) per
day for the first two days, and 10 points (4x2+2 = 10) per day for
the following days. The same character would recover S.D.C. at
a rate of 14 (6x2+2 = 14) per day. Any poison/toxin duration and
effect reductions are not cumulative, use the slowest/best rate,
but add +2 to save vs toxins if two of these abilities are pos-
sessed. All other aspects of the powers are compatible, including
the instant regeneration aspects of Healing Factor and Alter Me-
tabolism.

Bio-Ghost and Intangibility. This is a deadly combination,
because the character can remain intangible for up to four of his
attacks per melee round and still be able to attack, with little fear
of a counterstrike. This combination is also very dangerous, be-
cause the combining of the powers can temporarily overcome the
A.R. penetration restrictions of the Bio-Ghost ability, allowing the

character to attack Cyborgs and Aliens with any Natural A.R. or
body armor (but counts as two melee actions).

As always, Game Masters should use their judgement on
which powers can be overlapped or combined in intelligent and
reasonable ways. They also have the authority to modify the ex-
act effects (penalties, damage, range, duration, saving throw,
etc.), add a saving throw, or outlaw such unique combos com-
pletely. Players should try to understand and cooperate. Remem-
ber, the idea is role-playing superhumans in action packed
adventures, not pimp the game system or trick the G.M.
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Modern Weapon Combat

Modern Weapon
Proficiencies

The system for modern weapons is basically the same as the
rules found in the pages of most of Palladium’s RPGs set in mod-
ern or future times. However, there have been some minor
changes and clarifications, especially regarding the machinegun.

Weapon Proficiencies (W.P.) are areas of training and prac-
ticed skill with a particular type of weapon, such as a revolver,
automatic pistol, or sub-machinegun. This skill provides special
bonuses to strike when using that weapon. Do not add this strike
bonus to your character’s hand to hand combat skills, it applies
only to the use of modem weapons — i.e. all types of guns,
rocket launchers, energy rifles, and so on. The bow and arrow is
considered an “ancient” type of weapon.

Weapon Proficiencies provide the following bonuses:

Aimed: +3 to strike with all guns, except the revolver; +4.

Burst: +1 to strike.

Wild: No bonus or penalty.

Add a bonus of +1 to strike for every three levels of experi-
ence beyond level one.

Training also enables the character to easily reload, disas-
semble, unjam, clean and otherwise maintain the weapon. Rec-
ognizes weapon quality — 30% at level one and +6% per each
additional level of experience.

Combat Range & Rolls to Strike

Close quarter firefights. A roll of five or higher strikes its
mark in hand to hand combat. The same is true of combat with
firearms at close range, firefights within a 60 foot area (18.3 m).

In combat at a greater distance (61 feet and farther), the
combatants must roll an eight (8) or higher to strike. High-tech
sensors, optics, targeting sensors and human augmentation are
so incredible that there are no further penalties for greater dis-
tances other than the limitations of vision, the movement of the
target, prolective cover, and the weapon’s firing range.

Aimed Shot

An aimed shot means a person takes the time to carefully aim
and squeeze off one, well placed shot. Each individual shot
counts as one melee attack/action. Thus, if a character has four
attacks per melee round he can only shoot FOUR aimed shots.
This applies to all modern weapons. Roll to strike for each shot.

Bonus to Strike is +4 with a revolver or +3 for all others.
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Firing a Burst

A “burst” involves shooting several rounds, immediately one
after another. All semi-automatic and automatic weapons, pistols,
machineguns and sub-machineguns, are designed for firing
bursts (three or more bullets at a time). The act of shooting sev-
eral rounds makes aim more hasty and the recoil moves the
weapon with each shot, reducing the accuracy. The concept is
that, while accuracy is reduced, the odds of hitting one’s target
with multiple rounds is increased because more shots are fired.
Note: Roll to strike once for the entire burst. Do not roll for each
individual bullet. If the burst misses its target, then all the rounds
in that burst miss.

Bonus to Strike is +1 with all weapons.

Damage from a Short Burst: Roll the damage dice for ONE
round x2. Fires 20% of the entire magazine; i.e., 30
rounds/magazine —6 rounds/bullets are fired. Uses up one at-
tack. Can be fired at only one target.

Damage from a Long Burst: Roll the damage dice for ONE
round x5 for clips with 30-50 rounds, or ONE round x2 if the clip
has 15 or less rounds. Fires 50% of the entire magazine; i.e., 30
rounds/magazine — 15 rounds/bullets are fired. Uses up one at-
tack.* Can be fired at only one target.

Damage from an Entire Magazine: Roll the normal damage
dice for ONE round x10 for clips with 30-50 rounds, or ONE
round x5 if the clip has 15 or less rounds. Shooting off the entire
clip within a melee round is possible. 100% of the rounds are
fired. Uses up three attacks that melee round.* Can be fired at
only one target. Machineguns are the only exception to this rule.

Spray: Shooting a burst at several targets at once is possible,
but is the same as Shooting Wild. You must fire a long burst or
entire magazine in order to spray. See Shooting Wild.

* Note: Semi-automatic weapons fire a bullet each time the
trigger is pulled, which means a pretty high rate of fire can be
achieved by rapidly pulling the trigger. However, this rate is not
as fast as automatic fire. Consequently, semi-automatic weapons
require an extra melee action/attack in order to squeeze off a
long burst (counts as two attacks), or to empty the clip in a full
melee burst (counts as three attacks).

Al automatic pistols and double-action revolvers are semi-
automatic, as well as all commercial versions of assault weapons
and some hunting rifles. Most military weapons and automatic ri-
fles and sub-machineguns are full, automatic weapons, although
some have a switch to change them from full automatic to semi-
automatic or even single shot.

Shooting Wild

Shooting wild occurs when a trained character shoots without
taking time to aim. This usually applies when the person is
blinded, angry, running, rolling, leaping, shooting from a moving
vehicle, etc.

Bonus to Strike: If the character has a W.P. for that particular
type of weapon (i.e. W.P. Pistol or W.P. Sub-machinegun, etc.)
there is no bonus or penalty for shooting wild — straight, unmodi-
fied roll of the dice (the G.M. can add a -1 to -4 penalty for ex-
tenuating circumstances or extreme difficulties).

Characters with no W.P. skill in that type of weapon can shoot
bursts from it, but all shots are -6 to strike, and no other strike bo-
nuses apply, not even P.P. attribute bonuses. Aimed shots by
somebody without a W.P. for that type of weapon get no bonuses
or penalties, they go with a straight, unmodified die roll (1D20).
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When shooting wild, either long bursts or the entire magazine
must be fired, and counts as two attacks if the magazine/clip has
less than 30 rounds, or counts as three attacks if there are more
rounds than that (up to 100 total).

Wild shooting can be fired at one target or in a wild spray.
Damage for shooting wild: Trying to hit one target: Roll normal
damage dice for ONE round x2 if under 30 shots were fired. ONE
round x5 if more rounds (up to 100 were fired; yes, even if a 100
rounds were fired!). There is a 01-20% chance of hitting innocent
bystanders in the general area of the target. Roll percentile for
each character who was not under the protection of cover, but
who was in the immediate target area (20 foot/6 m diameter) of
the shooting.

Only one roll to strike for the entire burst is necessary.

Spraying or Strafing an Area

but shooting at a specific target

Spraying an “area” with bullets can be dangerous and is con-
sidered to be Shooting Wild. The object of a “spray” attack is to
hit several targets simultaneously or to strafe an area.

First, roll once to determine if any shots even hit the desired
target area (1D20; 5 or higher strikes that area).

Second, roll to strike, at -6, to hit the primary target (one spe-
cific location or character). Damage is ONE round.

Third, roll 1D4 to determine how many secondary targets (still
player characters) were deliberately hit by the spray attack (re-
member, the spray is designed to shoot several targets or to
spray an area indiscriminately to shoot everybody in the line of
fire). Damage is ONE round per each individual.

Fourth, determine how many innocent bystanders were shot!

There is a 01-50% chance that 1D4 innocent bystanders were
struck by one round.

Indiscriminate spray of fire: There is a 01-50% chance of
hitting everybody in the line of the spraying attack; usually done
in a swinging, side to side motion. This attack is intended to scat-
ter crowds or clear a path by mowing down everybody in the line
of fire! This is a particularly lethal attack from machineguns. Roll
percentile for each Non-Player Character (i.e. bystander) in the
area of shooting who was not under the protection of cover; or
the G.M. can make an arbitrary decision regarding how many
and which Non-Player Characters (NPCs) were hit.

Player Characters can see the direction the wild shooter is
turning and pointing to fire, so, in this particular case, get a nor-
mal dodge without benefit of their normal bonuses.

Damage: ONE round per each individual shot.

Bursts or Sprays From Machineguns

Bursts or Sprays from a machinegun are different. It has
more lethal power, each round doing greater damage than a rifle
cartridge, superior range (thousands of feet), plus it has a far
greater ammunition capacity, can hit a larger number of targets,
and there is a much greater chance of hitting bystanders.

General Machinegun Stats:

Light Machinegun: 5D6 damage per round/cartridge. Range:
3000 feet (914 m). Payload: 50-100 round box magazine or belt
fed. Average weight: 20 Ibs (9 kg).

Medium Machinegun: 6D6+6 damage per round/cartridge.
Range: 3500 feet (1066 m). 100 round magazine or 250 round
belt. Average weight: 30-50 Ibs (13.6 to 22.7 kg).

Heavy Machinegun: 1D6x10 damage per round/cartridge.
Range: 6000 feet (1828 m)! 100 round magazine or 300 round
belt. Average weight: 90-110 Ibs (40.8 to 50 kg).
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Note: In all cases, a machinegun can fire as many as 100
rounds (bullets/cartridges) per melee round (15 seconds)!

Damage by Bursts:

Short burst directed at one target: Approx. 6-10 rounds.
Damage: ONE round x3. Counts as one melee attack.

Short burst spray: Approx. 8-12 rounds. Damage: ONE
round per individual struck; 01-40% chance of hitting everybody
in the line of fire; usually done in a swinging, side to side motion.
Player Characters can see the direction the gunner is turning and
pointing to fire, so they can try a normal dodge without benefit of
their normal bonuses.

Long burst directed at one target: Approx. 20-50 rounds.
Damage: ONE round x8. Counts as two melee attacks.

Long burst spray: Approx. 30-50 rounds. Damage: ONE
round x2 per individual struck; 01-50% chance of hitting every-
body in the line of fire; usually done in a swinging, side to side
motion. Player Characters can see the direction the gunner is
turning and pointing to fire, so they can try a normal dodge with-
out benefit of their normal bonuses.

Emptying the entire magazine or belt at one target: All
rounds fired (50-300 depending on the weapon and ammo-feed
system). 50-99 rounds fired does ONE round x10 damage!
Counts as all melee attacks for one full melee round (15 sec-
onds). Anybody entering the field of fire is cut to pieces.

100-190 rounds fired does ONE round x20 damage! Counts
as all melee attacks for one full melee round (15 seconds). Any-
body entering the field of fire is cut to pieces.

191-300 rounds fired does ONE round x30 damage! Counts
as all melee attacks for one full melee round (15 seconds). Any-
body entering the field of fire is cut to pieces.

Empty the entire magazine in a spray: Al rounds fired (50-
300 depending on the weapon and ammo-feed system).

50-99 rounds fired does ONE round x2 per individual struck.

100-190 rounds fired does ONE round x3 per individual
struck.

191-300 rounds fired does ONE round x5 per individual
struck.

Note that there is a 01-70% chance of hitting everybody in the
line of fire; usually done in a swinging, side to side motion. Player
Characters can see the direction the gunner is turning and point-
ing to fire, so they can try a normal dodge -5 and without benefit
of their normal bonuses.

Note: Triple damage against giant, slow moving or stationary
targets the size of a tank or bigger; they are much easier to target
and hit. Reduce the damage (i.e. likelihood of hitting a target) by
half if the machine-gunner is moving (running, mounted on a
moving vehicle, etc.), or his target is fast moving (must be mov-
ing faster than 40 mph/64 km).

It takes one full melee round to reload a belt-fed machinegun,
but only three melee actions to reload a magazine.

Notes About Shotguns

Most crack-barrel or pump shotguns can fire 2-6 rounds
before needing to be reloaded. Each shot counts as one melee
attack. It takes two melee actions to reload. Typical damage is
5D6 per shot.

A double-barrel shotgun can fire one or both rounds simulta-
neously (the latter doing double damage). A single or double
blast counts as one melee attack. It takes two melee actions to
reload. Average damage is 5D6 per single shot or 1D6x10 per
double.

Buckshot scatters, and will strike the specific target plus 1D4
others within its blast area, approximately a four foot (1.2 m)
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width, diameter area. Average damage is 4D6 per shot using a
lethal load, or 1D6 damage using a light load, usually meant to
frighten or chase people away.

Some military shotguns are semi-automatic and can fire sin-
gle shots or short bursts (only). Clip magazine has 6-8 shots, a
drum magazine has 12-20 rounds. Damage: 5D6 or 6D6 per
shot.

Fully automatic shotguns are very rare and can only be
used by bionic and superhuman gunman with a P.S. of 20 or
greater, otherwise the recoil is overwhelming (each shot after the

first is -2 to strike in a cumulative manner, so shot number two is
-2, shot number three -4, shot number four -6, and so on), plus
the character is likely to be staggered, with a 01-40% chance of
being knocked off his feet. Clip magazine has 8 shots, a drum
magazine has 20 rounds. Damage: 6D6 per shot.

Range for all full length shotguns is roughly 150-240 feet
(45.7 to 42.6 m).

Sawed-off shotguns have their range reduced to 60 feet (18.3
m), but increases the diameter of buckshot by an additional width
of about five feet (1.5 m), damage to about a nine foot diameter
(can hit as many as 2D4 characters clustered together)!

Natural Energy Blasts

Hero characters whose power enables them to emit energy
blasts, whether it be fire, electricity, or other forms of energy, can
use their energy attack as often as they like, with each blast typi-
cally counting as one melee attack/action. For Example: If the
hero has five hand to hand attacks per melee round, he can fire
as many as five energy blasts. Or he can mix his modes of at-
tack, i.e. punch twice and blast three times, or blast once and
punch or kick four times, or blast once, use some other power,
punch, etc.

Firearm Tactics & Penalties

Called Shot: A “Called Shot” is required to shoot a specific
target or a specific small and difficult target to strike. For exam-
ple: Attempting to shoot a weapon or object out of (disarm)
somebody’s hand, or to shoot and damage an item in some-
body’s hand or off a table, to shoot somebody in the arm, leg,
head, etc., to shoot an antenna or item off a vehicle, as well as to
make a sniper shot. A “Called Shot” is always an aimed shot, but
because it is a precision shot at a difficult target, all bonuses to
strike are half. A natural twenty always hits and does double
damage.

Ricochet Shot: The shooter can try to bounce bullets, arrows,
slings, and other fired projectiles (depending on the specific
W.P.) off of one surface and angle the shot in such a way that the
projectile ricochets/bounces off and hits a different/second target!
Inflicts only one point of damage to the first surface and full dam-
age to the second. Can only be attempted as an “aimed/called
shot” but without benefit of any strike bonuses; straight unmodi-
fied die roll only — needs a 15 or higher to hit. The real target
has no opportunity to parry or dodge a ricochet shot.

Shooting a rifle one-handed, the shooter loses all strike bo-
nuses, and the “aimed shot,” “Called Shot,” and “sniper” attack
are impossible. If shooting one-handed while moving (running,
from a moving vehicle, etc.) all shots fired are considered wild
and -6 to strike the intended target (but likely to hit innocent by-
standers). Machineguns and heavy weapons cannot be fired
one-handed unless the character has a P.S. of 35 or greater, or
has superstrength (extraordinary P.S. at 28 or more, superhu-
man or supernatural with a P.S. of 22 or higher).

Shooting from a moving vehicle or while running: Consid-
ered a wild shot; the “aimed shot,” “Called Shot,” and “sniper” at-
tacks are impossible.
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Trick Shooting: Shooting from over the shoulder at targets
behind the character, or shooting while hanging upside down,
while leaping, etc., are done without benefit of any bonuses when
a revolver, bolt-action rifle, semi-automatic weapon or laser is
used, but considered wild if shooting a burst with a semi-auto-
matic or automatic weapon. The “aimed shot,” “Called Shot,” and
“sniper” attacks are impossible. Trick shooting can not be at-
tempted with heavy weapons or machineguns.

Robot & Assault
Vehicle Combat

78

The Number of Attacks
Per Melee & Combat Bonuses

This is how it works. Players will find two skills that exclusively
determine the robot's number of attacks: One, the pilot's normal,
hand to hand combat skill, and, two, the pilot's robot combat skill
(purchased in the Robotics section during character generation).
Simply combine the number of attacks gained from each skill.
The total number indicates the total attacks per melee possible.
Most first level pilots, with both skills, will have a total of five at-
tacks per melee round.

The same is done to determine the pilot's robot combat bo-
nuses to strike, parry, dodge, etc. This means, if the pilot has a
+2 bonus to dodge in Hand to Hand Combat, and a +1 bonus to
dodge in robot combat, the two are added together for a total of
+3 to dodge. Note: Attribute bonuses are also applicable and are
added to the total bonus to strike, parry or dodge.

The combining of number of attacks and combat bonuses ap-
plies only when piloting the robot! When outside of the battle ar-
mor, the pilot must rely exclusively on his or her Hand to Hand
skills and not the combined abilities of the two skills. Why? Be-
cause the robot combat skill is not a physical training, but a me-
chanical proficiency which relies on eye/hand coordination, reflex
and dexterity as they relate directly to the robot. The robot com-
bat skill does not build physical strength, endurance or combat
techniques.

Unskilled Characters in
Robots and Assault Vehicles

If the pilot does not have robot combat training, he or she is
limited to one attack per melee and no special bonuses. Also, un-
less he has the weapon system or read sensory instruments
skills, there may be very little he can do. Note: If the character
has any physical attribute bonuses they are transferred to the ro-
bot, but they are all he gets.

Weapon Selection

The robot pilot usually has several modes of attack available
to him. These may include lasers, machineguns, grenade launch-
ers, missiles and hand to hand combat. Weapons or modes of at-
tack, can be used in any combination. You are limited only by the
number of attacks per melee and possible payload and rate of
fire restrictions. For example: A character piloting a robot has five
attacks per melee. The character fires a volley of four missiles
(attack #1), fires its top laser turret (attack #2), fires a long burst
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from its auto-cannon (attack #3), followed by another long burst
from its auto-cannon (attack #4), and punches the villain which
has just lunged out from around the corner (attack #5). All this in
one melee round or 15 seconds.

Wait a minute, you say. This character has five attacks, but, in
the example, he fires a volley of four missiles and then continues
to attack four more times. Isn’t that EIGHT attack? No, and here’s
why.

Volleys & Bursts

One volley or one burst counts as one attack, even if a dozen,
yes 12, missiles are launched. How? Because it requires only
one attack/action to fire several missiles or rounds, simultane-
ously, at one specific target. Roll to strike and dodge as usual.

Disadvantages of Volleys & Bursts

1. The entire volley or burst must be directed at ONE specific
target. The character can not divide a volley or burst between
several targets. To attack more than one target, the pilot must
take time to aim and fire at each, which means each counts as
one individual attack that melee round. For Example: A robot is
up against four armed motorcycles. The pilot decides to launch
four of his 12 missiles at one of the cycles. That's one attack,
leaving three more that melee. He can not fire the four missiles
simultaneously at all four of the bikes. To strike all four motorcy-
cles, the pilot must fire at each, individual one separately. How-
ever, this will take up four of the pilot's attacks that melee. See
the machinegun spray as detailed under Modern Weapons Com-
bat.

2. Must roll to strike for the entire volley or burst, as if it were
one unit. This generally means that the entire volley or burst,
either strikes and does multiple damage (roll for each missile in
the volley), or the entire volley misses, doing no damage at all.
Do not roll to strike for each, individual missile or round. Also see
Missiles for related combat data.

3. Payload: Volleys and bursts usually deplete a limited
number of missiles or rounds quickly. Once the payload is ex-
pended, the weapon is temporarily useless. Note: Unless limited
by volleys, bursts, or other listed restrictions, the same weapon
can be fired repeatedly in the same melee or in tandem with oth-
ers.

How To Strike

The procedure for ascertaining a strike is unchanged. The at-
tacker rolls a 20 sided die (1D20). A roll of 1, 2, 3, or 4, is an
automatic miss. A roll of 5 or higher is a strike/hit, provided one’s
opponent doesn’t dodge or parry.

When the robot suffers damage, it always comes off the ro-
bot's main body unless it is a “called shot.” A Called Shot is
aimed at a specific target, typically a small target on a larger po-
tential target, like the radio antenna, radar dish or weapon on a
vehicle or giant robot, or the weapon held in the hand of a hu-
man.

The only way a target can avoid being struck is by dodging out
of the way or parrying the attack; the latter is very unlikely.

Strike Bonuses

Bonuses to strike can be gained by skills, such as hand to
hand combat and/or robot combat and/or from a high Physical
Prowess (P.P.) attribute. All bonuses are accumulative. Remem-
ber, bonuses from robot combat apply only when a robot is being
piloted. This bonus does not apply to missile related combat and
P.P. bonuses do not apply to modern weapon combat.
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Critical Strike

A critical strike occurs when a player with a hand to hand
combat skill makes an extremely high die roll to strike without the
aid of bonus modifiers. An unmodified “natural” 20 is always a
critical hit, regardless of hand to hand training.

Critical strikes do double damage. Optional damage tables
have been provided for additional side effects from critical strikes.
Their inclusion in the game is up to the GM and/or players.

Close Proximity Strike Bonuses

Technological advances have made war a long-range affair,
with soldiers firing missiles at opponents 20 miles away, who ap-
pear as tiny blips on a radar screen. However, the creation of
battle armor, has restored the strength of the infantry, making
close range combat possible. Thus, if opponents are within close
proximity of one another (within 500 ft/152 m), they gain a bonus
of +1 to strike. This bonus applies to all combatants, skilled and
unskilled, using weaponry or hand to hand combat with robots. It
does not apply to normal hand to hand combat among humans.

Called Shots

A character may attempt to shoot a specific target or area.
This is done by clearly stating what the exact target is before the
roll to strike is made. Once the shot is “called,” the player rolls the
usual 1D20 to strike. A successful roll, above a 12, hits exactly
whatever the intended target was, unless the opponent dodges.

Called shots can be an important strategy, enabling charac-
ters to disable a robot rather than destroy the whole unit. This
means a character can destroy specific targets on robots and ve-
hicles, such as radar antennas, weapon barrels, sensors, me-
chanical legs, arms, etc.

Note: Any shot that is not “called” will strike what is identified
as the main body of the robot or vehicle. The main body is the
largest, bulkiest part of the target and most likely to be hit. If a
player calls his shot, but misses by rolling under 12, but above 4,
he still strikes, but hits the main body instead of the specific,
“called” target.

| avoid random hit location tables because | feel the random-
ness is too fluky and unrealistic.

To Roll With a
Punch, Fall, or Impact

This is a saving throw of sorts, or a second dodge, to minimize
damage. It is much like the hand to hand combat rule. In this
case, if the player fails his dodge to roll and is about to be hit by a
missile(s), he has a sort of second dodge or saving throw, where
the character tries not to resist the explosive impact and rolls with
it. A successful roll with impact works like a dodge. The player
must roll 1D20 and match or better the roll to strike. A success
means the character suffers only half damage. A failed roll
means a direct hit doing full damage. In Heroes Unlimited, a
character can roll with the impact from explosive missiles,
punches, body blocks, falls, and similar impact damage.

You can not roll with the impact of attacks from auto-cannons,
machineguns, energy weapons, or plasma/napalm missiles.

The Dodge

The dodge for robots is identical to its hand to hand counter-
part. The defender must roll a twenty-sided die (1D20), and
match or better his attacker’s roll to strike. A successful roll
means he has moved out of the way and takes no damage. A
failed roll means the dodge was not a success and the character
is hit, taking full damage.
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Missiles

The varieties and types of missiles common to Palladium’s
other vehicle/robot combat games is now part of Heroes Unlim-
ited, Second Edition. There are four classes of missiles: short,
medium, and long-range missiles, plus special mini-missiles.
Each missile class has specific statistics, including range, speed,
blast radius and destructive capability, and each class is further
divided into different missile types, like high explosive, fragmen-
tation, plasma, and so on. Not all missile warheads are of a de-
structive nature and there are smoke, tear gas or chemical (i.e.
fire retardant, and knockout gas) types. Robots and vehicles can
have a variety of missile systems and missile types built into
them. The Robot and Vehicle construction rules detail how many
and which categories or types of missiles a robot or vehicle can
have.

Strikes: Guided Missiles

Missiles do not enjoy the pilot’s combined bonuses to strike.
Since they are all self-guided, missiles are launched as separate
units with their own bonus of +3 to strike. Mini-missiles are usu-
ally unguided and have no bonuses to strike, except possibly
from the weapon systems skill.

Rolls to strike are made on the usual, twenty-sided die. Mis-
siles can be launched one at a time (roll to strike for each), or in
volleys of two or more (roll once to determine whether the entire
volley strikes its target).

It is possible to dodge one, two, or even three missiles. How-
ever, it is impossible to dodge a volley of four or more missiles
(all four or more will hit and do damage). It is also possible to
shoot a missile(s) down before it hits you. See Volleys and
Bursts, and Dodging Missiles for more details about missile com-
bat.

Damage From Missile Strikes

Direct hits do full damage. A volley of missiles inflicts full
damage from each and every missile in the volley.

Near misses do half damage. There are two ways one can
take damage from a near miss. The First is by being within the
blast radius of the target struck by a direct hit. For example: Your
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companion, standing 10 feet (3 m) away, is hit by a high explo-
sive missile with a 30 foot (9 m) blast area. He takes full damage
from a direct hit, but you are also caught in the blast because you
were standing too close together. Fortunately, your character
takes half damage since he was not caught directly in the blast.
Damage can be reduced by half again if the player makes a suc-
cessful die roll to “roll with punch, fall or impact.”

The Second way one takes half damage from a near miss is
by successfully “rolling with the punch, fall or impact” of the at-
tack. In this case, the player fails his dodge roll and is about to be
hit by a missile(s). If the player can match or beat the roll to strike
on a D20 with his bonuses to roll with punch/fall added in, he suf-
fers half damage. A failed roll means a direct hit doing full dam-
age.

Shooting Missiles

Shooting and depleting the S.D.C. of a missile can detonate
and destroy it. However, there are restrictions.

1. The character must have an attack(s) available to him/her
that melee to assail the missile. If all the attacks for that melee
have already been used up, the character can not shoot at the
missile(s).

2. Can only shoot at one missile, within the volley, at a time. A
volley of six missiles would require six attacks, which is impossi-
ble at the speed missiles travel. Example: a missile travelling at
500 mph (804 km) covers approximately 750 feet (229 m) per
second, or 1500 feet (458 m) per melee action. This means the
player has only one or two attacks (G.M.’s discretion) to shoot at
one or two missiles within the volley. Characters with Extraordi-
nary Speed and Sonic Speed can take up to four attacks to shoot
down missiles or run and/or dodge out of harm’s way (same as
dodging a bullet).

A “Called Shot” is necessary to hit a missile, but the small size
and tremendous speed of the missile imposes a penalty of -3 (re-
quiring a 15 to strike). If one missile is detonated, there is a 45%
chance (1-45%) that its explosion will detonate the other missiles
in the entire volley. The player can also use his own missiles, if
available, to shoot down a missile volley. Under this circum-
stance, there is a 75% (01-75%) likelihood of detonating the en-
tire volley of missiles.
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3. If the S.D.C. of the missile is not completely depleted, it is
damaged, but does not detonate and will still strike its target, in-
flicting full damage.

4. Attacks on a missile count as a normal attack.

Special Missile Defense Tactics

If a missile can not be dodged, a robot can sacrifice its arms
by covering its main body with them, thus allowing the arms to
take the damage instead of the body. The disadvantage of this
tactic is that the arms are likely to be blown to smithereens or se-
verely damaged and immobilized.

Dodging Guided Missiles

ALL the missiles used against characters, except mini-mis-
siles can be assumed to be self-guided. Generally, most are pre-
programmed to respond to specific images (video camera/sensor
mounted in the nose of the warhead), or specific heat or radiation
levels which clearly identify the enemy. Most missiles follow a
straight course and if dodged will fly past the character and may
detonate on something beyond him, meaning the blast radius
could still catch him (especially in a building).

Smart bombs can identify the enemy and chase it down. They
will keep going until they find a target, or are destroyed. They can
actually dodge attacks directed at them, and turn around to at-
tempt to hit a target if it misses, or if the target dodges the first at-
tack.

Conventional Guided Missiles: +3 to strike.

Smart Missiles: +5 to strike, +4 to dodge, and have two at-
tacks per melee (until it/they hit).

Contrary to what one might think, you can dodge one, two and
even three, guided missiles. The dodge rules are the same as al-
ways. However, it is impossible to dodge a volley of four or more
missiles launched simultaneously. A volley of four or more mis-
siles will strike every time, with each and every missile in the vol-
ley hitting and inflicting damage. The character has two options
to avoid or minimize the damage of a massive missile volley; try
to roll with the impact, taking half the normal damage; or shoot
the missiles down before they strike.

Missile Notes

1. The terms, light, med. or medium and heavy, found in pa-
rentheses after the warhead type, refers to the destructive force
of the warhead.

2. All missiles are self-guided; +3 to strike. All missiles always
strike the main body.

3. Self-guided “smart” bombs/missiles can be programmed to
seek out and attack a specific target. It can change course, ad-
just speed to conserve fuel, dodge attacks aimed at it, and tum
around to try to strike a target again if it misses the first time. +5
to strike (instead of +3), +4 to dodge; 2 attacks per melee round.
Radar: 100 mile range. Smart missiles (very rare) can pursue a
specific target and attack for 10 melee rounds in this manner be-
fore running out of fuel.

4. Multi-warhead missiles are usually a cluster of medium
range missiles housed inside the casing of a large, long range
missile. When the body casing runs out of fuel or reaches its tar-
get, it fires the four medium range missiles.

5. Plasma is a new, concentrated, liquid heat, ten times hotter
than normal napalm.

6. Fragmentation missiles are missiles that send out frag-
ments, or shards of metal, upon impact, affecting a larger area.

7. Fire Retardant missiles explode, releasing a chemical foam
that puts out fires.
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8. Smoke missiles release large, billowing clouds of smoke,
filling the blast radius. They are used to provide cover or to mark
an area.

9. A Proton Torpedo is a longer range, more powerful, explo-
sive, energy missile.

10. The maximum range is the maximum effective range of
the missile.

11. Missiles have been assigned an S.D.C.; depletion of the
S.D.C. from an attack will detonate the missile.

12. The speed is provided to give players an idea of how fast
the missiles travel.

13. The blast radius is the full area damaged by the missile
impact. The specific target of the missile takes FULL DAMAGE,
while all else in the blast radius takes half damage.

Other Combat Terms

Payload: Indicates the finite number of missiles or rounds.
Energy weapons are generally considered to have unlimited pay-
load.

Range: The maximum effective range or distance a weapon
can fire; or a missile or vehicle can travel.

Rate of Fire: This will indicate any limitations as to how many
times a weapon can be fired per melee, and/or the number of
rounds or missiles in a burst or volley.

Generally, a weapon, especially energy weapons, can be fired
repeatedly, equal to the pilot's combined hand to hand and robot
combat skills. Any combination of weapons can be used per me-
lee.




Short Range missiles

Warhead Damage Speed Maximum Range Blast Radius S.D.C
High Explosive (light) 2D4x10 500 mph (804 km) 5 miles (8 km) 10 ft (3 m) 5
High Explosive (medium) 2D6x10 500 mph (804 km) 5 miles (8 km) 15 ft (4.6 m) 5
Fragmentation (light) 2D4x10 450 mph (724 km) 3 miles (4.8 km) 20 ft (6.1 m) 5
Armor Piercing (medium) 2D6x10 650 mph (1045 km) 5 miles (8 km) 5ft(1.5m) 5
Plasma/Napalm (medium) 2D6x10 500 mph (804 km) 3 miles (4.8 km) 15 ft (4.6 m) 5
Tear Gas None 200 mph (321 km) 1/2 mile (.8 km) 10 ft 3 m) 5
Knock-Out Gas None 200 mph (321 km) 1/2 mile (.8 km) 10 ft 3 m) 5
Smoke (colors available) None 300 mph (482.7 km) 1 mile (1.6 km) 20 ft (6.1 m) 5
Fire Retardent None 200 mph (321 km) 1/2 mile (.8 km) 20 ft (6.1 m) 5
Medium Range Missiles

Warhead Damage Speed Maximum Range Blast Radius S.D.C.
High Explosive (light) 2D4x10 1200 mph (1929 km) 50 miles (80.4 km) 20 ft (6.1 m) 10
High Explosive (medium) 2D6x10 1200 mph (1929 km) 40 miles (64.3 km) 20 ft (6.1 m) 10
High Explosive (heavy) 3D6x10 1200 mph (1929 km) 40 miles (64.3m) 30 ft (9.1 m) 10
Fragmentation (light) 2D6x10 1000 mph (1608 km) 40 miles (64.3 km) 40 ft (12.2 m) 10
Armor Piercing (medium) 3D6x10 1600 mph (2571 km) 60 miles (96.5 km) 20 ft (6.1 m) 10
Plasma/Napalm (medium) 4D6x10 1400 mph (2251 km) 40 miles (64.3 km) 40 ft (12.2 m) 10
Multi-Warhead* 5D6x10 1200 mph (1929 km) 80 miles (128.7 km) 20 ft (6.1 m) 10
Smoke (colors available) None 1000 mph (1608 km) 40 miles (64.3 km) 40 ft (12.2 m) 10

Long Range Missiles

Warhead Damage Speed Maximum Range Blast Radius S.D.C.
High Explosive (medium) 3D6x10 2010 mph (mach 3) 500 miles (804 km) 30 ft (9.1 m) 20
High Explosive (heavy) 4D6x10 2010 mph (mach 3) 500 miles (804m) 40 ft (12.2 m) 20
Fragmentation (light) 2D6x10 1400 mph (2251 km) 400 miles (643 km) 80 ft (24.4 m) 20
Armor Piercing (medium) 3D6x10 2010 mph (mach 3) 800 miles (1286 km) 30 ft (9.1 m) 20
Plasma/Heat (medium) 4D6x10 1400 mph (2251 km) 500 miles (804 km) 40 ft (12.2 m) 20
Plasma/Heat (medium)* 5D6x10 1400 mph (2251 km) 500 miles (804 km) 50 ft (15.2 m) 20
Proton Torpedo (heavy)* 6D6x10 2010 mph (mach 3) 1200 miles (1928 km) 50 ft (15.2 m) 25
Nuclear (medium)* 1D4x100 2010 mph (mach3) 1000 miles (1608 km) 40 ft (12.2 m) 20
Nuclear (heavy)* 1D6x100 2010 mph (mach 3) 1000 miles (1608 km) 50 ft (15.2 m) 20
Nuclear multi-warhead* 2D4x100 2010 mph (mach3) 1800 miles (2893 km) 50 ft (15.2 m) 25

Mini Missiles
and Special Armaments

Warhead Damage Speed Maximum Range Blast Radius S.D.C.

High Explosive 5D6 500 mph (804 km) 1 mile (1.6 km) 5ft(1.5m) 1

Fragmentation 5D6 500 mph (804 km) 1/2 mile (0.8 km) 20 ft (6.1 m) 1
Armor Piercing 1D4x10 1400 mph (2251 km) 1 mile (1.6 km) 3£t (09 m) 2

Plasma/Napalm (medium) 1D6x10 1200 mph (1929 km) 1 mile (1.6 km) 15 ft (1.5 m) 1

Smoke (colors available) None 500 mph (804 km) 1/2 mile (0.8 km) 20 ft (6.1 m) 1

*Available as smart bombs, +5 to strike.
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Vehicle Control & Combat

Optional rules by Erick Wujcik.

Control Rules
Automobile Control Rolls

In a larger than life game of heroics, like Heroes Unlimited,
drivers are in constant danger of losing control of their vehicles.
To avoid losing control, the characters must roll against their Pilot
skill. Control Rolls must be made for each of the following situ-
ations:

Exceeding Cruising Speed: Any time a driver exceeds the
Cruising Speed for the vehicle there’s the danger of losing con-
trol. Every melee round of excessive speed requires a Control
Roll. See Road/Speed Table for penalties.

Exceeding Road Speeds: Going too fast on back roads or
trails is dangerous no matter how well built the vehicle is. Any
travel over 75 mph (120 km) on a back road, or over 45 mph (72
km) on a trail, requires a Control Roll. This is not the case with
Highways; a vehicle can travel all the way up to Cruising Speed
on a Highway without rolling for Control. See Road/Speed Table
for penalties.

Exceeding Maneuver Speed: Every turn, swerve or lane
change while exceeding Cruise Speed or Road Speed requires
another Control Roll with a -12% penalty.

Driving in Reverse: Attempting to drive in reverse at any
speed over 25 mph (40 km). Roll a Control Roll with a -30% pen-
alty.
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Poor Road Conditions: Requires a Control Roll. This can in-
clude anything from rain to steep inclines. -30% or optional. See
Road Quality and Obstacle Table for specific penalties.

Taking One’s Eyes off the Road: Any time the character
does not devote all of his attention to the driving of the car, a con-
trol roll must be made. During normal vehicle operation at speeds
less than cruising, the roll is unmodified. When exceeding cruis-
ing speed or in the middle of combat/competitive driving, the roll
has a -10% penalty.

Avoiding Obstacle: Swerving around any object requires a
Control Roll, no penalty. If the swerve or dodge involves leaving
the road surface then the penalty is -40%.

Loss of Control Table

The game master or player should roll on the following table
every time a character fails a Control Roll. Roll percentile dice.

01-10 Pothole! Vehicle slams into something and rebounds.
Or, just as likely, the vehicle bottoms out, smashes the underside
into broken pavement or a pothole. Vehicle takes 4D6 points of
damage to S.D.C. and Speed Class is reduced 1D6.

