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LASERBURN
sci fi.role plaving rules

Thase rules were eTitien originally as an adjunct Lo the wvarious Scd Fi role playing

rules avalleble; to glive & detallsd and eatisfactory method For simulabling the heroic oeels
of ou characters im the asscried robberies, skirmishes and boarding actione they were in-
valved in. But they soon grew to be o Bak of aelf=fulfilling 5ci Fi rules Ehat can be wsed
g & role-playlng syvetem in their own Fight.

LASER BURN rules are designed around a game inwolving about 12 to 20 figures a side,; but
can be used gucCeETUlly with Tar Feser OF &MY BOCE.

You can use Lager Burn 82 a method of resolving combab situatiors in your cole-playing
acl Fi compalgn; or y¥ou can us® Lhem ag wa do, Lo play a connected series of gemes ahich
will Form & kind of sage lruolving your oen charactars.

‘We wae them mainly to simulate bettles involuing roving bends of spece plrates, oubleus
and revolubtionaries, intent on commlting sundry felonims, wersus the forces of Lew and
Order, or Tlval QTDURE.

(t) Copyright Bryan Aneell August 1980 _ﬂ?
Froduced by Tabletop Gawan

With special tharke Lo Tony Acklard and Tomy Yelbea Tor inspicétion and fdeas,
Ard to Tony Yebes TopF all Lhe nice dresings.

INDEX - Page &0
15m. Figures avallable - page 39




The Bules

Begin with @ sinple starters scenario, perhapse s bord of cutlese raiding the benk in @
frontier town on some far-flung arm of the Galaxy, or revolutionaries sprimging m comrads
feon prison. The dovissr of Ehe sceraric con act es both Uspire snd cowsender of the o

asitlon; the police, or perheps & detechment of Inperial Infentry. Even nembers of Che
drasded Imperial Inguisitian!

Ench of the autlew players sheuld heve o personel Figure,
repragant ing hineelf, amd & grovp of followers under his
aormbinl, in sufficient numbers to cope with the situstion,
Fer thair Mirst battle they should heve fairly low charecl-
erigtica (Conscripts), though the charester Figures eould
teit qpiven Apacial abilities (usuwaly only onel esch; and b
armed wikh minple side arme. A8 the characters and their men
progress (assuning they survive) they will gain okills and
greater sbilities, wealth, and more sophiaticated weaponiy
and egulprent . Record the performances of mll individusls
ingpived 1n esch action, so that isprovemsnt in charackor=
.Ilﬁ:ll:! aret skills can be be gained using the experiesncs
rules.

After the action ane of the participants skould be assigred bhe role of crestor ard mpire
of the next scenario, he then devisss the scenario and insvents the plot line Lo connect ib
with the siktuation at the end of the lest ecticn., Thus the egic tele of Lhe deeda-and edy-
wntyres of your beroic bond of adventurers unfolds without recourse to campeign rules or
complicated logistics,

A group just beginning thelr life of adventure eill imcluve theeoelves In small scale ralds
ond ekirmishes while they build wp their combat prowess ard buy or steal themselves o good
splection of hardears. Then the universe becomes kheir cysteri they con hire bthenselves out
] hn'd!ﬂ!ul'ﬂi, mETCenaries, aseRapaire, start a revolublon, oo space piratire], bacoms bounty
turters or fight & geng war. It is wall worth setkbing their exploits down on PBRET S0 you
hawve @ permenant record of their sage as it unfolds, memorable cheracters {(friend or foe)
can =@ reintroduced ko prouide interest and continuity = Ehe law enforcement officers you
rutahot in that barfight on Andorous, woy Beck when you eers still strestpunks on bhe prod,
TMuopPRErE BE YOUF COWDBERY comnBRdeE whan You Eil;ﬂ on Ba an pessull commarde in the Glaxite
ﬁ:w]util‘.‘nnr:.l Army, will be recognise you? You"d cectainly be best sdvised o watoh your
bk .

Irdividuals who receive & disabling wound during the course of & scenario will need bime
to recover and they cannot take pact in the newt esction(s) (throw a 068 to determine the
mumber],. Ik is & good idea never to allow your perscnal character to die, & close guarters
enchange with energy weapons i8 a deadly affair, and unless you stear clesr of all tha
excitmant you ate certainly going to gt woursell "Lilled' parlodically, @0 count @ ki1l
regilt on your pereonal Tigure as & disabling seriowvs eound, and count no experience for
wour ssploits in that episode. While "you® recuporale pou can fon @ sscordary cherecber.
0¥, =2 its mot boo realistic, but Sci Fi beroes (nearly) always get to live ko fight an-
other day.

Thz Scenario

The creator of bhe spenario should try to keep Lhinga Feirly evenly belanced; the tempbtation
is to allow the balamce to swing towsrds the adwenturer , but resist that impulsel if Ehe
pibtuation is tough, end things don't go thedir way, they should know enough Lo pull out and
cull their losses when things get skicky. Give then

on experionce bomue i Lhey @0 manege to senedibly Deat
m Faghting petmeat. If thirgs do end disestercusly,
thay'll only find themsslves incarcerated in @ prisom
hagpital, or the aickbey of o peral colonisatisn ship,
ocr miybe the storage section ol an  organ bank, good
slarting points for a new scanerio. 1T they do win
through, kthan thay'll enjoy their victory all the more
for knoeing they®ve been in & Tighk.

If & group wants to improve their armoury, bthey can
rely on stealing frem the bodies of their enemies, or
they can chtain soney @lth which to buy then.
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Of couras, much of the aguipnent wmed by reoclor fropps fsn't svailshble to the pereral
miwlie, arnd muat be Bought on the urderworld blackoarket. if you can Find 1t &nd if you
can affapd ik, Thus. on the eeapora and equipnent cost charbs,. a percentage chance is give
Far non—*Fficial Sodies or persone being able ko buy a particulat weapon on the open mat-
ket, the weapon will be supplied with one full load of ammunition. but further losds mesl
b diced Far.

On dermly populated worlda, the megacity undamwnrld can provide enything, for 8 price,
if an 1tes ig determined &8 nob being gereraly sveilable it cen still be purchesed. but
at ten times the normel price! Chapacters with good connections will be sblée Eo Tird A
phmiler gource For difficult to cbbtsin srmenents in their locale, they ney ever like to
aet themsalued up 88 GTWE merchante OF QU FUNNBTS.

[t is worth spending some time on your scenarios, give them @ bit of background. and flesk
out any charascters you introduce, and you will be well rewsrded with boblh your cen and
the players enjoymant of the action. Here are & feu sugoestions to give you = slarting
paink far your owen crestions:s

ENCOUNTER AT SPAGETTI JUNMCTINN

& rurndng bettle sguinst city strest gange or orgendsation
mEsasing across the lanes of a huge, immersely complex,
megacity traffic junction. Fest moving treffic lanes: o
goeod chance of getting crunched trying to get across.
FPedestrian high spesd, moving paverents.

Traffic robots progronmed to capture jayemllers.

Shooting scross braffic lares will give a chance of hitting
a wehicle; possibly causing @ pile-up, carbtainly bBringing
D10 police with nesdle gune and ges grensdes.

SCMERWILLE SHOOT:

Bounty hunters seek politicel extremists (Android Liberation
Frantists) emonget the derelicte end wireheads living in .the
world of tunnela and conduita bemeath & megacity, Lhey sust
be brought beck alive to be worth anything, the Isperial
Irquigition wishes to meke an exarple of then,

Battle through sswers where the Tlesh of & laser causes
blimding gouka of stess. Electricily conduite where a

atrey gyrobalt could send broken high tersion coble whipping
crarily sbouk.

Falaion gas pockets. Gient mutant rats. Service roboks. Eoaning bands of crazed out-
cagte tuined cannibal.

FOR A FEW GOWADS MORE

Spaceship boarding action,

Hend &o hand combat in narrow corridoore.

Heither side dare puncture the skin of the spece-
ship, av lov selbings are weed on lesers, light
wounds and blind results anly, missile wespons
uge plagtic bullets, light wounds and KD's only.
Caa gremades, nesdlers amd hand weapons are Lhe
order of the day. Force bledes cubbting throwgh
internal bulkhesds. Panic striken passengers
hinder friend and Foe alike.

One of the ship's officers L8 an Orgenleggar Barar
travelling incognito, capture hin alive and dig-
covel the hiding place of & Fortune in black=
market genetillia; Frozen in secret silos on oms
of the sany mcorms of Far Gnosticus.

SHOT _BY _BOTH SI0ES

Thia players hire oul Lo thé Impérial Inguisition as assasins.

Heaully apmed, they are InTiitrated ssongel Lhe foreign delegotes ab the cowrt of Eing
Grotspox The Flatulants

One thicrd of the King's dreaded Bleck Guard heve been bowght of F, but it's inpossible ko
tell which ones. Not only the King, bul alsa bha foreign delegates snd Lheir bodyguards
{Fortunutely only apmed with ceremonial seorde) musl die; so that the stlsck com be blaomed
on fed Medenptioniet fanetice.
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Unexpacledly, a group of genuine Aed Aederpbioniats 1n Full ceremonial robes, ard aTmed
to the Leeth; obviously horoured guests, eppear emongst the throng. Hewe the players been
sold 'lt"l1l:'_l the river? The only thimg Tor certais is Lhat the Inguisition demmnds supoBes
or deathii)

Lreating your army

Coch individual's combak prowess, or leck of it, is characterised
by thres nurders reprosenting;- WEAPDN SKTLL, COMBAT SKILL mnd
INETIATIVE LEVEL, In addition, sone individumls will have
cerctain Specialist Skills.

HEAPON SHILL

Gives the basic mrcentage chenoe of hitting & target at podnt
blank rangs with & nlssile wsspon.

Basic weapon skill (that of an lndividual kbsired to & ressonable
level of competance) is 120.

Only characters and herss may mave A wespon akill of ower 180,

InITIATIVE LEVEL

Is o difficult concept Lo define exsctly, Bubt is neuvertheless
very lmporkbant indeed, it fmcludes sach Ehings as spesd of
reaction, agility, gemeral combat senee= and muareness, and Ehe
ability to make Ehe right move in = dangerous situakion.

Basic Initiative Level is 10.

Only characters and heros may have an indtigtive level of over 4.

CUMBAT SHILL

This gives the besic chance of lerding en effective blow in
- close combat.
= Bomic Combat Skill is 50.
Only characters amd herop say heave @ corbet skill of ower %0.

An indiyviduals Beapon Skill, Combebt Skill end Initiative Lewel
nay bE cofveniently suimerbied by bhiee nusbéts; Lhus

iz0. 3. 10.

Civiliams and innocent bystanders will uwsunlly have pathetically
lpg mcores in all departments. Typically &0, 10. 1. But wetch owt
Fpr the rebired bounty hunbers and spoce pirates lurking amongst
the crosdl

He strangly reccomend that members of the some unit be glven the
sane Bkill scores, with the possible esception of leoders, oo
thig grestly simplifies play. Chafacters may be given sbendarsd
values for their type, or their score rendomly deternined.

Balow we give stendard values Fer verious Eypes of individual, end sless the mebhod for

pangiomly ditl-‘:'hininq Ehi s:oTeR MNar each t!‘EI-r
P Wangon Skill Cowbat Skill [Initistive Level |Points | Skille
Standard|Uaciebls |Standerd] Varisble |Stendacd] Varisbls|Vslus | Dice
Conseripk ar [HR =1)
Haw Recrult -1 1] x10 &0 P& = L =] e + 2 100
:g?‘;#:: 110 m‘:m'” 55 (306 x 5 0, 4Dé - 1 | 200 |
Elite LaDE =1 -
e 130 it &5 }306 x & 12 e+ 7 | 00 | Der
frizzled Lald «1) .
e o |*n W |06 x« 10 | 18 ADE + 1 | 450 | Daes
piaadt e I (406 -5} 80 |36 x B 15 aé | o0 pEene
rake x10
Hare 180 rﬁ“’fla” W00 {306 x 10 | z0 5pE + 2 | 700 iy
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SPECLAL SKILLS (SeILLS DICE)

s sagnber of Skills
lace Score I 4 i 4 5 [
s [ 1] 1 1 ] .
- 1] u] 1 1 z 3
R ] a | L 173 e
[ u a [ o7 [ 0%

ipicu::!duhhu can be chosen for peenanel Flgures, bul should be determined candomly
ar okhers.

The pounts veluss Qiven can be used togebther with the credit valyes of wespons end eoui-
preent, Lo give o basis for teo players Lo chooss balanced opposing Forces of approwimatels
the same strength. In games vhers bLhe seles ace chossn by an umpire they can be safely
igrated, and the forces balanced by "Tee'" and by sibwmtion.

AL IERS

Aliens may be given charectoristics snd special
skills whach eccentuate their special qualiticr
speed, strength, ferocity or whatewer.

Use human factors &8 @ besis on which to build
theee special charecteristics.

We hope to produce & suoplevent dealing with specific ¥ox
EEB allen Lypes, b

ies
QRELSD SCMLE

1 Centimater equals | netra For both 1% and 25mn Flgures.

It mby peem unsseal Lo use the same ground scale Far both 15 snd Z5am figuree, in Fact there's
net that much differsnce between the space- taken up by o 1% Figure om & base and & Z5mn. ke
did originally use a smaller ground scaley but 1k jusk Slows up the pame as far a8 movenmeni

ig concermed, and the range that Figures reed to be spart for accurate hend-gun fire becomes
g0 small thet the physical mechenics of the geme becomes Tiddly. When 15w figures sre ueed
on ship or bullding plane, you might Like to reduce movenent custances by half, bub we ceco-
rend that rendes remain the sana.

lIME SCALEL

Pon®t try to pin me down on this one! The individual can push saround end perfors goile s nunber
nunber of actiona in one turn, Bubt the btotel time they would beke can only be nosbered in ee-
anfds,. This being the case, the total time for @ battle (often 10 po 12 burre) Soehe unfesl la-
Licaly short, even given the Fast pace and devaskating weaponry of the battlefields of the
future, 50 consider sach turn to beke sboub one minute, a Few seconds of Frantic sctivity and

B greater Lime in inactlon, where participants catch ERear breath, pouse bo assess their next
moyR, ard commenicate wibth esach other.

INITIATIUE
L. — —

Though theoraticaly tha mouensnt of the indduidiale ineolyed dnoan sction can be considered as
being pimultaneous, on the Wergemes Teble they move and Fire in B eet ofder, deperding on their
[NITIATINE LEVEL, this is & messure of spesd of resction, agility and general combal senes,
individuals with high initiative levala gain the adventage of belng sble to move and Flee 57
they wish,

Call off initiative levels in descending ocder, stacting with the highest present on the

table. A8 soon ag &0 individual's indbtialtive lewel is called, place @ marker mexlt to him, hs
mnay now move and/or Fire whenever b likes; imeediately iF be wishes, remose the marker once
hee hns mowed. Contlinue down Bhe liet of Qhitistive levels until all individusl= precent haue
had Eheir level called, give all those still
poasdming markers & lest chance to mouve/Fireg
@nd the turm is Gver.

&n indiwvidusl mey fire ab sny Lime before his
initistive level la called, bul his chance of
scoring & hit b halved, and he nay not moue
at al]l that turn.

Combat is conpider=- to beke plece after 5
wnpvemet 19 OUED .
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INETIATIVE LEVEL MODIFIERS

Carcying mare than 5 hand weapors/qrenades =3 Dazzad =5
Carrying & Peauy weapan =3 ||Dezzled =5
Carcying & shoulder wespon =5 ||Shaken -1a
Wearing Light armour -2 ||Uming aulorsrger +F
WEEC LG pOERT ATMOUT =3 [(|Ueirg shield -3
Wearing Oreadnought armour =10 (ITokally wnermouresd 5
Esch lighl wourd )
[Each serious wound =10
MOVERENT DISTANCES

FMovamant

Halking 10m.

Furmdng Bl .