11-25 Out of Control! The vehicle skids out of control. Ends
up off the road, in a ditch or in some other embarrassing situ-
ation. Stuck 3D6 Melee Rounds.

26-44 Stall! Forced to make a sudden stop; the car stalls out.
Getting it going again takes 2D6 melee rounds.

45-76 Skid! Skid out of control and into an object. The vehicle
takes half normal damage from this minor crash. Speed Class is
reduced 1D6 levels. See Crash and Damage rules.



77-90 Crash! Skid out of control into an object. The vehicle
takes full damage and occupants take half damage. Speed Class
is reduced 2D6 levels. See Crash and Damage rules.

91-97 Totaled! Vehicle crashes and is totally destroyed. Oc-
cupants take full damage.

98-00 Roll and Burn! The vehicle goes completely out of con-
trol and rolls over 1D6 times. Vehicle takes double damage, oc-

cupants take normal damage. In 1D10 melee rounds the vehicle
fuel tank will explode, doing 1D6x10 damage to anyone still in-
side the vehicle. The resulting fire will torch anyone trapped in-
side, doing 4D6 damage per melee round. See Crash and
Damage rules.

Note: Speed Class is found in the Hardware section under
“Building the Super Vehicle.”

Road & Speed Table

Use the following table to determine how much ground is be-
ing eaten up in V-to-V combat.

Control Roll Modifiers for:

Travel Speed Distance/Melee Highway Back Road Trail/Broken Road

1 to 15mph Va2 mile SAFE SAFE SAFE
Over 15mph YViemile SAFE SAFE SAFE
Over 30mph Y& mile SAFE SAFE SAFE
Over 45mph Y6 mile SAFE ROLL -5
Over 60mph Yamile ROLL ROLL -10
Over 75mph Y3 mile ROLL -5 -20
Over 90mph Y2 mile ROLL -10 -30
Over 120mph 1 mile -5 -10 —45
Over 240mph 2 miles -10 -15 —60
Over 360mph 3 miles -15 -20 =70
Over 480mph 4 miles -30 —40 =75
Over 600mph 5 miles —45 =70 -85
At720mph 6 miles - 60 —80 -95

Example: A motorcycle is going 240 mph (384 km) down a
back road in a hot pursuit. Every melee, the character must make
a Control Roll with a -10 modifier because the character is going
over 120 (192 km). If the speed were even 241 mph (384 km)
then the modifier would be -15. Every melee, the character cov-
ers 2 miles of ground.

Crash & Damage Rules

Driver or Passenger Damage

Anyone not wearing a Seat Belt must roll to see if they are
thrown clear in an accident. With percentile dice, a roll of 25% or
higher indicates the character bounces around inside the vehicle
and takes double damage. If the roll is under that, then the char-
acter is thrown clear and bounces around outside, taking 2D6
damage for every 10 mph (16 km) of vehicle speed.

Characters wearing Seat Belts or other restraining straps
take 1D6 damage for every 20 mph (32 km). The addition of a
crash helmet and specially padded, asbestos suit reduces the
damage by half.

Motorcycle crashes are even more deadly. With helmet and
leather body covering, or some kind of protective garments, the
character(s) takes 1D6 for every 10 mph (16 km). Without helmet
or protective garments: 2D6 per 10 mph (16 km).

Lucky Fall: With all vehicles, motorcycle, car, van, truck, etc.,
there is a slim chance that each passenger and driver will be
thrown clear, or luck-out with only minor damage even in a terri-
ble crash. Roll Percentile Dice:

1-20 Lucky Fall; 2D6 total damage.

21-00 Full normal damage.

Vehicle Damage

Damage is based on relative speed. When something hits a
stationary object then the only thing to worry about is the speed
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of the moving object. When two moving objects meet, whichever
does the most damage will determine the actual damage. Round
up in all cases.

Vehicle Damage Table

Motorcycle — 1D6 per 10 mph (16 km)

Automobile, Small Truck, Mini Van — 2D4 or 1D8 per 10 mph
(16 km)

Full-Sized Trucks, Vans, Jeeps & Utility Vehicles — 2D4+1 or
1D8+1 per 10 mph (16 km)

1/2 Ton Trucks and Buses — 2D4+2 or 1D10 per 10 mph (16
km) 10 or 16 Wheeler Semi-Trucks — 2D6 per 10 mph (16 km)

Train (locomotive) — 2D4x10 per 10 mph (16 km)!

If Mike is driving a car north at 38 mph (60.8 km) and runs into
something standing still, like a telephone pole, then both his car
and the pole take 8D4 or 4D8 damage. Note the 38 mph (60.8
km) is rounded up to 40 miles — 1D8 or 2D4 per 10 mph = 4D8
or 8D4 damage.

Now let’s look at Mike running head-on. Mike is travelling at
40 mph (60.8 km), a motorcycle approaches from the opposite
direction at 60 mph (96.5 km). Their added speeds are 100 mph
(160 km) so the damage to both vehicles is 10D8 (or 1D8x10 or
2D4x10; G.M.s personal preference). Since Mike’s car is
larger/heavier and does more damage, we use the automobile
damage formula rather than the motorcycle.

Pedestrian Impact Damage

Vehicle-to-Pedestrian Combat: In order to hit a moving ob-
ject (mutant animal, insect or machine) requires a Strike roll from
the vehicle’s driver. To avoid a vehicle hit/ram attack, the target
must make a Dodge roll greater than the Strike roll. Unconscious
characters and stationary objects do not Dodge.

Vehicle-to-Pedestrian Damage: Anything hit by a vehicle
takes full damage from the Vehicle Damage table according to
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type and speed. However, vehicles themselves also take impact
damage. Creatures or items under 10 Ibs (4.5 kg) do 2D6 points
of damage regardless of vehicle type and speed. With objects 11
to 200 Ibs (5 to 90 kg), the vehicle takes one third of damage re-
ceived by the target. 201 to 400 Ibs (180 kg), the vehicle takes
half damage. The vehicle takes three quarters of the target's
damage when the size/weight is from 400 to 1,000 Ibs (180 to
450 kg). Hitting anything over 1,000 Ibs (450 kg) is the equivalent
of a crash —both the vehicle and the target take full damage. Ve-
hicles with ram-prows take no damage unless the S.D.C. of the
ram-prow is depleted; after which, damage carries over to the ve-
hicle.

Vehicle Combat Rules

Vehicle to vehicle combat in Heroes Unlimited shouldn’t be all
that different from other kinds of modern combat. That is, the
game master should work at keeping things clean, quick and
simple. The only two differences are in rolls to Dodge and rolls to
Strike.

Control Roll penalties are applied as penalties to the charac-
ter’s piloting skill. Failure to roll underneath that modified skill per-
centage means the drive either loses control (roll again at the
same penalty level to regain control, but loses 40% speed and
1D4 melee actions while fighting to regain control) or crashes.

Note: There is a -5 penalty when driving any vehicle for the
first time. In other words, if a character just stole a car and is try-
ing to escape in it, he'll have a -5 penalty on the initiative rolls.

Melee Rounds: Vehicle-to-Vehicle

The most important difference in vehicle-to-vehicle combat is
that only one vehicle action, like a ram or sideswipe, etc., can be
taken per melee round. So, if the driver has other Melee Actions
left, he can use them to shoot a handgun out the window, grab a
fire extinguisher, or get a cup of coffee. Game Masters may rule
that certain involved maneuvers, like elaborate stunts or bootleg
turns, take up more than one of the driver’s actions in that melee
round. Other than that, the melee round system is unchanged.
The idea is still to get the combatants in close quarters and let
‘em slug it out ‘til somebody goes down.

Don’t get carried away with the possible complexities of the
systems. For example, avoid the trap of over-calculating the ex-
act number of seconds required for a car going 193 miles per
hour (308.8 km) to catch up with a car going 187 mph (299 km).
Remember that in the real world, things are never that simple!
Cars have to swerve and weave, acceleration is never constant
and, at high speeds, drivers make mistakes constantly. Just read
a newspaper account about a police car chase. Usually the po-
lice car is much faster than the criminal’s. Even so, the chase can
go on for dozens of miles at very high speeds.

Keep it simple; if the pursuer is faster, then it'll catch up. If the
leader is going faster than the pursuer, then it leaves the other
car in the dust. There should only be three possible conditions: 1.
Either the cars are neck-and-neck, or 2. one is behind the other
in firing range, or 3. the two cars are too far away for combat.

Dodge: Vehicle-to-Vehicle

In spite of their advanced Speed, vehicles have absolutely no
bonus to dodge against Firearms. Why? Well, first off, a vehicle
just isn't as maneuverable as a person, it generally goes in a
straight line, and, even on curves, the faster the thing is going the
smoother the curve; although, the Game Master may require a
called shot for vehicles travelling at extremely high rates of
speed. The other thing to bear in mind is the car’s size (it's kind
of hard to miss).
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However, drivers can dodge attacks from other vehicles.
When someone is attempting to cut-off, ram or sideswipe the ve-
hicle then a Dodge roll is possible. A vehicle making a Dodge
can't do anything else in that melee round.

Strike: Vehicle-to-Vehicle

Rolls to Strike in Vehicle-to-Vehicle combat are exactly like or-
dinary rolls to strike. The only difference is that a vehicle is sev-
eral targets in one package. Every strike on a vehicle must be
“called.” The attacker has to specify which target is being at-
tacked; the crew compartment (driver), a turret, or the vehicle it-
self.

“Ramming,” or striking one vehicle with another, always at-
tacks the vehicle itself. Area affect weapons, like explosives and
fire, can attack the vehicle, the turret and the occupant(s). See
Vehicle Combat Tactics.

Vehicle Combat Tactics,
Maneuvers & Techniques

The Ram. Ramming is a vehicle-to-vehicle attack where one
vehicle attempts to bash into the rear of another. The speed of
the ramming/attacking vehicle must exceed 10 mph (16 km) of
the vehicle it is attacking. Speeds greater than 10 mph (16 km)
above the defending vehicle’s constitutes a crash; use the Crash
and Damage rules to determine the damage to both vehicles.
Likewise, head-on collisions/rams and ramming stationary ob-
jects at speeds over 10 mph (16 km) constitutes a normal crash,
damaging all parties.

Ramming damage varies with the size of the attacking/ram-
ming vehicle.
Attacking Vehicle & Damage

Motorcycle — 4D6 damage

Automobile, small truck, mini van — 6D6 damage

Full-Sized truck, Jeep, or van — 1D4x10 damage

1/2 ton truck or bus — 2D4x10 damage

10 or 16 wheeler/semi-truck — 2D6x10 damage

Train (locomotive) is not applicable in most situations
—1D4x100.

Note: The attacking vehicle also suffers damage, but only one
third of that which it inflicts on its target. Only if the attacking vehi-
cle has a ram-prow built onto it will the vehicle take no damage
(the ram-prow takes the 1/3 damage).

Control Rolls: Inmediately after a successful ram both vehi-

cles must make control rolls. The attacker is -25 and the de-
fender is -40.

The Sideswipe

When cars are neck-and-neck, they can attempt to shove
each other off the road. Works exactly like the Ram except that
damage is half those listed.

Control Rolls are the same as for Ramming.

The Cut-Off

The attacker pulls in front of the defender, cutting off the lane
and forcing the defender to either hit/crash or swerve to avoid hit-
ting. The attacker rolls to strike and must make a control roll. A
failed strike means the maneuver is unsuccessful or incomplete
and can be tried again. A failed control roll means a crash. If the
attacker succeeds and the defender fails to dodge (either by
missing the roll or by not rolling), then there is a collision. Use the
standard Crash and Damage Rules.

Control Rolls: The attacker is at -30, and the defender is at -
25.
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The Block

Basically this happens when the attacker wants to keep the
defender in some position. A good example is where the cars are
neck-and-neck, the right hand car sees an oncoming truck in the
left lane and decides to force his opponent to stay in that lane.
This same technique can be used to keep one’s opponent from
passing as well. If the attacker rolls a successful strike, and if the
defender does not try to dodge or fails to dodge, then the de-
fender is stuck in that lane until the next melee. Neither a Sudden
Brake or a Drag Race is good against a Block. To execute a
block may require high speeds and/or quick maneuvering, like
switching lanes, swerving, etc.

Control Rolls should be made for each block/strike maneuver
and dodge/evasive action. Standard Control Rolls apply.

The Sudden Brake

When two cars are side-by-side, preferably in different lanes,
one of them can attempt to get behind the other by hitting the
brakes. Whether or not the braking car actually pulls behind de-
pends on a straight, twenty-sided die, initiative roll. Both cars roll;
high roll wins. However, the braking car reduces speed by half for
one melee. An unsuccessful Sudden Brake means the opposing
car is still side-by-side.

Control Rolls must be made with a -15 penalty.

Warning: Don’t attempt to brake with anyone immediately be-
hind you unless you want a collision.

The Bootleg Turn

This is a special maneuver that lets the vehicle completely
change direction. Basically the driver turns, slams on the brakes
and “fishtails” the car into the opposite direction. While in the
Bootleg the vehicle has no chance to dodge.

Control Roll must be made with a -50 penalty.

Drag Racing

When two cars are neck-and-neck and trying to pull ahead of
each other, that's a Drag Race. The same thing happens when
one car is behind another and both decide to speed up. A lot de-
pends on the Speed Class of the vehicle, the higher the better.
However, there’s a lot more to drag racing than engine perform-
ance. The driver’s skill and reflexes, as well as raw luck, are just
as important.

Rolls for Drag Racing are made on twenty-sided dice. There
are two modifiers. First, each driver can add in the Speed Class
of his/her vehicle. Second, the driver’s P.P. bonus can be added.

If both cars were neck-and-neck, then the winner will be way
out in front. When one car is trying to overtake another, then win-
ning means catching up and losing means falling way behind. In
case of a tie, the cars maintain their current position. A Natural
Twenty is perfect luck, either leaving a pursuer in the dust or
coming up neck-and-neck with a fleeing prey.

Remember, there is a -5 penalty when driving any vehicle for
the first time.

Critical Damage Table (Optional)

Any time a shot on a car penetrates the armor, either by a roll
over the car’s A.R., or when the A.R. has been depleted, or on a
called shot followed by a “natural” twenty to strike, there’s a
chance that the vehicle may be crippled by the damage. Roll Per-
centile dice.

01-05 Engine on Fire: Speed Class goes down 1D6 levels.
G.M. rolls 4D10; that's how many melees the characters have
before the fire spreads to the fuel tank. If they can pull over and
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extinguish the fire before that, then no further damage will be
taken.

06-08 Tire Shot Out: Speed reduced by a third, driver must
make a Control Roll at -5 per each 10 mph (16 km) that the vehi-
cle was traveling.

09-14 Frame is Seriously Dented: Alignment problems; drop
Speed Class by 1D6.

15-20 Hole in Radiator: Over the next 6 melees, engine will
get hotter and hotter. After that there’s a 20% chance, every me-
lee, that the engine will suddenly stop. Steam pours out from un-
der the hood.

21-25 Hole in Brake Line: Brakes don't work anymore. No
other problems until the character tries to stop.

26-30 Electrical System Damaged: Control panel inside the
crew compartment catches on fire. Until the smoke is cleared and
the fire is put out, Control Rolls are an additional -30 each melee,
and/or maneuver. All attacks are impossible until the smoke is
stopped.

31-35 Steering Damaged: Take -50 on all Control Rolls.

36-50 Cosmetic Damage: Vehicle loses chrome, paint and
trim. Looks bad, but no real damage.

51-60 Light Knocked Out: Depending on where the shot
came from, either the headlights or the brake lights are knocked
out. Could be serious at night.

61-65 Exterior Electronics Disabled: Any electronic devices
on the outside of the vehicle are destroyed.

66-70 Battery Destroyed: Not a problem right away, but the
vehicle can’t be started again without a jump or a replacement.

71-75 Alternator/Generator Wrecked: The car stops re-
charging itself and is running off battery power alone. Will work
for 8D4 minutes before draining the battery, then it’ll quit.

76-85 Transmission Fluid Leak or Damage: Shifting be-
comes impossible and the transmission will start making hideous
grinding noises. Vehicle will continue operating for another 4-24
melee rounds.

86-90 Leak in Gas Tank: Vehicle will lose one gallon a m-
inute until the fuel runs out.

91-95 Fragments in Driver’s Compartment: Roll 2D6 dam-
age for each occupant. Driver make Control Roll at -50.

96-00 No Serious Damage: However, make a Control Roll at
-10%.

Air and Space
Combat Rules

Aerial Combat Tactics,
Maneuvers & Techniques

Air combat really only has three possible states. Vehicles can
be coming together for combat, or jockeying for advantage, or ve-
hicles are so far apart that no combat is possible. However, the
most common position in aerial combat is where one vehicle, the
Dog Talil, is following another vehicle, the Dog.

Each of the special air maneuvers requires one full melee
round to perform, except for a tilt dodge, which does not use any
attacks/actions. At the beginning of the round, after initiative is
determined, each character declares his air combat action for the
round and makes any necessary rolls. Once all rolls are made,
the round proceeds normally. During the round, if attacks are
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possible, all of the character’s attacks can be taken. If the char-
acter can not attack, he still has his full actions to do other things
like work computers and radios, get coffee, use a superpower,
etc.

If a player’s character is battling a minor NPC or a number of
them, the Game Master can save time by having only the player
make rolls. For example, on a successful roll to dog tail, the PC
moves into dog tail position and the NPC must tilt dodge until the
PC misses a dog tail roll and the NPC can break away. When the
NPC attempts to dog tail, he does so successfully when the char-
acter fails an evasive action roll. This helps to support the larger
than life hero image so vital to Heroes Unlimited (not to mention
making the G.M.’s job easier); however, tougher villains and ma-
jor NPCs should be allowed to roll normally against the heroes in
order to give them a run for their money. When two characters
are opposing each other in rolls (like evasive action and dog tail-
ing), two successful rolls means there is no change in the situ-
ation (see the example of combat below).

Evasive actions and stunts are so involved and chaotic, that
the pilot (or gunner) can not hope to get a shot off at a target.
These two maneuvers prohibit the pilot (or gunner) from attack-
ing, but they can still take actions equal to their number of hand
to hand attacks (within reason, of course).

Roll under the piloting skill to complete each maneuver.

Evasive Action

Fleeing or dodging another aircraft, obstacle, missile, or other
attack by moving out of the way. This is the only way to avoid a
large volley of missiles or several simultaneous attacks/bursts.
All attacks are lost while engaged in evasive action; unless
something suddenly flies directly in front of the vehicle, but even
then the pilot is -4 to strike. This tactic will lose any attacker(s),
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meaning they cannot attack unless the attacker(s) engage in a
“dog tail” chase.

Skill Penalty: -12% and no attacks are possible.

A failed roll means an ineffective evasive maneuver and the
craft is struck by any attacks it was attempting to avoid. A failed
roll also means that any dog tails can take their full round of at-
tacks on the dog. All of the player’s attacks are still forfeit if an
evasive action roll is failed (the maneuver takes one melee re-
gardless of success).

Note: ground vehicles can use Evasive Action to attempt to
avoid missile volleys, but the penalty is increased to -30%.

Tilt Dodge

This is a difficult maneuver in which the pilot attempts to avoid
an attack by quickly tilting or jerking out of the way at the last m-
inute. In this way, the pilot can stay on course and continue his
own attacks (if any).

Skill Penalty: -35%; -2 to strike for the round.

A failed roll means no dodge, the craft is hit and takes full
damage. A tilt dodge can be used to avoid each, individual at-
tack. A tilt dodge can not avoid more than one blast from a muilti-
ple and simultaneous assault; evasive action would be necessary
(if evasive action is used in the middle of a melee round, instead
of the beginning, a whole new melee round begins, unless the
evasive action fails, in which case the aircraft is hit by the remain-
ing attacks that round).

Stunts

These are sudden, severe or highly difficult maneuvers, in-
cluding dives, sharp tums, dead man’s drops (a nearly straight
down, high speed drop), tumbles, somersaults and similar ac-
tions.

Skill Penalty: -30%; no attacks possible that melee.

A failed roll means the stunt is incomplete and serious diffi-
culties are encountered. Roll percentile dice on the following ta-
ble:

01-40 Engine chokes, stalled out and descending. Must re-
start the vehicle. Pilot skill roll at -25%; try once per melee. Alti-
tude is lost at a rate of 500 feet (150 m) per melee (an
Emergency Landing may be necessary). All attacks are defen-
sive only and at -4 to strike.

41-70 Stunt maneuver botched, speed and altitude reduced
by 1/3.

71-88 Engine difficulties; forced to make an emergency
landing. Repairs will require 4D6 hours.

89-00 Engine and/or vehicle damaged beyond repair, crash
inevitable. Character must parachute to safety (or use a space
suit). An optional tactic is to direct the vehicle on a suicide crash
into an immediate target (Requires a strike roll, and a pilot roll
must be made at -20% to parachute to safety in time. Failure
means the pilot suffers crash damage).

Emergency Landing

Executed when the vehicle or pilot is damaged and flight can
not be maintained, like during a failed stunt roll or when called
shots destroy/impair the engines.

Skill Penalty: -30%,; attacks are all lost.

A failed roll will result in a crash landing.

Roll on the following table for Crash Landings:

01-31 Pilot and/or passengers survive, minor injury (1/4
damage).

32-57 Crash, pilot and passengers take half normal damage.
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58-80 Pilot and passengers take full damage; or they are
in critical condition/coma (zero hit points) and require immediate,
extensive medical treatment. Treat as surviving death and coma.

81-83 Vehicle explodes on impact, doing 2D6x10 additional
points of damage.

84-00 Passengers survive with minor injury (2D6), pilot
takes full damage. An option on this result and all crash landings
is for the pilot to simply parachute to safety, but in this case, the
craft will take double damage on impact.

Dumb Luck comes into play when the character has no other
choice. Even the worst crash can be survived if the character can
roll a 20 or less on percentile. Success means they are thrown
clear and take only 4D6 damage. Failure means taking full dam-
age from the crash.

Remember to determine damage to the craft in a crash.

Shadow

This is a maneuver in which the air vehicle pursues another
vehicle without detection. It is usually done by flying above and
behind the pursued, using clouds as cover. The pursuer will
mimic the vehicle pursued in every way, so that they will be
thought to be a radar shadow or aberration.

Skill penalty: -20%; no attacks are possible without revealing
one’s true position and nature. While imitating the evasive ac-
tions, stunts, and so on, of the craft being shadowed, roll with the
appropriate penalty for each maneuver being copied.

Dog Tail

This an offensive maneuver in which the pilot closely pursues
an enemy air vehicle while locked in combat. This is the only
maneuver that can follow a vehicle taking evasive action. By
hanging onto the enemy's tail or "dog tailing," the attacker can
usually strike with little or no fear of counterstrikes. Note that
following an evading or stunt performing vehicle is as chaotic for
the dog tail as it is for the dog, and no attacks are possible. Only
during rounds where the dog chooses to tilt dodge, speed
escape, or fails an evasive action/stunt roll can the dog tailer
attack, but on those rounds, he gets his full attacks at no
penalties. If the dog makes a successful stunt or evasive action
roll and the dog tail fails his roll, the tail is lost and jockeying for
position begins again. If both succeed or both fail their rolls, there
is no change (unless a stunt roll fails and the plane crash lands).
A crashing plane can not be dog tailed, but an attack run can be
made every other melee round using all of the pilot's attacks.

Skill Penalty: -15%; no strike penalty.

A failed roll means the target has slipped out of striking
range/area (unless the target made a successful evasive action
roll, the dog tail is still in effect). Three failed dog tail rolls means
the dog slips away. Roll every other melee round to maintain the
dog tail position, or for each evasive or stunt action by the dog.

Speed Escape

With this maneuver, the pilot attempts to flee combat by using
speed to take him out of range. Craft attempting to flee faster op-
ponents will have to use stunts to escape instead of a speed es-
cape. Once the character makes a successful skill roll, a D20 is
rolled. The craft's Speed Class is added to it, as well as the char-
acter's P.P. bonus, if any. Any pursuers do the same. If a craft
was dog tailing the fleeing vehicle, it receives a +1 bonus to this
roll. The result works just like a combat roll. The highest wins and
ties go to the defender (in this case, the fleeing vessel). If the
pursuer wins, it gets a full round of dog tail attacks before the
craft compare their speeds and acceleration (combat only contin-
ues if the pursuer is faster than the fleeing vehicle). If the fleeing
vehicle wins the roll, it escapes that round.
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Skill Penalty: -15%; no attacks are possible, and neither is
dodging.

A failed roll means the vehicle has been overtaken/kept up
with and it is subject to a full melee of unavoidable fire.

Some Examples of Aerial Combat

For example, in their initial tussle, the two characters jockey
for advantage. Both attempt to dog tail and both succeed. They
are still in a stalemate, jockeying for position. A few rounds later,
one of them fails a dog tail roll while the other succeeds. The one
who failed now has a tail, but is not subject to a full round of fire
from the dog tail until next round, because it took all of this round
for the tail to get into position. The next round the dog tries eva-
sive action, while the tail tries to attack. If the evasive action is
successful, the attacks from the dog tail will miss, and the tail
must make a roll to remain in the dog tail position. A new round
would then begin. Determine initiative normally. If the evasive ac-
tion roll by the dog is failed, the tail does not have to make a dog
tail roll (unless it is the odd numbered round) and can take his full
number of melee attacks at the dog whose only option is to tilt
dodge (which is useless against bursts or missile volleys). If the
dog makes a successful evasion, stunt, or chicken roll and the
tail fails his dog tail roll, the tail is shaken and the two can now
roll to jockey for position.

Chicken Tactics

Everything we've talked about so far has dealt with the impor-
tance of the vehicle, the importance of skill, and the importance
of luck in air-to-air combat. Chicken tactics bring in a new factor;
Guts. The idea is to challenge your opponent to a test of bravery.
Sure, it’s foolhardy and suicidal, but it can save your hide when
you're outgunned and outmatched.

Chicken Tactics take place in a singe melee round. The melee
is divided up into either 10 or 5 (in the case of divebombing) op-
portunities, or chances, for the vehicles to chicken out and veer
off. Playing Chicken in high-speed aerial combat is a very bad
idea for one big reason. It's sort of like playing Russian Roulette
with a fully loaded pistol, hoping for the one-in-a hundred chance
that the weapon will jam.

However, there are two good reasons for playing Chicken.
First, there’s the possibility that your opponent will “Chicken Out.”
And, if the enemy drops out of the game early enough you won'’t
have to go through with it either. The second good reason for
playing Chicken is that your opponent might go through with it
and fail.

Regardless of your reasons, if you're going to get killed any-
way, isn't it better to have some company?

There are two, basic, “Chicken” maneuvers:

1. Mid-Air Ram Tactic: You don't really want to ram your op-
ponent. A successful ram in mid-air is purely suicidal. The idea is
to make the opponent veer off before you do.

The Mid-Air Ram Tactic can start any time a pilot is being Dog
Tailed. If there is more than one Dog Tail then the player should
specify exactly which vehicle is going to be Mid-Air Rammed .

At the start of the Mid-Air Ram, the penalty for either side to
break off is - 10%. If both you and the enemy want to keep play-
ing, then the game master increases the penalty to - 20%. Each
time both parties ask to keep playing, the Game Master will in-
crease the penalty by - 10%. If both pass at 100% then they will
collide. At this point, attempts to use ejection seats are a good
idea (see the section on saving throws and Ejection Seats).

At any point, either party can give up and return to the dog
and dog tail position, or attempt to veer away. The longer the
game takes, the harder it is to escape. If either character tries to



veer away and fails to veer, it's up to the other character to suc-
cessfully veer to avoid a collision. There is one and only one
chance to veer off for each. If both pilots fail the result is a head-
on collision at full speed.

Incidentally, gunners (but not the pilot) on both craft can take
one melee round of shots at the very start of the Mid-Air Ram.

Here are the possible game results:

Success #1: The enemy succeeds in veering off first. Al Dog
Tails are lost. You now have the choice of Dog Tailing (automat-
ic!) the fleeing enemy and taking a free shot, or running from the
combat.

Success #2: The enemy attempts to veer off and fails. You
succeed in veering off. All Dog Tails are lost and you have the
choice of trying for a Dog Tail, or escaping.

Failure #1: You veer off before the enemy. You are still being
Dog Tailed and the enemy has a free shot.

Failure #2: You try to veer off first and fail. The enemy suc-
ceeds in veering off. The vehicle that veered off has lost its Dog
Tail on you but any other Dog Tails remain. The enemy has the
chance to immediately recover a Dog Tail.

Failure #3: This is the worst result. Both you and your oppo-
nent failed to veer off. The two of you collide head-on. See the
Crash and Damage Table.

Failure #4: To give up and simply slide back into the dog/dog
tail position.

2. Dodge’Em Tactic: This is a tactic for getting rid of a Dog
Tail. It's done by cutting close (too close!) to large, potentially fa-
tal, objects. Can be used with buildings, bridges, deep mountain
passes, large space stations, and so forth.

At the start of the Dodge ‘Em, there is no penalty to veer off. If
both, or all, (since several Dog Tails may be following) parties
wish to keep playing, the penalty for veering becomes -10%. If
both want to continue the next melee, then the game master in-
creases the penalty to -20%. Each melee both parties ask to
keep playing, the game master will increase the penalty by -10%.
Waiting past the -90% penalty means the vehicles will collide with
no chance to veer. Another good time to try the Ejection Seat
saving throw.

At any point, either party can give up and attempt to veer
away. The longer the game takes, the harder it is to escape.
There is one and only one chance to veer off. Failure means run-
ning into the obstacle at full speed.

Gunner strikes are not possible during Dodge ‘Em.

Success #1: Enemy fails to veer away and you succeed. En-
emy crashes.

Success #2: Enemy veers away first and then you succeed in
following (a successful veer). You've lost your Dog Tail and you
can try to Dog Tail the enemy or try to escape.

Failure #1: You veer away first. Provided that the enemy
doesn't fail to veer, you are then subject to a full melee round of
enemy fire and your opponent is still Dog Tailing you.

Failure #2: You fail to veer away. You crash at full speed. See
Crash and Damage Table.

Damage & Crash Rules for Aircraft

If an aircraft should crash, whether it's a result of failed stunts,
damaged engines, or running out of fuel, damage to both the
passengers and the aircraft are determined on the following ta-
ble.

Impact Damage

Vehicle Payload Under 720 mph Over 720 mph

Under 1,000 Ibs (450 kg) 1D6 per 10 mph 1D6 times each
mph
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1,000 to under 9,000 Ibs 1D8 per 10 mph 1D8 times each
mph

9,000 to under 50,000 Ibs 1D10 per 10 mph 1D10 times
each mph

50,000 to 1,000,000 Ibs 2D6 per 10 mph  2D6 times each
mph over 1,000,000 Ibs 3D6 per 10 mph 3D6 times each mph

Notes:

1. “Vehicle Payload” refers to the payload rating found on
the Basic Aircraft Forms Table in the Hardware section. It does
not refer to whatever the vehicle happens to be carrying at the
time of the crash.

2. Damage is based on relative speed. Collision with a sta-
tionary object (the Empire State Building, Boulder Dam, the
Earth) results in both the object and the vehicle taking damage
based on the vehicle’s speed. Objects colliding head-on add their
speeds together to determine damage. Finally, if a vehicle
crashes into the back of another vehicle moving in the same di-
rection (presumably moving a little slower), then the difference
between the two speeds determines the damage.

3. The heaviest vehicle involved in a crash determines which
row of the table is to be used for figuring crash damage. Remem-
ber, both vehicles take exactly the same damage.

4. Characters wearing seat belts and flight or space suits take
only half damage from crashes. Characters not wearing seat
belts and suits take double damage from crashes.

5. As you’ll notice from the table, it is very unlikely that any-
one can survive a crash involving supersonic speeds (over 720
mph). Players should try to avoid such crashes or escape by
ejection. On the other hand, kamikaze crashes at high speed will
do impressive amounts of damage to even the largest enemy
ships and bases.

Air Vehicle Random
Target Table (Optional)

Player characters should “call”’ their shots when firing on en-
emy aircraft. This means they should tell the game master ex-
actly what they are aiming at. Choices include the crew
compartments, the fuel tank, or the engines. The following table
is set up so the game master can determine hit locations for non-
player characters, or as a Random Hit Location Table.

01-10 Crew: One of the crew is being shot at. If the crew
member is armored, then the Strike roll must be greater than the
A.R. of the armor in order to hurt the character. Otherwise, the
armor takes the damage.

11-20 Fuel Tank: Depending on the Strike roll, the damage
will be taken by the fuel tank armor or will penetrate the tank. If
the tank is penetrated, roll on the following table:

01-50 Tiny leak develops — No real problem.

51-70 Serious Leak — Fuel will run out in 1/2 normal time.

71-95 Large hole — Fuel will run out in 2D6 Melee Rounds.

96-00 Fuel catches fire — Will explode in 2D6 Melee Rounds.

21-30 Engine: If the Strike roll exceeds the engine armor’s
A.R., then the engine will take damage. Roll on the following ta-
ble:

01-40 Minor Damage — Reduce Speed Class by 1.

41-55 Engine Stalls Out — Pilot must roll under Pilot Skill in
order to restart it. Can only roll once per melee round.

56-70 Engine Catches Fire — Speed Class goes down 2D6.
If the fire is not extinguished in 4D6 melee rounds, it will spread
to the fuel lines.

71-00 Engine Becomes Irregular — Speed Class drops 1D6.



31-50 Cargo: From 10% to 60% (roll 1D6) of the cargo is ru-
ined.

51-00 Vehicle Random Damage: Roll on Air Vehicle Ran-
dom Damage Table.

Air Vehicle Random Damage Table (Optional)

Any time a shot on a craft penetrates the armor, either by a
roll over the vehicle’s A.R. or when the A.R. has been depleted,
there is a chance that the vehicle may be crippled by the dam-
age.

01-05 Control Mechanism Shot Out — Penalty of 1D10% on
pilot rolls until repaired.

06-08 Landing Mechanism Shot Out — No problem cur-
rently, but the vehicle will have to land without wheels, or skid. Pi-
lot must roll below Pilot Skill with a - 25% penalty to land without
crashing. Crash speed will be from 20 to 120 mph (roll 2D6).

09-12 Streamlining is Warped — Air resistance drops Speed
Class by 1D6.

13-15 Hole in Cooling System — Over the next 6 melees the
engine will get hotter and hotter. After that, there’s a 20% chance
every melee that the engine will suddenly stop. Steam pours out
from under the hood.

16-20 Weapon Systems Out — None of the weapons will
work.

21-25 Electrical System Damaged — Control panel inside
the crew compartment catches on fire. All flying is blind until the
fire is put out. All Pilot Rolls are at a penalty of - 30.

26-30 Pilot Controls Damaged — Pilot skill rolls suffer a
2D10% penalty until fixed.

31-50 Cosmetic Damage — Vehicle loses chrome, paint and
trim. Looks bad, but no real damage.

51-60 Navigation Equipment Destroyed — All further navi-
gation must be done by dead reckoning. Navigator takes a pen-
alty of - 35% on all further rolls.

61-65 Exterior Electronics Disabled — Any electronic de-
vices on the outside of the vehicle are destroyed. Includes radar
and radio antenna.

66-70 Battery Destroyed — Not a problem right away, but
the vehicle can’t be started again without a jump or a replace-
ment.

71-75 Alternator/Generator Wrecked — The vehicle stops
recharging itself and is running off battery power alone. Will work
for 3 to 18 melee rounds (roll 3D6) before draining the battery,
then it'll quit.

76-85 Stall! — Engine linkage temporarily disturbed. Pilot can
roll under Skill on percentile to restart. Can try once every Melee
Round.

86-90 Roll-Over Control Jammed — Vehicle will start rotat-
ing to the right and down. Pilot must roll under Skill every Melee
Round to avoid turning upside down, and all other stunts and
special maneuvers are performed at -15% (including landing).

91-00 No serious damage.
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Outer Space

Fighting in space is pretty much like fighting in the air ... with-
out the air! Here are the main points to consider.

Chicken Games
— Divebombing

The divebombing tactic doesn’t work in space unless there’s a
handy fatal object to run into. Any large asteroid, planet or sun
will do. When the proper suicide-class object does appear, the
game will be somewhat slower, with a - 10 penalty at every deci-
sion point. All other rules are the same.

Chicken Games
— Skimming The Atmosphere

To safely enter the atmosphere means you have to slow down
to Mach 100 or less. Otherwise, the friction of the atmosphere will
burn right through the ship’s hull. And the denser the air gets, as
you go closer to the planet’s surface, the more resistance you
get. At anything over 6 million mph (1% lightspeed), the atmos-
phere at sea level takes on the relative consistency of solid steel
and the ship simply crashes into thin air.

All of this makes for a wonderful, new, Chicken Game; Skim-
ming the Atmosphere. The idea is to build up a high rate of speed
(at least Speed Class 42, Mach 200) and then force any pursuer
(Dog Tail) to follow you down. The longer the game goes on, the
deeper you go and the thicker the atmosphere.

The game is played just like Dodge ‘Em, except that every
round the ships take an increased amount of damage. When the
game starts, the damage is equal to the ship’s Speed Class. Next
stage, when the penalty increases, the damage is the Speed
Class times 2. Then the Speed Class times 4. Then times 8.
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Times 16 and so forth. When all vehicle armor is gone the dam-
age comes off all the component armor and the vehicle’s basic
S.D.C. In other words, at Speed Class 45, on round 3, the 180
points would come off the Crew Compartment, Energy Cells, and
Engine Armor, as well as basic S.D.C.

Missing a roll to Veer means that the ship went down instead
of up, crashing into the wall of air.

Sneak Attacks

Pulling off a sneak attack in space is hard, just because
there’s not a lot to hide behind. Starting behind the shadow of a
planet or a space station is one possibility. Another way to do it is
to play dead and pretend to be debris.

Range

Since there’s no air in space, the range for all energy weap-
ons is multiplied by ten. Projectile weapons, like missiles and bul-
lets, have double their normal range.

Zero Gravity

This doesn’t really change much in the combat system. About
the only thing that changes is that you don't immediately start
crashing when the ship engine’s fail.