Crealing | Jmig

Diving | 5.
ARC OF FACING

Individuals are considersd Lo be 'locking et' the area contained withln & % ape of pither
plde of the dirsction the Figure ig facing. This in no way limiks their view in skl otheo
directiora. The “arc of fecing' merely delirestes an ares within which individuals will
be particularly sware of any scbivity; ore 1s edded to his reaction threw sgebnst anyone
wha First sppeacs in hie erc of fecing, thus be moy attespt to ¢over an ares, ainply by
electing to Tace towsrdas it. _

Arc of Facing cen be difficult to handle ocn the Eablebop, because disputes eEaily arlae
tuer which direction & particulsr figure is fecing, it ie helpful te nake o mack on the
feont snd beck of esch figure's bose, throwgh which a lirk can be considered to project,
marking his direction of facing, This shouldn't really be necesgary of course, as &8 all
play our gemes in @ spirit of hoppy coopsration, playing for the thrill of the adveniura,
and relishing the sction for its own sake, win or looas; don't we? Anyway, 1T you Find
youraelf arguing intecminably owef see of Tacirg rules, or you have Thal Kind of Opporent,
you'd best ignore the variows rules inSlving facing {chenging targets ate.}jyour less!

Fast draw

in confrontaticn situatiors, such &% in & dugl situation where Lo characters are Leoying
to drav end fire on esch other simultanecusly, o suddenly spob esch obher and both open
fire.

Thie individual with the highest inltiative lewel is likely bo get the First shabt in, how-
awveT, hizs cpponent may get lucky, of he may be hawing an afF day. 5o Eo decide who Firas
first, @dd initistive level ko the score of & D00, subktroct 5 if having to drow of uesling
3 weopon, snd sdd 10 iF 'lightning Fast'.

But I dnoly ashked
Ehe way E@ 45th.
strept:




Aclions

Moat sctions take s third of a moue:-

Kneeling Trom standing

Lying from standing

Kneeling from lying

Resbing & wespon

Drswling a weapon

Takirdg out & grensde, msgerine, batbtery stc.
Ejecting spent magazire, battery ete.
Ficklng up an item Trom the ground
Firing two shobs - seml-automatic
Firing five shoks full-sulomatic
[gniting jet pack

Thirowing a grenade

Firirg single ahot

Some Lake longers=

Full mowe = Taking ibtem from & body, unconclous individual ete.

1/} move = Lomading new mAagaiire, battery etc.
Any other aclions you reqguire Ro make may be alotbed in ga
appropriste, .

HOMEYER. Mo more than one single shot, Lhres semi-sutonebic, ben full-aubomstie shobe may
be Fired in ene move,

MO mckions other bthan Firing noy be mode while rumnimg,

LCombat

When beo opposing individuale come within L.m of each ather, either of then may Enbtiate
combat. They will remain in corbot wntil one of Lhen decides tn voue awey, the irelbvicus)
mouing euay cannot Fiee that round, thus greatly dissdvantaging hisself.

lo dataraing who wina sach round of combal, bake each combatont'n combob Tectar, se sesl-
ified below, erd Bdd the score of a D100, again os sodified below. The individuel with ke
highest ccore ia conaldered ke "wincer', &nd hae @ chance equal bto his cosbat wkill of
scoring a hit, he may also puah his opponent back wp Eo m. iF be wishes.

&n indivigdual ey decide ot to attempl to sirike hi= oppanent, ociotitent bng Rmssll el
merely defending his cen person, bhe nay then double Ris dice Lhrow, 17T he wins bhe costiab,
he do=s nob score a hlk, bt ke mey push his opponent back,

Where the corbet involves seversl attackers ageinat one imdividual, all iovolved in the
corbal Lhrow as normal, ard each of the oubrunberlng side’s scoTes abe separabely con-
sidered aqainsk Ehat of bthe indiwidual, so he nay strike ane oF soere of his oppnrenke, and
be struck hiveslf by Lhe obhers, Strike order is determined by mikistive lowe].,

_COMBAT FACTOR MODLFIERS

Atterpbing to Fire a handgun 20 Each apponent obowve one =5[]
Attempbing ta Fire a shoulder afn X0 Using two weopons -3
Attempting ta Fire a hesvy eeapon 10 Using wrong weapon hamsd =3
Using a knife T Eamch lighl swuund -2
Using a sword 100 Each aerious wound -l
Using & power glove &0 Higher than osppansat .l
Uaing an armoured Fisk 0 Diving/tunning into cosbat 0
Using bare figt =30 Attacking from behind al
Himnner of Lhe precesding conbet round 4 Upponent wsing power glove -H




CLHEAT THADK MODIFIERS

Full light armour % 1%
Fower armour W 4
Dpeadnought armour = 8
Uming two weapons ¥k
Attempting to Tire 8 weapon x
[efending only LA

USING TWD WEAPONVS

&n individeal mey use bwo weapons sinulban@ously
{presumsbly ore i each hand); Fighting ewith one
ard atkempting te fire with another if he wishes,
The dice throu for each ie halued.

FIRIMG [N CLOSE COMEAT

&m individual wishing to Tire &t hils opponent im
copbat mest skebke his intention eTore nis Ythpow
i® mede, the throw is then halyed, 1T Fe 18 bhe
winner he may fire one shok only, all! out hand
arws halwve Lhe chance al hitbimg.

WEAFDN BREAKAGE

Whan nelther combatant *wins' the oowbat, they are assumed to heve blocked esch obhers
blows, this is assumed to have invo wed their weapors meking contect, end powerful Fard
wegpans will destfoy any wespom halc by s opponent. Power glowes will destroy any wespon.
Force weapons destroy all except poest glowves,

Mosonolecular weapong destroy all except Force wespons end power glowves,

inarsad figures irvolved bn conbet sre coreideced bo heve dodged, and suffer mo affect.

FIRING INTD CDMBAT
———

Teying to mid a conrade irwolved in cosbat by shoating hie cpporent is often Lespting, buk
ig freught with danger, as in the toss and tumble of cloae corbat, you are os likely to
shoot your friend os your target; of course you may not care! 5o it is permitted to fire
intn copbat, but if @ hit is scored, dice to ses which cosbetent is hit, with equal cha-
nog for all insoluved.

POWER CLOWES

Pogar gloves are breabed slighily differertly to okher
conbat weepons. IT & power glowe geis a geod grip on
AsFTHING ik will rip through it, IF the wearsr of o
glove ‘wire' m round of conbat, he is considered bto have
qob 8 grip on his opponent (throw for locetlon as mo-
mall. If the wiclim wing the rext round of combat he has
gucceeded in immedistely breaking Tees, and only suffers
a light wound, power and Dreadnought arsour test Tor

nal funckion, If he doesn'! bresk free, tough shil, Lhe
affected part of his body is cipped of f or spacl, this
always disables{l), at lossb.

k poder glove mEy be usec to enesh through any dear in
ore turn, it may kear & hole big enough 'to step through
im any well in two turne, A% only takes % turn to punch
Lhrough & firing of cbssfuation h-le.

Fower or Oresdneught areour is occmisionaly Found Fitied
with ore of euven tés power glowes.




Fising

The wohpans of 'Lagerburn' are devastating in their effect: they are light and easily nan=-
ageable, made of armccplas or light alloy, howe virtomly no recodl, snd have o hioh roete
of fire. All you need to do is point and pull the triggee. So, iF you Ost yourself ceughl
in the open, you're @ dead man, survivel means neking uee of cover and svoke, and using the
initintive rules so that you MEVER, MEVER expass yourself to o clear shak.

An individwsals Firirg Factor giuves his basic percentacs
chance of hitting a terget before deductiora for range
and other varialions. This hasic charce is often greater
than 100%, but the Firal chance ta kit 15 vsmlly much
reduced,

Each weapon has o set deduction Tron bhe chance Lo hit
per n. of range [(see range madifiers chert). go to the T
FIRING VARIATIONS CH&RT Far Ffurkher sodifiers according _"
to circursiances, You should resch & Ffinal figure giving - "I"'-.-l
Lhe percentage chance of hitting with that shab, to sl
scorg & hit you must throw this rusber or less on e QMO0

HIWENER = 1) 1f you throw a DOUBLE the ahaot has missed hbs kntended tocget.
Z] CVERY eghol hes at lesst a 2% chance of hittbng Lis target, ewen 17 after
mogdi Ficatione Lthe chance of hitking should be o negative nuocber. [(aee atray
Shote rule ).

THE REACTEON THROW

[f an irclivicieal wishes to fire at a targek who wes not wisiblz in the previous nove, oo
wvishes to gel & sholt of 1 at s barget who disspoears before moving half rouwe distence, must
noke & raection throw. This ia noemelly B 5 aor & on a D6, but nay be improwed by aguiring
*lightning resctions" abiliky.

[f the individual is unable ko fire ot the desired target, Pe can still Fiee et any avell-
@hle alternabive targel .

BATTERY AND FLEL CAPSULE EXPLOSIONS (Full rules onlby)

IT & hit is scored and the taroet is cargying stomic betteries or chemical Tusl capsules
Lthere is & chance of them, ard hin. goirg up in 8 gout of fleme and smoke. Fach batbepy or
capsule has & 1% chance of expluding as 8 High Explosive grensde, each time thelr bearer
ia hit ar caught in an explosion. DOUELE this chance for hits by hendFlaners, incendiariss
and comversion beans.

HIT LOCATION

To see where the victim of @ swecessful shol is hik,
thiow on the Hit Locetion Charks

Dice Tnrow Hagic Pogiktion Fiill Aules Only
- 10 Tieed
11 - 70 Right Azm 16-20 weppon if in R/Hand
71 - 30 Left Arm 21-2% waagen AT dn L/Hard
11 - S0 Upper Hody
51 - 70 Lowsr Body o -
71 - 83 Right Leq x , S3he
| BE - 100 Laft Lag L ; s —
! L2

If the target is wnareoursd on that pact of bha body, ha
hos suffered 8 wourd, oo to the injucy tables for effect.
If be is srmoured, First go to the peretration kable bo
@t iT the shot penetrates and causes & wourd.
Cven if btha ahol doss ok pensktrate, there is & chance of
the Rarget being krmcked down or knocked out, see Failed
Penetration Teble.
If o sericus wourd is ceused, the bacget will be knocked out,
Individunla who are F0°d will fall over ardd cemadn mok-
ionless until the mowve they throw @ & an s DE. For bhe rest
of the gams they are considersd 'dozed’.
If the part of the target located by the dice throw s
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checured by cover, then the cover must first be penstrated before an attenpt may be made .
to penetrate any ermour, or o wound nay be ceused. Bolk rounds explode on contack, snd so
will not hit tergets obscured by cover; ewven LT they penstrats, they will howsver punch

a hole which a subssguent round may go through,

DUCKBACKES

LF the target im hit, or the shol i stopped by armour, Force bubble or cover, then there
is 8 charce of the target being Fereed to duck behind cover or diwve to the ground.

Thia chamnce wvaries with ormour cless, throw for CACH shakg

e adnought Flak, Mesh or Mone %0
FPower armour Faroe Bubble Fill
Light armour

s
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ful)
A score less than or equal to the abowe, ceuses tha individual to duck beck if behind
cover, or dive bshind sousr aor to the if in the open. He must resain there for the
remainder af the current nowve, and all the next, he noy make no actlon other than rolling
or crawling.

FORCEF IELOS

Throw for penetration of forcefields and bubbles sxactly ss for ermour. & bolt round stri-
king @ field will explode; and so cannot hare any occupents,. However, it may sonetimes
explods juat ineide the field, and LF Ehis happens with & foree bubble, the occupant may
be corcusesd, and the Toroe Flold may Fail.

Theos for each bolt thet strikes o peroonal force bubble, with o 108 chance of exploding
irpide. This gives a 508 chance of K.D"ing the occupant, ond o 305 chance of destroying

the field; im any case the seoupsnt will be dazed.

Whean the ocowpant of a field wishes Lo Tire, e nust uss a weapon sdeplor, which osuses the
Fimld to Flick momentarily of f. Esch eneny shot hes & 108 chence for esch tise the field
im Flicked afff af alipping through wunhimdersd.

OVERLDADIAG FORCEFIELDS

Pouring Fire into & Forcafisld maxy clulu..‘ll: to faily; if & force bubble is HIT by et least
4 shots in one round, thers is & 30% chance of it Failing, Force Flelds must be Fired imbao
by 12 shotes per metre redius.

Fields which fail due to bolk explosions or owverloading come back into operation on the
move & 6 im threosn on & D&,

STRAY SHOTS

Trace the path of sach shot fired, sach individusl within 1¥m. of the lina of Fl s
8 % chance of belng hit by each shob, INCLUDING the target, thus if 10 shots are fired
fully sutomatic, there &8 at least a H0% chance of the target being hik, regardless of
adverss nodifiecs.

SEMI-AUTOMATIC AND FLLLY AUTOHATIC SETTINGS

&n individual wishing to fire on semi or full awtometic setting muet anrounce this before
he fires, he throws to see if each shok hite im turn; and mey ceass Tiee et eny bime. Pan-
strebion ard reacktion is not resolved untll firirg is over. Thus his decision to contirue
-!I;rl'.‘l:lll Fire will be based purely on whether or not the shot hit ite terget rot ile
L] B . 5

USING THD WEAPING ]

Ten weapone may be used aimultsnecusly, with suiteble
deductions from sccuracy, oyen shoulder sims are light

and manageable enough to be fired one handed, again with
daductions from accuracy. IF both weapons are fired at the
whmd LAargek, then no further penalties apply. Both weapons
may ba Fired at different targets within the Tecing are,
with sach halwing its ohanoe to hit.

CHANGING TARGETS

hen Firing semi or full sutomatic, targets may be changed
without penalty providing they are both within the arc of
Facing. Chamging to & btarget outside the arc is only possible if @ resction throw is teken,
and gntalls 8 108 reduction in acocuracy for esch 10K turped throwgh.
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Mulki-Harrel led Wespons

BLINDED INDINIMMMLS

Somatimes Tigures eho nesve bess Blinded by o Tlare or mininuke explosions say abill wish
Lo bxy pred Fipe, Use the dicfortion Field Lemplate, throw bwa 000, one counting plys and
oni mires, the eesulbing totsl in the rusber of poinke round clockeise From the letended
dipsction ol Tlight, the peth of the ebolis) ehould be moved, A negebive result gives the
rmumber of pointe enticlockwise. Ihpes for esch potentisl terget within Llim. of the line
of flight as per "Stray Shole' previows.

WEAPDY DWMACE (Full eulcs oy )

When A hik is scored on g weepon, throw for penektration as For light armour, & penstrating
hit destroys Lhe sespon, srd the abot goés on ko hit iks targel. Thers is an iqﬂil ghanoe
te that of the peretrotion, of Lbe wespon being knocked out of its bearers handa. IF 8 hak
o B wedpon Fails Lo ppnetrate, then Ehe next Eime it is Fired there is & 105 chance Ehat
game malfunction will eccur, The nature of the melfunction dependcs grlntl_'r an circumslance
and the type of wesporm inwolved, snd @0 is best left £o the umpires discretiont o hit by
@ needler is unlikely to de sare than cause & temporary jam, chemical fuel weapons ale
prone to bursting imto floves, ard seapons with sutomatic settings hove been lmu'm 4]
pontinue Firing urcontrolably wlil their asmnition ds exhausted) %l ;'
A penetraliog kit kas s (0% chanes per stomic battery or fuel eylinder mounbed oA b
widpan of gsuwsing it to explote us o HE grenade.

COMEIMNATION WEAPDNE AND OTHER CISTIMISED ARMAMENTS

Ore aof the skills indiwidusls mey equire i@ thet of
'‘sepponomakh', this enebles hin to custoedese or even scrakch =7
build weapans to his own or olber peoples requirempnts, providing
he can gel seoess to suitable workshops.

Traes may incorporale up ko & Dorrels of the same or different
typea (ocaelonaly highly ewolic Armanente, offen of dublols
effickency, festuring & doren or more barPels, and Funckloning
a8 B hoevy weaponl L) owill be eocounteted, theas afe highly
prone to breskdown and are often Fourd in The possssion afl
greachoren calaniabs yha higve boon sakd bhan by alick Balasman
fren ‘Acme Alien Disinlegralors [nc.' &8 the ultimate weapan
aygten.Through Lheir subscraiption schene they Deceiwve; sVBLY
marth or &6, additional weaponcy of wnlikely and conplex
degign wia Lhe Calactic rlnl.. an sa nealy establiched

skt lemmnte will aften be Found o be bristling with these
deuicen, and itching Lo give thes a try, fortunately they are egually dangerous to FLEBE
wd target. Though the constouchion of Lhese, as of any other weapon, is 1i Lhey
must by their rature be on Lhe bolky ard uresnageable side, and 8o the individual barrele

are less accurete than A comvenlional weapon; ues the Mollowing Ficing modiFiers on all
multi=barrellsd woooons:

Multi=borreled weapon used by & non-esaponsnith =10%
fach #«lra barrel ]
Lach type of weapon §ncorpEoreted =105

Afi 8ll barrele of bhe wespon will hopefully be pointed Ln kthe same dicection the chences
afe that youi're goirg bto hit wilh most of thes or miss entirely. So, if the first herrel
hita, [KNBLE the chenoe of hit?ing with each of the aothersi if At misaes, HALVE the chance
with the others.