Vacuum

Any hit that penetrates a space suit is potentially fatal in outer
space due to loss of air. Any hit over the A.R. of a vehicle will
give it a leaking hole. Any hit over the A.R. of the Crew Compart-
ment’s armor will cause a hole, and any additional hit over the
A.R. of a character’s space suit will open it up and let air escape.

The size of the hole depends on the amount of damage. Holes
of 12 points or less can be patched in a single melee round.
Holes of 24 points or less can be patched within 6 melee rounds.
Holes of greater than 24 points can’t be patched. It takes 3 to 18
rounds (roll 3D6) for all the air to leave any chamber or suit re-
gardless of the size of the hole.
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ALIENS

By Kevin Siembieda & Wayne Breaux Jr.

Aliens are beings from other planets who possess unusual
and extraordinary powers. Some look very much like humans
while others are clearly inhuman. Their motives for coming to
Earth will vary, as will their attitudes. Note that inhuman aliens
with high P B. attributes either look very much like a human, and
are thus attractive, or their inhuman appearance is pleasing and
attractive to humans. Since the setting is (an altemative) Earth,
the standards for beauty are those of the dominant race (and our
players), which is human.

It is important to recognize that not all aliens will be from supe-
rior cultures. Nor will all of them be peaceful and wise. Aliens are
often just like humans. Their motives and reasons are varied, and
can be wholly “humanitarian” or totally selfish. Some are
peaceloving and others aggressive, even savage.

Aliens that are used to a much higher level of advanced tech-
nology will have little advantage on Earth, should they lose the
weapons and devices they brought with them. Why? Well, if they
are incredibly advanced, Earth is not likely to have the techno-
logical capabilities (too primitive and/or alien) to build or repair
their alien mechanisms. Likewise, some otherworldly sciences
(as well as cultural outlook and philosophy) may be so alien or
unique that Earth doesn’t have an equivalent.

In addition, specific minerals, components and/or technologies
may be impossible to find or duplicate on Earth, or even in our
solar system. This may mean the alien character knows how to
build a particular weapon or device, but Earth just doesn’t have
the capabilities or raw materials for him or her to do so. On the
other hand, the alien may (especially if the character is from the
Hardware power category) be able to jury-rig, build, improve or
modify certain mechanisms to make them superior to existing
Earth technology.

The following rules and tables try to take into account some of
the more likely variables when developing an alien character.
They provide ideas regarding the alien’s appearance, environ-
ment, familiarity with Earth, motives and others. These are op-
tional (meaning all of them could be used, or only those that the
Game Master and players feel are appropriate) and designed to
allow G.M.s and players variety and flexibility when creating their
own alien races. They are guidelines that can be adjusted or
modified as necessary. Just be careful to maintain playing bal-
ance and some reasonable level of plausibility.

Much more extensive information on playing alien characters,
including more than 80 specific, fully detailed races and a large
variety of alien weapons and equipment, can be found in the up-
dated sourcebook, Aliens Unlimited™, for Heroes Unlimited
(fully compatible with this second edition). Also look for the He-
roes Unlimited™ Galaxy Guide™ (a Summer ‘98 release)
which expands on the extensive information given in Aliens Un-
limited™, plus Rifts® Dimension Book 4: Scraypers and Del-
phineous’s Guide to the Megaverse®, both of which are
designed for use with Rifts® and Heroes Unlimited, 2nd Edition.
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Step 1: The Usual Stuff

The eight attributes, Hit Points, and alignment are determined
as explained in the beginning of the book. Nothing is changed;
however, physiological differences may provide bonuses and
modifications to some of the attributes and S.D.C. so write them
in pencil until all cumulative bonuses are accounted for. Likewise,
the alien’s physical appearance may result in attribute or S.D.C.
adjustments and bonuses. All bonuses are cumulative.

Step 2: Alien Appearance

The unlimited possibilities for the appearance of aliens can not
even be adequately condensed into a single, or even a dozen, ta-
bles, but the following table does provide a variety of possible ap-
pearances for the aliens in a Heroes Unlimited™ campaign.

01-20 Human-like: Can easily pass for being human.

21-40 Humanoid: Resembles Earthlings closely, are bipedal,
have two legs and arms, one head, two eyes, a nose and ears,
but have some distinguishing alien physical characteristic(s).

Roll 1D4 times on the Unusual Characteristics Table in the
Mutant section.

Also roll to see if the alien has strange ears or odd skin color.
01-07 Unusually tiny ears.
08-16 Unusually large or strangely shaped (pointy, etc.) ears.

17-35 Skin is consistent with the many colors and hues of or-
dinary humans.

36-00 Odd Skin Color
Roll percentile dice to determine skin color:

01-10 Yellow 51-60 Stark White
11-20 Green 61-70 Dark Blue
21-30 Red 71-80 Coal Black
31-40 Grey 81-90 Purple

41-50 Light Blue 91-00 Orange

41-45 Humanoid Insect Appearance: Large round eyes, an-
tennae, claw-like hands and feet, no body hair, and a natural
exoskeleton. The antennae are additional sensory organs for air
vibrations, scent and sound, provides the following bonuses: +1
on initiative, +1 to dodge, half the normal penalties when blinded,
and is difficult to surprise. Roll for type of exoskeleton and its bo-
nuses:

01-40% Soft Exoskeleton: +3D4x10 S.D.C. and natural A.R.
of 10; skin/chitin color of choice. Increase speed attribute 10%.
Reduce P.B. by 10%.

41-00% Hard Exoskeleton: +3D6x10+40 S.D.C. and natural
A.R. of 14; skin/exoskeleton color of choice. Reduce speed by
10%, and the skills prowl, swim, acrobatics and gymnastics are
performed at -10% and disguise at -60%. Reduce P.B. by 20%.

46-51 Stereotypical “Classic” Alien Appearance: The tradi-
tional alien with a bald, big head, dark almond-shaped eyes,
spindly arms and legs as reported by victims of alien abduction.
Little or no facial features, a slit or two for a nose, long, smooth,
featureless limbs, 1D4+1 fingers (plus an opposable thumb) and
toes; generally a non-human appearance. These aliens also
have a pale complexion. Bonuses: +2 to P.P. and +1 to M.E.
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52-56 Humanoid Skeletal: Sunken eyes and cheeks, very
thin, long limbs, thin waist, and bony hands and body; skin may
be soft and warm, or rough and hard, like bone. The shape of the
body does not have to be human, and can be humanoid, animal-
like or any of the general shapes noted in this table. No body
hair, although some may have hair on their heads. Bonuses: +1
to P.P., +1D6 to Speed, and has a Horror Factor of 9+1D6. P.B.
cannot be higher than 8.

57-61 Humanoid Amphibian: Soft, smooth skin, webbed
hands and feet, semi-aquatic. Bonuses: Can hold breath for 20
minutes, the swimming skill is automatic at 90% proficiency and
swimming speed is six times greater than the alien’s normal run-
ning speed. Maximum depth tolerance (unless a super ability al-
ters this) is 500 feet (152 m).

62-64 Vegetation: Composed of the same fibers and materi-
als as Earth plant life. Bonuses: +40 S.D.C. The plant being does
not register on heat or infrared sensors. They also heal twice as
fast as humans, possess extraordinary strength, and draw nour-
ishment from sunlight, water and minerals from the ground (gen-
erally don’t need to eat).

65-66 Humanoid Pig: Husky build with a large, wide, pig
nose and mouth, small eyes, and large ears. Can be smooth and
pink with thin hair, or have coarse white, grey or brown hair and
look boar-like, complete with a wild mane of hair on the head and
running down the back of the neck. Bonuses: +1 to P.S. and
P.E., and +3D6+6 to S.D.C.

67-70 Humanoid Atroxian: Tall, serpent-like alien with flat,
wide head, round eyes, large mouth, prominent fangs (1D6 or
2D4 bite damage), long, thin neck and limbs, and a slim, pliable
body; 80% are double jointed. Able to slip out of hand cuffs or
bound ankles 65%, and 45% likelihood of escaping from bound
limbs, straight jacket or prison sell with bars (can try to escape
once per melee round/every 15 seconds). Bonuses: +1D6 to
speed, +10 to S.D.C., +2 to save vs poison and drugs, natural
thermal imaging sense (range 50 feet/15 m), and +5% to the Es-
cape Artist skill.

71-73 Humanoid Reptilian: Lizard-like features, leathery or
scaly skin, little or no body hair, long, clawed fingers. Bonuses:
+30to S.D.C., +2 to P.P. and +1D6 to damage from claws.

74-76 Humanoid Canine: Dog-like features, muzzle, ears,
body fur or extreme body hair, round dark eyes. Bonuses: +1D4
to P.S., +2D6+4 to Spd, and +10 to S.D.C.; has excellent sense
of smell and hearing (top range of human capabilities).

77-79 Humanoid Avian: Bird-like features with large, round
eyes, clawed feet and hands, and feathers for hair. Only 10%
have large wings, capable of flying. Most bird humanoids have no
wings or the wings are small/stunted and incapable of flight. Bo-
nuses: +1D6 damage from claws, most (80%) are ambidextrous
and all have keen hearing and sight twice as good as a human’s.
Those with flight capable wings will have a flying Speed attribute
of 1D6x10+24.

80-82 Humanoid Mineral: Rocky or crystalline appearance.
Bonuses: Natural body armor with an A.R. 14, +180 S.D.C. and
+4D4+10to P.S.

83-85 Humanoid Feline: Cat-like features; bright oval eyes,
fur covered body, pointy ears, and small fangs (+1D6 damage
from bite attack). Bonuses: +2 to P.P., +1D6 to Spd, +10% to
climb, +10 S.D.C. and 01-50% will have retractable claws (+1D6
damage from claw attacks in addition to usual punch and P.S.
bonus damage).

86-88 Humanoid Ape: Resembles an ape (no tail); long
arms, fur covered or extreme body hair. Bonuses: +1 to 1.Q and
M.A,, +1D6 to P.S., and +20 to S.D.C.

89-90 Humanoid Elephant (or similar beast, hippo, etc.):
Large body, short limbs, thick, wrinkled skin (A.R. 7), wide head
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with long nose, large ears, small eyes, and may have tusks (01-
45% chance; inflict 2D4 damage). Bonuses: +2D6 to P.S. and
+1D4 to P.E. attributes, +30 to S.D.C. Also add 4D6 inches (8D6
cm) to height. Weighs twice as much as a human of comparable
size.

91-92 Humanoid Bison or Wildebeest: Wide, low forehead,
wide nose, huge shoulders, may have horns (1D6 damage), and
long hair or fur. Bonuses: +1D6 to P.S., +2 to P.E. and +24 to
S.D.C.

93-94 Humanoid Rhinoceros: Large, powerful body, thick
skin (A.R. 10), little or no hair, wide hands and feet, long, wide
face with high ears, and a small mouth low on the face. May or
may not have one or two horns (01-45% chance) above the
nose. If so, it does either 2D4 (01-75%) or 2D6 (76-00%) dam-
age. Bonuses: +2D6+12 to P.S., +1D4 to P.E., +2D6+6 to Spd,
and +40 to S.D.C. Weighs nearly twice as much as a human of
comparable size (about 80% more).

95-96 Demonic Appearance: Either fairly human in appear-
ance but devilishly attractive (+2D4 to P.B.), with small horns,
fangs, and red or bronze skin, or monstrous, with large horns or
spines (especially on the head, forearm, elbow or shoulders),
pointed teeth and/or large fangs, claws (+1D6 damage), and un-
usual skin color and texture (lumpy, scaly, slimy, etc.). A tail (only
prehensile 01-33% of the time) or an extra pair of limbs (01-15 no
extra limbs; 16-45 wings with a flying attribute/speed of 6D6+10;
46-80 two small arms with a P.S. of 2D6+6; 81-00 two normal
arms: same P.S. as the character. In either case, the extra arms
add one melee attack but do not gain the other bonuses for Multi-
ple Limbs unless that minor ability is also possessed).

Bonuses: +2 to P.S. (which is superhuman for those with the
monstrous appearance), +1 on initiative, +2 to save vs Horror
Factor, and a +20 to S.D.C.

97-98 Humanoid but Artificial Life Form/Robot: These ali-
ens are some sort of advanced robot or android. They will seem
more human than machine-like, and possess an organic intelli-
gence/brain, or super-sophisticated artificial intelligence on the
level of a human brain. Bonuses: The character is immune to
psionic powers that are not physical in nature, never tires, and
rarely sleeps (only needs 3-4 hours of sleep or rest).

99-00 Humanoid Aquatic: Fish or aquatic mammal (dolphin,
whale, seal, etc.) with webbed feet and hands, smooth or scaly
skin, blow-hole or gills, no body hair, and dull grey to brightly col-
ored. Bonuses: Swimming ability is equal to the swimming skill at
98%, swimming speed is 3D4x10, running speed is rarely higher
than 10, can hold breath underwater for 3D6 minutes (indefinitely
for gills), depth tolerance is 2D6x1000 feet, and +20 to S.D.C.

Step 3:
Physiological Modifications
due to Unearthly Environments

Roll percentile dice to randomly determine the environment of
the alien’s homeworld. If the G.M. allows it, the player can make
a selection rather than a random roll, however, in this case, ran-
dom is probably preferred and more fun than predetermination.
Of course, if several players have characters that are from the
same planet, then all should have the same Unearthly Environ-
mental category and subsequent features, bonuses and penal-
ties.

01-05 Normal Earth Environment: The homeworld of the
alien is virtually identical to that of Earth; no bonuses or abilities.

06-14 High Gravity: The gravitational force of the alien’s
homeworld was considerably greater than Earth’s. That gave the



Quentin Milton

alien greater mass and physical endurance, but he is much faster
and lighter on our planet than on his homeworld.

Height: 5 feet plus 1D6 inches (1.5 to 1.7 m).

S.D.C. Bonus: 3D4x10

Other Bonuses: +2D4 to the P.S. and increase speed attribute
by three times. +1 on initiative.

15-21 Low Gravity: The alien’s homeworld had a much
lighter gravity than Earth’s. This has made the alien much taller
than a typical human. Although the increased gravitational pull of
Earth slows the alien down, it also provides him with somewhat
greater mass.

Height: 5 feet, 5 inches plus 1D6 additional feet (2.0 to 3.5 m).

Weight: Add 1D4x100 pounds (1D4x45 kg).

S.D.C. Bonus: 1D4x10

Other Bonuses: Add 1D4 to the P.P. attribute.

Speed Penalty: Reduce normal speed by half.

22-30 High Radiation: Impervious to radiation that is normally
deadly to humans. The character can also see ultraviolet light.
The alien radiates low levels of radiation that will begin to harm
humans exposed to him for more than a few weeks. If the alien
does not wear a radiation shielded survival suit, those around
him will contract radiation poisoning on a result of 1-30%; roll
once per each week of exposure.

Note: The symptoms and effects of radiation poisoning are
given under the Control Radiation Major Super Ability.

Height: 6 feet plus 1D6 inches (1.8 to 2.0 m).
Weight: 190 plus 1D6 pounds (87 to 89 kg).
S.D.C. Bonus: 1D4x10

31-40 Frozen World*: Extremely low temperatures are the
normal condition on this planet. Temperatures will range from
freezing to hundreds of degrees below zero. The alien can come
from areas that experience some warmth, up to +30 degrees
Fahrenheit (0 C), or constant sub-zero temperatures as low as -
200 degrees Fahrenheit (or -130 C).

Height: 5 feet plus 3D6 inches (1.6 to 2.0 m).
Weight: 120 plus 2D6x10 pounds (63 to 109 kg).

The following table determines the exact temperature range a
character comes from. All aliens adapted to frozen worlds must
wear refrigerated environmental suits to survive outside of their
comfortable range of frigid temperatures — warmth hurts.

01-39 Tropical to temperate latitudes. Average temperatures
are in the teens with highs near 25 degrees Fahrenheit (average
-7 to -10 C, high near -4 C). The alien becomes very uncomfort-
able at temperatures above 45-50 degrees Fahrenheit (7 to 10
C). Heat will begin to take its toll at 60 degrees Fahrenheit (16 C)
or higher. Bonuses: +4 to save vs cold-based attacks or condi-
tions, and suffers only half damage if the roll to save fails. Does
not suffer from exposure in temperatures as low as zero Fahren-
heit. Add 15 points to S.D.C.

40-64 Cold, upper latitudes. Temperatures stay at or near 20
degrees below zero (-29 C) most of the year. The alien begins to
suffer heat effects at 30-40 degrees Fahrenheit (O to 4 C). Aliens
from these conditions must wear some form of light refrigeration
suit to keep them comfortable in an Earth-like environment. Bo-
nuses: Automatically takes half damage from any cold-based at-
tack and does not suffer from exposure unless the temperature is
lower than 20 degrees below zero Fahrenheit (-29 C). Is +6 to
save from cold based attacks (no damage if successful) and +25
to S.D.C. 65-00 Arctic pole areas. Temperatures hover around
40 degrees below zero (-40 C) most of the year but can drop
three times below that. Heat damage begins to affect the alien at
20 degrees Fahrenheit (-7 C).
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Bonuses: +40 to S.D.C. These aliens are impervious to even
deadly cold, no damage, but they must wear heavy refrigeration
suits to survive in Earth-like environments or temperatures above
zero Fahrenheit.

41-50 Toxic Atmosphere: The alien’s homeworld has an at-
mosphere that is poisonous to Earthlings. It is either a chemical
soup of pollution, or made up of gases different than those found
in Earth’s atmosphere. As a result, the alien can not breathe the
air on Earth. He will have to wear a breathing apparatus to sur-
vive on Earth. The alien can also be from a planet with little or no
atmosphere and doesn’t need to breathe at all. However, if this is
the case, the character will not have a sense of smell or taste. In
either situation, the alien is immune to the effects of gases, odors
and many toxic airborne substances, but disease, radiation,
strong liquid poisons and acids will still harm him.

Height: 6 feet plus 1D6 inches (1.8 to 2.0 m).
Weight: 180 plus 2D6 pounds (82 to 87 kg).
S.D.C. Bonus: Add 2D4x10

51-60 Vegetation World: The alien’s home planet is a fertile
garden of greenery. The land masses are covered with immense
growths of brush and huge plants. The trunks of giant vines are
used as thoroughfares and massive trees are hollowed out for
homes. The alien spent much of his time climbing through the
dense foliage and is likely to have evolved body features to help
him get around in this environment; roll on the following table:

01-15 Prehensile feet and tail.
16-30 Prehensile tail only.
31-50 Prehensile, clawed feet only.

51-70 No fear of height and a natural acrobat; +10% on climb
skill and +2 to roll with fall or impact.

71-00 No special developments; +5% to climb skill.

Height: 5 feet plus 1D4 feet (1.8 to 2.7 m).

Weight: 150 Ibs plus 3D6 Ibs per extra foot (68 kg plus 0.9 to
9.1 kg per extra 0.3 m).

Bonus: Acrobatics: These aliens automatically have the acro-
batics skill at +10%.

S.D.C. Bonus: +10 to S.D.C.

61-70 Thermo World*: This planet is the exact opposite of
the frozen world. Temperatures will range from 95 degrees Fahr-
enheit (35 C) to highs of nearly 300 degrees Fahrenheit (150 C).
The alien can come from a variety of areas on the planet with
varying ranges of temperatures. All such aliens must wear envi-
ronmental suits with a heating unit to survive in places other than
the tropics or a desert.

01-39 Cold, upper latitudes. Temperatures stay at or near
110 Fahrenheit (43 C) most of the year. The alien begins to suf-
fer cold exposure at 75 degrees Fahrenheit (24 C).

Bonuses: +4 to save vs heat attacks and reduce damage by
25% even if the roll to save fails. Is unaffected by temperatures
under 140 degrees Fahrenheit and gets a +15 S.D.C. bonus.

40-64 Temperate, middle latitudes. Average temperatures
are 130 to 145 degrees Fahrenheit (54 to 63 C). The alien will
become very uncomfortable at temperatures below 100 degrees
Fahrenheit (38 C) and will suffer cold exposure at 85 degrees
Fahrenheit (29 C). Aliens from these conditions must wear some
form of survival suit to keep them alive and comfortable in an
Earth-like environment.

Bonuses: Half damage from any heat-based attack and is un-
affected by temperatures under 200 degrees Fahrenheit; +25
S.D.C.

65-00 Tropical, near the equator. Temperatures regularly
reach 200 degrees Fahrenheit (93 C). The alien has a high toler-
ance to heat and will freeze in the pervasively cold environment
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of Earth — 99 degrees Fahrenheit (37 C) or colder. These aliens
are impervious to even scathing heat up to 300 degrees Fahren-
heit (112 C); no damage, but must wear an environmental suit to
survive in an Earth-like environment, with its wide range of tem-
peratures.

Bonuses: +40to S.D.C.

Height: 5 feet plus 4D6 inches (1.6 to 2.1 m).

Weight: 100 plus 2D6x10 pounds (45 plus 2D6x4.5 kg).

71-80 Twilight World: An extremely dark, night-like world,
which makes the alien highly sensitive to light and dark. While
the alien can see well in near total darkness, light more than 60
watts is considered bright, and 100 watts or higher is blinding.
The alien must wear a protective photo-sensitive visor, goggles,
or similar eye shields to see in daylight, otherwise he is blind and
-8 to strike, parry, and dodge.

Height: 4 feet plus 1D4 feet (1.5 to 2.4 m).
Weight: 100 plus 2D4x10 pounds (45 plus 2D4x4.5 kg).
S.D.C. Bonus: Add 10 S.D.C.

Bonuses: Nightvision 600 feet (183 m). Sensitive hearing,
about 20 decibels beyond the human range, and +1 on initiative.

81-90 Aquatic World: The alien comes from a civilization that
never left the ocean to walk on dry land, or has returned to the
water where they have flourished. These aliens do not have to be
fish-like in appearance. They swim with 85% proficiency and a
speed equal to 2D4x10 (running speed is typically 70% slowerl!).
Aliens with an aquatic appearance are already assumed to come
from an aquatic planet and may be allowed to re-roll their home-
world if they wish.

Height: 6 feet plus 4D6 inches (1.8 to 2.4 m).
Weight: 190 plus 4D6 pounds (86 plus 2D6 kg).

P.S. Bonus: +1 above water; +1D6 below water. This is a one
time bonus that remains constant each time they enter the water.

S.D.C. Bonus: +10 above water and an additional +20 below.

Other Bonuses: +2 to dodge underwater, can hold breath for
1D6x10 minutes (or may have gills, and can only breathe air for
1D6x10 minutes), and has a depth tolerance of two miles (3.2
km).

91-00 Abrasive Atmosphere: High, scathing winds or a cor-
rosive atmosphere is this alien’s natural environment. The being
has developed a tough, thick skin or leathery plating like an Earth
rhinoceros.

Height: 4 feet plus 1D6 feet (1.5 to 3.0 m).

Weight: 200 plus 4D6x10 pounds (90 plus 4D6x4.5 kg).

A.R.: 12. This is a natural armor rating; results below 12 may
hit, but they do no damage.

S.D.C. Bonus: Add 3D6x10 S.D.C.; physical strength is equal
to the Minor Super Ability of Extraordinary Strength.

* Note: Any alien exposed to temperatures beyond his toler-
ance level will begin to suffer from exposure which will slowly kill
the character. In game terms, it has the following effects:

A penalty of -2 on P.S. and P.P., -8 on S.D.C., and a reduction
of speed by one-third is applied for every 12 hours of exposure.
These penalties are cumulative for each 12 hour period. After the
S.D.C. is gone, damage continues to be done and Hit Points drop
at the same rate. The alien is slowly dying and needs to be put
into a refrigerated/heated suit, and/or into a freezing/blistering en-
vironment to stabilize and recover. These same rules apply to hu-
mans and other aliens exposed to temperatures beyond their
normal tolerance.
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Step 4:
Determining Super Abilities

The player can select or randomly roll a power category, de-
pending on what the Game Master allows.

Random Power Category Table

01-10 Alien Mutant (has Super Abilities): Design as usual,
including rolls on the Unusual Characteristics Table in the Mutant
section and random determination of Super Abilities (see that
section for tables).

11-40 Possesses Super Abilities: Select one Major and one
Minor super ability, or four minor powers, or roll on the Random
Ability Tables. These abilities are common to all members of that
alien race, and are natural aspects of the alien’s biology, like his
five senses. This also means they are not affected by the Negate
Super Powers ability.

41-50 Hardware or Physical Training: Create as usual, but
keep in mind the alien’s background, orientation and motives.
Alien Hardware Weapons characters are only -40% for energy
weapon construction.

51-60 Psionics: Design as usual.

61-70 Experiment (has Super Abilities): Select two minor
super abilities and one major, or four minor powers, or roll on Ta-
ble C in the Experiment section (rolling on tables A, B, D, E, and
F are optional).

71-80 Bionic: Design as usual, but maximum P.S. is 40, P.P.
is 26 and Spd. is 200.

81-90 Alien Mystic: Design as usual.

91-00 Robot: Design as usual, but maximum S.D.C.s are in-
creased by 5%.

Step 5:
Determining Education & Skills

The alien education table is more specific and restricted than
the normal education table for humans. This is because alien
visitors are usually part of a larger crew (you're not likely to get to
Earth in a one-man spacecraft), and thus, a specialist in their
field. The Heroes Unlimited™ Galaxy Guide offers an alterna-
tive to this system.

Randomly roll for skill range or pick one, depending on what
the G.M. allows.

01-14 General Studies: Select three skills from science, pilot
and communications, plus select nine secondary skills. Skill Bo-
nus: +5% to all skills, including secondary.

15-28 Pilot: Select five piloting skills (any), three pilot related
skills, and two skills from communications and mechanical, as
well as basic and advanced mathematics, computer operation,
and four secondary skills. Skill Bonus is +15% on all piloting and
pilot related skills, +5% on all others.

29-42 Military Specialist: Select five from espionage and five
from military, 1D4 from physical, plus one hand to hand combat
skill of choice, four weapon proficiencies and select four secon-
dary skills. Skill Bonus: +10% on espionage and military skills
only.

43-55 Science Specialist: Select five skills from science, two
from medical, two from physical, two from communications, plus
computer operation, basic math, and read sensory instruments.
Also select five secondary skills. Skill Bonus: +20% to all sci-
ence skills and +10% on all others, except secondary skills.

56-71 Combat Specialist: Select four physical skills plus one
hand to hand of choice, six weapon proficiencies (any), one pilot,
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and first aid, plus six secondary skills. Skill Bonus: +10% except
on secondary skills.

72-85 Rogue/Smuggler: Select 1D4+3 skills from the rogue
category and 1D4 from espionage, plus two from communica-
tions, weapon proficiencies, mechanical, and physical. The char-
acter also has the basic math skill and computer operation, and
four secondary skills. Skill Bonus: 10% to all rogue and espio-
nage skills, and +5% to all others, except secondary skills.

86-00 Engineer: Select six skills from the combined catego-
ries of electronics and mechanical, two each from science and
communications, plus computer operation, read sensory equip-
ment, and basic and advanced mathematics. Also select five
secondary skills. Skill Bonus: +25% on all electronic and me-
chanical skills, and +5% on all others except on secondary skills.

Special Note: All aliens can learn three additional secondary
Earth skills, but only if taught by a friendly human. Most aliens
who have studied Earth can speak two languages or have a lan-
guage translator (G.M. decision).

Step 6:
Reason for Coming to Earth

01-19 Last of a race of people. Has come to Earth because:

01-25 Earth reminds him of home.

26-50 It’s a nice place; he/she just likes this planet.

51-75 To save mankind from itself.

76-00 Crash-landed and is stuck here with no hope of repair-
ing (or recovering) spaceship — ship is destroyed.

20-38 Crash-landed! Trapped on Earth, but will try to make
the best of things; spaceship is destroyed. Feelings about Earth
are:

01-20 It's an unpleasant world filled with barbarians.

21-40 It’s a nice place; he/she likes it here.

41-60 Reminds him of home.

61-80 It's okay, but a bit primitive for his taste.

81-00 Undecided, but has no place else to go.

39-55 Outcast! A fugitive from his own world for political, so-
cial, racial, religious or criminal reasons. There is a 01-50%
chance that the alien is being hunted/pursued by his persecutors,
bounty hunters or the law. He/she has selected Earth as a new
home because:

01-20 It's more primitive and life should be easy.

21-40 To be free of his world’s prejudice and/or persecution.

41-60 It’s a nice place and he/she likes it here.

61-80 To hide from those seeking him out for punishment or
retribution.

81-00 Lost, this seems as good a planet as any to settle on.

56-70 Intergalactic Champion of Justice. The alien has
come to protect Earth because:

01-20 Earth needs guidance and direction if it is to blossom
into a productive member of the intergalactic community.

21-40 It caught his eye and seems like a worthy cause/place;
generally likes Earth and its people.

41-60 Chose Earth because he/she likes the planet and its
people, but tends to be very paternal and overprotective about
his or her adopted world.

61-80 Assigned to Earth. Finds humans to be very interesting,
but has not yet decided if he likes them or not. Tour of duty on
Earth is at least 4D4 years.

81-00 Assigned to Earth. Finds its people primitive, aggres-
sive, unfriendly, crude, and generally beneath him. The alien
tends to be rude, arrogant, and condescending toward most “in-
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ferior” humans, but he does his job the best he can (whether the
people want his help or not). Assigned for 4D4 years.

71-85 Glory hound who chose Earth to get fame and fortune.
Since Earth is more primitive than the alien’s homeworld, it
seemed like an ideal and easy opportunity. While the alien views
Earth as “inferior,” he/she does not dislike it or its people. On the
contrary, he/she likes it very much. It's just that he/she is supe-
rior. This character is friendly, sincere, and gung-ho, but also a
condescending, arrogant braggart and show-off.

86-00 Explorer or scientist who came to study Earth and
couldn’t help getting emotionally involved. The alien likes the
people of Earth very much, and strives to become a champion,
protector or mentor to its people.

Step 7:
Familiarity with Earth

01-20 No familiarity with Earth’s culture, science, or laws.
However, he can understand, speak, and write one Earth lan-
guage quite well; 80% skill proficiency (a quick study). The G.M.
can also allow a universal language translator at 88% proficiency
in order to understand and speak other languages.

21-60 Some Familiarity with Earth, its major nations, cul-
tures, customs and laws. Can speak, read, and write three Earth
languages at 90% skill proficiency.

61-00 Has studied Earth extensively and is as knowledge-
able about the planet, its people, customs, laws and cultures as
any educated, native Earthling. The alien can speak, read, and
write five different Earth languages fluently (98% skill proficiency)
and may have a language translator as well.

Step 8: Equipment

Earth Clothes/Disguises

01-30 None

31-55 Several sets of clothing of varying fashion, from name
brand tennis shoes and designer jeans to dress clothes.

56-75 Several sets of clothing for everyday apparel; generic
labels and nothing fancy, only casual clothing.

76-00 Several suits of worn, used (shabby) and/or outdated
clothes 4D6 years out of fashion.

Special Alien Weapons

There are two tables for special weapons. One is for high-tech
ranged weapons, and the other is for special, high-tech melee
weapons. The player should roll or choose which table he/she
wishes to roll on for his character’s special weapon (not likely to
have both). Roll on only one of the tables.

01-40 Special Ranged Weapons Table

41-00 Special Melee Weapons Table

See the equipment section for conventional S.D.C. weapons.
Also see the Compendium of Contemporary Weapons for over
400 different weapons, including pistols, rifles, machineguns, ba-
zookas, laws, and mortars, plus hand grenades, scopes, riot con-
trol items, body armor, and a selection of tanks, armored cars,
optional hit location tables and rules for shock and blood loss.

High-Tech Weapons

01-08 Laser Rifle: Range: 1400 feet (427 m), damage 6D6
per blast, 20 shot energy clip.

09-16 Laser Pistol: Range: 300 feet (91 m), damage 4D6, 15
shot energy clip.

17-24 Stun Pistol: Range: 135 feet (41 m). Damage to nerv-
ous system dazes victim: -8 to strike, parry, dodge, no initiative,
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and reduce attacks per melee by half. Duration: 1D4 melee
rounds. 10 shot energy clip.

25-32 lon Blaster (Pistol or Rod): Range: 200 feet (61 m),
damage 5D6, and a 20 shot energy clip.

33-40 Alien Submachine Gun: Range: 600 feet (183 m).
Damage 4D6 per shot, 60 round magazine.

41-48 Mini-Laser: Small rod the size of a flashlight. Range:
100 feet (30.5 m). Damage 2D6; 10 shot energy clip.

49-56 Sonic Blaster: The sonic blaster generates shock
blasts. The vibrations that cause the damage tend to jolt some-
one, even when they impact against body armor. On a roll below
the armor rating, a sonic blaster does half damage to the armor.
Half of any sonic damage carries through the armor and hits the
person inside. Range: 80 feet (24 m), damage 3D6, 20 shot en-
ergy clip.

57-64 Sonic Disrupter: Similar to the stun gun, these weap-
ons cause disorientation and loss of consciousness by using high
frequency sound. Range: 150 feet (46 m). Physical damage is
only one (1) point, but there is a chance that a person shot by the
blast is rendered unconscious for 1D4 melee rounds (victims
must roll a 14 or higher to save, P.E. bonus applicable; +4 to
save if wearing protective armor), otherwise they lose one melee
action and are -4 to strike, parry and dodge. 10 shot energy clip.

65-71 Microwave Gun: This can be either a pistol (1-60%) or
rifle (61-00%). The energy from these weapons concentrates
within a target as it passes through it and generates heat. The
nature of the energy is such that it penetrates/bypasses force
fields and all forms of natural body armor, Kevlar, ceramic, plas-
tic, and other types of armor which are not made of metal. Micro-
waves are reflected by all types of metal, including material as
frail as tin foil.

Range: pistol: 120 feet (36 m), rifle: 1000 feet (305 m). Dam-
age: pistol: 2D6, rifle: 3D6. 15 shot energy clip for pistols and 20
shot for rifles.

72-80 Energy Melee Weapon. A bow type weapon or ordi-
nary melee weapon (sword, battle axe, hammer, spear, etc.) that
ripples with an energy field when activated. This energy field
makes the weapon virtually indestructible and inflicts double
damage when it strikes (in the case of a bow weapon, it fires
beams of energy instead of shafts). In addition, the weapon can
fire energy bolts; just point and shoot (typically triggered by a ver-
bal or mental command). Range: 1000 feet (305 m), damage
5D6 per blast, up to 1D4+1 blasts per melee round (each counts
as one melee attack); automatically recharges itself.

81-86 Mini-Explosive Grenades: The size of a golf ball. Ef-
fective Throwing Range: 100 feet (30.5 m). Damage: 1D6x10. Ef-
fective casualty radius is 12 feet (3.7 m). The character has
2D6+10 grenades.

Also has mini-smoke grenades the size of a golf ball. Throw-
ing range: 90 feet (27 m). Damage: smoke covers a 20x20 foot
area (6.1 m x 6.1 m). People inside the smoke cloud are -8 to
strike, parry and dodge. The character has 2D6+4 smoke gre-
nades.

87-90 A pair of Mini-Energy Wrist Blasters or Gauntlets:
This weapon is typically a high intensity laser or ion blaster.
Range: 200 feet (61 m). Damage: 3D6 per single blast, 6D6 per
double blast (both arms are pointed at the same target and fired
simultaneously; counts as one attack). Payload: 30 blasts each
per hour; self-regenerating.

91-95 Mini-Missile Launcher: Can be a backpack unit (holds
six, fires one at a time or in volleys of 2, 4, or 6), or a special ar-
mored gauntlet (only one for one arm) or one shoulder unit that
holds two mini-missiles (takes four melee actions to reload; extra
mini-missiles can be carried in a duffel bag, suitcase or back-

rder 1131216997)

98

pack). Range of the missile is one mile (1.6 m), can be used as a
point and shoot projectile or programmed to target one specific
target (type of vehicle, uniform/costume, etc.). The character has
2D4+6 mini-missiles.

96-00 Plasma Ejector or Particle Beam Rifle: An over-sized
rifle or bazooka-type weapon that fires devastating blasts of en-
ergy. Range: 1200 feet (366 m). Damage: 6D6+20. 10 shot en-
ergy clip.

Ammunition for High-Tech Weapons

Energy clips and magazines: 1D6. Recharging on Earth
costs $5,000 a clip if a proper facility can be found (something
can usually be jury-rigged by a Hardware character or an electri-
cal engineer). In a space campaign, recharging only costs 100 to
200 credits and facilities are readily available.

Grenades: Special grenades like these cost 10 to 20 times
their normal cost on Earth, and the alien must find someone to
make them (demolitions roll at -35% to make them). On their
homeworld, they can be found as easily as normal grenades on
Earth and cost about the same, 20 to 50 credits/dollars each.

High-Tech Melee Weapons

The term “melee” weapon refers to ancient styles of weapons
such as knives, swords, axes, spears, clubs, staves, and similar.
All advanced, high-tech melee weapons are single-handed
weapons. The use of two hands adds +2 to the damage plus any
P.S. bonus.

Vibro-Blade weapons have their damaging edge surrounded
by a high-frequency field that greatly increases their damage ca-
pacity (in the Rifts® setting they inflict equivalent Mega-Damage).

Energy weapons are hilts, shafts or rods with energy field
generators that form their blades from concentrated light or other
damaging energies (in the Rifts® environment they inflict equiva-
lent mega-damage). The energy does all the damage, so P.S.
bonuses are not added to the damage of energy melee weapons.

Kisentite weapons are forged from a dense meteorite metal
that has an amazing hardness, and keeps a sharp edge when
made into a blade. These blades are a deep blue/black color (in
Rifts® they inflict M.D. that is equal to one-third the S.D.C. dam-
age listed here; i.e. 3D6 = 1D6 M.D., 2D6 = 1D4 M.D., and so
on).

Weapon Notes: Anyone who successfully parries one of
these special weapons with a conventional one will have that nor-
mal weapon suffer minor damage. If a long sword is used to
parry an energy sword, the laser beam will scorch and pit the
metal of the sword. Only a kisentite or magic weapon can parry a
Vibro or energy weapon and not suffer some sort of damage.
Physical Strength bonuses are added to the damage done by
conventional melee weapons.

01-10 Vibro-Sword: A standard-looking long sword. The gen-
erator is in the handle. Average length: 3 feet (0.9 m). Average
weight: 4.2 pounds (1.9 kg). Typical Damage: 4D6.

11-20 Energy Axe: This large, axe-shaped weapon has no
blade until the power is turned on and the laser blade springs
forth. Average length: 2.5 to 2.75 feet (.8 m). Average weight: 2.3
to 2.8 pounds (1.0 to 1.3 kg). Damage: 5D6.

21-30 Vibro-Axe: A standard axe with a handle generator like
the sword. Average length: 2.25 feet (0.7 m). Average weight: 4.5
pounds (2.0 kg). Damage: 3D6.

31-39 Kisentite Sword: Typically a long, slim blade anchored
in an elaborately etched hilt and cross guard. Average length: 3
feet (0.9 m). Average weight: 3.5 pounds (1.6 kg). Damage:
2D6+3.
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40-46 Kisentite Axe: A finely crafted and decorated double-
headed weapon. Average length: 2.75 feet (0.8 m). Average
weight: 4.6 pounds (2.1 kg). Damage: 3D6+3.

47-55 Energy Knife: A glowing blade springs from the small
handle generator of the knife. Average length: 0.75 feet (0.2 m).
Average weight: 0.5 pounds (0.23 kg). Damage: 3D6.

56-66 Vibro-Knife: Same as the sword and axe. Average
length: 12 inches (30 cm). Average weight: 1 pound (0.45 kg).
Damage: 2D6.

67-75 Kisentite Knife: A broad, double-edged blade nestled
in a wide, ornate cross guard and hilt. Average length: 1.5 feet
(0.45 m). Average weight: 1 pound (0.45 kg). Damage: 2D4.

76-88 Energy or Vibro-Clubs: A clubbing weapon sur-
rounded by either an energy or high-frequency field for increased
damage. Average length: 2.25 feet (0.8 m). Average weight: 3
pounds (1.4 kg). Damage: 3D6.

89-94 Neuro or Stun Clubs: Special energy clubs that over-
load the nervous system to daze the victim. Average length: 2.5
feet (0.8 m). Average weight: 2.7 pounds (1.2 kg). Damage: 1D6
S.D.C. plus it stuns the victim who is now at -4 to strike, parry,
and dodge, reduce speed by half and has no initiative for 2D4
melees.

95-00 Energy Sword: A long (12 inches/30 cm) hilt, with or
without cross guard, holds the powerful energy generator for this
weapon. The balance and length of the sword give it +1 to strike
and parry. Average length: 3.5 feet (1.1 m). Average weight: 1.5
pounds (0.7 kg). Damage: 5D6.

Special Vehicles

01-08 One-Man Fan Jet: A small aircraft with a single seat. A
passenger may sit in the pilot’s lap, but all pilot rolls are made at -
10% and he suffers a penalty of -2 on initiative. Can fly as low as
20 feet (6.1 m) above the ground. Maximum speed: 300 mph
(480 km) and VTOL capable. S.D.C.: 275. Range: 500 miles (800
km) before needing to refuel. The alien must have the piloting
skill: airplane to fly this craft.

09-15 One-Man Hover Car: Maximum speed: 200 mph
(321.8 km). S.D.C. 220. Hovers 3 to 12 feet (.9 to 3.65 m) above
the ground. The piloting skill of automobile (-10%), or pilot hover
vehicle must be one of the driver’s skills.

16-24 Two-Man Hover Car: Maximum speed: 200 mph (321
km). S.D.C.: 340. Hovers 3 to 12 feet (0.9 to 3.65 m) above the
ground. The piloting skill of automobile (-10%), or pilot hover ve-
hicle must be known to the driver.

25-33 Hover Cycle: Can be a two- or four-person model.
Maximum speed: 160 mph (256 km). S.D.C.: 170. Hovers 3 to 20
feet (0.9 to 6.1 m) above the ground. The piloting skill of motorcy-
cle (-15%), or pilot hover cycle must be known to the driver.

34-42 Micro-Jet Hover Boots: A pair of rigid boots similar to
ski boots with several small thrusters. Maximum speed: 65 mph
(105 km) and is +1 to dodge while airborne. S.D.C.: 50. Maxi-
mum altitude is 600 feet (183 m). The character must have the jet
pack piloting skill.

43-50 Hover Platform: A round or square platform, 4x4 feet
(1.2x1.2 m) in size, that comfortably supports two people (can
hold up to four). Maximum speed: 90 mph (145 km). S.D.C.: 150.
Hovers 3 to 300 feet (0.9 to 91 m) above the ground. The charac-
ter must have the pilot hover vehicle skill.

51-60 Detachable Jet Pack: Straps onto the person’s back.
Maximum speed: 90 mph (145 km) and is +2 to dodge while air-
borne. S.D.C.: 80. Maximum altitude is 600 feet (183 m) above
the ground. The character must have the jet pack piloting skill.

61-68 Antigravity Disk: Can attach to feet, back, or chest.
Maneuvered by simple hand controls, or a voice-activated com-
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puter. They are about the size of a dinner plate. Maximum speed:
160 mph (256 km). S.D.C.: 40 per disk. Maximum altitude is un-
limited and can carry the character into outer space. Maximum
weight allowance: 1000 pounds (450 kg).

69-77 Antigravity Ring or Medallion: Creates an antigravity
field around the wearer. Maximum speed: 100 mph (160 km).
S.D.C.: 8. Maximum altitude is unlimited and can carry the char-
acter into outer space. Maximum weight allowance: 500 pounds
(225 kgs).

78-87 A.T.V. Hover Vehicle: Large sedan-styled hover vehi-
cle that can hold five passengers and the pilot comfortably. Maxi-
mum speed: 180 mph (288 km). S.D.C.: 480. Hovers 3 to 12 feet
(0.9 to 3.65 m) above the ground. Space and underwater flight is
also possible, but the vehicle cannot fly into space under its own
power.

88-95 Antigravity Suit: A close-fitting body suit that creates
an antigravity field around the wearer. Maximum speed: 300
mph (482 km). S.D.C.: 45 (provides no A.R. and minimal armor
protection). Maximum altitude is unlimited and can carry the char-
acter into outer space. Maximum weight allowance: 500 pounds
(225 kgs).

96-00 One-Man Gyro-copter (VTOL): A small, single seat ro-
torcraft. There is usually no canopy, just a seat, motor, landing
gear, and tail. Maximum speed: 180 mph (290 km); cruising
speed: 145 mph (133 km) and is +1 to dodge. S.D.C.: 300.

Money

The alien visitor who has no familiarity with Earth is likely to
have equivalent money in precious metals or stones. Those who
have some familiarity with Earth may have half in real Earth cur-
rency (acquired from a previous visit). While those who have
studied Earth extensively may actually have a variety of common
Earth currency. Roll percentile dice to determine the amount of
“money” available to the alien.

Aliens may also sell or trade a weapon, alien artifact, informa-
tion, technology or service to acquire Earth currency. However,
whether they get a fair price or exchange will depend on who
they are dealing with and how desperate a situation they may be
in. Such trades or sales can be with Earth corporations, individu-
als, scientists, a government, criminal organization, super hero(s)
or super villain(s).

Money — Usually in precious stones or metals

01-14 2D4 x $1,000

15-29 3D6 x $1,000

30-44 4D6 x $1,000

45-59 5D6 x $1,000

60-74 6D6 x $1,000

75-88 2D6 x $5,000

89-00 2D6 x $10,000

Step 9: Other Stuff

Alignment: Any alignment can be chosen; of course, heroes
and anti-heroes are usually of a good or selfish alignment.

Level of Education and Skill Selections: See Step Five of
this section.

Structural Damage Capacity (S.D.C.): All aliens have a base
S.D.C. of 20. This is in addition to S.D.C. bonuses for physiology,
appearance and physical training.

Hand to Hand Combat: Combat skills are not automatic, and
must be selected as a learned skill.

Attacks Per Melee (Hand to Hand): As with all heroes, the
alien character automatically gets two attacks per melee round.
Additional attacks must be gained from hand to hand combat,
and other physical skills.



Weapons and Armor: Except for the special ones already
determined by the Special Weapons Table, only conventional
weaponry, body armor, and equipment of Earth manufacture will
be available. If a special protective suit is needed, the alien char-
acter automatically gets one suit and a single spare. Any addi-
tional suits will have to be specially built or acquired. Repairs will
be possible only from high-tech scientists, high-tech armor manu-
facturers, Hardware characters and fellow aliens.

Spacecraft: It is best to assume that most alien player char-
acters do not have a spacecraft at their disposal for Earth based
campaigns.

Other Options: Game Masters may allow players to use any
of the alien or “D-Bee” races presented in the numerous Rifts®
RPG sourcebooks as well as creatures from the Palladium Fan-
tasy RPG® series (see Monsters & Animals and Dragons &
Gods in particular). Likewise, the characters from Nightbane®
and Beyond the Supernatural™ should also adapt nicely (may
offer some bad guys and story ideas too). Some inhuman Rifts®
characters will have to be converted from M.D.C. to Hit Points
and S.D.C. (basically divide the M.D.C. in half and make one half
H.P. and the other S.D.C.; likewise, M.D. does H.P./S.D.C. dam-
age instead). All such outside characters must be subject to the
final approval of the Game Master.

As mentioned previously, the alien races in Aliens Unlim-
ited™ were designed specifically for Heroes Unlimited™ and
can be selected and dropped in with little or no conversions.

Quentin Milton (Order #31246997)
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By Kevin Siembieda & Wayne Breaux Jr.

Bionics must not be confused with Robotics. Robots are ma-
chines. Although it may have an artificial intelligence, or even a
transferred human intelligence, a robot is not alive, it is a ma-
chine that functions as an independent unit to replace a human
being. Bionics, by comparison, is the integration of machine with
the human body — man and machine literally made one. Bionics
can be special implants placed “in” the body or mechanical re-
placement limbs. These mechanized limbs are far more than
cosmetic prostheses. They are super-sophisticated, mechanical
limbs that look and respond like real, flesh and blood append-
ages. A delicate system of sensors is implanted to react and in-
teract with the body’s nervous system. The result is an artificial
limb that functions exactly like a real, flesh and blood arm or leg.
A true medical miracle.

High technology makes it possible to create replacement
limbs that far exceed the capabilities of the ordinary body part.
Super strength, energy blasters, secret compartments, optics
and sensors, can be combined to create a super-man — part
flesh, part machine. Unfortunately, the art of cybernetic surgery is
still new and experimental. The surgical process is long, and diffi-
cult for both the patient and the doctors. The bionic replacements
are highly specialized, often designed for a specific individual,
and extremely expensive. This means only the largest, high-tech
corporations (which are few), the military, and other government
sponsored organizations can actually afford cybernetic research.

Another important factor in bionic research is the individual
who would volunteer for such experimentation and augmentation.

; Any surgery is painful, and bionic surgery is extremely complex,

painful and traumatic. Remember, we're talking about the re-
moval of human body parts and replacing them with mechanical
ones. Few completely, physically healthy volunteers are ac-
cepted, and all applicants undergo intensive psychological analy-
sis and preparation. Even the physically impaired individual, who
might view this as a new lease on life, will suffer some physical
and psychological trauma from the experience.

Then comes the practice with the new artificial mechanisms.
This process is both exhilarating and exhausting at the same
time. One thing the recipient quickly learns is that no matter how
real they may look, or how much more powerful they may make
him, they are not flesh and blood. The senses we take for
granted are compensated for, but not completely or realistically
duplicated. Sensors will indicate how warm, cold or soft some-
thing might be, but the bionic hand will never “feel” it in the same
way that a flesh and blood hand does. That aspect of humanity is
forever lost. Such is the sacrifice to become more than human
and bond with machines.

Important Note: The inclusion of non-organic components to
the human body disrupts its normal energies. Because of this,
characters with any supernatural, magical or superhuman abili-
ties are severely limited in the number of bionic or cybernetic im-
plants they can have without an adverse effect (i.e. magic or
superpowers are literally replaced with mechanical attributes).
One limb and three small systems/organs can be implanted with
no noticeable effects, but each additional cybernetic system be-
yond the first four will have severe repercussions.

Mystics or supernatural beings will have their P.P.E., all spell
effects, damage, range, and duration cut in half for each addi-
tional implant. Any natural or magical shapechanging abilities are
forever lost if even one appendage is bionic or more than one
small cybernetic implant is installed.

Psychics lose half of their |.S.P., and the range, duration, and

damage of all psi-powers are reduced by half for each implant or
bionic body part beyond four.
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Superbeings lose one melee attack and the range, damage,
effects, and duration of all abilities are reduced by half for each
additional bionic system above four. Any natural shapechanging
abilities are forever lost if even one appendage is bionic, or more
than two small cybernetic implants are installed.

All penalties and modifications are cumulative for each implant
beyond the one large and three small limit. Thus seven implants
would reduce all applicable categories by 1/8th their normal ca-
pabilities. Regardless of ratings, a character loses all of his spe-
cial abilities (i.e. spells, psionics, super abilities, etc.) if half or
more of his body (partial reconstruction) is replaced by bionics.
Such a character leaves his old power category behind to join the
Bionic Category. Note that these rules are most likely to pertain
to NPCs and characters in technologically advanced or alien
world settings where bionics are more readily available, such as
a space campaign or Skraypers.

The disruptive effect of bionic implants on the body’s energies
also has some benefits to the bionic character. For example, “full
conversion” bionic characters are not affected by the psionic See
Aura and Bio-Manipulation abilities. Likewise, the major super
ability of Disruptive Touch will not affect a bionic character who
has both a bionic skull and spine, or an exoskeleton that protects
the head.

Creating The
Bionic Character

The creation of a bionic character is a little more complex than
some of the other power categories, because the player actually
builds his or her character. A budget is determined in order for
the player to purchase the various mechanical parts, sensors,
weapons, abilities and gimmicks that make up a cyborg. It may
be wise to have some notepaper and a calculator handy to keep
track of purchases and expenses.

Step One: The Usual

Determine the eight physical attributes, Hit Points, alignment
and optional rounding out of your character as you would any
character. Don’'t worry at all about low physical attributes, since
those are likely to change with the addition of bionic parts. Like-
wise, unless a partially reconstructed cyborg (half human, half
machine), S.D.C. isn’'t important either, for it will be replaced by
the S.D.C. of cybernetic parts and armor.

Step Two: Education and Skills

Roll to determine the character’s educational level and select
skills as usual. The character can have any level of education,
from high school to doctorate, without significantly affecting his
role as a bionic superhuman.

Step Three: The Budget

Roll percentile dice on the following table to ascertain what
your construction budget is. All money must be spent. Any
money not spent gets you a hardy handshake from the financial
allotment committee for coming in under budget, but that money
is then permanently lost. Since it is possible that the character
will have disassociated himself from his creators, it may be wise
to purchase reasonable spare parts. The money cannot be spent
on automobiles, handguns and other equipment, only cybernetics
and related bionic weapons. Note: Much of the horrendous cost
of an item is due to the micronization, rarity, and expense of the
operation to merge machine with man.
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Bionic Construction Budget

01-17 7 million 50-66 9 million
18-33 7.5 million 67-84 9.5 million
34-49 8.2 million 85-00 10 million

Step Four: Building a Cyborg

Now that you have a budget, it's time to build your character.
To do this, flip to the bionic components section, a page or two
down, and buy the desired items. However, first decide on which
body parts are being replaced with synthetic ones, and second,
buy the most important and basic items first, then buy up the gim-
micks. An option to speed up the character creation process
called Cyborg Conversion Option is also presented. This option
provides the bulk of the bionic systems for a price, and the player
spends his remaining money for customizing and improvements.

Players may make their characters as human or mechanical
in appearance as personal taste dictates.

Step Five: Background Data

The following tables will provide important background infor-
mation about the character and the organization that rebuilt him/
her.

Conditions For Bionic Reconstruction

01-20 Healthy specimen; destitute or fantastically motivated to-
ward bionic research. Deemed psychologically suitable.

21-40 Lost both legs or arms (or both) to disease or injury.
41-60 Paraplegic; no hope of recovery.

61-80 Deteriorating bone or muscle disease; no hope for recov-
ery or normal life.

81-00 Completely paralyzed from a spinal injury, but no brain
damage; no hope for recovery.

The Sponsoring Organization
01-25 Medical research facility.

26-50 Private Industry

51-70 Secret organization (roll again for motive)
71-00 Military

Motive for Cybernetic Reconstructions
01-20 Military

21-50 Medical

51-80 Criminal

81-00 Crime Fighting

Current Status with

the Sponsoring Organization

01-19 Allowed to leave; very good, friendly relationship.

20-41 Allowed to leave after a great antagonism/conflict. Not
friendly, but may aid the character.

42-64 Thrown out of the program! All ties are permanently dis-
solved; very angry/hostile toward the character.

65-89 Ran away; secretly hunted by the organization. Hostile,
but not necessarily deadly.

90-00 Ran away; considered to be a criminal and/or extremely
dangerous. Hunted by law enforcement agencies and the organi-
zation.

Other Stuff

Hand to Hand Combat: Combat skills are not automatic, but
must be selected as a learned skill.

Attacks Per Melee (Hand to Hand): As with all heroes, bionic
characters automatically get two attacks per melee round. Addi-
tional attacks must be developed through hand to hand combat
and the boxing skill.
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Weapons and Armor: Other than those built into the cyborg,
only conventional weaponry and equipment is usually available.
However, if the character is in the employ of the organization that
built him, or on good terms with them, he may have access to all
types of facilities and equipment. Note: A cyborg may be an alien
from another planet. If so, the physical bonuses for the alien are
not likely to apply (bionic stats and armor replace them), but spe-
cial high-tech weapons and alien bionics (items from Rifts® and
other Palladium RPG books, or made up by the G.M.) may be
used.

Personal Money: The character has 1D4x1000 dollars of his
own cash readily available (this is in addition to a possible life
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savings). There is also a 01-80% likelihood that the character
owns a car that's 1D6 years old. Presumably, the person has an
apartment and reasonable personal items.

Alignment: Any alignment can be chosen, but heroes should
generally be of good or selfish alignment.

Structural Damage Capacity (S.D.C.): Although a cyborg is
still human, if only a partial cyborg (40% or more is a human
body), he gets a base S.D.C. of 30, which can be increased
through physical training. Mechanical body parts, exoskeletons
and bionic body armor are artificial means of adding more S.D.C.
protection to cyborgs. The typical bionic limb has an individual
S.D.C. of 40 and each additional point of P.S. that is purchased
adds 2 S.D.C. to the limb (maximum total S.D.C. of 88).

The Cyborg Conversion Option

The Cyborg Conversion Option offers players three different,
quick roll possibilities for their characters: partial reconstruction,
full bionic conversion, and the brain transplant conversion. These
options are combat models designed and built by the military, a
covert government agency, or a mega-corporation. Systems in-
clude increased strength and physical prowess, high speed rat-
ings, sensor packages, and weapon options. Improvements and
additional systems are purchased with the character’s remaining
budget. If the G.M. allows it, the player can opt for one of the first
two even if they cost more than the amount he rolled for a
budget. However, the player cannot purchase additional features,
improvements or weapons — every last nickel was spent on the
basic conversion.

Partial Constructed Cyborg

Normally used as special operatives and spies, the partial
conversion option provides a light, fast cyborg with little or no ar-
mor, but mechanical limbs and numerous sensors. If using the
Ninjas & Superspies RPG, all systems will be plastic and ce-
ramic components and undetectable by metal sensors.

Bionic hands and arms (2) with a P.S. of 19 and P.P. of 19.
Bionic feet and legs (2) with a P.S. of 22 (for jumping) and Spd.
of 188 (130 mph/208 km).

Amplified Hearing, Receive wide band radio transmissions.

All Bionic Eye Special optics and sensors.

Half suit of “light” body armor: A.R. 11, S.D.C. 120; no move-
ment penalties. Conventional half suit can be substituted but it
has a prowl, climb, acrobatics, and gymnastics penalty of -10%.

Cost: 6.8 million dollars.

Full Conversion Cyborg

This is always a heavy combat model, but not always obvi-
ously so. Nearly all have human-sized (about 6 ft, 6 inches to 7
ft/1.95 to 2.1 meters tall) and sculpted bionics with heavy armor
and exoskeletons added to it. In full combat gear, these ‘borgs
look very much like robots, with large plates and often fear-inspir-
ing styling. Only the face and head are obviously “human,” but in-
terior organs and other parts may also be human. The face and
head are partially protected by the exoskeleton and completely
protected by a removable helmet and face covering — the face-
plate can be a traditional visor styling or made to look mysterious
or frightening.

Bionic arms and hands (2) with a P.S. of 22 and P.P. of 18.
Bionic feet and legs (2) with a P.S. of 24 and Spd. of 77 (53
mph/85 km).

Bionic lungs with gas filter.

“Full” Body Exoskeleton (all five). Total S.D.C. bonus: 230.

Full Bionic Body Armor: A.R. 18 and 900 S.D.C., but impairs
movement: -30% on prowl, climb, acrobatics, and similar skills.
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Machine Pistol implant.
Bionic weapon of choice.
Cost: $7.5 million.

A CUT- AWAY

VIEWW OF WHAT A
PARTIALLY REBUILT
SKULL AND EYE MIGHT
LOOK LIKE.

The Brain Transplant Cyborg

This option is only available to those with the largest budgets.
It is similar to the Full Conversion Cyborg, but all of the charac-
ter’s flesh and blood components, except the brain, are replaced
with bionic counterparts. This makes for a superstrong, superca-
pable frontline soldier, and offers a few advantages over full con-
version (but only if bought as this package). Consider this the
ultimate example of bionic technology. It is only one step re-
moved from robotics; the only differences are the living brain and
the general human appearance of the cyborg.
Bionic hands and arms (2) with a P.S. of 24 and P.P. of 22.
Bionic feet and legs with a P.S. of 24 and Spd. of 120 (80
mph/128.7 km).
Bionic skull, chest, hean, kidneys, mouth/throat and all internal
organs.

Bionic body with “Full” Body Exoskeleton (all five). Total S.D.C.
Bonus: 350

Full Bionic Body Armor: A.R. 18 and 900 S.D.C., but impairs
movement: -30% on prowl, climb, acrobatics, and similar skills.
Advanced Optics.

One eye weapon of choice.

Advanced sensors includes radar and mini-computer.

Energy Weapon of choice.

Two large, retractable forearm blades.

Mini-missile launchers (2) in chest.

Cost: $9.5 million and Game Master’s approval.
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Bionic Components
& Costs

Note: Cybernetic sensors, eyes, and ear/audio systems can
be part of a partial or full bionic reconstruction or implanted in a
completely flesh and blood human being without any bionic limbs
or major reconstruction. Cyber-Optics and eye weapons require
that one eye is replaced with one artificial, bionic eye.

Additional cybernetic implants, gimmicks and styling can be
found in Ninjas & Superspies™ (no modifications necessary,
completely compatible with Heroes Unlimited™) as well as vari-
ous Rifts® titles, most notably the Rifts® RPG, Triax™ & the
NGR, and Rifts® Japan.

Major Body Parts

One Hand: P.S. 10, P.P. 10, Cost: $300,000.

One Arm: P.S. 10, P.P. 10, Cost: $700,000.

One Leg: P.S. 10, Spd. 10, Cost: $1 million.

Chest and/or Partial Ribs: Cost: $600,000.

Skull and/or Face: Cost: $500,000.

Eye (basic): simulates normal eye in appearance. Cost:
$80,000.

Ear (basic): simulates normal ear/hearing. Cost: $100,000.
Mouth/Throat with voice synthesizer to simulate a normal hu-
man voice. Cost: $250,000.

Lungs simulate normal respiratory system. Cost: $95,000.
Heart functions like the real thing. Cost: $1 million.

Kidney functions like the real organ. Cost: $1.5 million.

Special Attribute Features

Increased P.S.: Extra P.S. must be purchased for each limb
separately; i.e., hand, arm, and leg (includes the foot). Cost:
$2,000 for each P.S. point above 10, with a maximum of 28 pos-
sible. Increased P.P.: Remember, P.P. must be bought for each
of the bionic arms and hands separately. To get the strike and
parry bonuses afforded by a high physical prowess, both the
hand and arm must match. Cost: $10,000 for each P.P. point
above 10, with a maximum of 24 possible.

Increased Speed: A speed of 88 (60 mph/96 km) is the maxi-
mum possible without a reinforcing exoskeleton. With an exo-
skeleton of legs and hips, and spine and shoulders, the
maximum speed is 220 (150 mph/240 km). Cost: $10,000 for
each speed point above 10 per pair of legs. Note: Both legs must
be bionic to acquire exceptional speed. Every 20 speed points
also enables the cyborg to leap four feet (1.2 m) straight up and 6
feet (1.8 m) lengthwise.

Internal Organs

Artificial Heart: 40 year life. Cost: $470,000.
Artificial Kidney: 30 year life. Cost: $420,000.
Artificial Liver: 30 year life. Cost: $440,000.
Artificial Spleen: 30 year life. Cost: $320,000.

Artificial Intestine: 25 year life. Cost: $80,000.
Bionic Ear, Special Features

Amplified Hearing: Equal to the minor super ability, height-
ened sense of hearing, including all bonuses. Cost: $350,000.

Ear Microphone, Radio Receiver and Transmitter is built
into the ear. Enables the character to pick up and relay radio
transmissions just like a hand-held radio. It is so effective that
the character can transmit a whisper, or the voices of other peo-
ple within 6 feet (1.8 m) of him. Range: 3 miles (4.8 km). Cost:
$50,000.
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Receive Wide-Band Radio Transmissions, including com-
mercial radio (AM & FM), citizen bands (C.B.), police bands and
common communications frequencies. Channels are changed by
wiggling the jawbone which calibrates an implanted control/chan-
nel switch. A pocket size, hand-held remote control can also be
used. Range: 6 miles. Cost: $70,000.

Bug Detector: An implant that picks up radio signals from lis-
tening devices (bugs). Range: 20 feet (6.1 m). Cost: $10,000.

Radar Signal Detector: A tiny radio receiver which softly
pings in the character’s ear when he’s being scanned by radar.
Cost: $10,000.

Psionic Electro-Magnetic Dampers: This is really a series of
“prain” implants that distort and fog telepathic and other psionic
probes. Psychic opponents find it difficult to read the thoughts
and emotions of characters with the psionic dampers. Bonuses:
+1 to save vs all psionic attacks, +2 to save vs possession, and
+1 to save vs magic illusions and mind control. Cost: $500,000

Sound filtration system: This is an ear accessory that can
be combined with an implanted head or jaw radio and ear re-
ceiver, or as a separate unit. The filter will automatically react to
potentially damaging sounds by filtering or plugging the ear.
Sounds are muffled to protect the character from deafening or
disorienting levels of sound such as gunfire, explosions, heavy
machinery, and painful sound waves. Cost: 95,000

Bionic Eyes

Special Optics and Sensors

Infrared Vision: The artificial eye emits a pencil-thin beam of
infrared light (invisible to the human eye, but a beacon to another
infrared optic system) to illuminate its target when in darkness.
The narrowness of the beam limits the scope of vision to about 7
feet (2.1 m). Range: 600 feet (183 m). Cost: $60,000.

Light Beam: A harmless beam of light emitted from the eye
that can be used as a flashlight or beacon. Range: 220 feet (67.1
m). Cost: $20,000

Macro-Eye: A robot-looking eye that enables the character to
magnify tiny objects or areas at close range (within three feet/0.9
m) like a microscope! It also comes equipped with a variety of fil-
ters. Microscopic magnification ranges from 1x to 30x. It is ex-
tremely popular among medical officers and doctors. Cost:
$40,000 per single eye. A photographic camera (still or video)
feature can be added for the additional cost of $20,000, and add
$10,000 to make the eye removable.

Macro-Eye Laser: This eye is very similar to the standard
macro eye except that it also has a tiny surgical laser built into it.
A targeting beam indicates exactly where the laser will fire before
it is engaged. The laser is intended for surgery and precise, detail
work, consequently, it inflicts little discernible physical damage
when used as a weapon (one S.D.C. point; range: 10 feet/3 m). It
is a favorite of doctors, forgers, and engineers. Microscopic mag-
nification is 1x to 10x. Cost: $150,000 credits for a single eye.
Note that a character would seldom get two macro-eyes of any
kind.

Micro-Video Camera Eye: Can only be implanted if the cy-
borg has a false eye. Sixty minutes of video can be taped to re-
cord key actions or information, or 400 snap-shot style pictures
for a still photo-like effect. The cyborg can control the length of
exposure time, from a few seconds to 60 minutes maximum. The
camera can be designed to activate by voice command or a spe-
cific eye movement, or mental impulse, or by touching a particu-
lar area near the temple. A zoom lens allows the
photographing/taping of documents or images up to 300 feet
(91.6 m) away. The video footage can be transmitted to video-re-
cording systems for the making of a permanent copy. The video-
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eye cartridge can be erased and taped over repeatedly (an
estimated 10,000 times). Cost: $50,000 for all control systems
other than mental. Add another $50,000 if the camera eye is con-
trolled via mental impulse.

Multi-System Eye Socket: This is a special, permanent
housing that enables the character to put in and take out different
types of eyes as needed or desired. Bio-system eyes do not work
in this housing, only mechanical types. A character will seldom
have more than one multi-system eye. Cost: $200,000 for the
multi-system eye socket and $15,000 credits to make each eye
interchangeable with the socket.

Night Sight: A passive image intensifier that electronically
amplifies existing ambient light to provide a visible picture without
emitting any light of its own. Range: 600 feet (183 m). Cost:
$80,000; add $30,000 for telescopic capability and double the
range.

Targeting Sight: A special system that superimposes target
cross hairs. Add a bonus of +1 to strike. Range: 1500 feet (457
m). Cost: $50,000.

Telescopic Vision: Magnifies an image area like a gun
scope. Automatic, self-focusing. Range: 1500 feet (457 m), 10
foot (3 m) image area, up to 20x magnification. Cost: $35,000.

Thermo-Imager: An optical heat sensor that converts the in-
frared radiation of warm objects, including warm-blooded animals
and people, into a visible image. This device allows its operator
to see in darkness, shadows and through smoke. Range: 600
feet (183 m). Cost: $120,000.

Third eye: This is a cybernetic eye that is implanted either
above a real eye or in the center of the forehead (sometimes in
the back of the head!). The mechanical eye can be any of the
available artificial eyes, but is typically one of the camera eyes or
a multi-optic eye. Cost: $450,000. Penalty: Reduce the charac-
ter’s physical beauty by 20% and, if he has an H.F., increase it by
2 points.

Ultraviolet and Polarized Sight: Enables the character to
see ultraviolet light (often used in security systems). The polar-
ized filter system reduces glare by 90%. Range: 600 feet (183
m). Cost: $30,000.

Cybernetic Sensors
and Other features

Sensors all tie into the bionic eye’s optic system in that the
data readout is superimposed over the optics like a tiny, personal
view screen. The sensors themselves can be implanted almost
anywhere; usually in the hand, arm, chest, or head. The sensors
can also be linked to the ear’s audio, with a soft voice reporting
data only the character can hear. Or the data readout can be
connected to both. Add $10,000 to each if a dual link to optics
and audio.

Bio-Scan: A series of implants and sensors tied to and/or built
into the bionic augmentation that transmit fundamental physi-
ological information, such as respiration, blood pressure, blood
loss, body temperature, pulse rate, damage to internal organs
and bionic parts, etc. Cost: $100,000.

Bio-Comp self-monitoring system: This is a cybernetic sys-
tem that can be used in partial cyborgs and human agents with
cyber-implants rather than partial or full bionics (typical of spies).
Nano-implants tied to a tiny computer system monitor, measure
and transmit fundamental physiological information about the
person they are implanted in. The data is typically displayed on a
wristwatch or bracelet style monitor, but can also be displayed
and recorded on a computer or portable bio-scan monitor via a
modem.
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Data includes pulse rate, blood pressure, body temperature,
blood sugar level, respiratory rate and difficulty breathing, and
the presence of foreign elements in the bloodstream (indicating
the presence of drugs or poison). Cost: $250,000.

Clock Calendar: A device that can be implanted almost any-
where, that continuously keeps track of the exact time down to
1/100th of a second, as well as the calendar date. Data can be
transmitted as an audio report through one of the ear implants or
to a wristwatch-like receiver. Cost: $11,400.

Gyro-Compass: A device that can be implanted almost any-
where, that can always locate North and the other directions, as
well as up and down. Particularly useful when piloting aircraft.
Data can be transmitted as an audio report through one of the
ear implants or to a wristwatch-like receiver. Cost: $9,600.

Internal Comp-Calculator: A tiny computerized calculator
usually connected to an ear implant or artificial eye. The com-
puter responds to spoken, radio or computer transmitted mathe-
matical equations. The answer is transmitted to the ear or eye
implant. Cost: Basic cybernetic system with basic math program
(addition, subtraction, multiplication, division and fractions):
$40,000. Add $15,000 to include advanced math (algebra, ge-
ometry, and calculus). Mini-Computer: Actually a glorified micro-
processor with 640K of memory. Data can be displayed via a
bionic overlay or transmitted to a hand-held monitor, or to an
audio relay built into a bionic ear implant. The computer can be
accessed by a verbal code transmitted through an audio relay
implant or a bionic ear mic. radio system. As a security measure,
the computer can be designed to respond only to the character’s
voice pattern. Cost: $300,000.

Motion Detector: Registers vibrations in the air indicating
movement. A collision warning system will sound an alarm to
warn the cyborg of an impending collision/impact. Range: 60
feet. Cost: $80,000. Bonuses: Adds +1 to initiative, +1 to parry,
and +2 to dodge.

Radar: A super-sophisticated, micro-radar system that can
identify up to 15 targets and simultaneously track six. Rate of
travel, direction and location are all indicated on the data readout.
Range: One mile (1.6 km). Cost: $250,000.

Radiation Detector: Registers and pinpoints radioactivity.
Range: 60 feet (18.3 m). Cost: $50,000.

Bionic Lung Features

Standard Bionic Lungs can capture and regulate air much
more precisely than natural ones, enabling the character to hold
his breath for seven minutes. Cost: $175,000.

Independent Oxygen supply can be built into the chest and
lung cavity, increasing the time the cyborg can hold his breath to
15 minutes. Cost: Add $40,000 to lung cost.

Gas Filtration System: A miniature air filtration system that
removes impurities from the air; built into the bionic lung. When
exposed to gaseous toxins the system attempts to filter them out.
Adds a bonus of +6 to save vs gases of all kinds. Cost: Add
$100,000 to lung cost.

Mouth and Throat Features

Modulating Voice Synthesizer allows the character to
change/ disguise his voice by altering tone, bass, pitch, etc. Adds
+10% to imitate voice skill and impersonation, which is especially
effective over the telephone. Cost: Add $150,000 to the
mouth/throat cost.

Inaudible Frequency Range: The ability to emit sound fre-
quencies inaudible to the human ear, like a dog whistle. This is
excellent for communicating with a bionic mini-computer or voice
actuated system. It will also allow secret conversations with other
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bionic characters (if they have a bionic ear) and individuals with a
heightened sense of hearing. Cost: $80,000.

Built-In Loudspeaker: Enables the cyborg to amplify the
loudness of his voice like a bull horn. Cost: $40,000.

Built-In Radio Scrambler: This allows the character to have
security coded and decoded conversations over the radio and
telephone. Note that the person on the other end must have a
scrambling system to decode received messages and to transmit
coded ones. Cost: $150,000.

Bionic Eye Weapons

Eye Laser: The eye can emit a laser beam activated by ver-
bal code or command, or by pressing a trigger stud implanted un-
derneath the skin near the temple.

Range: 220 feet (67 m)

Damage: 2D6 or 4D6 if two laser eyes fire simultaneously at
the same target; counts as one melee attack. Cannot be divided
to shoot two different targets simultaneously.

Energy Capacity: 20 blasts per hour maximum per eye.

Rate of Fire: Each blast counts as one melee attack.

Bonus: +2 to strike

Cost: $400,000

Eye lon Blaster: The eye fires an ion energy pulse activated
by a verbal code/command or by pressing a trigger mechanism
implanted underneath the skin.

Range: 110 feet (33.5 m)

Damage: 2D4 (2D6+4 if two eyes fire simultaneously at the
same target)

Energy Capacity: 24 shots per hour maximum per eye.

Rate of Fire: Each blast counts as one melee attack.

Bonus: +2 to strike

Cost: $300,000

Bionic Hand Weapons

Chemical Excretion: This is the use of toxins, usually com-
bined with retractable claws or blades. The chemical is excreted
on the blade and enters the bloodstream of its victims when
slashed. All toxins require 2D4 melees to take effect. Saving
Throw: 14 or higher. If a person saves vs toxins he is not af-
fected.

Range: Touch

Damage: Special

Paralysis: Victims have no initiative and are -6 to strike, parry,
and dodge for the first two melees that the toxin begins to take
effect and then become completely paralyzed/immobile. Dura-
tion: 4D4 minutes. Cost: $50,000. Chemical Replacement:
$8,000.

Convulsive: Victims are racked with nausea and stomach
cramps; -6 to strike, parry, dodge and on initiative. Duration:
3D4 minutes. Cost: $40,000. Replacement Cost: $6,000.

Poison: Victims take 2D6 points of damage off their S.D.C. or
Hit Points every melee for 1D6 melee rounds. Cost: $50,000.
Replacement Cost: $10,000.

Chemical Spray: This is a toxic spray that covers a person,
creating a chemical reaction.

Range: 10 feet (3 m).

Bonus: +1 to strike.

Damage: Special

Blind: This mace-like spray temporarily blinds its victims for

3D4 melees. Characters wearing protective goggles or a helmet
with a visor will not be affected.
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Tear Gas: This gas causes impairment of vision, difficulty in
breathing, and skin irritation. Victims are -10 to strike, parry, and
dodge. Duration: 4D4 melee rounds or until thoroughly rinsed
with water.