Additicnal Magaz ines

Thege say be grovided Lo mllow oore than ane type of samundtion to be salected. For Lnat-
ance AF, Dunedun snd conventionel amnunition for slug gum. or poleaon and asdative For &
resed ler

Spliecbor E'.".i-t":""-‘“

These st be provided on ralbi- megerine weapons iF there ia to be & Feciliby lor selb-
ching From ome to the obther, they must also be provided on multi-barreled weapons iF you
want Eo be able to decide how mony barrels Fire et & perbicular Bise, an additional sale-
ctor will be required if more ifien one weapon type le imcorporeted and all Barrels are not
ta be always diecharged ol orce, bo decide or not, if @ weapon is o be included im & salvo
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Selectors will also be reguired if the different types of weapom incorporated in m design
nesd to heve differsnt suto oF semi-suto Fire ssbtiings.

SEAPON MALFUNCTION

When weing custonised weapong, & double on the “to hit' throw not only indiceies a miss,
but plea that the weapon hes jemmed, 1T & Full mowve is spent LEying bo unjam ik Ehere is
o basic BOX chance of sucoeeding, reduce this chamce by 58 for each additionnl barrcel,
magazine, selector or other Titking.

INITIATINE LSS

Ployers should subnit plans of customised weapons to Lhe unplre Mof assessment. Depsndlng
an their el=gance and practicality, or otherwise, tha umpire may wish Lo incresse the chence
of malfurcktion, snd reduce accurncy, he will also decide hod such the bulk and general un-

managesbility of the weospon reduce the initistive level of its wellder. In general, reduce
initismtive level by ore for each 3=4 odditionnl parts.

u.lmna
EELLE WEAPONG

The chamical darts fired by needle weapons are o Fine that mothing L fell when they entas
the body; the drug, poison or gedative; takes three turne to have any effect, and nobody

i=m more suprised than the victin when he keels over. S0, when you Fire 8 meedls weapon;
nimply make a nrote of the percentasge required to hit, do mot moke the throw umtil bhree
turn Jetar. 1T kit the victim will collspse st the end of the tumn, sny shots Fired eill
qo wild (path determined by the urpirs), grenndea bedng throen will go of f in his hend,

ard iT mowing he will stusble Farsard half the intended diskamce bafare falling on his
fapa, 1f the dart wes poisoned he is desd {charscters however will baffle science by naking
o mireculous recoveryl, if & sedative he ia glessy-eyed and beening, amd quilbe incapable

af movement for the rest of the actiam.

HAMD FLAMER

The hand flaper fites @ Fina jet of burnd chanical. It is fired s & mormel hend weapon
but the mfea will contirue to bBucn wunbil chamical is extinguished . Tha ares affected
will suffer one hit esch mowe, armour only need be penetrated once. A peneteating Rit on
the hesd will blind permenantly. The Flames will mnot go out until the move @ & is theown

on a O6. 1T tha target spends the whole move doing nothing but tryving to put out the Flames,
he may have sn exkra throw; as may any friends who help hin.

SLNLAIN
The sungun Fires a blaskt of superbeabed chemical at high welooily which covers the Following

areal=-
-‘?) BLAST AREA

Arything in blast area 'd' is totally destroyed, anything in area '6B' will be subject Lo
¥ = HardTlame: hita.

Only power &l dresdnought armoured LToops nay safely use a sungun, obhers have & 506
chance of gulfering the eguivalent of 8 hamd=Flaner ik, only characters and Redenpbionlst
Fanatics are lilkely to be crazy amnough to [Ty anyeayi

COMVERSION BEAM PROJECTOR

The 4cr. dismeber bean from the projector gains in power as AL lnereaseas An langifh, IEL will
burn through Yom, of ANY solid satter for each mebre Lrawelled. The bean will deviate thr=
vugh forcelields ard bubbles, as i they were distortion Tields, leaving any occupants
uriiamaned.

Afmour thi-:l:mua;s-a; .
Light armour and shialds S Fowet armour el
Flak or mesh 1Umn, Deeadnapght armour 100mn.

Cowsing & hole, however shallow, in power or dreasdnoughl srmour say casEe & nal Functian,
sep permlralion section. 1




& hole in the head killa{!) - Alusye.

& hole in flesh up to dmn. desp be & light wound,

A hole in Flesh up to Smn deep 1e & eecious wound,

A hole despar then Sem. sutcestically dissbles if & lisk is hit, kills §f the body is hit

Becousa af the relstively slow prograca af the conueraian besm, it lé poseible to Acdoe
it, given luck and agility, & individusl making his resction throw Aay dive out of Lhe
path of tha bean.

Firing Vanistions

Firat end each succesive shot seni-autn| -8 Each sarious wourd .I-i'..ﬁ
Firat sAd dach succesive chot full-auto| -10 Eech light wound !-]5
Firar mowing =15 Head wourd |-1%
Firer running =45 Light wouwnd on gun AIm ard firing
Firer stunned during sction 15 nand gun -~
Firer imder Mire . =15 Light wound on Tight amm and Firing
Firer dazzled =45 shouldar arn or NEEVY WEEOON 1=15
Firer perforning any Rctiom -_i Light wound on left arm and Tlrj.r'tj!
Firer wearing Power afmour -15 shoulder ars or hesyy yespor -0
Firer wearing Dreadnought armour -0 Each M. of smoke abapuring Rargek|-15
Firer using tvo weapons -13 Targat is Flying -4
laing armour plercing/dus-dum ammo. -10 Terget ia mouing e =d0
Firer shaken Y Target is running ar prare -3
Firer leaderless =4 Target is rolling or diving -afl
Firing shoulder arm one handed =30 Target is behind ocover =1
Firing hoavy weapon one handsd =10| | Firing missile lauscher at @ * |
Firlng slug gun or sng. =15 maving targel j=ad
Firing shoulder arm at close range =20 Firer using autoranger for direct |
Firing shoulder arm at peint Blank =1l Fire f+1in
Firing ilnmediately after jet-pack jump | =40 Firer using autorangar far |..'||111*~\g|:-|:I

— Fire -0

- Reglirg weapan |.|.:||;
Nokey- Halve the chance of hitbting when;

Firimg at individusls in combat

Using bthe wrong (Left] hand

Firing in adveice of his initistive level call.
Target sppears of dissppears.