Burning Vapor: This is a mild acid, doing 1D6 damage, which
causes extreme skin irritation — great for shock value. Victims
are -4 to strike, parry and dodge for 1D4 melee rounds (double
damage, duration and penalties if sprayed in the eyes; must be a
“called shot”). Skin remains red and irritated for 1D6x10 minutes.

CO2 Foam: This concentrate can be sprayed to put out small
fires.

Note: All of the chemical spray apparatus costs the same:
$75,000 plus $20,000 per chemical. No more than two chemical
sprays can be hooked through the same unit. One unit per arm or
one as a retractable rod in the leg.

Electrical Discharge: An electrical discharge erupts from the
hand. For an additional $20,000, this system can also duplicate
the effects of a stun gun by touching the target (See Special
Guns for details).

Range: 20 feet (6 m) or by touch.

Damage: 1D6, 2D6 or 3D6 damage (character can adjust the
degree of damage; counts as one melee attack regardless of
damage amount). Can be fired as an arcing blast or the hand can
be electrified to inflict damage by touch (add normal punch and
P.S. damage to the electrical damage if used as an electrified
punch attack). Note: This system is not as powerful as the Su-
persoldier option.
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Energy Capacity: 20 blasts per hour maximum; self-regener-
ating.

Rate of Fire: Each electrical attack counts as one melee ac-
tion.

Bonus: +1 to strike.

Cost: $250,000.

Extendible Hydraulic Hand/Arm: Typically only one limb will
have an extendable, hydraulic hand. The control mechanism is
typically mental or verbal and responds with the speed and flexi-
bility of a normal arm. The arm’s reach is typically increased by
three to six feet (0.9 to 1.2 m). The extendible hand/arm enables
the character to reach into narrow places like storm drains, venti-
lator shafts, and so on, as well as places normally out of reach,
like a high shelf or window ledge. Typical Arm P.S.: 10 to 16.
Cost: $250,000.

Explosive Finger Joints: One finger on each bionic hand
(usually the smallest) is really a detachable (three segmented)
grenade.

Range: Can be thrown about 60 feet (18.3 m); too small and
light to throw any farther.

Damage: 4D6 each
Blast Area: 6 feet (1.8 m)
Cost: $600 per 3 joints (one finger).
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Finger Gun: One finger fires a small calibre cartridge. The fin-
ger gun can only be built into the middle finger and/or thumb of
each hand. Firing more than one finger gun simultaneously uses
the volley rules.

Range: 90 feet (27.4 m)

Damage: 2D6 — normal bullet (.38), or 4D6 — exploding
shell.

Rate of Fire: Each shot counts as one melee attack.

Payload: One; reloading takes one melee round (15 sec-
onds).

Bonus: +1 to strike.

Cost: $10,000

Finger Blaster: Fires ion beams. One finger blaster can be
built into each of the middle three fingers on each hand.

Range: 110 feet (33.5 m)

Damage: 2D4 (4D6 if three fingers are fired simultaneously).
Energy Capacity: 4 shots per hour maximum.

Rate of Fire: 4 per melee for each finger blaster.

Bonus: +2 to strike

Cost: $150,000

Knuckle Spikes: Spikes can be fired from the four knuckles
where the fingers join the hand. The trigger mechanism can be a
stud concealed in the palm, or in the index finger where the
thumb can press it.

Range: 120 feet (36.6 m)

Damage: 1D4 each

Rate of Fire: One at a time or in volleys of two, three, four, or
eight. Use robot volley rules when multiple spikes are fired simul-
taneously.

Payload: 12 total per hand; easy reload cartridges can be car-
ried and concealed, but take 2 melees (30 seconds) to reload.

Bonus: +2 to strike

Cost: $50,000

Spike and Towline: This unit can be built into the bionic
hand/arm or installed as a retractable device hidden within a
bionic limb. The line has a 1000 Ib (453.6 kg) test strength and a
120 foot length. A rewind device can recoil the line, but only has
a 500 Ib (226 kg) weight limit. The spike is usually fired from the
wrist/forearm.

Range: 120 feet (36.6 m)

Damage as a Weapon: 1D6

Cost: $40,000

Note: A grappling hook can be fitted in place of the spike, but
can not be concealed.

Razor Sharp Fingernails: The four fingers have razor sharp
blades for fingernails. Can be used as a slashing or clawing at-
tack rather than punch.

Damage: 1D6 +P.S. damage bonus (if any) per set.
Cost: $6,000

Retractable Claws: Razor sharp, one or two inch long claws
that can be extended or retracted at will, like a cat. Slashing or
clawing attacks.

Damage: 3D6 +P.S. damage bonus.
Cost: $40,000 per hand; a set of five.

Retractable Finger Blades: Three to four inch long, double-
edged blades extend from each of the fingers.

Damage: 4D4 +P.S. damage bonus.
Cost: $50,000
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Retractable Blades (Large): These are extremely long
blades that are contained in the forearm until extended. The

blades extend out of an access portal on the top of the hand. No
more than two or three blades can be used per each hand.

Damage: 1D6+1 per blade +P.S. damage bonus.
Length: One foot (0.3 m)

Bonuses: +1 to strike and +1 to parry.

Cost: $40,000 per blade.

Note: Implanted weapons such as retractable blades and
claws add their damage to the base punching damage plus P.S.
bonus damage. These items should be considered exceptional
quality weapons for the purpose of determining whether they
break (unlikely).

Wrist Blaster: A larger, heavier unit with greater range and
power. lon beams are used instead of lasers because they re-
quire less energy per blast, giving it a greater payload.

Range: 600 feet (183 m).
Damage: 3D6
Energy Capacity: 24 blasts per hour maximum; recharges.

Rate of Fire: 4 per melee round; each blast counts as one
melee action.

Bonus: +1 to strike
Cost: $300,000

Wrist or Palm Spikes: Needle-like spikes are fired from the
wrist or palm. A variation on the knuckle spikes.

Range: 90 feet (27.4 m)

Damage: 1D4+1 each

Rate of Fire: Volleys of 2, 4, or 6; use volley rules.
Payload: 6 total; reload takes 2 melees (30 seconds).
Bonus: +1 to strike

Cost: $30,000
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Other Bionic Weapons

Most of these weapons can be built into an arm, leg, chest, or
foot, but while the weapon itself is hidden, the clip (whether en-
ergy or bullets) will be obvious when loaded/armed. The hidden
cost is for built-in weapons.

Grapnel & Launcher: A launch compartment and housing
that looks like a small weapon nozzle fires a collapsible grappling
hook and line. A pneumatic winch reels the line back in, helping
characters to scale walls and non-metallic surfaces and hitch
rides on giant bots and vehicles. The cord is a super thin, super-
strong wire with a test strength of 2000 pounds (900 kg).

Damage as a Weapon: 2D4

Range: 200 feet (61 m) of lightweight wire (retractable).

Cost: $45,000

lon Rod: The ion rod is a tube-like device that is a foot and a
half to two feet long (0.6 m) and fires an energy charge. The rod
can be attached to the exterior of a leg or back, or concealed in a
hidden compartment inside a limb. When needed, the rod ex-
tends out of the concealed compartment.

Range: 300 feet (91.6 m)
Damage: 3D6

Rate of Fire: Single shots or automatic fire (See Modem
Weapon Combat).

Energy Capacity: 36 charges per energy clip.
Bonus: +2 to strike

Cost: $450,000 hidden/$350,000 as a sidearm. An energy
clip costs $20,000; requires two melee actions to reload.

Laser Rod: Identical to the ion rod in operation, but fires a la-
ser pulse instead of an ion energy charge.

Range: 1000 feet (305 m)

Damage: 4D6

Rate of Fire: Single shots or automatic fire (See Modem
Weapon Combaf).

Energy Capacity: 20 charges per energy clip.

Bonus: +2 to strike

Cost: $550,000 hidden/$450,000 as a sidearm. An energy
clip costs $25,000; requires two melee actions to reload.

Mini-Laser: A miniature laser that can be easily concealed in
a secret compartment inside a bionic arm, leg, hip, chest, etc.
The mini-laser is only slightly larger and bulkier than a pen flash-
light, measuring about six or seven inches long and two inches
wide.

Range: 60 feet (18.3 m)

Damage: 1D6

Rate of Fire: Single shots or automatic fire (See Modem
Weapon Combaf).

Energy Capacity: 10 shots.
Bonus: +1 to strike

Cost: $200,000 with concealment; energy clips cost $10,000
each.

Flame Thrower: A small unit with a retractable nozzle and
hose, usually housed in the hip.

Range: 25 feet (7.6 m)

Damage: 3D6, plus a 01-60% chance of setting combustibles
ablaze, including clothing, carpet, drapes, wood, dry grass, etc.

Rate of Fire: Five short bursts per melee, each counts as one
melee attack.
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Energy Capacity: 20 blasts; refilling the concealed fuel tank
takes 10 minutes.

Cost: $45,000.

Concealed Arm Gun: Larger than the finger gun, this weapon
system is implanted “in” the forearm where it takes up the entire
length of that limb and replaces the bones with its artificial frame.
The barrel opening is in the base of the palm and its length runs
down the center of the arm. The weapon is totally concealed until
fired. There are several types available as follows:

1. Automatic Weapon: Sub-machinegun: Four rounds can be
loaded into the arm itself, providing one short burst or four aimed
shots. A clip can also be used (inserted into a concealed slot in
the forearm) to increase ammo capacity, but it will be obvious as
it sticks out of the arm. Caseless ammo increases the con-
cealability by eliminating ejected shells. There are two models of
the arm gun: the smaller machine pistol and the larger sub-ma-
chinegun.

Range: 160 feet (48.7 m)

Damage: 2D6 per individual round or via burst. 4D6 for armor
piercing or special damage rounds.

Rate of Fire: Standard automatic fire (See Modem Weapon
Combaf).

Ammo Capacity: 4 rounds internal or 15, 30 or 50 round clips.

Cost: $275,000

2. Automatic Weapon: Rifle: Two rounds can be loaded into
the arm itself, providing one short burst or two aimed shots. A clip
can also be used (inserted into a concealed slot in the forearm)
to increase ammo capacity, but it will be obvious as it sticks out
of the arm. The main advantage is increased range (although not
as great as a real rifle) and increased damage and penetration
value.

Range: 500 feet (152 m).

Damage: 4D6 per individual round or via burst.

Rate of Fire: Standard automatic fire (See Modem Weapon
Combat).

Ammo Capacity: 2 rounds internal or 10, 20 or 30 round clips.

Cost: $300,000

3. Energy Weapon: Fires a high-powered laser or ion blast.

Range: Laser: 800 feet (244 m) or lon: 300 feet (91.6 m).

Damage: Laser: 4D6 per blast; lon: 5D6 per blast.

Rate of Fire: Standard automatic fire (See Modem Weapon
Combaf).

Payload: Five shots, drawing on an internal energy system
which regenerates at a rate of five shots per every 10 minutes.
Can be augmented with an Energy Clip (10 shots), but the clip
sticks out of the arm. Cost: $850,000

Exterior Forearm Weapon: This is a weapon mounted on
“top” of the forearm, which means it is obvious to all what it is. All
the same weapons as the Concealed Weapon Arm are available
at a cost 40% less — no concealment expense.

In addition, the forearm weapon can include a grappling hook
and pneumatic rewind system or a grenade/mini-missile launcher
(holds only one grenade or missile and takes four melee actions
to reload. Grenade Range: 300 feet (91.6 m); damage: 6D6 or
1D4x10 to a 12 foot (3.6 m) radius. Mini-missile as below).

Mini-Missile Launcher: A cyborg who has both the bionic
chest/ribs and the bionic lungs can get a single mini-missile
launcher implanted in each side of his chest, near the shoulders.
The launchers are concealed until they fire, and reloading has to
be done manually, requiring one full melee round (15 seconds)
per missile. Characters who use this weapon often will go
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through a lot of clothes and fake skin (1 sq. ft. is destroyed with
each missile launch, 3 square feet, if two are launched simultane-
ously). All missile launchers come with a full payload of missiles,
See Robotics for additional missile costs.

Range: About 2,400 feet (731.5 m), point and shoot.

Damage: Varies by missile type, but high explosive (1D6x10)
are the most common.

Rate of Fire: One missile at a time, or in a two missile volley,
provided two are available.

Bonuses: None. Straight dice rolls.

Payload: One missile per launcher built into the body; two
launchers maximum.

Note: Can also be used as a forearm mounted weapon.

Cost: $500,000 per built-in launcher; $350,000 for an arm
mounted model.

Bionic Military Weapons

The following options are normally available only to military
forces for use in heavy assaults. They are large and obvious, and
therefore impractical for the average hero or vigilante. They are
presented here as Game Master options and inspiration. For
more of these heavy cyborg weapons, see the upcoming Heroes
Unlimited Galaxy Guide. Note that these options require arm and
spine exoskeletons and a P.S. of at least 20 to use. Also note
that these weapon systems are rare and expensive. Most military
cyborgs will be issued large rifles, like .50 calibers and automatic
shotguns instead. See Robotics for examples of heavy assault ri-
fles for use by superhuman foot soldiers.

Multi-Missile Arm Launcher: This system replaces the entire
forearm of the ‘borg, thus there is no hand on that limb (a possi-
bly severe handicap without the proper support). The system can
be switched for a normal arm, but requires a skilled mechanic or
cybernetic doctor and takes three hours.

Range: Varies with missile type, usually about 1 mile (1.6
km).

Damage: Varies by missile type, but armor piercing (1D4x10)
are the most common.

Rate of Fire: One missile at a time or in volleys of 2, 4, or 6.

Bonuses: +2 to strike.

Payload: Five missiles per launcher.

Cost: $1.5 million per launcher.

Shotgun Arm Cannon: Similar to the arm guns above, this
system replaces the entire forearm with a double-barreled auto-
matic shotgun. The cyborg must have a full body exoskeleton
and a P.S. of 24 to use this weapon in full auto mode. This sys-
tem can be interchanged with a normal arm just like the multi-
missile launcher above.

Range: 80 feet (24.4 m) with shot, 120 feet with slugs (the
short barrels make the range low).

Damage: Shot does 4D6, but slugs are more common (5D6).
Military units will often use armor piercing slugs doing 6D6 dam-
age and lowering the A.R. value by 2 (i.e. A.R. 16 becomes A.R.
14 against these armor piercing rounds).

Rate of Fire: Standard automatic fire, see Modern Weapon
Combat.

Bonuses: +1 to strike.

Payload: 30 rounds. To achieve the automatic rate of fire,
both barrels fire simultaneously. So, each weapon has its own
ammo, but they share ammo on bursts. Reloading is done with
six round tubes and takes one action per tube.

Cost: $450,000
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Over-the-Shoulder Missile Launcher: This unit attaches to
special shoulder plates on half or full suits of bionic body armor. It
takes one action to reload each missile.

Range: Varies with missile type, usually about 1 mile (1.6
km).

Damage: Varies by missile type, but armor piercing (1D4x10)
are the most common.

Rate of Fire: One missile at a time or in volleys of 2 or 4.
Bonuses: +1 to strike.
Payload: Four missiles per launcher.

Cost: $900,000 per launcher. A speed loader that reloads all
four missiles in one action costs $10,000.

Micro Mini-Gun: Similar to the arm guns above, this system
replaces the entire forearm with a small caliber, short-barrelled
mini-gun. The weapon is a full, six-barreled, rotating gatling-style
mini-gun. Its high rate of fire compensates for the small caliber
rounds. The bullets will not penetrate anything with an A.R.
above 14 or a natural/robot/vehicle A.R. of 12. They simply
bounce off, but armor piercing rounds will work normally against
any armor rating.

Range: 200 feet (61 m).

Damage: 1D6 per round or 1D6+4 for armor piercing rounds,
but the weapon only fires in bursts.

Rate of Fire: Standard automatic machinegun fire, see Mod-
ern Weapon Combat, but all bursts use only one melee attack,
even full melee bursts.

Bonuses: None.

Payload: 100 round cylinders. A full melee round burst emp-
ties the cylinder. Replacing cylinders requires two melee actions.
A triple cylinder port can be purchased that will hold and feed
three cylinders before reloading. An optional belt feed cylinder al-
lows the use of 1,000 round belts giving ten times the ammo ca-
pacity.

Cost: $1,000,000 for the weapon and 1 full cylinder. Ammo
costs the same as .22 caliber bullets. Triple cylinder port costs
$50,000 and the belt feed cylinder costs $100,000.
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Laser Weapon Eye (1 or 2): Short range; usually draws its
energy from the artificial power source of the cyborg. In the in-
stances where this feature is used, the eye (or eyes) is unusually
large or a visor-like implant rather than a human-looking eye.
Sometimes the entire head is oversized.

Damage: 2D6 per single eye blast or 4D6 per double blast
(both eyes fire simultaneously at the same target). A double blast
counts as one melee action.

Rate of Fire: Each blast counts as one melee action.
Range: 400 feet (122 m)

Payload: Effectively unlimited.

Bonus: +1 to strike.

Cost: 330,000 per individual eye.

Bionic Armor

Bionic Body Armor is flexible and surprisingly mobile, inter-
locking sections of armored plates. They are NOT permanent
body parts and can be taken off and replaced at any time. How-
ever, the donning of bionic body armor is a time-consuming proc-
ess requiring about one hour. Taking it off is considerably
quicker, consuming only about 15-20 minutes. The high armor
ratings are the result of the close fitting, interlocking plates and
advanced technology when compared to conventional body ar-
mors. Bionic body armor uses the normal body armor rules for
penetration of A.R. and application of resulting damage.

Full Body Armor: A.R.: 18, S.D.C.: 750. Weight: 120 Ibs
(54.46 kg). Cost: $350,000.

3/4 Body Armor (covers chest, abdomen, arms, hips, legs):
A.R.: 16, S.D.C.: 500. Weight: 90 Ibs (40 kg). Cost: $250,000.

2/5 Body Armor (covers, chest, abdomen and hips): A.R.: 14,
S.D.C.: 400. Weight: 80 Ibs (36 kg). Cost: $150,000.

Half Suit (covers chest and abdomen): A.R.: 11, S.D.C. 250,
Weight: 50 Ibs (22 kg). Cost: $75,000.

Hips and Legs: A.R.: 9, S.D.C.: 200. Weight: 45 Ibs (21 kg).
Cost: $60,000.

Neck, Head and Shoulders: A.R.: 7, S.D.C. 150. Weight: 30
Ibs (13 kg). Cost: $60,000.

Note: More than one suit of body armor can be bought and
keptin reserve.

Reinforced Exoskeletons: Reinforcing exoskeletons are
necessary to support joints, body connections, and bones. With-
out the exoskeleton, a bionic limb could be damaged, snapped
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and torn off, as well as being pulled apart or strained, or could
tear muscles and bone. A cyborg can not lift a half ton over his
head just because his arm has exceptional strength; the spine
and shoulders must also be reinforced. The amount of exoskele-
ton a character may have depends solely on the needs and de-
sires anticipated by the player creating him. Bonus: +1 to roll with
punch, fall or impact.

Spine and Shoulders, adds 50 S.D.C., Cost: $1 million.

Arms and Shoulders, adds 30 S.D.C., Cost: $550,000.

Hands and Wrists, adds 10 S.D.C., Cost: $200,000 each.

Legs and Hips, adds 40 S.D.C., Cost: $1 million.

Feet and Ankles, adds 10 S.D.C., Cost: $100,000 each.

Bionic Chest and/or Ribs: Will protect the heart and lungs
like body armor, providing an extra 55 S.D.C. to the upper body.
Cost: $500,000

Bionic Skull will help protect the head and brain, providing an
extra 30 S.D.C. to the skull. It can also add up to +4 to the P.B.

attribute with custom sculpting (the latter adds $50,000 to the
skull cost). Cost: $190,000.

Hard Plastic Skin that resembles human flesh can also be
used. It does not feel anything like real skin. Normal weapons
such as knives, clubs and low caliber bullets (.22,.25) do half
damage. No special A.R.; S.D.C. bonus of artificial limbs is 15
each. Cost: $500 per square foot. Necessary square footage is
identical to synthetic plastic skin.

Synthetic Plastic Skin that looks and feels like real human
flesh can be used to cover the artificial limbs. Although slightly
tougher than human skin, it does NOT provide an additional pro-
tection/body armor (S.D.C. or A.R.). Cost: $1,000 per square
foot. It requires 22 sq. ft. to cover the average man and 17 sq. ft.
for the average woman. Each arm requires 3 sq. ft., each leg 4
sq. ft., the torso 6 sq. ft., and the head 2 sq. ft.

Small Secret Compartments can be built into bionic body
parts to hold small tools or weapons. Cost: $8,000 per compart-
ment. Number of compartments possible:

Arm — one in lower and one in upper arm; very small.

Leg — three small or two largish.

Chest — two small, flat compartments.

Special Note: Additional cybernetic implants and disguises
are found in the Ninjas and Superspies™ RPG and can be in-
cluded as additional items to purchase.
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The hero or supervillain created by scientific experimentation
is a bit different from most of the other power categories in that
his or her extraordinary powers are man-made.

Presumably, prior to the experiment, the character was an or-
dinary human being or perhaps even a physically impaired or un-
derdeveloped human specimen. It is the experiment that has
transformed and/or instilled the character with superhuman abili-
ties. This complicates matters in several ways. It means a dozen
or more people (perhaps an entire organization or govemment)
knows about the experimental project, and, while as few as only
one or two mad scientists might actually know the character’s
true identity (the experiment conducted without the knowledge or
permission of the scientist’s superiors), it is more likely that doz-
ens of people know. Even worse, it is likely that the organization
that is responsible will have some legal rights over the “volunteer
test subject.” In most cases, the test subject will be obligated
(forced or blackmailed) to work for the organization or individual
responsible for empowering him. A military sponsor may auto-
matically enlist the character into the service of his nation (effec-
tively a mandatory conscription), although a military or other
governmental organization is likely to elicit genuine volunteers
under the condition that the individual agrees to several preset
conditions, including working for them.

Of course, there are governments and militaries headed by
evil or insane leaders, renegades who engage in unauthorized (il-
legal and dangerous) experimentation, corrupt or deranged
members of private industry, criminal organizations, and mad sci-
entists who may also be capable of such incredible experiments.
These groups are less likely to acquire genuine volunteers and
may kidnap drunks, junkies, children and innocent people off the
streets, or enlist criminals (or enemies assuming they won't sur-
vive the dangerous experiment and/or can be terminated after-
ward), or entice “volunteers” through promises of money,
promotion, power and revenge (blackmail works too).

Whatever the case may be, the subject of experimentation is
transformed and given incredible super abilities. This may sound
wonderful, and as long the “test subject” gets along with the or-
ganization and enjoys his “work,” there’s not a problem. How-
ever, should the newly empowered superbeing clash with his
creator(s) and/or employer(s), there can be serious problems.
This can lead to the superbeing’s unauthorized departure from
his creators to operate as an independent. Such actions are typi-
cally regarded as a betrayal or even an act of treason, giving the
“renegade’s” sponsoring organization reason to hunt him down!
Wanted fugitives are usually on the run from authorities and/or
agents of their creators. This can include hired mercenaries,
bounty hunters, criminals, supervillains, and even old colleagues
or rivals (superhumans and otherwise). A superbeing publically
branded (often such manhunts and vendettas are secret) as a
dangerous criminal will find lawmen and other superheroes on
his tail, as well as agents of his creator. Those assigned or en-
listed to “get” the rogue superbeing may be instructed to appre-
hend or kill, depending on the circumstances and the code of
ethics of the people involved.

Of course, if the character is on favorable terms with the spon-
soring organization, they will offer support, access to superior sci-
entific facilites and data bases, medical facilities, a secret
identity, and some level of general assistance, as well as a regu-
lar salary (probably fairly substantial, 100,000 to 300,000 dollars
to start). If an agent of the govemment, law enforcement, or a
high profile private company, the superbeing’s agenda and activi-
ties may be open and publicly acknowledged and promoted by
the sponsoring organization. On the other hand, the character
may literally be a “secret agent” with a secret sponsor, secret
identity and agenda, and officially disassociated from (no links to)
the people or group who created him and for whom he works.
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The Creation of a Superhuman
through Experimentation

There are also other considerations. These experiments often
produce unintentional side effects that can help and/or hinder the
individual.

Step One: The Usual

Determine the eight attributes, Hit Points, alignments, and op-
tional rounding out data as usual. Physically or mentally inferior
characters are okay, perhaps even preferred. Keep all initial at-
tributes and bonuses written in pencil as skills and special bo-
nuses will see them modified.

Step Two:
Education & Skills

This character can come from virtually any walk of life and se-
lections will depend largely on the sponsoring organization, i.e.
some will want only those with a military background or currently
in the military, or mentally or physically superior (or inferior if the
experiment is meant to improve weakness, frailty or disease),
and so on. Consequently, the determination of education level
and skills is typically unchanged — select as usual. The charac-
ter can have any level of education, from high school to doctor-
ate, without affecting the outcome of the experiment.

It may be prudent to first determine the nature of one’s super
abilities and side effects before selecting skills. In this way the
player can select skills that will complement his character or off-
set negative side effects.

Step Three:
The Experiment & Powers

In many cases, the manifestation of super abilities is a one in
a trillion fluke that was not expected and can not be duplicated.
Even if the purpose of the experiment was to create a super-
soldier or instill superpowers, either it has no noticeable effect on
half to three quanters of its test subjects or seriously injures or
kills most others. Only a tiny percentage have a successful reac-
tion, and even then the experiment is likely to have unpredictable
results — cannot duplicate the exact same effects twice. The
powers themselves often defy scientific explanation.

The random elements of experiments means the player rolls
once on each of the following tables to determine the general
type of powers and side effects (Roll percentile dice for all). Like-
wise, when it is time to determine specific abilities, the player
should roll on the appropriate random super ability tables.

Table A: The Nature of the Experiment
01-25 Chemical

26-50 Radiation or other energy.

51-75 Chemical and radiation combined.

76-00 Exposure to an unknown quantity (radiation, chemical, en-
ergy or microbes from a meteor, dimensional anomaly, alien
substance or device, explosion, etc., abducted by aliens, etc.);
the exact cause may never be determined.

Table B: The General Type of Experiment
01-20 A deliberate and successful attempt to create a human
with superhuman powers, but results cannot be duplicated.

21-50 Accident; the manifestation of super abilities is completely
unexpected, unintentional, and impossible to duplicate.

51-70 Unexpected side effect of an experiment.
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71-00 A deliberate experiment to augment or alter the human
body; an X-factor has produced staggering results. Cannot be
duplicated at this time; requires further analysis.

Table C: The Number of Super Abilities
01-13 One Major Super Ability and three Minor abilities.
14-25 Four Minor Super Abilities only (no Major powers).
26-38 Two Major Super Abilities and one Minor ability.
39-40 One Major Super Ability and two Minor abilities.
41-52 Five Minor Super Abilities only (no Major powers).
53-64 Two Major Super Abilities (no Minor powers).
65-76 One Major Super Ability and 1D4+1 Minor Psionic powers.
77-88 Two Minor Super Abilities and two Super Psionic powers.
89-00 Three Major Super Abilities or Six Minor powers, player’s
choice!
The Supersoldier Option: Rather than roll on Table B or Ta-

ble C, for super abilities, the player can opt to build a so-called
“supersoldier,” described toward the end of this section.

Specific super abilities are listed and described in the Super
Abilities Description section. We strongly suggest using the ran-
dom tables to determine specific abilities, but if a player prefers,
and the G.M. allows it, he may select the abilities.

Table D: Side Effects (Permanent)
01-08 Hair Growth Stimulated; all body hair tripled.
09-16 Odd Skin Pigmentation:

01-10 Two toned; one light color for underbelly, neck, face
and hands, a dark one for the rest of the body.

11-25 Light Green

26-40 Pale Blue

41-55 Stark White or Bluish White

56-70 Light Grey

71-85 Pale White

86-00 Dark Brown

17-24 Odd Skin Texture that detracts from physical beauty; -2
on P.B. attribute.

25-33 Whole Body Glows faintly in the dark; makes a great tar-
get at night; -40% to prowl in darkness.

34-40 Vulnerable to Radioactivity (even the tiniest levels): Re-
duce all physical attributes by half while exposed to radioactiv-
ity.

41-47 Must Physically Transform every time a power is used.
Add 1D4 feet (0.3 to 1.2 m) to height, add 3D4x10 pounds (13
to 54 kg) to weight, skin color changes (roll on the previous
odd skin pigmentation table). On the good side, it adds
2D4x10 S.D.C. and +1D6+4 to P.S.

48-54 Requires Energy for Nourishment: Can not eat or drink
normal food; must absorb energy such as electrical, light or
heat energy (not organic life energies). Must have 200,000
amps or six hours of light per day. On the good side, the char-
acter never gets hungry nor fatigues when exposed to sunlight
or heat, and is resistant to energy weapons. Electricity, heat
and laser blasts do half damage (punches, plasma, magic en-
ergy, and others do full damage).

55-63 Increased Mass: Physical proportions are unchanged, but
mass/weight is increased; add 1D4x100 Ibs (45 to 180 kg) to
weight, decrease speed attribute by 20% and -10% to climb,
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acrobatics and gymnastics skills. Add 1D4x10+20 to S.D.C.,
+6 to damage from punches and kicks (in addition to P.S. bo-
nus), and +1D6+4 to P.S.

64-70 Chemical Resistance: An automatic saving throw at +5 to
save against all chemicals, drugs, toxins and pollution (only
+2 to save vs magic potions). Even if the character fails to
save, all penalties, effects, duration and damage are half nor-
mal. Unfortunately, this applies to good, lifesaving chemi-
cals/drugs, as well as deadly ones.

71-77 Breathe Without Air: The character does not need to
breathe air, but still functions normally, even in airless environ-
ments. Impervious to gases. On the downside, the character
has no sense of smell or taste. None!

78-84 Chronic Pain: On the positive side (be that as it is), the
character has developed great tolerance to pain. This means
he/she can endure torture and severe injury, fighting on up to -
32 Hit Points below zero, before collapsing (+5% to save vs
coma). On the negative side, the character constantly suffers
from some level of pain and tends to push himself. Reduce
P.E. by one point, -1 on initiative, and -5% on all skills (the
pain is distracting and debilitating).

85-93 Hair Permanently Falls Out: All hair on the head, face
and body falls out and never grows back.

94-00 No Facial Features: (including facial hair) Except a slit for
a mouth, two tiny holes for nostrils, a slight ridge just above
what was once eye sockets, small narrow eyes, and button
sized ears, the face is featureless. Despite this physical de-
formity, the character can breathe, hear, speak, and see as
well, or better than ever. Vision: Perfect 20/20 vision, even if
the person needed eyeglasses before. Can naturally see in
the infrared and ultraviolet range (600 feet/183 m). Sense of
Hearing and Smell is much sharper; adds +2 on initiative.
The character can also discem between different sounds
much more clearly, and is +20% to the imitate voices skill.

On the negative side, reduce physical beauty by half. Also,
roll on the random insanity table resulting from trauma.

Table E: The Sponsoring Organization
01-24 Private Industry
25-50 Medical Research Facility
51-75 Military
76-00 Secret Organization (roll again for motive)
01-20 Medical
21-50 Criminal
51-80 Crime Fighting
81-00 Military

Table F: Status with Sponsoring Organization

01-20 Allowed to leave on very good terms; friendly relationship.
Both the superbeing and the organization may ask the other
for the occasional favor.

21-30 The powers are unknown to the organization because they
manifested long after the experiment or incident. Thus, the
agency (at this point in time) has no idea the character has su-
per abilities.

31-36 Left in the cold. The sponsoring organization has been dis-
banded and all evidence of its existence is completely gone.
Nobody — no government, industry or individual — will ac-
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knowledge the program ever existed or that they even know
the superbeing!

The character may have no knowledge of his past or why he was
imbued with incredible power.

37-41 Ran away and is hated by the sponsoring organization!
The superbeing is regarded as a dangerous renegade and
loose cannon (whether he is or not) who must be destroyed!
They have publicly branded the character as a psychopathic
monster. Thus, he is hunted by the law as well as the organi-
zation, bounty hunters and even the occasional superhero.
Media coverage is seldom positive, and will usually focus on
the negative (damage, injuries, recklessness, criminal implica-
tions, past crimes, etc.)

42-50 Allowed to leave after a great antagonism/conflict. Not
friendly, but may deal with the superbeing occasionally. May
have enemies in powerful places, but they won't bother with
him unless the superbeing causes them grief.

51-60 Ran away; secretly hunted by the organization. The spon-
soring organization is hostile, but not deadly (not yet); wants
the superbeing for further experimentation and research.

61-70 Thrown out of the program. All ties are permanently dis-
solved. The organization is very angry/hostile toward the char-
acter and is easily antagonized by him.

71-80 Ran away; considered to be a criminal and/or extremely
dangerous. Hunted by law enforcement agencies and the or-
ganization that created him.
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81-89 Ran away, but the organization is secret and is afraid their
runaway rogue will expose them. Hunted by the organization,
which is likely to use other superpowered agents as well as
human agents, and will consider outside “freelancers” (su-
pervillains, mercenaries, etc.). Initially, they’d like to appre-
hend (and imprison indefinitely) the rogue super being, but
may decide to terminate him! On the other hand, depending
on how the character conducts himself, they may eventually
decide he is no danger to them and just leave him alone.

90-00 Currently employed by the organization and makes no less
than $100,000 a year (probably triple). The character is loyal
to his creators and their cause (good or evil — may be their
pawn).

Other Stuff

Level of Education and Skill Selection:Standard; see creat-
ing a character and educational level.

Hand to Hand Combat: Combat skills are not automatic, but
must be selected as a leamed skill; see Hand to Hand Combat
skill.

Attacks Per Melee (Hand to Hand): As with ALL heroes, the
experiment characters automatically get two attacks per melee
round. Additional attacks must be developed through combat or
physical skills, or super (and supersoldier) abilities.

Weapons and Armor: Unless the character is extremely
wealthy, only conventional weaponry and body armor are avail-
able to him. If the character is on amicable terms with the organi-
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zation that created him, or in its employ, he may have access to
specialized equipment. The degree of available items is left
solely to the discretion of the Game Master.

Alignment: Any alignment can be chosen, but heroes should
generally be of good or selfish alignment.

Structural Damage Capacity (S.D.C.): All characters
spawned by experimentation have a base S.D.C. of 40, plus any
additional S.D.C. from physical skills or side effects from the ex-
periment.

Available Financial Resources: 5D6x100 dollars are avail-
able in ready cash. This is in addition to a possible life savings
(see optional rules to round out one’s character). There is a 01-
84% likelihood the character owns a conventional car thatis 1D6
years old. Presumably the character has a job, apartment and
reasonable personal possessions.

Other Options: With Game Master approval, players can use
experiment-type O.C.C.s from other Palladium games like
Rifts®. The Juicer and Crazy O.C.C.s are particularly easy to
adapt since they do not have M.D.C. and are experimental type
characters. Use only the bonuses and special abilities as listed in
Rifts® (not tables A-F), but roll education normally for Heroes
Unlimited™. Equipment wil of course come from Heroes Un-
limited™, unless the characters are from another dimension or
alternate future Earth.

STERANKO
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Players may opt to build a supersoldier character rather than
roll for random super abilities. The supersoldier is a catch name
that means the “experiment” was a deliberate attempt to create a
superior, human fighting machine. The focus is usually on tap-
ping into the vast human potential. To bring the human body and
mind to their ultimate capabilities. Although the limited use of cy-
bernetic implants may be part of the experiment, their inclusion is
minimal when compared to the bionic character. Note: If this op-
tion is selected, the player does not roll on Tables B & C. Like-
wise, the super being is much more likely to be an active agent
for a govemment or organization, so it may not be appropriate to
roll on Tables E or F unless he is no longer affiiated with that
group. Do roll on Tables A and D.

Determining Supersoldier Abilities: As usual, the player
can select or randomly roll for his powers as a supersoldier.

Roll for one Minor Super Ability and roll three times on the ta-
ble that follows. If the same Supersoldier ability is rolled twice, ig-
nore it the second time and either reroll on this table or roll on the
Minor Super Abilities Table elsewhere in this book.

Supersoldier Ability Table

01-10 Attempted to Increase Physical Agility and Dexter-
ity: Increase P.P. attribute to 22 (do not change if the P.P. is al-
ready higher) and is ambidextrous. Bonuses: +2 on initiative,
automatic dodge, paired weapons, and add +5% to skills requir-
ing manual dexterity and/or agility such as acrobatics, climb,
swim, pick locks or computer operation, etc.

11-20 Attempted to make the character invulnerable: Adds
80 Ibs (36 kg) to weight (muscle, not fat), skin has a natural ar-
mor rating of A.R. 13, plus gets an extra 2D6 H.P. and 4D6x10
S.D.C. An opponent’s roll to strike must be 14 or higher to inflict
damage. Rolls under 14 may hit, but do no damage.

21-30 Attempted to Increase Physical Speed: Triples speed
attribute and enables the character to leap 15 feet (4.6 m)
straight up and 20 feet (6.1 m) across; +1 on initiative, +1 to
dodge, and +1 to roll with impact, punch or fall. However, the
character is hyperactive, has trouble relaxing and trouble sleep-
ing.

31-40 Mind and Body are more attuned to each other, in-
creasing reaction time and alertness. Adds one hand to hand at-
tack per melee, +2 on initiative, +4 to save vs Horror Factor, and
+2 to save vs possession.

41-50 Bionic Implants in the head stimulate certain brain
neurological, chemical and glandular activity to increase Physical
Endurance and Strength. Raise P.E. attribute to 19 (if already 19
or higher, add 1D4 points), increase S.D.C. 3D6, P.S. by 2D4
points and Speed by 2D4 points. The character is not affected by
physical exhaustion/fatigue for the first two hours of strenuous
activity. However, the character suffers from chronic headaches
and eats four times as much as normal without gaining weight,
because the higher metabolism burns up the calories.

51-60 Brain Boost: Raises |.Q. attribute to 20, but will not in-
crease an |.Q. that is already 20 or higher. Standard 1.Q. attribute
bonus applies, plus the character is +1 to save vs illusions and
+2 to save vs Horror Factor and possession.

61-70 Physical Transformation: The character is physically
altered, with fat becoming lean muscles, bones strengthening
and/or healing, hair filling out, physical impairments such as poor
vision and poor hearing corrected, and disease, even a terminal
one, eliminated (at least for the time being; may retum in 4D6
years). Bonuses: Add 1D4 to P.E., 2D4 to P.B., 1D6 to speed,
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and 1D6 to P.S. plus P.S. is equal to the Minor Super Ability of
Extraordinary Strength; +2D6 to Hit Points and +4D6 to S.D.C.

71-80 Bionic Weapon System is built into one of the charac-
ter's hands and arms. This is not an artificial limb, but a bionic im-
plant. The weapon responds to bio-electrical impulses from the
brain and is under the complete control of the character. Unfortu-
nately, the power system is limited to a maximum of 40 blasts per
hour, but automatically recharges. P.S. of the bionic hand and
arm is 20, and it has 50 S.D.C.

Select two from the following:

Electrical Discharge: Does 1D6, 2D6 or 5D6 damage (charac-
ter can adjust the degree of damage; counts as one blast regard-
less of damage amount). Can be fired as an arcing blast or the
hand can be electrified to inflict damage by touch (add normal
punch and P.S. damage to the electrical damage if used as an
electrified punch attack). Range: 100 feet (30.5 m). Payload: 50
per hour; self-regenerating.

Laser or Energy Blast: A concentrated bolt of energy intended
for close to medium-range combat. Inflicts 2D6 or 4D6 damage
per blast. Range: 400 feet (122 m). Can fire 50 per hour.

Retractable Claws: One in each finger; adds 4D4 damage to
clawing/slashing or jabbing punch attacks.

Retractable Forearm Blades: A pair of blades equal in length
to a short sword can extend and retract from a housing in the
forearm; does 2D6 damage per strike and +1 to parry.

Rocket Hand: The bionic hand can fly off to strike an opponent
or to grab something and then return to its mechanical housing.
Range: 200 feet (61 m). Damage from its punch is 2D4, takes
one melee action to return and reconnect. Has 18 S.D.C.

81-90 Bionic Sensor System: Built into one of the charac-
ter’s hands, arm or head. This is not an artificial limb, but a series
of bionic implants. The sensors alert the character to certain dan-
gers or conditions. Select six.

Clock Calendar: Accurately keeps the time of day and date.

Electronic Bug Detector: Range: 20 feet (6.1 m).

Explosives Detector: Range: 8 feet (2.4 m).

Motion Detector: Picks up motion all around the character
within a 10 foot (3 m) radius, alerting him to imminent attacks
from behind or above; +1 to parry and dodge.

Radiation Detector: Measures radiation and warns of danger-
ous levels.

Radiation Detector: Picks up, pinpoints and measures the de-
gree of radioactivity.

Heat Sensor: Picks up and measures heat, Range: 30 feet (9

m).
Radio Scrambler: Will distort or “scramble” outgoing radio sig-
nals, preventing interception and interpretation by the enemy.
The character must be using a radio.

Infrared Warning System: Alerts the character whenever infra-
red light is focused on him.

91-00 Uncanny Targeting and Throwing: The character can
throw any weapon or item designed for throwing (a ball, spear,
knife, grenade, etc.) with astonishing accuracy (+1 to strike when
throwing or making an aimed or Called Shot) and at twice the
normal distance. Additionally, the character can fire a weapon or
throw from a moving vehicle or while riding a horse, while hang-
ing upside down or while leaping or falling without penalty!

He can also throw two items simultaneously at the same tar-
get or at two different targets (in this latter case, no bonus to
strike applies to either) and only uses up one melee attack/ac-
tion.
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The character’s ability to see and track (some say sense or
feel) moving objects/targets enables him to attempt to parry or
dodge projectiles (bullets, arrows, etc.) and energy blasts, but
with no other bonus than +2 to parry or dodge.
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By Wayne Breaux Jr. & Kevin Siembieda

The character who falls into this category possesses no un-
usual super ability, magic power or bionics. He or she is a normal
person with an exceptional knack for building and using ma-
chines and gimmicks. This is the guy who has an incredible sou-
ped-up car and a jet pack in the trunk. As a crime-fighter, the
character is likely to be physically capable in combat, and pos-
sess a number of physical skills, but the real emphasis is the
man and his machines.

The Hardware character is an expert with his machines and
gimmicks devices — many of which are experimental creations
of his own design (or at least souped-up modifications). Many
take hours and hours to design and then build. Some are poten-
tially dangerous. Most require special training, and can be quite
expensive. Consequently, the Hardware guy is not likely to outfit
his super-buddies with his gizmos for personal and safety rea-
sons.

Hardware Skill Notes

Anyone with the right skills, namely Mechanical Engineer,
Electrical Engineer, and Weapons Engineer, can attempt to cre-
ate the same high-tech items that Hardware characters can, like
trick guns, souped-up cars, and electronic gizmos. However,
Hardware characters are natural geniuses when it comes to ma-
chines, so they have a higher chance of success in building and
modifying machines. The following Hardware categories present
a number of special abilities, along with skill penalties for per-
forming certain high-tech work. These penalties apply to anyone
trying to perform the listed feat.

Thus, a character trying to hot wire a car with Streetwise or Pi-
lot Automobile will use the penalties listed under the Hot Wire
skill in the Hardware Electrical Genius section, and a Robotics
Engineer attempting to restore S.D.C. to his damaged robot with
Robot Mechanics would check for penalties under Robot Con-
struction and Repair in the Hardware Analytical Genius section.
In addition, anyone using a Secondary skill or alternate skill to
perform a task (such as Electrical Engineer instead of Robot
Electronics to repair a Type Three exoskeleton) suffers an addi-
tional penalty of -10% on top of any listed penalties.

Special, Over 100%,

Hardware Skill Percentage Rules

Hardware characters are absolute naturals at their chosen
area of expertise, thus they start with amazing skill percentages,
even at first level. This is to reflect their capabilities and to set
them apart from other characters with similar backgrounds. As
the following section will show, doing the kind of unique and ad-
vanced feats that are commonplace to these characters is not
easy. There are numerous penalties to skill rolls, and some of
them can be substantial (like the -60% for hacking an ultra-so-
phisticated computer). These penalties apply to all characters at-
tempting the described actions, not just Hardware characters.
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In order to keep the Hardware expert continually ahead of
other characters in similar fields, their incredible percentages
continue to increase with experience and go beyond the 98% skill
rating cap!

Players with these characters should keep track of their char-
acter’s total skill percentage, even beyond 100%, because this
“extra” will help to offset skill penalties. This is done by taking the
over the top skill ability — say a skill with a 135% proficiency —
and subtracting any penalties from that incredible aptitude. Okay,
so if a penalty of -20 was applied to the skill with 135%, the Hard-
ware character is unaffected by the penalty because he still has a
115% skill proficiency. However, to gauge success, the character
still has to roll under 98%, because there is always a chance that
even a genius will make a mistake (maybe he’s too overconfi-
dent, waits too long, doesn’t pay it enough attention because it is
so easy, and so on). If the skill penalty was -60%, then the Hard-
ware guy with the 135% skill would perform it at 75% proficiency
instead of his maximum 98%. By contrast, even the best engi-
neer would perform that same skill at 38% (98 - 60 = 38), so the
Hardware character has a tremendous advantage.

Hardware Costs

The costs given in the respective Hardware Sub-Categories
for building and buying the gimmick items are rather self-explana-
tory. If a character can build the item, he uses the reduced “Cost
to Build” price. If he can not, or does not have the time to build
the item himself, the “Cost to buy ready made” price is used. This
applies to all characters attempting construction. Note that all ve-
hicle construction prices are considered “Cost to Build” prices, so
the “Cost to buy ready made” for the same item would be about
ten times the “Cost to Build” prices (except for Hardware: Me-
chanical Genius characters).

Time Restrictions

The amount of time needed to work on a high-tech gizmo var-
ies with the complexity of the task. The player and Game Master
will have to work out, together, how much time is needed to do
the work properly. Also, the man-hours of work may have to be
spread out over a period of days, weeks or even months. Preci-
sion (and experimental) work requires a clear head and one’s full
attention. Remember, even heroes need to sleep and rest, and if
the character is maintaining a secret identity, holding a part-time
job, and spending time superheroing, there’s not much time (or
energy) left to spend creating new “toys.” On the other hand, the
Hardware character loves toys and enjoys tinkering almost as
much as adventuring.

A reasonable formula for determining time is at least one hour
for every one penalty point. Two or three hours per each penalty
point if it's the character’s own design, or something experimen-
tal, and add 10 hours per point for miniaturization. This is the
time needed to “build” one prototype device. Additional time will
be required for research, study of problems, analysis of new sys-



tems and theories, travel, getting/finding and/or building specific
parts to the proper specifications, and finally some method in
making money to purchase all the parts and materials needed.
Players and G.M.s should consider all these issues.

Creating a Hardware Character
Step One: The Usual

Determine the eight physical attributes, Hit Points, S.D.C.,
alignments and optional rounding out data as usual. The only ex-
ception is, if the 1.Q. attribute is 8 or less increase it to “9.” If the
1.Q. is higher than “9,” that’s great, just leave it alone. Nine is the
minimum |.Q. for Hardware characters.

Step Two:
Education & Skill Modifications

Roll to determine the character’s Educational Level as usual.
Then subtract one entire Skill Program from those normally avail-
able. Why? Because each of the four Hardware categories get a
handful of skills to take its place.

The character can have any level of education, from high
school to doctorate, without significantly affecting him in his Hard-
ware role. Of course, it is wise to select skills that will help sup-
port his tinkering or to round him out for his role as a superbeing.

Note: The Analytical Genius, is the only exception, he does
not determine education as usual, but gets a special range of
skills.

Step Three: Special Skills;
Hardware Area of Expertise

There are now four hardware categories of expertise and abili-
ties. Players can either select one of the categories or randomly
roll.

01-25 Electrical Genius
26-50 Mechanical Genius
51-75 Weapons Genius
76-00 Analytical Genius

Once a category has been determined, go to that section and
build your character. It is in each of the four sections that one’s
abilities, budgets and equipment will be explained.

Hardware:
Electrical Genius

This character is a genius in electronics — a whiz kid when it
comes to wiring, rewiring, circuitry, microchips, working on and
with computers, communication devices, listening devices
(bugs), and electronic gizmos of all kinds. Thus, he can use, con-
struct, design, repair and modify electronic devices with great
skill and precision. Working alone, the Electrical Genius can build
equipment that normally takes a full design team months to come
up with. Unlike the Analytical Genius, this character can produce
finished, expert looking work.

Quentin Milton (¢
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Electrical and Related Skills and Bonuses:

The following are in addition to Scholastic and Secondary
skills.
Electrical Engineer (+30%)
Read Sensory Instruments (+20%)
Surveillance Systems (+20%)
Optic Systems (+20%)
Computer Operation (+30%)
Computer Programming (+20%)
Radio: Basic (+20%)
Basic Mechanics (+10%)
Mathematics: Advanced (+20%)

Special Electrical Skills
Hot Wiring

90% +1% per level of experience.

Generally the term “hot wire” refers to car thieves who by-
pass an automobile’s ignition by tearing out the ignition wires and
connecting them to their own ignition or crossing wires to get an
electrical charge to start the ignition without a key. The Hardware
Electrical character can do this and more! In addition to hot wiring
cars, the character can electrically bypass, redirect, rechannel, or
tap into alarms, telephone lines, satellite feeds, cables (electrical,
TV, and telephone), electrical circuits, surveillance/camera sys-
tems, and computer networks. Basically, the character can rewire
or modify the wiring of any electronic device.

Hot Wiring/Electrical Bypass Penalties:

The following penalties apply whenever the character tries to
hot wire/bypass, redirect or tap into something. They generally
reflect the complexity and difficulty of the job. In some cases,
more than one penalty may apply. For Example: A new model
car may have an electrical alarm with keypad lock/entry, and
must be hot wired for a cumulative penalty of -20%. All penalties
are cumulative.

Hot Wiring Automobiles

-0% Cars built before 1985; a snap; time required, 1-2 melees.

-5% Cars built after 1985, a little more sophisticated; time re-
quired, 1D4 melees (that’s still only 30-60 seconds).

-5% Auto-alarm, should be disconnected first; time required, 1D4
melee rounds.

-5% Foreign cars can be tricky; time required — 1D4+1 melee
rounds.

-10% Auto Electric Lock or entry keypad, this can be a toughy;
time required, 1D4+2 melee rounds.

-12% Hidden cut-off switch (automobile); time required, 1D4+4
melee rounds.

-20% High-Tech Spy or Military anti-theft/protection system (state
of the art); time required, 1D6+1 minutes.
Security & Alarm Systems

-5% A common, standard alarm system, a breeze; time required,
2D4 melee rounds.

-10% A sophisticated alarm system; time required, 3D4+4 melee
rounds.

-15% A superior alarm system; time required, 1D4+4 minutes.
-15% An unfamiliar type of security system, add 2D4 minutes.
-10% Tamper-proof, well supposedly; add 2D4 minutes.

-30% A super, high-tech, state of the art complex alarm system
(this is the bank, museum and spy type of security alarm);
time required, 4D6 minutes.
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-5% if tied to a camera system, and adds 1D4 minutes.

-10% if tied to motion or heat detection system, adds 1D4 min-
utes.

-10% if tied to a laser system, and adds 1D6 minutes.
-10% if mechanical construction or deconstruction is necessary.

Note: A failed roll means the alarm has been accidentally trig-
gered.

Electrical Locks
-10% A basic lock system; time required — 1D4 minutes.

-15% A more sophisticated lock system; time required — 2D4
minutes.

-25% A sophisticated lock system; time required — 3D4 minutes.

-35% A super sophisticated, complex lock system; time required
— 6D4 minutes.

-15% A timer lock system (set to open only at a specific prepro-
grammed time; often combined with the sophisticated sys-
tems); add 2D4 minutes.

Special. An alarm system is linked with the lock system. See se-
curity alarms foradditional penalties and additional time re-
quired.

Miscellaneous
-10% to work on miniaturized systems.

-15% to correctly disarm a bomb (no penalty if demolitions is one
of the character’s skills),

-20% to rewire or hot wire an energy weapon.

-5% to tap into cable television.

-10% to tap into a computer system/network.

-15% to tap into telephone wires.

-15% to tap into a satellite feed (another -15% if a military or spy
system).

-10% Bypass keypad entry system, commercial type; time re-
quired: 2D4 melees.

-20% Bypass keypad entry system, superior industrial or military
type; time required: 1D4 minutes.

-10% Tamper-proof keypad system (often combined with the su-
perior industrial types); add 1D4 minutes.

-15% Hot wire or shut down electrical doors, escalators, or eleva-
tors (access panel must be available): 2D4 melees.

-55% Repair/Work on super-sophisticated circuitry like robots,
cybernetics, or nano or alien technology.

Computer Hacking

82% +1% per level of experience

This is a slang term for a computer operator who gains access
to other computers, usually by telephone modem, and breaks
their security code to plunder their data or to infect it with a virus.
This skill includes an in-depth knowledge of computer programs,
useful in pirating computer information. Only the Special Training
Super Sleuth is better than the Hardware Electrical character.

Hacking Penalties

The following penalties apply whenever the character tries to
gain access to computers and computer programs that are not
his own. The penalties generally reflect the complexity and diffi-
culty of the job.

-5% to surf the Internet or World Wide Web for free.

-10% to break a simple security program; time required: 2D4
minutes.
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-20% to break a moderately sophisticated security program; time
required: 6D6 minutes.

-40% to break a sophisticated security program; requires 4D6
hours.

-50% to break a super-sophisticated security program or repro-
gramming an Attificial Intelligence; requires 8D6 hours.

-60% to break a superior military, state of the art (or alien) secu-
rity program, or reprogram an advanced Artificial Intelligence;
time required: 4D4 days (a “day” is a minimum of 10 hours).

-10% to decipher an unknown data code; time required: 4D6
hours.

-25% to decipher an encrypted code; time required: 3D4 days.

-15% to “lurk” undiscovered on an active system.

-5% to 10% to replace a security code with his own (must first
break the original code). These are predesignated codes that
the character has designed some time ago and can just be
“keyed in.” A good security program takes weeks or even
months to design.

Time required to load depends on the complexity of the pro-
gram:

Simple — 4D6 minutes

Moderately sophisticated — 2D4x10 minutes.

Very sophisticated — 1D4 hours.

Special: Changing/reprogramming a computerized system:

Simple: -5% and takes 2D6 minutes.

Moderately sophisticated: -10% and takes 1D4x10 minutes.

Very sophisticated: -15% and takes 1D4 hours.

Special: Building security codes:

Simple: -10%, and takes 3D4 days.

Moderately sophisticated: -30% and takes 1D4 months.

Very sophisticated: -50% and takes 3D4 months.
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Special: Building viruses:
Simple: -20%, and takes 3D4 days. This is the annoying, but not
particularly damaging type.
Moderately sophisticated: -35% and takes 2D4 months. This is a
more serious and troublesome type of virus.
Very sophisticated: -60% and takes 4D6 months. This is a dan-
gerous and destructive type of virus that can destroy memory
files, cause serious malfunctions, etc., and requires an expert to
find and remove it.

Note: These penalties can be applied to anybody with the
Computer Hacking and Programming skills.

Electronics Construction

88% +1% per level of experience

The Electrical Genius can not only figure out, operate, tap into
and bypass electronic devices, but he can also repair, build and
modify them. With the proper materials, the character can con-
struct, rebuild, combine and program calculators, computers,
stun guns, telephones, radios, cameras, and everything from
toasters to electrical engines. Virtually all household items, to
most of the electronic equipment in the Equipment section, can
be built, rebuilt, combined or modified by the Electrical Genius.
Cost is typically 40% less than the listed prices because the char-
acter is doing all building and customization himself.

The following tables give some penalties for building elec-
tronic systems or devices. For example, building a quality laptop
computer by hand is computer construction (-05%) requiring mi-
cronization (-15%), minor hardware enhancements (-10%), and
complex programming (-15%), for a total penalty of -45%. Like-
wise, building that laptop into a robot would add a further -15%
(-60% total), but integrating it into the robot as part of the control
system would require robot electronics and adds -40% instead
for a whopping -85% penalty. The Electronic Gimmicks section
provides other specific examples.

Penalties

-15% for micronization.

-20% for microprocessors.

-40% for nano-technology.

-15% for special optic systems (thermo, nightvision, etc).

-15% for special sensor and sensory capabilities.

-20% for laser technology (computer and communications only.

No weapons)

-35% if integrated into bio-systems; like cybemetics.

-5% for computer construction.

-10% for minor computer hardware/electronic enhancements.

-15% for major computer hardware/electronic enhancements.

-15% for complex memory systems and programming.

-10% for complex electronics, like expensive stereos, bugs, and
optics.

-40% to robot electronics (half if the robot electronics skill is
known).

-60% to work on artificial intelligences (half if the robot electronics
skill is known).

-15% if implanting into or modifying a device for a robot.

-50% if dealing with alien components, devices and technology.

-10% to create a simple jury-rig of electronical stuff; lasts for 3D4
uses before it falls apart or shorts out.

-20% to create a complex jury-rigging of electronical stuff, or jury-
rig with substandard components; lasts for 2D4 uses before it
falls apart or shorts out.

-25% to jury-rig a means to recharge an Energy Clip.
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Evaluate & Diagnose
Electrical Systems

The character can accurately assess the quality of parts, elec-
trical wiring/work, and electronic devices. He can also figure out
the purpose of the machine, how it works, and how to use it, as
well as diagnose potential weaknesses and actual problems or
flaws. This includes determining the level of complexity, specific
aspects of difficulty, and the approximate cost, parts, and time re-
quired to make repairs, corrections, or to build a copy (estimate
will be within 2D6% up or down). Base Skill: 50% +5% per level
of experience (-50% when dealing with alien technology, -30%
when dealing with robotics, cybernetics or nano-technology). A
failed roll means he has greatly underestimated the amount of
time, work and cost by 1D4x10+25%.

Determining Equipment

The type and amount of equipment is limited by the charac-
ter's budget. Roll on the following budget table to determine the
amount of money available to the character and then flip to the
equipment section to make purchases. At least 33% of the
money must be spent on electrical equipment, such as listening
devices, computers and so on. The rest can be spent on other
items. As much as 30% of the money can be saved for later pur-
chases.
Hardware: Electrical Budget
01-15 $15,000
16-29 $20,000
30-45 $30,000
46-60 $40,000
61-75 $50,000
76-89 $60,000
90-00 $70,000

Note: Presumably, the character has already spent
3D4x10,000 dollars on outfitting his or her workshop, equipping it
with all the tools and necessary equipment of the trade. This in-
cludes a high end personal computer, and one or two additional
personal computers for specialty operations and extensive multi-
tasking. All computers have high grade color monitors and a ba-
sic printer. Other accessories can also be purchased. The
workshop can be in the basement, garage or a hidden location.

Other Stuff

Alignment: Any alignment can be chosen, but heroes should
generally be of good alignment.

Other Skills: Additional electronic, mechanical and other
skills can be learned through Scholastic education or picked up
as Secondary skills. As an electrical and building genius, the
character gets an additional +10% bonus to any electronic or me-
chanical skills selected as Scholastic or Secondary skills.

Hand to Hand Combat: Physical combat skills are not auto-
matic, but must be selected as a learned skill.

Attacks Per Melee (Hand to Hand): As with all superbeings
and heroes, the Hardware: Electrical characters automatically get
two attacks per melee. Additional attacks must be developed
through hand to hand combat and boxing skills.

The Hardware character may trade three of his hand to hand
attacks and reduce all of his skill bonuses, in all categories, by
half to select a second hardware area of expertise! In this case.
Mechanical, Analytical and Weapons. Once the three attacks per
melee are traded away and the skill bonuses are reduced by half,
they can NEVER be gotten back. Advancement in levels may
provide extra attacks, but the character will always have three at-
tacks less than a character of equal experience.
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Weapons and Armor: Unless the character is extremely
wealthy, only conventional weaponry and body armor would be
available.

Structural Damage Capacity (S.D.C.): All Hardware: Electri-
cal characters have a base of 35 S.D.C., plus any S.D.C. gained
through physical training. Multiple hardware classifications do not
provide additional S.D.C.

Other Options:The Game Master may allow players to use
the Gizmoteer O.C.C. from Ninjas and Superspies, or some of
his skills, in addition to or in place of the Hardware power cate-
gory abilities and skills.

Some Electronic Gimmicks

All items in this section have a skill penalty listed. This is the
total penalty for any character trying to build the item for the listed
“cost to make” price.

Nightvision Sunglasses: The Electrical Genius can build ad-
vanced optic systems practically from scratch if he has the Optic
Systems skill, and with his own little miracles of micronization,
they can be tumed into innocuous (not to mention, extremely
cool) versions of their full-sized selves. Glasses/sunglasses can
be built with the capabilities of any of the advanced optics given
in the equipment section, including infrared, ultraviolet, thermo-
imager, nightvision, and multi-optics (all). Controls are built into
the frame as micro-switches or mini-slide bars. Ranges are 25%
less than the full-sized versions. Instead of glasses, these same
rules can be used to build the systems into the visor of a helmet.
Cost to build: Infrared: $570.00; Ultraviolet: $600.00; Thermo-
Imager: $1,200.00; Telescopic: $400.00; Nightvision: $900.00;
Multi-Optics (all): $5,000.00. Skill Penalty: Infrared: -25%; Ultra-
violet: -35%; Thermo-Imager: -40%; Telescopic: -15%; Passive
Nightvision: -20%; Multi-Optics: -50%. Cost to buy ready-made:
Not available on the market, but if they were, they cost as fol-
lows: Infrared: $5,200.00; Ultraviolet: $7,000.00; Thermo-Imager:
$15,000.00; Telescopic: $2,600.00; Nightvision: $4,500.00; Multi-
Optics (all): $50,000.00.

High-Tech Weapon Sights: Two versions will be given here,
both using a micro-computer to analyze and track data. The two
can be combined (-10%), linked to the above glasses (-5%),
and/or other features added, but Game Masters will have to mod-
ify the construction penalties appropriately.

The first model uses thermo-imaging to identify a target, which
the shooter then designates as active. From then on, until the tar-
get changes temperature or is changed by the shooter, the sight
will track it and feed adjustments optically to the shooter in the
form of a floating crosshair (temperature change includes enter-
ing water, death, etc.).

The second version uses motion tracking and will lock onto
any object in its scan field that has independent motion (i.e. it
moves when the sight does not). If the target stands still, the sys-
tem loses its lock only if another moving object crosses its field.
Both of these sights add +2 to strike with aimed shots and/or +1
to hit moving targets or with bursts. Neither one can be used with
laser sights (although both can be put on the same weapon, just
not used simultaneously). Also note that this is a version of the
H&M Micro-Comps given in Aliens Unlimited™ and is limited in
that setting in the same manner as that system. Cost to Build:
$4,800.00, Skill Penalty: -50%, Cost to buy ready made:
$50,000.00

Motion Sensors: Micronized versions of the full system, this
gimmick is a lot like the collision waming system of robots, but
much more subtle. It scans the area around the character and
wams with a quiet beep when something moves under its own
power within its range. The character is almost impossible to sur-
prise (-50% to prowl rolls). Ranged attacks are still effective and
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can retain the element of surprise. System range is 8-40 feet (2.4
to 12.2 m). Cost to Build: $12,000.00, Skill Penalty: -45%,
Cost to buy ready made: $65,000.00

Micro Listening Devices: With a knowledge of Surveillance
Systems, the Electrical Genius can make listening devices or
“bugs” that are much smaller or more powerful than normal de-
vices of their type. The more powerful versions are the same size
as standard bugs, but have almost twice the range. The micro
“bugs” are very small, and can even be made to look like actual
insects for ease of concealment. A listening bug with the same
size and appearance as an ant can be dropped into the edge of a
flowerpot where it will be nearly invisible. Even if it is scanned,
the pot is likely to be dug through before the dead ant is sus-
pected. Likewise, flat devices can be slipped under tablecloths
without leaving bulges or more easily hidden in the linings of
clothing. Cost to Build: $30.00, Skill Penalty: -25%, Cost to
buy ready made: $125-$200.00

Hand-Held, Voice-Activated Mini-Computer: This miniature
computer is the equivalent of a high end, though not top of the
line, laptop computer, but it is only the size of a paperback book.
The top panel flips up to provide a 4"x5" screen (full color), and it
has a modem, accessory cable with multiple adapters, and slim-
line CD-ROM in the base. No keypad, although it can accept
most types and sizes of plug-in keyboards for manual use. Cost
to Build: $2,500.00, Skill Penalty: -55%, Cost to buy ready
made: Doesn’t yet exist on the market, but if it did, the cost
would be $30,000.00+.

Hardware:
Mechanical Genius

The Mechanical Genius is a whiz at building, modifying, re-
pairing, maintaining and designing all kinds of mechanical de-
vices, from pumps, engines, mechanical arms, and spring-loaded
devices, to vehicles (excluding firearms; that's a special area of
expertise, although this character can clean, repair and use
them, he’s more interested in machines other than weapons).

125

Mechanical Related Skills and Bonuses:

Select three Mechanical Skills (plus Mechanical engineering) —
+30%

The following are in addition to Scholastic and Secondary skills.

Mechanical Engineer (+30%)

Automotive Mechanics (+25%)

Locksmith (+20%)

Aircraft Mechanics (+20%) or Robot Mechanics (+15%)

Read Sensory Instruments (+25%)

Basic Electronics (+10%)

Mathematics: Advanced (+26%)

Pilot: Race Cars (+20%)

Pilot: one of choice (+20%)

Special Mechanical Skills

Hot Wiring Automobiles

84% +1% per level of experience.
Fundamentally the same skill as the Electrical Genius.



Building Super Vehicles

84% +2% per level of experience

This special skill means the character can build, repair, cus-
tom modify, and design all types of vehicles. This is the wild-
eyed, superinventor and designer of souped-up vehicles. For
specifics in designing a vehicle, see the rules for Building the Su-
per Vehicle at the end of the Hardware section.

The following penalties apply whenever the character tries to
build or modify a vehicle. The penalty generally reflects the com-
plexity and difficulty of the job. In some cases, more than one
penalty may apply. For Example: Working to add V.T.O.L. capa-
bilities to his souped-up automobile gets a -15% penalty, and an-
other -20% because it is of his own design (and an aircraft/flight
ability). Total penalty is -35%. Depending on the design, it might
also be considered a high-tech or “gimmick” item for another
=10%. All penalties are cumulative.

Vehicle Construction Penalties

-10% Adding armor and/or turrets; a failed roll means the weight
and design is awkward. Reduce maximum speed by 20%,
-10% on all piloting rolls, or tear it down and try again.

-10% Electrical wiring. A failed roll means not connected.

-10% Installing weapons. A failed roll means it does not function.

-5% Increasing speed and performance capabilities. A failed roll
means no increase.

-10% Installing high-tech item or gimmick.

-5% Aircraft construction; any type of aircraft work other than
maintenance. A complicated device on an aircraft.

-15% V.T.O.L. capabilities; tricky work.

-25% Hovercraft capability; anything, including propulsion/hover
system.

-25% Underwater capability; very complicated.

-50% Space capabilities; very complex and expensive.

-50% If alien in nature.

-10% Own, original design for a ground vehicle.

-20% Own, original design for an aircraft/spacecraft.

-20% Rush Job; takes half the usual time, but may be flawed.

-10% For every 20 hours of continuous work without at least six
hours of sleep.

Time Restrictions

The amount of time needed to work on a vehicle or other me-
chanical job varies with the complexity of the task. The player
and Game Master will have to work together on deciding how
much time will be needed to do the work properly. Also, the hours
of work required may be interrupted with breaks for food, rest and
sleep. Precision work requires an alert mind and hand not dulled
by exhaustion; a 8-10 hour work day. Some estimates for work
are:

1. Diagnosis of problem: 5-30 minutes depending on the
complexity of the problem.

2. Maintenance such as oil change, lube job, changing or ro-
tating tires, and similar will take 10-20 minutes per job, even for
aircraft.

3. Minor body work, repairing dents and bullet holes or /
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changing parts (like brakes, tires, and windshields), will take 8-36
hours depending on the severity of damage.

4. Adding or replacing additional body armor is a long,
heavy job. Two hours per ten S.D.C. replaced or added. This
time can be used for vehicles, robots, or body armor repair.

5. Major system work; Includes overhauling or rebuilding en-
gines, replacing robot limbs, rebuilding a computer system, build-
ing a sensor or optic system, etc. 12-48 hours.

\ "; I cinisy

6. Adding mounts or turrets for weapon systems 6-24,
hours each.
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Recognize Vehicle Quality

The Mechanical Genius is so in tune with engines that his ex-
pert eye and ear can accurately determine the level of perform-
ance and quality of an engine or vehicle by listening to the engine
and looking at the vehicle without ever popping the hood. He or
she can also guess the vehicle’s S.D.C., speed, maneuverability,
weight, weapons, etc.

Recognize quality from sight sound: 50%+5% per each addi-
tional level of experience; +20% if allowed to look under the hood
to examine the engine or take it for a test run. Reduce by half if
observation is done from a distance (100 feet/30.5 m or farther),
and -50% if an alien vehicle.

Determining Equipment

The player gets to build a supervehicle (or two) depending on
budget. Roll on the following budget table to determine the
amount of money available. Then flip to the Building Super Vehi-
cles section at the end of Hardware. The super vehicle section
will provide step by step instructions for building your ideal vehi-
cle. At least 90% of the money must be spent on the vehicle(s)
construction (more than one can be made if you wish). 5% can
be spent on other equipment and weapons and/or up to 10% can
be saved for future work, and or repairs.

The construction of vehicles will require a work facility at least
the size of a three car garage (3000 sq. feet) for automobiles and
at least four times that for aircraft. Assume 3D4x10,000 dollars
has been invested in outfitting the shop with all the necessary
tools, equipment and machines needed. Rent and utilities for
3000 square feet will be at least $1,600 per month; 12,000
square feet will be at least $6,500 per month. The workshop can
be secret or public.

Hardware: Mechanical Budget
01-15 $200,000

16-26 $350,000

27-38 $500,000

39-50 $750,000

51-60 $1.5 million

61-70 $2.5 million

71-81 $4 million

82-90 $8 million

91-00 $12 million

The big budget vehicles and mechanical creations (costing 2-
12 million) require a financial backer or sponsor — presumably a
private individual could raise as much as 1.5 million on his own,
especially someone with this character’s talent. However, any-
thing high is likely to mean somebody else has a vested interest
in the vehicle(s) or device. Roll on the following table to deter-
mine the status with the sponsoring organization.

Status With the Sponsoring Organization

01-20 Raised all the money himself, has no investors, but his
purchases and comments may have gamered the interest of the
01-25 Military, 26-50 Private Industry, 51-75 Criminal Outfit, 76-
00 a Govemment (not necessarily his own).

21-30 Wealthy but ordinary investors: As long as they double
their investment and get the (positive) recognition they deserve,
they are happy. If they don’t get repaid within the allotted period
(probably 2D4 years) and received much glory (the more the bet-
ter), they will sue the character for the money owed to them, plus
damages and attorney fees (easily 10 times the original budget).
If their reputation is smeared (like being associated with a crimi-
nal or hero with a bad reputation) they try to disassociate them-
selves and may even seek revenge (petty to murder).

31-50 Wealthy individual or private industry. All responsibilities
have been fulfilled and the relationship remains friendly and posi-
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tive. Unless the character becomes a pariah, he can freelance for
them any time (and at top pay too).

51-60 Sponsored by an evil, secret or government (not his) or
criminal organization (unknown to any good character) and now
they want “their property” and his silence. To challenge them in
any way is to evoke murderous vengeance leveled against the
Mechanical Genius and his family, and/or business associates. If
he gets away, they will do everything in their power to ruin his
reputation and, sooner or later, kill him.

61-70 Allowed to leave after a great antagonism/conflict. Not
friendly, but may aid or hire the character, if they felt the situation
needed it, or it best served them.

71-81 Thrown out of the program! All ties are permanently dis-
solved. The character is disliked, even hated.

82-90 Ran away and took the vehicle or whatever he was
working on when he left (motives will be justified if a good char-
acter). He or she is secretly hunted by the organization. Ex-
tremely hostile, but not necessarily deadly, they want their
property back and some measure of revenge or justice, but are
not murderous.

91-00 Ran away and took the vehicle or whatever he was
working on when he left (motives will be justified if a good char-
acter). Has been publicly chastised as a dangerous and unpre-
dictable criminal — hunted by law enforcement agencies, the
organization, and possibly mercenaries and superbiengs. The or-
ganization wants “their property” back, and him imprisoned or
dead.

Other Stuff

Alignment: Any alignment can be chosen, but heroes should
generally be of good alignment.

Other Skills: No other mechanical skills can be selected, but
piloting (Advances and basic) and electrical skills are likely; pick
a skill program in one of these two areas (+15% skill bonus).
Other Scholastic skills through education or picked up as Secon-
dary skills can be from most any category except military. As a
mechanical genius and builder, the character gets an additional
+10% bonus to any electronic or machine (computers, piloting,
etc.) skills selected as Scholastic or Secondary skills.

Hand to Hand Combat: Physical combat training must be se-
lected as one of the character’s skills, or he’'ll only have two me-
lee actions to start.

Attacks Per Melee (Hand to Hand): As with all superbeings
and heroes, the Hardware: Mechanical Genius character auto-
matically gets two attacks per melee. Additional attacks must be
developed through hand to hand combat and boxing skills.

The Hardware character may trade three of his hand to hand
attacks and reduce all his skill bonuses, in all categories, by half,
to select a second hardware area of expertise! In this case, Me-
chanical, Technical and Weapons. Once the three attacks per
melee are traded away and the skill bonuses reduced by half,
they can NEVER be gotten back. Advancement in levels may
provide extra attacks, but the character will always have three at-
tacks less than a character of equal experience.

Weapons and Armor: Unless the character is extremely
wealthy, only conventional weaponry and body armor would be
available.

Structural Damage Capacity (S.D.C.): All Hardware charac-
ters have a base of 35 S.D.C. plus any S.D.C. gained through
physical training. Multiple Hardware classifications do not provide
additional S.D.C.

Other Options: The Game Master may allow players to use
the Gizmoteer O.C.C. from Ninjas & Superspies, instead of this
one, or allow the Mechanical Genius to create and use some of
the gizmos presented in that book.
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Hardware: Analytical
Genius

The Analytical Genius is similar to the other Hardware areas,
including a knack for building and using machines. The Analytical
Genius is an amalgamation of the other three. He can tinker with
just about anything — electrical, weapons, and mechanical de-
vices — maintain, repair and modify them, but as a Jack-Of-All-
Trades, has a lower skill ability at the “hands on” level. His true
genius lies in theory and analysis. This means he studies and
dabbles in cutting edge science which currently includes cyber-
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netics, robotics, and nano-technology. Furthermore he just loves
toys and tends to use machines in ingenious and sometimes bi-
zarre ways — a laser can-opener, jet pack for skiing snow cov-
ered slopes, etc.,, and is not usually concerned with style or
cosmetics (substance over style), which means crude, unfinished
looking creations.

Technical Related Skills and Bonuses:
The following are in addition to Scholastic and Secondary skills.
Electrical Engineer (+15%)
Mechanical Engineer (+15%)
Weapons Engineer (+10%)

Robot Mechanics (+15%)

Robot Electronics (+10%)

Radio: Basic (+20%)

Read Sensory Instruments (+20%)
Chemiistry (+20%)

Chemistry: Analytical (+20%)
Computer Operation (+20%)
Computer Programming (+10%)
Computer Repair (+10%)
Astrophysics (+15%)

Art (+10%)

Anthropology (+10%)

Biology (+10%)

Paramedic (+10%)

Intelligence (+10%)

Research (+20%)

Mathematics: Advanced (+30%)

Plus one skill program of choice (+10%) and six secondary skills
of choice.