FIRING WARTATIONS C

Deductions

Heapon per Metre RIANLES
LasaE £ifla -1 O ko Sm, Paint bilank
Lasar pistal =3 5 ko l0im. Close
Aubn Lassg -z 10 ko 2im. | Mediur
Heavy Laser -1 20 to 50w, | Long
Balk pifls -2 50 [xtrems
Balt pistol -3
Hesuy Bolt rifle =1
Aamault rifls =5
S5lug gun -4
Maohine pistol -4
Hand thrown grenade -1
Gremade lsuncher -5
Misaile lasumchor . |
Hand Tlamer -6
Mesdle rifls -1
Hand neadlar -3
Conuersion bsan =1




BASIC CHANCE OF PENETRATION

Armour

Code

Farcentage
basic chance

Dreadnowghl armour
Power armouf

Light armour

Flak or Mesh

fersonol Force Bubble
Force Fueld

L] ﬂl."lﬂl.l[‘

oy
PA
LA
FH
FB
FF
U

- 1%
1%
%
0%
10%y
21f

_logs

PEMETRATION CHART p=fdd or subtract to following to the l.‘-hil'll.‘ﬂ af p-un:tr:tiu-r'l

RAMGE

Mg lent Blark

Close

Pedium

Long TExtrens

L]

PR LA

ARMOUE
FH| FH) F¥

I

Number
of ahot

Laser

rifle +10

-10

=15

=20

=10 |-70|-1%

+E£%

S

Leaar

plstal pd

=30

=35

=&l

-16|-20|-15

5

20

Autolaser +10

=15

=il

=23

SIS E—

=10 | -2 |-15

+2 5

&0

Haauy

Laser +10

+5

=5

=15

=10

+15

+1%

+5 |+20|=10

=50

Gyra

rifle =

+20

+ 3

+30

+15

[y Ta

pistal i

+H

+M

+30

+15

Wy

Gyre i

+35

w45

=20

Asamull

rifle +5

=5

=10

=5

dug

ighal -8

=30

=5

chine

pistol 48

=H

=15

=1

Gl e8| 2| 8"

drmaur
piercing

415

=30

*20

e Dun +10

+h

=25

=25

Explosions
Ares A
Aree B
hres C

Direct hat
whth smokie
ar Flare

=15
=30
+50

-1%

=10
=20
+3

=5
=10

—5{

=50

=5{

Incendiar

I-n-ﬁ

+I5

Farce

Elsde

=30

10| +«10

arm
Elade

+I0

[T 13
Clave

el

+5[

+30

[lther Heloe

Heapans

=31

~20

=10}-10]-10

Hanid
Flarer

=5l

+30

45 (=5 |=10

Lamafn
[ECL 5 18]
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deduct 15% For pvary Jm, of anoke Lhie pepes
Lhgmugh. Low peger laoera deduct 205,

Ty
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EFFECT OF HIT CHART {bhrow D100

Weapon | Dice Score |- fi=ad By L iy MODIF IERS

1 1 D Cham =4
Latmn, [ eed Depd Sarious Ap. +3
Irner Fenetrated LA +1
Blast i, il | e Penetrated P +3
ArSan. | ] i FPenetrated N +i
ther ] I P
Meles Serioue Light Low power Laser ]
Wespons : Light

;

- L kght

& q
Slug- 1
Throwers, i Dena | Dead
Hmpyy 4 W_ Sarious
Lasara. 5 El- jed
Lnrmr i Serious
Blaat - i L0
Areas. B
Harma= Serious : Light
flad ¥ _ Light

1] Li

e (B

3 Deaq | Deed

4 Serioun
Farce 5
Blades. § Blipded | HO'¢
Hard - KO'd | Serigus
Flametrs. 5 Light

0 Serious L ighit

BL INDED .

The Individwal is blinded for ot least the rest of the gqere, he will continue o stunble
Farward ak half current speed for et lesst thres moves, of 1T stationary, will nake mo
pction for three moves. He nmay then move o ore quatter opesd.

fhrow a D10 to detetmine the extent of the demegei=
Dice Score Dampge
1l or 2 Permanant loas of sight
Jora Parmanent lose of aight in one éye, reduce Fire Tacltor by 1/ %cd
S or & Losa of might far D& scemarics.
7 ta 10 Eipght recovered after this action.
SERIULE WOLINDG
The individual falls ower, EO'd
irea Hit Effact
Himgd Filgure Talls ower Kl'd, on recovery, he fires and fighta with hall
chance of hitting Tor the rest of the action.
By On recovery, he is not allowed to run.
Limb Link is wwssble for rest of the sction al lesst, iF arm hit, weapan
cerried is dropped. If leg, he may hobble at half speed only.

If an ares is hik Tor the second time and suffers m second serious wound then it Becone=s &
permanant hendicop, when it beals it will conbimes bo hove the effeck of & light wound.

LIGHT WOUMDS

If hit in the som eny weapons carried are drepped. Light leg wounds peduce novenent by B
quarter; light head wounds reduce the chance of hitking by one cuarter.
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K.DO.*d
Victim is unconcious unkbil the turn he throws & & on e Db.
O SABLEMENT

Receiving & serious wound may bnwolve dissblessnt, percentage chance depends on the weapon
i -

Heapan Chance
Heavy Gyro,; Flamer; Corversion Bean Gl
Gyrobolt, Explosion, Forcessard S0
Slugthrowers, Hesvy Lasers, Mono blades [0
Okhers plr

Disaplement invalves the individusl selfering e parbicularily secious or painful wound.
He will be KD°d, ard when be gomes pound will el be particulacily interesked in teking
ary further pact inm the sction. [Ff he finda himself in & position of pelative safety, he
is likely ko remain schtumwn. In situvations of persomel denoer he will ettempt o crewl bo
safety ot half rake, snd if absclutely reccesary,; will Ffire at half roreal chance to hdk,
ta dafand himaall.

Unless & Friend resches hin within ten turrs ard sucressfully gives medical mid, he stonds
# 5% chanca af loming a disabled limb, or dying if hit in the head or body.

MEDLCAL all

fo succasafully give medical sid en indiviousl sest throw & 6 6n a D6, he moy try onoe per
turm.
Sabbract ora iFf teying to teest himsalf. fdd ome iF wing @a sukomedic.

HITS 0N Fl.uliL ﬂﬁ% [N, P& or full swite of light armour)

A peratrating shot on & Full sult of semour has & 50% chenecs of cauaing & malfusctian.

A Limb which malfunctions mey not mowes 1F a leg maltfunctions, the weerer I8 incapable of
atanding. but nay crawl.

[f the body or hesd malfunctions throw @ D6s-

Dice Score Effect

lLor 2 COORDIMATION LOSS - IT the individual wishes bto nowe, throw a D6,
the score is the distance in m'as that be MUST mowe. All actions

| kake double bime. Jumps are nat posaible. Accursey is halued.

[~ T or 4| PRIAGRY POWEA CIRCULT LOSS = Mot spend one turn seitching Lo
| secondary cirouit Ehen mowe and bake acbiors ab half -
5 T SIEMS F = N0 actions taoever possible.
chance of asphyeiation iT & friend dops not chack breething within
Lo bLETS.
" &o effect on light armour.

DM & PA - TOTAL CONTROL LOSS{:) The suilb goes beserk for D10 turne,
i@, leaping end cavorting sbout, discharging integral weaponTy and
ecuipnent in & rendom marmer detecmined by the unpire; most enter-
Eaining.




AFTER FAILED PENETRATION CHART (Full rules only)

Theow o D6 and £
Weapan Effack _H@T_F
Gyrobolt Fo affect 1.EE T-5F | 1-4 | 3-7 | I
and : Enocked over & & % duf 5
Outer Blast Area | K.0D'd - - [ ] [
Hemvy Gyrobolk Mo af fact I=4 | 1-&4 | 1=3 n | 1-3
and Ernnsked ower 5 5 =5 Dmdl 4
Inner Bleat Area | E.O0'd & & & s | S
No affect 1=t | I=& | 1=5 | 1=-F | 1=£
Hlug Enockmd over & L B §aS =
K.0"d = = 5 A -
No effect . I | 1=6 | l=d | 1= | 1=f
[um=Dumn Enocked ouver = = & | 34 =
~n K.0"d B e S 5 = i

GREMADES AMD MISSILCS

Grenades are thrown or launched, end missiles Mired, exectly &8 any other weapon, excepl
thot iF the shot misses; the point &t actuwally lamds on mest be Found.

If the shot does mips, then the amount It misses by i Qiwen by the differsnce between the
actual mumber thrown om a D100, ond the nueber required for a hit, this is the distence;
ln mn'e on the tabletop, thal the shot nisses by. Clever shi

Ta Find the dicection of devietion, throw & D10 end consult the diagrem below:-
5.68,7

Direction of Throw

1,2 3,4
8910

In addition missile lesumchera deduck 40% if firing st a moving target.
The information on the various types of geenades s given for standard grenades. Micpo-
grenedea have half the area of affect, misalles have half again the ares of effect.

HIGH EXPLOSIVE

Targete in Area 'A' teke 3 hits asch.

Targete in Area 'B' bake L hit each.

A cloud of smbke Jw, in disseter remains ower
the area until the end of the next msous, The
coloursd cotbten woal balles sold in chemists
naks grest clouds of smoke.

ARMOUR PTERCING

Targets in Arem 'C' boke 3 hites esch.
Targets in Area 'A' teke 1 hit each,
Smoks ap for H:E. shove.