Special Skills

Analyze and Operate Devices

80% +2% per level of experience

This special skill enables the Analytical Genius to analyze de-
vices, machines and the theories behind them in order to figure
out their purpose, how to use them, how they work, and how to
repair or build/duplicate one. This skill can be used to operate a
pair of Russian nightvision goggles, a Chinese fighter jet, an alien
power engine, or anything in between. If the item was built by the
hands of man, aliens or gods, the Analytical Genius has a
chance of figuring it out. Even magical items can be figured out in
regard to purpose and function (how to use it), but it cannot be
repaired or duplicated.

Note: Just because the character can figure out the controls
and use an item, it does not mean that he can immediately disas-
semble and repair it. To do this, he will have to study and analyze
it, and make extensive notes while taking it apart. This could take
hours to months if it is extremely alien and unfamiliar.

Analysis Penalties

The following penalties apply whenever the character tries to
analyze and/or use unfamiliar or alien machines and devices.
The penalty generally reflects the complexity, difficulty, and
strangeness of the job at hand. In some cases, more than one
penalty may apply.

Note that these penalties only apply for strange devices that
utilize advanced, high-tech or foreign technology (including cus-
tom built items like those of other Hardware characters), un-
known technology and truly alien (otherworldly) technology.
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Analysis Penalties for

“Unfamiliar” Mechanisms & Technology
Note: There are no penalty for items he/she is familiar with.

Purpose:

-5% Purpose: Earth manufacture; low to medium-tech.

-10% Purpose: Earth manufacture; advanced, high-tech/foreign,
including energy weapons.

-15% Purpose: Earth manufacture; advanced, robotics or bionics.
-20% Purpose: Alien manufacture and advanced technology.

-35% Purpose: Alien manufacture and technology unlike any-
thing he has ever seen.

-25% Purpose: Magical item.
Howto use it:

-5% How to use it & how the mechanism work: Earth manufac-
ture; low to medium-tech.

-10% How to use it & how the mechanism work: Earth manufac-
ture; advanced, high-tech/foreign, including energy weapons.

-15% How to use: Earth manufacture; advanced, robotics or bi-
onics, includes robot vehicles and exoskeletons.

-20% How to use it & how the mechanism work: Alien manufac-
ture and advanced technology.

-30% How to use Alien technology unlike anything he has ever
seen.

-40% How to use a mechanism of alien manufacture and technol-
ogy unlike anything he has ever seen, and how it works.

-40% How to use it & how the mechanism works: Magic item.
Repairs & Maintenance:

-0% Repairs and Maintenance: Earth manufacture; low to me-
dium-tech.

-10% Repairs and Maintenance: Earth manufacture; advanced,
high-tech/foreign.

-15% Repairs and Maintenance: Earth manufacture; advanced,
robotics or bionics.

-25% Repairs and Maintenance: Alien manufacture and ad-
vanced technology.

-40% Repairs and Maintenance: Alien manufacture and technol-
ogy unlike anything he has ever seen.

-80% Repairs and Maintenance: Magic item.

Build/duplication:

-0% Build/Duplicate: Earth manufacture; low to medium-tech.

-20% Build/Duplicate: Earth manufacture; advanced, high-tech or
foreign high-tech.

-30% Build/Duplicate: Earth manufacture; advanced, robotics or
bionics, including robot vehicles and exoskeletons.

-50% Build/Duplicate: Alien manufacture and advanced technol-
ogy.

-70% Build/Duplicate: Alien manufacture and technology unlike
anything he has ever seen.

-98% Build/Duplicate: Magic item.

Miscellaneous

When working on computers, surveillance systems/alarms,
weapons and machines, use the same penalty tables as are
found under the other Hardware characters.

Time Restrictions, Penalties & Bonuses

The amount of time needed to puzzle out or work on a ma-
chine varies with the complexity of the task. The player and
Game Master will have to work together on deciding how much
time will be needed to do the work properly. Also, the hours of
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work required may be interrupted with breaks for food, rest and
sleep. Building, making repairs or doing precision work requires
an alert mind and hands not dulled by exhaustion; an 8-10 hour
work day. Note: In all cases, a failed roll means the character
doesn’t know or can’t perform the job at hand. Trying again is
both noble and applicable, but requires 50% more time than the
first attempt. A third try requires double the amount of time, a
fourth 50% more than the last time.
Some estimates for work are:

1. Quick Guess diagnosis of a problem, or determination of
the purpose and operation/use of a particular machine: Simple
machine/device of Earth manufacture: 2D4 melee rounds; -20%
skill penalty.

Complex machine/device of advanced Earth manufacture (in-
cludes robots): 5-10 minutes; -30% skill penalty (-60% if under
three minutes).

Complex machine/device of advanced Alien manufacture: 5-
10 minutes; -60% skill penalty (-90% if under three minutes).

2. Proper Analysis, inspection and/or diagnosis of a problem,
or the purpose and operation/use of a particular machine: Simple
machine/device of Earth manufacture: 10-30 minutes depending
on the complexity of the item. No penalty.

Complex machine/device of advanced Earth manufacture (in-
cludes robots): 2-8 hours depending on the complexity of the
item. No penalty.

Complex machine/device of advanced Alien manufacture: 10-
100 hours depending on the complexity of the item; -40% skill
penalty (as noted in the previous table).

Complex machine/device of advanced Alien manufacture un-
like anything seen before: 30-120 hours depending on the com-
plexity of the item; -50% skill penalty (as noted in the previous
table).

3. Minor body work, repairing dents and bullet holes or
changing parts (like brakes, tires, and windshields), will take 10-
36 hours depending on the severity of damage.

4. Adding or replacing additional body armor is a long,
heavy job. Two hours per ten S.D.C. replaced or added. This
time requirement can be used for vehicles, robots, or body armor
repair.

5. Major system work. Includes overhauling or rebuilding en-
gines, replacing robot limbs, rebuilding a computer system, build-
ing a sensor or optic system, etc. 24-48 hours.

6. Adding mounts or turrets for weapon systems, 12-24
hours each.

Note: Any of the above x100 when working on advanced alien
machines and x10,000 if the alien machines are unlike anything
seen before, minus the appropriate penalties.

Build/Modify Armor
80%+2% per level

One of the areas in which the Analytical Genius excels is the
combination of chemistry, mechanics, and physics that creates
body armors. With his knowledge, the character can repair, mod-
ify, and construct all forms of body armor. Any of the armors
listed in the equipment section can be made at 1/10th the listed
costs. Ancient armors require 12 hours of work for each 10
S.D.C., and modern armors require 24 hours for each 10 S.D.C.

The character can also modify armors, adding up to +10% of
the total armor S.D.C. without decreasing the concealability/mo-
bility of the armor. A maximum of +25% can be added to a suit of
armor, but it will be heavy and slightly awkward (-1 to all combat
rolls and -10% to prowl).



Armor Rating (A.R.) can also be increased by a maximum of
two points.

In addition, the character can build a special kind of concealed
armor that lines normal clothes. This hidden armor has no armor
rating, and all damage comes off of it before damaging the char-
acter’s own S.D.C. This hidden armor is a soft and flexible combi-
nation of Kevlar, chain mail and padding. Cost $500 per 10
S.D.C. points, with a maximum of 40 S.D.C.

Another trick is to build small weapons like pistols, stun guns,
chemical sprays, smoke grenades, spike launchers, etc., into ar-
mor, especially hard armors, or combat gauntlets. Game Masters
and players should use some common sense when mounting
mini-weapons in armor or gauntlets.

The previous list of penalties applies to the building and/or
modification of armor.

Communications: Electronic

Countermeasures (Jamming)

70% +2% per level of experience

Useful for preventing the enemy’s communications from work-
ing. Since all armor, power armor and robot vehicles are linked
by radio transmissions, jamming can cause unit confusion and

disrupt communications. Military organization breaks down, caus-
ing a loss of effectiveness for all but the best of units.

Just about any high-powered radio can be used for jamming.
Armed with a radio, a small guerrilla unit can completely disrupt
the maneuvers of large enemy groups. This skill also enables the
radio operator to “follow” the enemy’s attempted transmissions
over jammed frequencies to trace their general location, a spe-
cific building, or direction. This tactic is extremely useful in finding
and eliminating lone power-armor troopers.

Other Stuff

Alignment: Any alignment can be chosen, but heroes should
generally be of good alignment.

Other Skills: No additional skills are available, see the skill
info at the beginning of the Analytical Genius description.

Hand to Hand Combat: Physical combat training must be
learned as one of the character’s skill selections.

Attacks Per Melee (Hand to Hand): As with all superbeings
and heroes, the Hardware: Analytical character automatically
gets two attacks per melee. Additional attacks must be devel-
oped through hand to hand combat and boxing skills.

The Analytical Hardware character may trade two melee at-
tacks, five of his scholastic skills and reduce all his skill bonuses,
in all categories, by half, to select a second hardware area of ex-
pertise! This is something the character is not likely to even con-
sider. Once traded away, they can NEVER be gotten back.

Weapons and Armor: Anything goes with this wild guy, but
he won't waste time reinventing the wheel, so he usually has
conventional weaponry, body armor and equipment available.

Structural Damage Capacity (S.D.C.): All Hardware charac-
ters have a base of 35 S.D.C. plus any S.D.C. gained through
physical training. Multiple Hardware classifications do not provide
additional S.D.C.

Other Options: The Game Master may allow players to use
or create any of the gizmos presented in Ninjas & Superspies, in-
cluding cybernetic implants.

Determining Equipment

The Analytical Genius is likely to have a small workshop, play
room (pool table, dart board, computer and computer games,
electronic games, and more), library (with books on every sub-
ject), and is likely to clutter his house, garage, and backyard with
equipment, parts, and tools. Lying about will be boxes of elec-
tronic equipment, wire, mechanical parts, tools, books, drawings
and schematics. He has already spent 2D4x10,000 on all this
“stuff.” The following table determines the character’s budget for
1-4 suits of armor (worked into his superhero costume), gizmos,
weapons, additional computers, electronics, and equipment. The
budget is likely to be large enough to build a modest exoskeleton
(see robots) or modest supervehicle (see the end of this section).

Hardware: Analytical Budget
01-15 $200,000
16-26 $350,000
27-38 $500,000
39-50 $750,000
51-60 $1 million

The Analytical Genius rarely works for big corporations, the
military or governments unless given a free hand to do as he will
(a rarity) — even then he’s reluctant because they are too con-
servative, restrictive, unimaginative, and 50 years behind the
times (at least from a theoretical point of view). However, this
doesn’t mean that the character might not find inspiration from
their programs and build upon their concepts and existing ma-
chines (which can get him in trouble).

61-70 $1.5 million
71-81 $2 million
82-90 $3 million
91-00 $4 million

Hardware:
Weapons EXxpert

Quentin Milton
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The weapons character is an expert with virtually all aspects
of weapons — their design, maintenance, repair, construction,
modification, and use. Not just a familiarity with the firing of
weapons, but sniper, quick draw and trick shooting. These char-
acters love weapons of all kinds, although most have an affinity
for revolvers and bolt-action rifles (for their simplicity and accu-
racy) and energy weapons (because they represent the exciting
new age of modern arms).

Reputation & Horror Factor: The occupation comes with a
certain stigma and creates an element of fear, particularly among
ordinary citizens (+1 to Horror Factor). This aura of fear and vio-
lence gives the known Weapons Expert a Horror Factor of 8 +1
atlevels 3, 5,7, 8,9, 11, 13, and 15.

Weapon Related Skills and Bonuses

The following are in addition to Scholastic and Secondary

skills.

Sniper

W.P. Revolver

W.P. Automatic Pistol

W.P. Automatic Rifle

W.P. Bolt-Action Rifle

W.P. Energy Rifle
Two Modern W.P. of choice.
Two Ancient W.P. of choice.
Demolitions (+24%)
Demolitions Disposal (+24%)
Find Contraband (+20%)
Basic Electronics (+10%)
Basic Mechanics (+20%)
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Weapon Master & Bonuses

Can pick up, figure out, and use most types of handguns and
rifles, as well as energy weapons, heavy weapons, light artillery
and explosives/ordnance, whether they fire projectiles or energy.
+1 extra attack per melee round when using any type of “gun,”

from old-style revolver or bolt-action rifle to energy weapons.

+3 to disarm on a “Called shot” (the intent to disarm must be an-
nounced).

+1 to save vs Horror Factor atlevels 1, 3, 5, 7, 9, and 12.

Special Skills
Make & Modify Weapons Skill

84% +2% per level of experience

Weapon Repairs: The character can take apart, clean and
put together his favorite types of weapons blind folded. He can
also clear jams, make repairs to weapons, pack his own bullets
(a.k.a. “load shells”) or make/modify his own special ammunition,
jury-rig an E-Clip recharger from a vehicle, generator or robot,
and custom modify weapons in which he/she has a Weapon Pro-
ficiency (W.P.). For Example: A Modern W.P. such as Revolver
or Automatic Rifle, means the character knows how to best
clean, unjam, condition, and maintain the weapon, as well as
how to lengthen and shorten the barrel, modify the trigger to cre-
ate a hair-trigger, adapt it to handle a larger or smaller slug (lim-
ited to two grades up or down, with the largest and smallest
calibers being the limit for that type of weapon. That is to say, a
magnum can not be made to fire a rifle shell) and adapt the prin-
ciples of the weapon(s) into micronized or special gimmick weap-
ons.

The Hardware: Weapons Expert can also make any and all of
the special cartridges, from hollow points and Dum Dums to ar-
mor piercing and exploding shells (See Weapons in the Equip-
ment Section). This skill does not include making energy
weapons, but a character proficient with energy weapons who
possesses the Electrical Engineer skill can modify energy weap-
ons (if he can get a hold of them).

Penalties for Creating or
Modifying a Weapon

The following penalties apply whenever any weapon is built or
modified. After the weapon is constructed, the player must roll to
see if it works. At first level, the character has a base skill of 86%,
but then you must subtract all the appropriate penalties. Penal-
ties are cumulative, so there are likely to be several combined
penalties, especially when working with modern weapons. For
Example: A revolver has three moving parts: the trigger, barrel
and hammer, so a penalty of -15% would apply when modifying a
revolver. Thus, the chance for success drops to 71%; still very
good.

A failed roll means the weapon does NOT work. PERIOD. Of
course, the character can try again and again.
Penalties for Modern Weapons
-5% For each moving part.
-5% If explosives are involved (very touchy stuff).
-5% If electronics are involved (another touchy item).
-10% If miniaturization is involved.
-10% If the character is using his own design (experimental).
-15% If the character is not familiar with the weapon.

-25% Rush job, takes half the time, but may be flawed because
of it.
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-30% If an energy weapon (i.e. laser, particle beam, plasma,
electricity, etc.).

-50% If an alien weapon and technology.

-90% If the alien weapon and technology is unlike anything he
has ever seen.

Note, cannot build or repair magic items and needs instruc-
tions to their use.

Penalties for Ancient Weapons

-10% Improve balance for throwing or parrying on an existing
weapon (somebody else made it). +1 to parry.

-10% Improve sharpness of a blade (superior). +1 to damage

-25% Improve damage capability (usually involves additional
mass and better balance). +2 to damage.
-25% Forge one’s own weapon from scratch (good quality). +1 to
parry.
-35% Forge one’s own weapon from scratch with superior bal-

ance, damage and/or sharpness (add +1 to strike, +2 to parry,
and +4 to damage).

-10% Own design.
-20% Rush job, takes half the time, but may be flawed

Time Restrictions

The amount of time needed to work on a weapon varies with
the complexity of the task. The player and Game Master will have
to work out, together, how much time will be needed to do the
work properly. Also, the hours of work may have to be spread out
over a period of a few days or even weeks. Don’t forget, even he-
roes need to sleep and rest. This is precision work and requires a
person’s full attention.

A fair formula for determining time is one hour for every one
penalty point. Two hours per each penalty point if it's the charac-
ter’s own design, and add 10 hours for miniaturization; quadruple
the total time if working on an alien device. This is the time for the
specific work. Additional time may be spent on research, travel,
and getting money for parts and materials.

Recognize Weapon Quality

The character is so skilled and familiar with weapons that he
can recognize the quality of a weapon by sight, observing it in
use and/or by personally examining it. Thus, a character can as-
certain the approximate value, condition and quality, as well as
its authenticity and approximate age. Recognize quality by sight
(not personally examined): 25% + 5% per each additional level of
experience. Recognize quality by personal examination: 50% +
5% per each additional level of experience.

Gunfighter Paired Weapons:
Revolver & Pistol (special)

The Weapons Expert can draw and shoot two handguns (or
throw two knives) simultaneously at the same target, inflicting full
damage from both weapons, but counts as one melee attack!

In the alternative, the two-gun attack can be divided between
two different targets visible to the shooter and within his range of
peripheral vision. The divided attack counts as one simultaneous
melee action against two different foes. The quick-draw initiative
bonus still applies, but the shooter must roll two separate times to
hit each target (roll to strike for each) and the bonuses to strike
for each divided attack are reduced by half.

Note: Parrying is not possible when two handguns are being

used as paired weapons, but the character can dodge (which
uses up one of his attacks) and counter by shooting.
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Quick-Draw Initiative:
Handguns & Rifles (special)

This is really a special P.P. bonus exclusive to the Weapons
Expent: +1 to initiative for every two P.P. points above 16 (maxi-
mum P.P. 30; for a bonus of +7).

This means a Weapons Expert with a P.P. of 24 is +4 on in-
itiative (plus any other initiative bonuses from combat and physi-
cal skills. Remember, the winner of the initiative roll shoots first.
This skill combined with W.P. Sharpshooting, makes for a deadly
combination. Note: The full bonus applies only to the use of
handguns (i.e. Derringers, revolvers and pistols) and rifles (en-
ergy and conventional types). Reduce by half when using shot-
guns, automatic rifles, sub-machineguns, archery, knife throwing,
or alien weapons similar to handguns and rifles. The quick draw
is not possible with machineguns, heavy weapons, rail guns, artil-
lery, explosives, hand grenades, power armor, magic weapons or
weapons built into vehicles.

=
s
=
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=
=

W.P. Sharpshooting (Special)

This skill is limited to the following weapons:
Revolvers
Automatic Pistols
Bolt-Action Rifles
Semi-Automatic Rifles
Energy Pistols
Energy Rifles

Sharpshooting is a combination of special expertise and trick
shooting with a particular type of weapon. Historically, revolvers
and, sometimes, rifles were the weapons used by sharpshooters.
It was first developed by the Gunfighters of the Old West, and
has been adopted by the Hardware Weapons Expert (the charac-
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ter practices all the time). Sharpshooting abilities and bonuses
are as follows.

1. Gets a bonus of +1 melee attack when using one of the
specific weapon types listed for the entire melee round.

2. Can fire a traditional two-handed weapon, like a rifle, one
handed without penalty (normally the shooter loses all strike bo-
nuses).

3. Can shoot over his shoulder by holding up a mirror and us-
ing the reflection to aim; no penalties, keep full bonuses to strike!

4. Accurately shoot while riding a horse or from a moving ve-
hicle (normally a wild shot), but strike bonuses are half and a
“called” shot is impossible.

5. Shoot accurately while standing on head or hanging upside
down; all bonuses applicable at full.

6. Dodge, roll or somersault and come up shooting (normally
a wild shot), no bonuses or penalties to strike; straight roll of the
dice.

7. Ricochet shot! The shooter can bounce bullets, arrows,
slings, and other fired projectiles (depending on the specific
W.P.) off of one surface and angle the shot in such a way that the
projectile ricochets/bounces off and hits a different/second target!
Inflicts only one point of damage to the first surface and full dam-
age to the second. Reduce bonuses to strike by half. The real
target has no opportunity to parry or dodge a ricochet shot.

This can also be done with laser weapons but the ricocheting
surface must be mirrored or highly polished. Other types of en-
ergy weapons, heavy weapons, mini-missiles and other types of
weapons cannot be used to attempt a ricochet.

Note: See the W.P. Sharpshooting Specialty skill description
for full details.

Determining Equipment

Roll on the following budget table to determine the amount of
money available and then flip to the gimmick items in this section
and the equipment section elsewhere to make purchases. At
least 40% of the money must be spent on weapons and weapon
related items (like ammunition, gun sights, special optics, explo-
sives, etc.), and the rest on anything else. As much as 40% of
the money can be saved for later purchases.

Budget

01-15 $15,000
16-29 $20,000
30-45 $30,000
46-60 $40,000

Note: Presumably, the character has already spent
2D4x10,000 dollars on outfitting his or her workshop, equipping it
with all the tools and necessary equipment of the trade. This in-
cludes a high end personal computer, one additional personal
computer with full color monitors and a laser printer. Other acces-
sories can also be purchased. The weapons shop can be in the
basement, garage or a hidden location.

Other Stuff

Alignment: Any alignment can be chosen, but heroes should
generally be of good alignment.

Other Skills: Only those from the Weapon area of Expertise
and any learned through Scholastic education or picked up as
Secondary skills. As a mechanically inclined individual, the char-
acter gets a +10% bonus to any mechanical skills, as well as any
military ones.

Hand to Hand Combat: Physical combat skills are not auto-
matic, but must be selected as a learned skill.

61-75 $50,000
76-89 $60,000
90-00 $70,000
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Attacks Per Melee (Hand to Hand): As with all superbeings
and heroes, the Hardware: Weapons Expert automatically gets
two attacks per melee. Additional attacks must be developed
through hand to hand combat and/or boxing skills.

The Hardware: Weapons Expert may trade four of his W.P.
skills (an unlikely event) and reduce all skill bonuses by half, to
select a second hardware area of expertise. However, once
traded away and the skill bonuses reduced by half, they can
NEVER be gotten back.

Weapons and Armor: Unless the character is extremely
wealthy, only conventional weaponry and equipment are avail-
able.

Structural Damage Capacity (S.D.C.): Al Hardware: Weap-
ons Expert characters have a base of 35 S.D.C., plus any S.D.C.
gained through physical training. Multiple hardware classifica-
tions do not provide additional S.D.C.

Other Options:The Game Master may allow players to use
the gizmos, weapons and equipment found in the pages of Nin-
jas and Superspies™. A vast array of energy weapons and gim-
mick items can be found in the many Rifts® sourcebooks, most
notably Coalition War Campaign™, Triax and the NGR, and
Rifts® Mercenaries. These items will need to be converted and
modified for use in Heroes Unlimited™ or some of his skills, in
addition to or in place of Hardware power category abilities and
skills.

Some Gimmick Weapons

The following is a smattering of gimmick type weapons which
the character can build or modify himself, or that can be pur-
chased illegally (special connections). These items are not easily
available to other characters outside of the Hardware: Weapons
Expert category.

Explosives

e Explosive Arrowheads for bow and arrow or crossbow: Re-
duce the normal range by 10%. Damage: 1D6, 2D6, 3D6,
4D6, 5D6 or 6D6. Blast Radius is very confined; four inches
(10 cm) for every 1D6 of damage. Cost to make: $30 each.
Skill Penalty: -15%. Cost to buy ready-made: $150 each.
Note: Smoke can also be made, but affects only a 10 foot (3
m) area.

Explosive Tipped Throwing Dart: Range: Thrown about 40
feet (12.2 m). Damage: 1D8 or 2D4 max. Blast Radius: Four
inches (10 cm). Cost to make: $15 each. Skill Penalty:
-15%. Cost to buy ready made: $80 each.

Homemade Grenade: Either a refurbished and reloaded mili-
tary grenade or a homemade package and design. Range:
Thrown about 100 feet (30.5 m). Damage: 1D4x10. Effective
Casualty Radius: 10 foot (3 m) area. Cost to make: $50
each. Skill Penalty: -5%. Cost to buy ready-made: $250
each.

Homemade Smoke Bomb/Grenade: Range: Thrown about
100 feet (30.5 m). Damage: None; creates a smoke-filled area
to provide protective cover (opponents can not see into or
through the smoke) or used as a signal. Opponents whose vi-
sion is obscured by smoke are -6 to strike, parry and dodge.
Color range: Black, grey, red or yellow. Radius of Affect: 20
feet (6.1 m). Cost to make: $25. Skill Penalty: -5%. Cost to
buy ready-made: $80 each.

Mini-Bombs (with fuses): These are fuse style bombs that
resemble small, fat firecrackers and need to be lit with fire to
ignite. Eight second fuses. Range: Thrown about 35 feet (10.7
m) if weighted or 15 feet (4.6 m) unweighted. Blast Radius is
very localized — about six inches to one foot (15-30 cm).
Damage: 2D6, 3D6, 4D6, or 6D6. Cost to make: $15 to $25.
Skill Penalty: -15%, Cost to buy ready-made: $25 to $50.
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Explosive Pellets: Small explosive pellets, about the size of a
ping-pong ball, that explode on impact. Range: Thrown about
40 feet (12.2 m). Damage: 2D6, 3D6, or 4D6. Blast Radius:
About 3 feet (0.9 m). Cost to make: $30. Skill Penalty:
—15%. Cost to buy ready-made: $80.

Tiny Exploding Pellets: Little pellets, about the size of a
quarter and 5 times as thick, that explode on impact. Range:
Thrown about 20 feet (6.1 m). Damage: 1D6 or 2D6. Blast
Radius: A mere four inches (10 cm). Cost to make: $30.
Skill Penalty: -15%. Cost to buy ready-made: $80.

Secret Compartment to hide two ounces (56 grams) of plas-
tic explosive and two blasting caps, or six bullets for hand-
guns. A fake belt buckle or the heel of a shoe are the most
likely places for concealment. Range: Set by hand and placed
on target. Blast Radius: Very localized. Damage: 2 ounces
(56 grams) do 1D4x10. Cost to make: About $140. Skill Pen-
alty: None. Cost to buy ready-made: $200.

Flash Powder: A powder that can be ignited with a spark or
burst of heat (200 degrees Fahrenheit/93 Centigrade or more)
to burst into a blinding flash with a trail of smoke. Typically
used for pranks and as a distraction. Those caught off-guard
by the flash lose initiative and half their melee actions/attacks;
a 16 or higher is needed to save. Even those who save lose
initiative for that one round. Cost to make: About $4 per six
ounces (168 grams). Skill Penalty: None. Cost to buy
ready-made: $20 per six ounces (168 grams).

Note: Most explosives are sensitive to heat and will explode if
exposed to fire or heat above 400 degrees Fahrenheit (206 Cen-
tigrade) for more than three melees (about 45 seconds). Plastic
and gelatin explosives have a 01-50% chance of exploding each
time they are hit by an electrical charge. As you can see, there
are certain inherent dangers involved when using explosives.

Special Bullets

The Weapons Expert can make any of the special bullets
listed in the modern weapons section for 50% of the listed cost
on a successful skill roll (-15% penalty). In addition to those,
some additional, special bullet types are available for the charac-
ter to build. These rounds are generally only available to Hard-
ware characters and those characters with access to military
equipment. On the street, these rounds would be very rare and
extremely expensive. The only exceptions to that rule are the
shotgun rounds.

® Exploding (plastique): These bullets actually have small explo-
sive charges in the tip. On impact, they explode in a four inch
blast. These bullets double the damage of any round that
does 3D6 damage or less, and adds +3D6 damage to larger
caliber bullets. These rounds are also sensitive and a little un-
stable. If they are fired in bursts, there is a 01-20% chance the
entire clip goes off in the weapon, doing appropriate damage
based on the number of rounds left. The person holding the
weapon takes half damage from being in the blast radius. The
penetration value of weapons using these rounds is increased
by +3 and is more likely to punch through or damage armor.
Cost to make: $150.00 per ten. Skill Penalty: -20%. Cost to
buy ready-made: Not generally available, but when they are,
they average about $50.00 per bullet!

Depleted Uranium Core Rounds (DUC Rounds): The core
of these bullets is a pellet of depleted uranium. The density of
the core adds to the mass of the round and greatly improves
both damage and penetration. DUC rounds double the dam-
age of a bullet and increases its penetration value by 50% (a
P.V. of 7 becomes 10, P.V. of 9 becomes 14, etc.) — effec-
tively reduces the Armor Rating it's up against by two points
(can be considered a strike bonus). DUC rounds can only be
made from bullets that do 3D6 damage or more. Many military



vehicles outfitted for anti-tank purposes have 20mm or 30mm
weapons firing DUC rounds. If the Game Master wishes to fur-
ther limit these rounds, he can rule that they give off minute
levels of radiation, as per aliens from high radiation home-
worlds. In that case, properly shielded clips and/or weapons
would be needed to safely use these rounds. Such precau-
tions will increase the cost of the weapon by five times, and/or
require a weapon construction roll at -15%. Cost to make:
$250.00 per ten. Skill Penalty: -45%. Cost to buy ready-
made: Not generally available, but when they are, they aver-
age about $150.00 per bullet!

Shotgun Shells: Rocksalt: This round is just what it sounds
like. The shell is filled with crystallized salt. It does very little
damage (1 point), but hurts and stings like hell for 1D4 days.
When an unarmored character is hit by the rounds, a save vs.
non-lethal poison must be made. A successful save means
the penalties only last for 1D4 minutes. A failed save means
the penalties last the full duration. Anyone hit by rocksalt
rounds is -1 to strike and dodge. Cost to make: $10.00 per
hundred. Skill Penalty: -5%. Cost to buy ready-made:
$22.00 per hundred.

Shotgun Shells: Phosphorous: These rounds spit out
chemical flames with very intense heat. They will ignite com-
bustibles 65% of the time. Damage is impressive, 7D6, but the
range is extremely limited, only about 24 feet (7.3 m). Each
time one of these rounds is fired, there is a 35% chance it will
damage the barrel (-4 to strike). The second time a round
damages the barrel, the gun is useless. Cost to make:
$50.00 per ten. Skill Penalty: -20%. Cost to buy ready-
made: $100.00 per ten.

Shotgun Shells: Flechettes: These rounds are filled with
sharp projectiles instead of round shot. It can be anything from
needles to broken razors. Penetration is minimal (P.V. 2), but
damage is high, 6D6 damage. Cost to make: $12.00 per hun-
dred. Skill Penalty: -10%. Cost to buy ready made: $18.00
per hundred.

Shotgun Shells: Armor Piercing: Specially shaped slugs
with a teflon jacket, these large rounds mostly use their large
size for penetration. Penetration value is increased by 2 (re-
duces A.R. by two points or can count as +2 to strike) and
damage is 1D4x10. Cost to make: $25.00 per hundred. Skill
Penalty: -15%. Cost to buy ready-made: $80.00 per ten.
Shotgun Shells: Glaser: Identical in design to the pistol
rounds of the same name, these rounds hold the shot together
in a thin shell that ruptures on impact and transfers energy to
the shot causing greater tissues damage. Penetration value is
a pitiful 1, but damage is impressive 1D6x10. Cost to make:
$28.00 per hundred. Skill Penalty: -10%. Cost to buy ready-
made: $50.00 per ten.

Shotgun Shells: Exploding (plastique): These rounds are
identical to those detailed above, except their blast radius is
one foot (30 cm). Damage is 1D6x10 and P.V. is 9. Cost to
make: $100.00 per ten. Skill Penalty: -20%. Cost to buy
ready-made: Not generally available, but when they are, they
average about $50.00 per bullet!

Projectile Weapons
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The Derringer is a small, heavy caliber, single-shot pistol,
which can be easily concealed. Length: 5 inches (12.5 cm, fits
in the palm of the hand). Weight: 8 ounces (225 grams). Ef-
fective Range: 40 feet (12.2 m). Damage: .38 caliber special
— 2D6 or .38 caliber power — 3D6 or .357 magnum doing
4D6. Cost: $145.

The Double Barrel Derringer with a slightly longer double
barrel. Length: 5.8 inches (14.5 cm). Weight: 14 ounces (390
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grams). Approx. Effective Range: 40 feet (12.2 m). Dam-
age: .38 caliber doing 2D6 or 3D6 or .357 Magnum doing 4D6
each. Cost: $350. Note: Both Derringers take two actions/at-
tacks to reload.

Tube Guns are homemade, single shot weapons built into a
tube/pipe or old revolver barrel. They may or may not have
some type of handle and function on the same principle as the
derringer. Like the derringer, they can easily be concealed un-
der sleeves, pant legs, and so on. Length: 6 to 12 inches (15
to 30 cm). Weight: 8 to 15 ounces (225-420 grams). Approx.
Effective Range: 30 feet (9.1 m). Damage: Can be designed
to fit any caliber pistol cartridge, from .22 - .44 caliber mag-
num; 1D6 to 5D6. Cost to make: $15.00. Skill Penalty: -5%,
Cost to buy ready-made: $200. Note: Reloading counts as
two melee actions (about 30 seconds).

Spike Tube: A tube gun designed to fire a sharp spike or
blade. Length: 5 to 12 inches (12.5 to 30 cm). Weight: 6 to 13
ounces (170 to 365 grams). Approx. Effective Range: 40
feet (12.2 m). Damage: 2D4. Cost to make: $15. Skill Pen-
alty: -10%. Cost to buy ready-made: $160. Note: Reloading
counts as two melee actions/attacks (about 30 seconds).
Spike Tube Variation: The spike can have a strong cord at-
tached with a tiny reel to create a mini-grappling hook-type
spike and line for climbing. Although the effective range is 40
feet (12.2 m), the spike can be fired up to 80 feet (24.4 m), but
is -6 to strike. Damage: 2D4. Cost to make: $15. Skill Pen-
alty: -15%. Cost to buy ready-made: $160. Note: Reloading
counts as two melee actions/attacks (about 30 seconds).
Micro-One-Shot Mechanism: Basically, a tube gun mecha-
nism that is built into a briefcase, fake book, etc., or disguised
as a pen, cigarette lighter, cigarette case, small flashlight, and
so on. Can fire bullets or spike/blade. The only limitation is the
smaller the item it is concealed in, the smaller the bullet cali-
ber (.22 or .32 cal.). Approx. Effective Range: 30 feet (9.1
m). Cost to make: $30 to $150. Skill Penalty: -15%. Cost to
buy ready-made: $250 to $600, depending largely on the
item it is concealed in.

Spring Wrist Release Mechanism: A simple device which
can hold a small object, such as a knife, derringer, tube gun,
etc. Securely hidden on the forearm until triggered by a sharp
gesture, which releases and springs the item into the hand.
Cost to make: $30. Skill Penalty: -10%. Cost to buy ready-
made: $130. Maximum Weight Allowance: One pound (0.45
kg).

Back-Firing Pistol: An automatic pistol that has been rigged,
as a booby-trap, to fire out the rear. Approx. Effective
Range: 100 feet (30.5 m). Damage: Per caliber of pistol. Cost
to make/modify an existing weapon: $40 (plus the cost of
the weapon). Skill Penalty: -35%, Cost to have it profes-
sionally rigged: $200 (plus the cost of the weapon). Note:
Must be an automatic pistol only, and is very inaccurate if
used as a distance weapon (20 ft/6.1 m or more); -3 to strike.

Projectile Wrist Blaster: A special wrist-band that fires bul-
lets with the flick of a wrist. Maximum Payload: Four bullets;
any caliber under 44 magnum. Approx. Effective Range:
100 feet (30.5 m). Damage: Varies with caliber size; typically
2D6 to 5D6. Cost to make: $75. Skill Penalty: -25%. Cost to
buy ready-made: $600.

Explosive Wrist Blaster: An apparatus similar to the pre-
vious, except that it fires two explosive shells rather than four
bullets. Approx. Effective Range: 80 feet (24.4 m). Dam-
age: 6D6 each. Blast Radius: Localized, one foot (0.3 m).
Cost to make: $80. Skill Penalty: -35%. Cost to buy ready-
made: $650. Cost to make explosive shells: $80 each;
Cost to buy ready-made: $100 each.
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Mini-Flamethrower: Small enough to conceal under one’s
shint, sleeve or pant leg. Spring release mechanism optional.
Four foot (1.2 m) hose. Range: 6 foot (1.8 m) stream of flame.
Damage: 3D6, plus 60% chance of setting combustible items
ablaze. Payload: Six blasts. Cost to make: $125; Skill Pen-
alty: -15%, Cost to buy ready-made: $750.

Note: Players may also utilize weapons and gimmicks from
Ninjas & Superspies™. Over 400 weapons from around the
world can be found in the Palladium Book of Contemporary
Weapons, with data on munitions, scopes, EOD equipment, gre-
nades, incendiary devices, body armor, modern tanks, APCs,
light artilery and more; 176 pages, completely illustrated, only
$19.95 — check it out!
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Excempted with modifications from Road Hogs™ and TMNT®
Universe by Erick Wujcik.

In Heroes Unlimited™, Ninjas and Superspies™, and
TMNT®, the use of vehicles, like cars, trucks, motorcycles and
helicopters, makes combat a bit different. Yet the rules are not
overly complicated. The basic idea is that the vehicles are treated
exactly like power armor or robots.

When you get into a car you essentially don a suit of super-
powered armor ... this augments three basic things:

1. Structural Damage Capacity (S.D.C.)
2. Armor Rating (A.R.)

Putting a vehicle together is a five step process, an expensive
five step process. Just take ‘em one step at a time.

Step One: The Basic Vehicle

The purchase or construction of the basic body frame, style,
housing, tires, and body construction materials and production
expense.

Ground Vehicle Table Notes

Vehicle Type: The brand and model of the vehicle can be
chosen by the player. For example, a sports car can be (player’s
option) a Corvette, Delorean, Jaguar, or Porsche. A luxury car
can be a Cadillac, Mercedes Benz, Rolls Royce or Bentley.

Price: Represents the amount of money needed to replace
missing parts, repair the frame, replace the tires, and generally
get the vehicle moving again.

S.D.C.: The amount of damage the vehicle can take before it
ceases to operate/ride.

Max. Seats: The number of comfortable seats available. This
can be modified in many ways. For example, a street bike can
seat two, a passenger holding onto the driver, or three if a side-
car is added.

Max. Load: This is the absolute maximum weight in pounds
that the vehicle can carry, including passengers. Bad roads or
vehicle damage will reduce the maximum load possible. Note: A
vehicle can not exceed cruising speed while carrying the maxi-
mum load.

Turrets: The maximum number of rotating weapon turrets that
can be added to the vehicle. For cars and truck cabs, the turrets
are built into the roof. Vans and commercial vehicles can have
turrets on the sides, front or rear walls. Truck beds can have

3. Speed freestanding turrets.
BASIC GROUND VEHICLES
Type Price Main Body S.D.C. Max. Seats Max. Load Turrets
Motorcycles (Gasoline/6 volt)
LightMotorcycle $1000 75 1 2501bs 0
Heavy Motorcycle $2000 + 100 2 4501bs 1
Small Automobiles
Compact $6000 + 250 4 1,2501bs 1
Sports Car $25,000 + 300 2 1,300lbs l
Jeep $8,000 + 450 4 2,4001bs 1
Large Automobiles
2-Door Sedan $6,500 + 350 5 1,4001bs 1
4-Door Sedan $10,000 + 400 5 1,5001bs 1
Luxury Car $15,000 + 450 6 1,7001lbs 1
Station Wagon $8,000 + 450 8 2,0001bs 2
Vans
Mini-Vans $10,000 + 400 8 1,8001bs 1
Full-Sized $8,000 + 450 10 2,5001bs 2
Utility $11,000+ 500 6 3,0001bs 2
Small Truck
Small $8,000 + 350 2 1,5001bs 1
Pick-Up $12,000+ 450 2 3,0001bs 2
4-Wheel Drive $12,000+ 500 2 2,5001bs 2
Commercial Vehicles (Diesel/24 volt battery)
Passenger Bus $30,000 + 500 45 9,0001bs 8
»Ton $50,000 + 600 3% 15,0001bs 6
10-Wheeler $90,000 + 800 3% 60,0001bs 10
16-Wheeler $150,000 + 1,000 4* 160,0001bs 16

*Seats indicated are in the cab of the truck; an additional 30, 60 or 90 can be seated or placed in the trailer of the truck,

depending on the size.
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Adding Speed to Ground Vehicles

Speed Engine and Alignment Cost
Class Spd. Maximum Cruise Bike Sport Car/Truck Semi
1 22 15 mph 10 mph $100 $100 $50 $500
2 44 30 mph 20 mph $150 $200 $100 $1,000
3 66 45 mph 30 mph $200 $300 $150 $1,200
4 88 60 mph 45 mph $250 $400 $200 $1,400
5 110 75 mph 55 mph $300 $500 $250 $1,600
6 132 90 mph 60 mph $350 $600 $300 $1,800
7 154 105 mph 65 mph $400 $700 $400 $2,000
8 176 120 mph 70 mph $425 $800 $500 $2,250
9 198 135 mph 75 mph $450 $900 $600 $2,500
10 220 150 mph 80 mph $475 $1,000 $700 $3,000
11 242 165 mph 85 mph $500 $1,200 $800 $4,000
12 264 180 mph 90 mph $550 $1,400 $1,000 $5,000
13 286 195 mph 95 mph $600 $1,600 $1,500 $6,000
14 308 210 mph 100 mph $700 $1,800 $2,000 $7,000
15 330 225 mph 105 mph $1,000 $2,000 $2,500 $8,000
16 352 240mph 110 mph $1,500 $2,250 $3,000 $10,000
17 396 270 mph 115 mph $2,000 $2,500 $4,000 $15,000
18 440 300 mph 120 mph $3,000 $2,750 $5,000 $20,000
19 484 330 mph 125 mph $4,000 $3,000 $6,000 N/A
20 528 360 mph 130 mph $5,000 $3,500 $7,000 N/A
21 572 390 mph 135 mph $6,000 $4,000 $8,000 N/A
22 616 420 mph 140 mph $7,000 $5,000 $10,000 N/A
23 660 450 mph 145 mph $8,000 $6,000 $15,000 N/A
24 704 480 mph 150 mph $9,000 $8,000 $20,000 N/A
25 792 540 mph 155 mph N/A $10,000 $25,000 N/A
26 880 600 mph 160 mph N/A $20,000 $50,000 N/A
Step TWO: Carftruck: Engine costs are the same for luxury cars, station

Adding Speed to Vehicles

At this stage, the vehicle isn’t much more than basic transpor-
tation. Before it was fixed, it had a negative Class Engine, it could
not move at all. Now it has a Class 0 Engine and Alignment,
which means the vehicle can go about 5 mph. Which is fine for
plowing fields, but hardly suitable for highway travel.

Important note: When you are buying speed, you are buying
more than a hot engine. Without good alignment, the vehicle will
shake itself to pieces before it ever reaches cruising speed.
Transmission, drive train, carburetor, and exhaust also have to
be modified in order to achieve higher speeds.

To buy speed, use the following table.

Table Notes

Spd: If the car were a person, this would be the equivalent to
the Speed attribute. Thus, a character with a speed of 22 can run
15 mph (24 km). It's the same for vehicles, except they can go
much faster. The land vehicle maximum is 880, which is 600 mph
(960 km) or near the speed of sound.

Maximum: The vehicle’s absolute maximum speed. Because
this is pushing the machine to its limits, there must be a roll on
the breakdown table for every 12 miles (19 km) driven. Note that
these speeds are impossible without excellent roads.

Cruise: Safe speed for extended travel (given proper road
conditions). The vehicle should be able to drive indefinitely at
Cruising Speed.

Bike: Cost of equipping any motorcycle with matching speed.
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wagons, full-sized and mini vans, small trucks, pickup trucks and
all other medium-sized vehicles.

Semi: Includes all commercial vehicles, as well as tanks, con-
struction equipment and moving equipment.

Heli: Cost of equipping a helicopter with matching speed.
Helicopters are incapable of reaching the speed of sound.

Plane: Cost of souping-up a propeller driven airplane. These
vehicles can neither hover, nor reach the speed of sound.

Jet: Engine costs for all conventional jet aircraft, ranging from
commercial jet aircraft to jet fighters.

Scramjet: This high speed, hydrogen powered jet engine is
only available as an add-on to other aircraft. The Scramjet can
not operate at speeds less than Mach 2. Therefore, any aircraft
with the Scramjet add-on must already be Speed Class 30 or bet-
ter.

Special Option: The designer can fit an automobile or truck
with hover capabilities. Set-up cost: Automobiles (regardiess of
size): $1 million; Small Tucks & Utility Vehicles/Jeeps: $1.2 mil-
lion. Buy speed as usual; see the Sub-Sonic Speed Class Air Ve-
hicle Table.
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BASIC AIR VEHICLES

Type Base Price
HELICOPTERS

Small Observation $200,000
Civilian Transport $600,000
Cargo Transport $2,000,000
Combat Transport $2,800,000
Combat Fighter $1,800,000
CONVENTIONAL AIRPLANES

Single Engine Civilian $65,000
Single Engine Fighter $200,000
Twin Engine Civilian $60,000
Twin Engine Transport $80,000
Twin Engine Fighter-Bomber $110,000
Three Engine Transport $105,000
Four Engine Bomber $250,000
JET AIRCRAFT

Personal Jet Pack $250,000
Stunt Plane $350,000
Single Engine Fighter $4,000,000
Twin Engine Fighter-Bomber $6,000,000
3 Engine Passenger $5,000,000
4Engine Wide-Body $8,000,000
4 Engine Strategic Bomber $15,000,000
HIGH-TECH VEHICLES

Flying Harness/Jet Pack $30,000
Flying Platform/Hover Craft $600,000
Hover Vehicle — Small $1,000,000
Hover Vehicle —Large $2,000,000
Orbital Shuttle 500 Million
Combat Fighter (Space) 800 Million

CHARACTER FLIGHT TECHNIQUES (For comparison only)

Mutant Animal Flight Power-

160mph —
Mutant Animal Glide Power —
Robot Hover Jets $500,000
Robot Booster Jets $750,000

Flame Flight (Super Power)
Sonic Flight (Super Power)

Table Notes

Type: This is just the general category. There are hundreds of
possible variations.

Base Price: 1. Prices as listed buy only the basic framework
and engine. Speed Class, weapons, armor and options are all
extra.

2. For scavenging aircraft in an After the Bomb, post nuclear
war setting, the base price is divided by 10. In other words, get-
ting the hulk of a cargo helicopter back into usable shape would
cost $2,000,000.

S.D.C.: Destroying all of the S.D.C. of a vehicle turns it into
scrap metal. It may take considerably less damage to eliminate
the vehicle’s ability to fly.

Payload: This is the amount of weight that the vehicle can
carry. Pilot, crew and passengers, along with their seats and har-
nesses, missiles, bombs and cargo; all are part of the vehicle’s
payload. An aircraft simply won't get off of the ground if it is over-
loaded. Built-in vehicle weapons and armor are not counted in
the payload.
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S.D.C Max. Seats Max. Load
150 lor2 400lbs
300 2t06 2,0001bs
500 2to 14 10,0001bs
400 2 crew (10 people) 4,0001bs
450 4 1,0001bs
200 2t04 800lbs
250 1 1,4001bs
300 2t04 2,0001bs
500 2 crew (48 people) 16,0001bs
350 3 14,0001bs
800 4 crew (60 people) 19,0001bs
600 4 crew (20 people) 12,0001bs

25 1 2501bs
250 lor2 3001bs
400 1 2,0001bs
500 1 8,0001bs
750 3 crew (80 people) 25,0001bs
850 3 crew (120 people) 50,0001bs
950 3 crew (48 people) 45,000Ibs

50 1 1,0001bs

90 l1to4 2,0001bs
350 2to4 4,0001bs
500 6to 10 8,0001bs

2,000 3to12 100,0001bs
2,500 2t08 30,0001bs
— P.P equaltoP.S.
— P.P equaltoP.S.
— 5 equaltoP.S.
— 5 equaltoP.S.
— 1 equaltoP.S.

equaltoP.S.

Aircraft Fuel: Helicopters, airplanes,jets and scramijets all
burn vast amounts of fuel (unless outfitted with a fusion gener-
ator). To avoid getting overly complicated, the rules for fuel con-
sumption have been simplified as follows:

1. At Maximum Speed the aircraft burns all its fuel in 15 min-
utes. Believe it or not, this is rather generous; many jet planes
can burn their entire fuel load in under 3 minutes.

2. From 3/4 Speed to 1/4 Speed, the aircraft will bum all its
fuel in 3 hours.

3. At idling Speed, about 1/10 Maximum speed, the aircraft
will burn all its fuel in 5 hours.



SUB-SONIC SPEED CLASS AIR VEHICLE TABLE

Class Spd. Maximum Heli Plane Jet Hover Craft
0 Hover 0 mph $0 N/A N/A $6,000
1 22 15 mph $100 N/A N/A $8,000
2 44 30 mph $200 $0 N/A $10,000
3 66 45 mph $300 $50 N/A $12,000
4 88 60 mph $400 $75 $0 $14,000
5 110 75 mph $500 $100 $100 $16,000
6 132 90 mph $600 $150 $200 $18,000
7 154 105 mph $700 $200 $300 $20,000
8 176 120 mph $800 $250 $400 $22,000
9 198 135 mph $900 $300 $500 $24,000

10 220 150 mph $1,000 $400 $600 $25,000

11 242 165 mph $2,000 $500 $700 $26,000

12 264 180 mph $3,000 $600 $800 $27,000

13 286 195 mph $4,000 $700 $900 $28,000

14 308 210 mph $5,000 $800 $1,000 $29,000

15 330 225mph $10,000 $900 $1,100 $30,000

16 352 240 mph $15,000 $1,000 $1,200 $31,000

17 396 270 mph $20,000 $1,100 $1,300 $33,000

18 440 300 mph $25,000 $1,500 $1,400 $36,000

19 484 330 mph $27,500 $2,000 $1,500 $38,000

20 528 360 mph $30,000 $3,000 $1,750 $40,000

21 572 390 mph $40,000 $5,000 $2,000 $50,000

22 616 420 mph $50,000 $10,000 $3,000 $60,000

23 660 450 mph $100,000 $50,000 $4,000 $70,000

24 704 480 mph $400,000 $100,000 $5,000 $100,000

25 792 540 mph $750,000 $200,000 $10,000 $250,000

26 880 600 mph $1,000,000 $500,000 $20,000 $750,000

27 968 640 mph N/A $1,000,000 $50,000 $1,000,000

28 MACH | 660 mph N/A N/A $150,000 $2,000,000

SUPERSONIC SPEED CLASS AIR/SPACE VEHICLE TABLE

Class Speed Maximum Jet Scramjet Spacecraft**
28 MACH 1 660 mph $150,000 N/A N/A
29 MACH 1.5 990 mph $500,000 N/A N/A
30 MACH 2 1,320 mph $1,000,000 N/A N/A
31 MACH2.5 1,650 mph $2,500,000 N/A $6,000,000
32 MACH3 1,980 mph $5,000,000 N/A $8,000,000
33 MACH 4 2,640 mph $8,000,000 $2,000,000 $10,000,000
*34 MACHS 3,300 mph $15,000,000 $4,000,000 $14,000,000
35 MACH 10 6,600 mph $50,000,000 $6,000,000 $25,000,000
36 MACH 15 9,900 mph N/A $7,000,000 $50,000,000
37 MACH?20 13,200 mph N/A $8,000,000 $70,000,000
38 MACH 30 19,800 mph N/A $10,000,000 $100,000,000
39 1% Lightspeed 6,700,000 mph N/A N/A $600,000,000
40 5% Lightspeed 33,500,000 mph N/A N/A $800,000,000
41 10% Lightspeed 67,000,000 mph N/A N/A $960,000,000
42 50% Lightspeed 335,000,000 mph N/A N/A $20 Billion

**Roughly Equivalent to Escape Velocity, the speed required
to leave Earth’s gravitational field and go into orbit in outer space.
**Beyond man’s real life capabilities. Any such vehicles would
be government/military or private industry top secrets and experi-
mental. Industrial facilities are definitely needed.
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Step 3:
Adding Vehicle Armor

Having weapons is nice. Unfortunately, there are plenty of
other people on the road with similar ideas. To keep them from
putting holes in characters and vehicles, you'll need armor. Vehi-
cle Armor is superior to character body armor and any attack
rolls that hit, but do not exceed the A.R., simply bounce off.
Those attacks that are higher than the A.R. damage the S.D.C. of
the armor. All vehicle armor S.D.C. must be depleted before at-
tacks can be directed at the passengers inside or the vehicle it-
self. These rules apply to vehicle armor, passenger armor, and
all flying vehicle armor.

Ground Vehicle Armor

This armor protects the vehicle only, passengers are not cov-
ered. Only one set of vehicle armor allowed.

Light Armor: A.R.: 14, S.D.C.: 350, $2,500

Medium Armor: A.R.: 16, S.D.C.: 700, $10,000

Heavy Armor: A.R.: 18, S.D.C.: 1,400, $50,000

Passenger Armor

Armor for the passenger compartment for most vehicles in-
cludes armored glass and some reinforcing of head panels and
upper panels. Because of this, Passenger Armor is not available
for motorcycles (although the GM may allow it, but it would only
work on attacks from the front). Only one set of armor per com-
partment.

Light Armor with Glass Windows: A.R. 10, S.D.C. 200,
$800

Light Armor/Plexiglas Windows: A.R. 12, S.D.C. 250,
$1,000

Light Armor with Window Slits: A.R.: 14, S.D.C. 300,
$1,200

Medium Armor with Glass Windows: A.R. 11, S.D.C. 300,
$2,000

Medium Armor/Plexiglas Windows: A.R. 13, S.D.C. 350,
$2,500

Medium Armor with Window Slits: A.R. 15, S.D.C. 400,
$3,000

Heavy Armor with Glass Windows: A.R. 12, S.D.C. 400,
$4,000

Heavy Armor/Plexiglas Windows: A.R. 14, S.D.C. 450,
$4,500

Heavy Armor with Window Slits: A.R. 16, S.D.C. 500,
$5,000
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Turret Armor

Turret Armor protects both the weapon and the operator.
Separate armor must be bought for each turret. Only one set of
armor per turret. Turrets can be used with any weapon.

Light Armor: A.R. 10, S.D.C. 300, $800
Medium Armor: A.R. 12, S.D.C. 350, $1,800
Heavy Armor: A.R. 14, S.D.C. 400, $3,500
Empty Turret: A.R. 8, S.D.C. 100, $1,000

Flying Vehicle Armor

Armoring a flying vehicle helps protect it from enemy fire.
However, all that armor is heavy and the aircraft’s payload is re-
duced for every section of armor installed.

Aircraft Vehicle Armor

This armor protects the entire vehicle. This armor must be
penetrated before cargo, crew, engines or fuel are hit. Only one
set of vehicle armor per vehicle allowed.

Light Armor: A.R. 8 S.D.C. 300, $2,500, 500 pounds (225
kg)

Medium Armor: A.R. 10, S.D.C. 500, $10,000, 1,200 pounds
(540 kg).

Heavy Armor: A.R. 12, S.D.C. 900, $50,000, 4,000 pounds
(1800 kg).

Aircraft Crew Compartment Armor

Armor can be installed for each crew station on a vehicle.
Each crew station armor must be bought separately.

Light Armor/Plexiglas Windows: A.R. 12, S.D.C. 250,
$1,000, 50 Ibs (22.5 kg).

Medium Armor/Plexiglas Windows: A.R. 14, S.D.C. 350,
$2,500, 100 Ibs (45 kg).

Heavy Armor/Plexiglas Windows: A.R. 15, S.D.C. 550,
$4,500, 200 Ibs (90 kg).

Aircraft Drive Engine Armor

Protects the drive mechanism from enemy fire. One set of en-
gine armor is allowed for each engine.

Light Armor: AR. 12, S.D.C. 200, $800, 100 Ibs (45 kg).

Medium Armor: A.R. 13, S.D.C. 300, $2,000, 300 Ibs (135
kg).

Heavy Armor: A.R. 14, S.D.C.: 400, $5,000, 600 pounds (270
kg).

Fuel Compartment Armor (Auto or Aircraft)

This armor serves two functions. To protect the fuel area from
enemy fire, and to protect the vehicle crew from the explosion

when and if the fuel gets hit. Only one set of fuel armor per vehi-
cle allowed.

Light Armor: A.R. 10, S.D.C. 200, $500, 150 Ibs (67.5 kg).

Medium Armor: A.R. 12, S.D.C. 300, $2,000, 500 Ibs (225
kg).

Heavy Armor: A.R. 14, S.D.C. 400, $7,000, 900 (405 kg).

Note: Of course, you do not have to add any armor to any
portion of the vehicle. It is your choice.
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Step 4: Adding Weapons

Fixed Mount

This kind of weapon fires in only one direction, and aiming re-
quires turning the entire vehicle. Usually set up to shoot straight
ahead, but can be mounted in any direction. Usually used by the
vehicle’s pilot.

5.56 mm Light Machinegun: Damage: 5D6, Range: 2,000
feet (610 m), Cost: $1,500.

7.62 mm Medium Machinegun: Damage: 6D6, Range: 3,000
feet (914 m), Cost: $2,500.

20 mm Automatic Cannon: Damage: 1D6x10, Range: 4,000
feet (122 m), Cost: $10,000.

Automatic Cannon: Damage: 1D6x10+20, Range: 5,000 feet
(152 m), Cost: $15,000.

Swivel Mount

Weapon is mounted on a swivel that can be rotated 360 de-
grees. A gunner must operate the weapon from an open platform
or turret.

5.56 mm Light Machinegun: Damage: 5D6, Range: 2,000
feet (610 m), Cost: $3,000.

7.62 mm Medium Machinegun: Damage: 6D6, Range: 3,000
feet (914 m), Cost: $4,000

.50 Caliber Heavy Machinegun: Damage: 7D6, Range:
6,000 feet (1828 m), Cost: $8,000

Empty Turret (Fits any weapon): $1000.

Ordnance

These weapons are mounted on the exterior of the craft. All
ordnance weights must be subtracted from the vehicle payload.

2.75" Rocket Launch Tube: As mini-missile. Range: 6,000
feet (1828 m), Cost: $500 each.

Anti-Aircraft Missiles: As short range missile. Range: 8,000
feet (2438 m), Cost: $4,000 each.

Flame Thrower: Damage: 4D6, 30 feet (9 m), Cost: $2,800. It
does damage to everything in a 8 square foot area. All combusti-
ble items will ignite. If used on unarmored vehicles, the gas tank
may detonate (30% chance)

Rockets are disposable weapons. Once used, the entire thing
must be replaced. They are unguided and receive no bonuses to
strike (only weapon systems bonus). Speed Class is 19. Explo-
sion does damage to everything within a 20 square foot area.
Each loaded tube weighs 35 pounds (15.7 kg).

Anti-Aircraft Missiles have built-in infrared sensors for track-
ing the enemy target (normal +3 to strike for guided missiles).
Speed Class is 29. Explosion does damage to everything within a
40 square foot area. Each missile weighs 250 Ibs (112 kg).

Step 5: Optional
Modifications, Equipment
& Accessories

Air-Recycling System: Allows for unlimited time in space or
underwater or in impure air (gas, pollution, etc.). The unit will re-
cycle the vehicle atmosphere so long as power remains. Cost: In-
cludes making vehicle airtight. $200,000 for a small vehicle,
$450,000 for a large one.

Anti-Missile Chaff: When triggered it sends out a canister de-
signed to decoy enemy anti-aircraft missiles. The canister heats
up, attracting the missile’s heat sensors, gives off a fake radio
signal, and sends out streamers of aluminum designed to fool ra-
dar-guided units. Cost: $3,500 each. 11
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Ejection Seat: This specially built chair has built-in explosives
designed to throw the chair and its occupant up and away from
an injured vehicle. The parachute is designed to open automat-
ically at the right altitude. Cost: $6,000.

Ejection Seat Hover Vehicle: An ejection seat that is also a
limited hover vehicle that functions like a jet pack. Maximum
speed: 100 mph (160 km). Range: 15 miles (24 km). Fuel Ca-
pacity: 15 minutes. Cost: $125,000.

External Fuel Tank: Doubles the amount of available driving
or flight time. The tank cannot be armored, but can be easily
dropped if damaged. Cost: $1,000 each.

Fusion Generator: A high-tech, experimental, power source.
With a fusion generator installed, the vehicle can operate con-
tinuously for 3 years. Cost: $6 million.

Loudspeaker: Simply a large speaker/amplifier mounted out-
side a vehicle. Can be heard clearly over vehicle noise up to 500
feet (152 m) away. Cost: $400.

Luxury Accommodation: For large trucks, vans and aircraft.
A decorated living area with beds (from 1-6), small kitchen with
sink and stove, bathroom with shower, conference/dining table,
panelling and carpeting. The kind of thing usually found in private
jets. Cost: $15,000.

Maneuver Rockets: This is the only way to move or change
position in the vacuum of outer space or underwater. A necessity
for Scramjets that are going to operate in orbit. Cost: $15,000
each.

Night Sight Camera/Monitor: A forward mounted camera
that sees into the darkness and relays an amplified image to a
monitor in front of the operator. Range is 2,000 feet (610 m), and
the camera clearly shows ground-based buildings, vehicles and
creatures. Imaging is too slow to see aircraft. Any bright lights, in-
cluding the vehicle’s own headlights, blind the night sight cam-
era. Cost: $30,000.

Pontoons: Large floats/skids that can be used for landing on
water. Cost: $1,200.

Pressurized Cabin: A crew compartment that is airtight and
comes with an on-board air supply. Good against poison gas,
smoke, high altitude, and the vacuum of outer space. Effective
underwater up to a depth of 1100 feet (335 m). Cost: $200,000

Searchlight: High-powered spotlight. Controlled by the pilot.
Cost: $600.

Second Engine: This is a back-up engine for the vehicle. The
full price for the second engine depends on Speed — see Speed
Table. Cost: Car — $1500, truck — $3000, airplane - $30,000, jet
—$60,000, plus speed costs.

Smoke Screen: The pilot can release smoke by changing the
fuel mix in the engine. Available only for conventional automo-
biles and aircraft. Cost: $1,500.

Theft Alarm System: A tamper-proof burglar alarm. When
someone attempts to open the vehicle without the alarm key, a
piercing siren will sound out. Cost: $700 each.

Thief-Proof Locks: The vehicle locks have been modified so
that standard pry bars and skeleton keys will not work. A thief is -
35% to pick locks. Cost: $500 each.

V.T.O.L. Capacity: V.T.O.L., or Vertical Take-Off and Land-
ing, allows planes and jets to hover in a stationary position, fly at
very low speeds, and use small pads for landings. Cost:
$200,000.

Winch and Cable: Woven steel cable about 1,000 feet (305
m) long and has a hook on one end. The winch can pull up to
300 Ibs (135 kg), and larger loads can be handled by locking the
winch and moving the vehicle. Usually used on helicopters and
space vehicles. Cost: $1,600.
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Radar (basic) System: 25 mile range (40 km). Cost: $40,000.
Radar Targeting Computer: 30 mile range (48 km), able to
identify 20 targets and simultaneously track 10 targets flying at
600 feet (182 m) while the aircraft is flying at 18,000 feet (5486.4
m). Cost: $400,000 (has military capabilities).

Advanced Radar Targeting Computer: 62 mile range (100
m), able to identify 60 targets and simultaneously track 30 targets
flying below 200 feet (61 m) while the aircraft is flying at 20,000
feet (6096 m). Cost: $990,000.

Note: Generally, all items can be built into ground and air ve-
hicles.

Optional Equipment
Exclusive to Automobiles

Some equipment is standard with any basic vehicle, including
headlights and brake lights, speedometer, odometer, and trouble
indicator lights for brakes, oil and temperature. Also seats, seat
belts, standard pedals, steering wheel and gear-shift. AM Radio
is free. Everything else must be bought.

Armored Tires: Normal tires have an A.R. of 5 and can take
8 S.D.C. damage before deflating (called shots at -3 are required
to hit the tires of a car). Armored tires are specially bonded and
woven with Kevlar and other materials to make them harder to
puncture and deflate. Armored tires can be combined with self-in-
flating tires. A.R.: 10 and require 20 S.D.C. of damage to punc-
ture and deflate. Cost: $700 per tire.

Self-Seal/Inflating Tires: When these tires are punctured and
deflate, a quick seal resin coats the inside of the tire to seal it,
then a mini compressor re-inflates it. The whole process only
takes one melee action. This allows the vehicle to continue on its
way when it would normally have been crippled. The system can
only reseal itself twice before needing to be reloaded. Cost of
system with two loads: $350 per tire. Cost of chemical reloads:
$70.00 per load.

Fold-Down Bucket Seats: These seats are more comfortable
than the standard bench seats. They can also be folded down
and turned into a temporary sleeping space. Cost: $300 each.

Camper Option: Can be used with any van or larger vehicle.
Includes beds (from 1-4), small kitchen with sink and stove, bath-
room with shower, conference/dining table, and interior decorat-
ing with paneling and carpeting. Cost: $6,000. Of course this
severely limits cargo space.

Stereo System: Picks up AM/FM/Shortwave signals and de-
livers the signal in stereo. Also plays tape cassettes. Cost: $600

Refreshment Dispenser: A built-in unit that delivers coffee,
tea, hot chocolate or hot soup (pick one) from cne spout, and soft
drinks, milk, ice water or fruit juice (pick one) from another. Must
be refilled every few days. Cost: $450.

Engine Readout Package: The instrument panel is modified
to include a tachometer, temperature and oil pressure gauges,
fuel mix indicator, and readout on the battery charge. Adds +5%
to Auto Mechanics diagnosis. Cost: $550.

Radar Display: A monitor is mounted on the dash that dis-
plays the radar picture for an area 500 feet (152 m) around the
vehicle. This shows solid obstacles (trees, rocks, buildings, air-
planes), other moving vehicles, and moving bodies. It does not
show pits, potholes, broken pavement or bodies smaller than a
deer. Cost: $60,000.

Radio Locator: Directional locator that lets the vehicle opera-
tors find the exact position of a radio transmission. Useful for
finding planted “bugs.” Cost: $1,500. Range: 5 miles (8 km).

Trailer Hitch: Allows a trailer to be attached to the vehicle.
Cost: $150.
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Winch and Cable: Mounted on the front bumper is an electric
winch; basically, a motor connected to a cable. The woven steel
cable is 100 ft long and has a hook on one end. The winch can
pull up to 300 Ibs, and larger loads can be handled by locking the
winch and backing up the vehicle. Cost: $800.

Fuel Efficiency Modification: Modifying the car’s engine so
that fuel consumption is cut by half. Cost: $3,000.

Super Fuel Efficiency: By careful tinkering, the vehicle con-
sumes only 10% of the normal miles per gallon rate. Cost:
$15,000.

Oil Slick: The pilot can release oil from a tank mounted on the
underside of the vehicle. Contains enough oil for three oil slicks.
Cost: $1,200

Vehicle Caltrops: A container of broken glass, nails and met-
al shards can be released by the pilot. Cost: $300 for each con-
tainer and release mechanism. $100 per each, non-reusable
container; although homemade containers can be made for about
$30.

Ram-Prow: The ram-prow is a special, metal reinforced ram
at the front of the vehicle. The ram may be a simple foundation of
metal bars, train-like cow-catcher or any variety of metal protru-
sion with the purpose of ramming. The ram-prow protects the at-
tacking vehicle from any damage that it would normally receive in
a ram attack. (See “Ramming” under Combat Tactics). The ram-
prow itself has 200 S.D.C., but it also adds 75 S.D.C. to the vehi-
cle. Cost: $1,100.

Searchlight: High-powered spotlight. Mounted on a swivel
next to the pilot's seat. Cost: $300

Siren: High-pitched emergency siren. Can be heard up to
2,500 feet (762 m) away. Cost: $90

Miscellaneous Equipment

Driving Suits or Armor

Motorcycle drivers wear helmets and leathers for a reason; it
helps to protect them in an accident. Characters with full leathers,
including heavy boots, helmet, leather jacket, leather pants and
leather gloves, will reduce the amount of damage taken in a
crash. The suit absorbs half the damage taken, up to a maximum
of 24 points.

For example, if Fran’s character crashed and took 80 points of
damage, she’d only have to take 56 points off her S.D.C. and Hit
Points. On the other hand, if Mike crashed with 8 points of dam-
age, he’d take 4 points off his S.D.C. (1/2 damage) and 4 off his
Hit Points (the other 1/2).

Driving suits are no protection against bullets, explosions,
weapons, or hand-to-hand attacks. They are useful for crash
damage only. On the other hand, regular armor, either modern or
ancient, gives no protection against crash damage.

Driving armor is just a safety measure. Or, according to some
bikers, “You may break every bone in your body, but, at least, the
leather will keep your body from coming apart. At the very least,
leathers insure that your corpse will look good at your funeral.”

Cost: $250 for characters under six feet (1.8 m), $300 for av-
erage characters, $400 for characters larger than seven feet (2.1
m) or those with P.S. scores above 20.

Tool Kits

Portable Tool Kit: A portable tool kit in a leather case, about
the size of a briefcase. Weighs 20 pounds (9 kg) and has every-
thing needed for most auto-mechanic diagnostics. Cost: $150.

Trunk Tool Kit: A metal toolbox weighing 60 pounds (27 kg)
and with everything needed for road repairs. Cost: $500.
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Shop Kit: Actually several metal boxes and drawers worth of “““l“
tools, usually installed in a garage or in a utility van (although |||| .
most large vehicles couldbe modified to suit). This 1400 pound 7 0
(630 kg) set has everything needed for major vehicle repairs (re- '
building engines, adjusting the frame) and modifications. Includes
welding torch, hoist, and machine for mounting tires on wheels.
Cost: $2,800.

Aircraft Tool Kits

Aircraft Portable Tool Kit: A portable tool kit in a leather
case, about the size of a briefcase. Weighs 20 pounds (9 kg) and
has everything needed for most mechanical diagnostics. Cost:
$350.

Aircraft Large Portable Tool Kit: A metal toolbox weighing
60 pounds (27 kg), and with everything needed for minor repairs.
Cost: $800.

Aircraft Shop Kit: Actually several metal boxes and drawers
worth of tools. This 1400 pound (630 kg) set has everything
needed for major vehicle repairs (rebuilding engines, adjusting
the frame) and modifications. Includes welding torch, hoist, and
power tools. Cost: $12,000.

Flight Suits

There are two good reasons for wearing flight suits. First, be-
cause they are protection against the thin air encountered at high
altitudes. The second reason has to do with crash protection; the
suit absorbs half the damage taken in a crash, up to a maximum
of 48 points.

Flight suits provide no protection against bullets, explosions,
or bladed weapons. They do protect against punches, kicks,
body blocks and other blunt attacks; rough equivalent to an A.R.
of 8. Other than that, they are useful for falling and crash damage
only. Regular armor, either modem or ancient, gives no protec-
tion against falling or crash damage. > 3

Cost: $500 for characters shorter than six feet (1.8 m), $550 , 7 s
for average characters, $700 for characters larger than seven
feet (2.1 m) or with P.S. ratings above 20.

Space suits are designed to give full body protection from the
rigors of outer space. Unprotected, a body exposed to a vacuum
will experience a bunch of very unpleasant things. For starters,
the vacuum will freeze the skin’s outer layers and evacuate all
the air in the lungs. Then, if not rescued quickly (3 melees/45
seconds), there will be an explosive and messy decompression,
where the inner pressures win the battle against the skin that's
trying to keep everything inside. Finally, unless the body is hid-
den in a shadow somewhere, there will be a certain amount of
boiling and frying.

To avoid all this unpleasantness, it is highly recommended
that characters wear protective space suits. The suit also gives
some protection against crashes, absorbing half the damage
taken in a crash, up to a maximum of 36 points. Space suits pro-
vide no protection against bullets, explosions, weapons or hand-
to-hand combat. They are useful for crash damage only. The at-
mosphere charge of a space suit will protect the wearer for up to
four hours before needing a recharge.

Cost: $25,000 for characters shorter than 6 feet (1.8 m),
$28,000 for average characters, $30,000 for characters taller
than sevenfeet (2.1 m) or with P.S. ratings above 20.

Note: Additional equipment can be used from the Ninjas and
Superspies RPG and other Palladium sourcebooks.

\

143

Quentin Milton (Order #31246997)



Quentin Milton (¢

In the incredible world of Heroes Unlimited™, there are virtu-
ally every manner of superbeing, including those who wield the
secrets of magic.

Magic provides incredible powers and abilities that seem to
tap into an unknown energy source. An energy source that, some
speculate, may have an otherworldly origin. Exactly what or
where the mystic energy comes from is a mystery, even to those
who wield its power. What is known is that, like any source of
power, it can be used for good or evil.

Obtaining Magical Abilities

There are four ways to get mystic powers. To determine which
one provides the character’'s mystic abilities, select one of the
four categories or make a random roll.

01-25 Enchanted Weapon: The character finds or is chosen
by a powerful, magic weapon to serve as a new champion.

26-50 Enchanted Object: The character is gifted with magical
abilities through a long lost item of magical power.

51-75 Mystic Study: The character spends years of his life
devoted to learning the deepest secrets of the forgotten arts.

76-00 Mystically Bestowed: A powerful being, or force,
places great power at the character’s disposal for him to use as
he will.

ENCHANTED (TEAPON

The magic weapon, notthe character, is the true source of the
magic and the superbeing’s power. The hero (or villain) is simply
the new champion that wields the magical construct. Without the
mystic weapon the character is an ordinary person armed only
with his skills and wits.

The weapon is usually a common, ancient, melee weapon,
such as a sword, ax, mace, or spear, covered in mystic symbols
and rune writing. The weapon itself is indestructible. Most of
these “rune” weapons are aligned to chaos (evil) or order (good),
and their magic can only be used by people with a similar align-
ment. However, a few can be used by anybody. When the
weapon is held by a kindred spirit (similar alignment), he or she
will have a brief instructional vision. The magic weapon will iden-
tify itself, or an eerie being will appear (the item’s creator, a god,
etc.), identify the weapon by a particular name and whether it is a
force of good or evil.

As an example, lets look at Marvin Tecumson who finds a
sword in a curio shop. The shopkeeper tells him that it is an an-
cient blade, maybe 1000 years old. Marvin frowns. It appears far
too sharp and new to be more than a hundred years old. Heck,
the shopkeeper might even make ‘em in the basement. Still,
there is something about the sword. It seems to feel good in his
hands, almost inviting. Marvin buys the blade for much more than
he can afford. “What a chump | was,” he thinks, “I really blew it
now.”
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At home, he holds the blade and gives it a whirl. Suddenly,
Marvin is in a mist filled forest. A beautiful woman (this could also
be a wizard, knight, angel, child, glowing blob of energy, the
sword itself, anything) smiles and says, “Marvin, you are the new
Champion of Light. Take this enchanted sword, Moonwind (or
any name), and use its powers to crush the evil that would de-
vour the light” Marvin is stunned. A million questions race
through his mind, but before a syllable can trickle off his tongue,
he’s back in his room. Marv is certain he’s going crazy ... or was
dreaming. He hesitantly reaches for the sword. Picks it up and
mumbles to himself its name, “Moonwind ...” with a flash, Marvin
is garbed in an outlandish costume (player’s design). His mus-
cles rippling with power. He and the sword are one, and sud-
denly, he understands the power it holds and how to use it. No
words are spoken, but he knows, and a hero is born.

Determining the type of Weapon

The player can either select a type of weapon or roll on the
following table. The only limitation is that the weapon must be an
ancient type of melee weapon, not a modern one, and it should
probably be a weapon of some dignity and flair. Roll percentile
dice or pick one.

Type of Weapon

01-10 Battle Axe

11-20 Spear

21-32 Short Sword

33-45 Large Sword

46-58 Staff

59-70 Mace

71-80 War Hammer or Morning Star
81-90 Ball and Chain

91-00 Pole-Arm

Other Stuff

Alignment: Any alignment can be chosen, but heroes should
generally be of good alignment.

Level of Education and Skill Selection: Standard; see cre-
ating a character.

Hand to Hand Combat: Physical combat skills are not auto-
matic, and must be selected as a learned skill.

Attacks Per Melee (Hand to Hand): As with all superbeings,
mystic characters automatically get two attacks per melee round.
Additional attacks must be developed through combat skills. See
hand to hand combat and boxing.

Weapons and Armor: Other than the magic weapon, unless
the character is extremely wealthy, only conventional weaponry
and body armor would be available. Remember, that “battle
dress” (a costume) is magically created whenever the character
goes into action.

Struc