FLARES

A flars grenade couses & blinding pillar of flame. IF this is within the 109 arc of fecing
af an enemy figure when it goes off, he has & 50% chance of being blinded Tor Ehres noves,
and then darzled For the rest of the game. It is rot possible fo fire iF & burning flare

in within your fecing arc, The flare will comtirue to burn until the btuen 8 5 or & is
thrown on a Dé.

SHOKE
A smoke grenode produces Jm. diemeter cloud of smoke, a fyrther ares of smoke is added sach

turn, on the dowwind side, until the turm & & ks thrown on = D6, {or & 5 or & on a windy
duy}, then remdve the aress of smoke one per mowe, starting with the original ope.

nw




Smoke cen be seen through when wearing imege intenaifier lenses, a8 almost sveryons will
be, figures being perceived os dim shapes, khism whiles smoke does nobt conpletely obscure
targeta, it does make them more difficult to hit. It alac reduces the affectiwveness of
lepser fire considerably. Sensible use of smoke, coupled with affective use of hesvy fire
Lo cavae duckbecks, is essential for amy sort of atteck over open grownd to stand o chence.
However, remember that the clouwds of snoke are likely to be arcund for guite @ whdle, snd

you do ral want to mask your ocwn supporting fire, or neutralise the Firing positiors you
hope ta move to.

DISTORTION FIELD

Tre glatorbion Field grenade creates nultiple layers of extreme refraction, this hes the
effict of altering the course of lightwowes passing through it in @ rendon manner. The arsa
of effect is a 5n, dispeter circle, this cannot be seen through, LiFf @ lemer beam hits the
field, throw 2 06 and comsull the template bo determine in which direction it goes. IT &n
irdividual enters the Field, he will becone wery confused, iF he attempis Lo nove be will
move his full intended digtence in s rendom direction, delermine ss above, likeelae the
direction of amy fire he nekes s deternined randonly. An individual ineide & distortion
Fimld which has o leser bean pase through bt has & 308 chamce of baing hit. 0 358 chonce
for other misailes.

The *esplosion' of a distortion Field grenede is completely harmless, end so an individual
caught in &he cpen may choose to explode ome In his oen herd to protect himeelf from Fice,
this has limited effectivences, wnd thess grenades aee probably used im combinetion with
srake to shield attacking trocps, or thrown against the corner of buildings and .‘mtn amall
rlunps of rocks, to moke then useless as Fire poaltlons.

JOATEX

The vortex grenade produces a raging whirlpool of pure erergy, this moues abouk in an
urpredictoable marmer, knocking doen any strectures encountered, and ceusing the equisalent
af 04 bolt rifle hits on anyone unfortunate emough to come inko contact with ik, in sdd-
ition they will be Flung l0m., in the dirsction of the vortew's trowel.

The vortex ie represented by a Pen. diamster cirele, which mouves Dl0m. per move in a dire-
ction determined by reference to the distortion Fileld template. It @ill conktinue to exist
untlil it leaves the playing arca.

Vortes grenades are ok their mogt effectite when used to disrupt an eneny aktack, they can
alse be used Lo scouse considerable demage bo bullt-up arcas,

THE HMIMIMUKE

Thiz small nuclear device is only oveilable ma o missile, and will only weually be leswed
te regular trocgs in war situations.

There are three aress of effect; in the inner blast area of Tiema everything is desthoyed,
and this area may not be enteared for the rest of the gane, the middle afes extards to 15,
fram the point of impack, ewveryone in this area tokes the equivalent of D6 sssault Tifle
hits, and the effeck of a non-penektrating heavy bolt hit. The outer blmst arem ewtends 25n.

feom the point of ispack, and everyvorm in this ares suffers tha Wi'ﬁ'"lﬂt of & non-pene-
trating halt hit.

Individuals facing the mininuke expleaion will ba blinded ss per a Flare.

ERINELG 5 ] LN

[ndividuale in Area *F' are B0'd unless wearing power or dresdrought armour, in which case
they are only dazed. Individumls in Area 'G' are dazed, escepk powse snd dreadnought . whe
are unafFecked,

IIME FUSES (Full rules Iun]:,-]

Grenades (nob micro-grenades or nissiles) heve time Fuses fitted, it takes half & turn to
sot & grensde [ explode irbetusen | and LOD turna time, Ary anemy watching will see uhere
\ lanel, Bt aT epupse will heave ne o ldes wiwn L wbll esplode, nor will they krnow uhat sort

"




of grenade it is, they may well ouer-ceact!

IF the time fuse is not used grensdes (and micro-grensdes) reguire only & slight inpact to

sat them ofF once they have left the hand. They may be triggered and pleced gently on the

ﬂnﬁ. taking ore buen, if snyone then comes within Im. they heve s 50% chence of setting
arrs

GAS

Cas grensdea function e amoke grenedes, except they do not impair wision. Inetead bhey
produce o particulerly imeidious ges, which either kills or KO's eccording to type. The
chanca of the gas penetrating breathing esquipment is s follows;-

oine BO%
woge Fllters Al ® A8 ussd in LA, PA and
Full helmet oyetew*| X5 [% armour.

Effect io immediate.

iMorale ~ Droganisation

The Lrouble with nost skirmish - btype rules is thot bottles tend
to end with most nembers of both sides lying around the battlefisld
ghot epart, and the last survivors of both aides dragging their
broken bodies towards each other, intent on further carnage.
Thess argeniesation and morale rules are designed to stop actione
degenerating into so such mutusl alsughter, before total cacnage
occurs,; the resclve of ome or both sides will give way, end they
will cut their losses and get out.

ALl individuals must ke orgendsed into wnite of one of more men.

Single—ran units represent & particulsrily capable fndiuidealy

& Qarulne hero, and coat an esdditiomal 100 points. Thess indiv-
hduals are known as “charecters', amd will gererally only include
wiry impartant and dengerous persons, and of course the pleyers
CAT! QRGN PEEBONEge.

Larger units must include & leader, costing en edditional 50
points. ALl individuals in the wnib must remain within 16m.

of another menber of thet unit, who in turn 1s connected by any
rurber of sdditional links; sech messuring not more thon 1gm.
with the leader; & uwnit so formed ie esdd ko be 'LIMKED®.

IF this chain of connection is broken the wunit may not advence
kil it is re-=sstablished.

LOSS OF LEADER

A unit which lomes its leader may nol advence until its leadar

is replaced; mither by another leacer, or by & characker, howeuer,
a charocter only hes a 508 chance of being accepbed as Ehe new
leader, if he fails & throw on a DLOO, the unit will igroee his
pressncs.

A leaderless unit may b joined with snother wnit, and thereby cone
under the comand of ites lesder, simply by 'linking' all mesbers of
bokth units. They will then Ffunction as one combined wnit.

o

HIEALE
A wnik which loses over hallT ite mnusber, sither. killed or aarl-
oiiEly Wmﬂh ig "phaken' and will nof moye closar to the oneamy.
Mambars of combined units will be sheken Lf either ouer half
thair original or thair newly Formed wnit are logt, sholen troopo
count ma lost to the combined umit; units should be combimed cnly
after due congideration, as Eheir morale is very wulnerable.

If shaken Lroops suffer Further casualbies, Ehay @111l atbesmpl Lo
rebreaalt Lo galaty, o iT thabt is imposslble, surrendsr

Emch player will wsually hawe one Figure on the Esble representin
Fimss=lf, he counks as a lesder or officer ol no exkra cosk, and
is mot subject to morale.

m




I{;Esa:nna and Equipment

Lagers are the atandard weapanty of the militery, = leser fires short pulses of energy.
which will sear Mlesh amnd, In the right corditions.melt stesl. &l] lasers can alsoc ba

no justed 80 a8 Lo project & comtCinuous beam, bub owing to the huge demamde this places on
the wespong abomic BAEbery, This beam can only be short |ived.

LASER RIFLE

i shoulder weapon, o stondard atomic bettery which ia
gapd for 30 pulses. Single shok and seml-sutomabic
pettings are avadleble. Cost 150 credits.

Ayailability Lo non—military porsonel - S0%

MITOLASER

A4 shoulder seapan, standard battery glves &0 pulses.
Full avtomntic setting only. Cost 250 credits.
Availability to non -nilitary personsl 205

HEANY LASER

A& hmawy aespon, satandavd battery Qives 50 puless.
Single shot, peni-automatic and Fuldl automstie
settings. Cost 300 credits.

Availabiliky to nof-mililary personel 206

LASER PISTOL

A hand weapon, special lighteeight battery glues
0 pulses. Single shob and semy=avtomatic setbings.
Cost 50 credits,. Avallability 1005%

On the fromtier worlds almost everypone ower the age of 14, and & good nusbar of thaae
FOURIgeE . carry m laaef pigbol and & sword. Leser pistols, of wvaried origin and atate of
repair can be Bought almogt anyelbis.

HOLT GUNS

ileo known as Cyroguens, theas weapons Fire & spime-stabalised rocket powered bolt with
an explosive tip, & well placed bolt can blow & man'e arn of T, Flastic tipped bolts are
alen available; for shipboard uee and crowd conbrol. Ard areout pletcing Touwnda for use
aqainat power-armoured oppEonEnts.

Gunmen and some lew enforcement officers carry bolt guns, iF someone has one of Ehees
strapped to his hip, you know he means buisness.

BOLT RIFLE

A shoulder arm with o 15 rownd mogozine.
Single shok or semi-sublonatic settings.
Cost Z00 epedibs, avablabllity ol%.

HEAUT LT EIFLE

A& heawvy weapon with a 20 round nagazine.
Simgle ahok or semi-subosabic ssbiimge.
Cagt 500 ersdits, awallability 0%,

BOLY FISTOL (BOLTGUW D BOLTER]

A& hand wespon with & 5 rownd magarine,
Simgles shot or seni-subonatic seliimgs.
Cosk &0 credits, availability TON

SLUG GUNS

These ore kthe descendents, and close relstives, of Lle comwentlonal snall aree of the B0th.
cenbury. Dun-dum or smash=heod ammunition i avallsble for man-stopping poeer, and Afmear
pilercing rounds For 'hard" targele.

SLLUG Gl

A little pasées, but atill favoured by some dishards

for its no-monsense aturdiness and simple mechandism, chesp Loo.

Single shot or semi ouktomalic {15 round magazine} Coet 20 eredibs, avellability 100%,
F] |




E’ ﬂ|l H|ij

Largaly oubdabed, Bubk still in wse by Winkecs, sporlasmen,
lopal defence Forces ard pilitia, Pagazies holde 20 cowsls.

& shoulder waspon capable of @ingle ahot or send-suto eettings.
Cost 135 creditm, availabiliky &0,

MACHIMNE PISTOL

Simple but effective, sny competent blacksnith cam bnock one of
thaga Lp, TEsdiliomaly the weapon of Ehe gangaler, revolullondiby
and terroriat.

A shoulder woapon with o 30 round magezine. Fully auto setbting only.
Coat 100 creditm, availability &0%E.

GREMADE LALNCHERS

Two wersiona, the First is & complete weapon in Lts own pight: simply & tube device with
& ranging mechanism, grenades mest be Endividualy losded, ard are Jaunched using stess
produced by & mindstur® laser wunif, one standard atomic battery will produce burcdreds ot
launchies ,

A shoulder weapon, single shab only.

Cost 250 credits; not available to the public.

The second wveralon is an abtachrent ghich can b

Fikted to any shoulder aem, it flres only micro-qrerades,
launching then by memns of o small cowpressed ale cylinoer,
an cylirdetr per abak, thus reloading is o faiely length job. - S
Fimed ta afoulder arm only, single sholt ooly.

Cost 20 credite, mot svailable to the gemersl public.

GRERADES , MITRO=GHRENADES AND MISSILES

Differ only in the exkant of Eheir effect. Grensdes are aboul The size of w Billisrd ball,
they can be aet to go of f on impest, or on & time Fuse of up Eo 20 bueks. They con be
tnrown or launched from a grenade lasuncher.

Hicro=grenades are slightly amaller than o table tennis ball, they explode on impect ondy
and Ccan b= Lhrosn of Tired from a comprassed air leuncher attacteent,

Hisglles are Tem, in disseCer, and 15-20 ems. long. they nust be fired from & micsile

Linpllbugry Cnak in Credits |
Lrenade Type Micro=Grenade | Grenade Migsile | Handom Seleckion

Coracusa i 10 1% a5 il ko 0%
Mare 3 5 1 UE L I
F— T 15 Z1 to 35
Knock-put Gaa 15 B 40 i ko 55
Paison Las 1| M 4% = Lo &l
High Explonive 15 0 3 &1 Eo B0
AFmaur Piercing ) o 35 Bl To o0
Yortex mot available | 50 m o1 Lo 5%
Atomic L1 LT 2,000 hone

Digtortion Filald 1 10 1% 96 boe €0

Grenades ard micro-grensdes are prohibited to the general public, but aa they are much used
by the urdervorld, they can be bowght on Lhe black market. Cach nicro-grenade will cost 20
credits, and each grenade S0 credits. Throw, using the sbove chart, to ses which typa wou
gek, oocaisonaly they will coms unidentified or incorrectly identified. Black market gren-
ded hive & 5% chance of not going off at all.

Further details of the various grenade Eypes will be foawnd in the main rules.

MISSILE LuMCIER
& heavy wespon, nissiles are Tired weing on Induetion eail launching systes, & stenderd
akomde battery ig good for asveral hundeed lsunches. Threee missiles may be losded ready for
launching, but smsch missile relosd countz ss & separate action,

1




Single shok, or seni-subomabic if all shoks are Fired at the sane torget.
Coot 300 credits, mot svailsble to the genaral public.

The missile launcher and the comwerkter bess projector are the stepdard squed level infantry

support weapons in regular military organisations; better equiped mercensry groups nay also
b found with them.

COMVERTOR BEAM TOR

A hasvy weapon, the projesctor housss a device which conwerts mattsr to armrgy. Initimly
tha alr molacules arcound the projector's mouth are converted; end es the beam extends, more
and more moleculess are converted and bhe besm gains speed and power: Thuo the further the
boem extends, the nore poewerful ik becomes. The energy contained im the besm is discharged
into the Firet sclid object it stcikes, cousing a good sized hole. The convertor beam unf-

olds quits alowly for ite first 30 sette or so, and the guick whitted ond lightly ecuiped
pin often dodge it.

Single shots only. No emmunition or power souboe
required.

Cost 2,000 ceedits.

Mot sumilable to the general public.

NEEDLE GLINS

Meedle guns Fire Fast-digsolving elivers of sedative or

poisonows chemdcal. These are propelled by & blast of

gtean crestad by a low power laser undt housed in the

weapon, this ie lntegral and can also be used as & weapon in its own right.

Used by palice and security Terces in the larger cities, and by hunters ewverywhara.

KWEEDLE RIFLE

A shoulder weapon. Batbtery gives 200 shots. Hegezine holds
200 slivers. Single shot, semi or Full suktonetic settings.
Cost B0 credikts, swailability 50%

MEEDLE PISTOL (NEEDLER)

A harnd waapon. Light weight batisry uiuu:;-il] ahota, and
magazine holds 50 alivers. Simgle shot only.
Cost 3 credits, svailsbhilikty 100E.

HEMD FLLAMER

A hand weapon which uses compresssd air to projeck burning
chenical. A military midearm, sometimes waed by Organisation
Aspapsmine. Fuel ‘cannister holds 2 charges. Ore compressed air
cylinder ie required per shot. Single shobt only.

Cost 200 credits. Mot sueilable to the gereral public.

SUN UM

& hard weapon which fires superhested burning chemical st high
welocity. "Only safe to use when wearing power armour. Uses one
compressed air and one fuel cylinder per shok snd uses a sbardard
akomic baktery which is good For 12 shats. Backpack Tual undts

are availshle which carries fual encugh for & ahots. Popular military
alidearm for powsr and Dresdmought armcured troope. Single shot ondy.
Coat 5,000 credits. Mot awveilsble to the general public.

Armour

HMost milikary personnel ard acventurers wear armour of some kind, and it is also & festure
af Tashiorable upper clese civilisn dress, particularily srmour breastplates snd mesh body
armour; often lequered gloss bleck or plated with precious metad.

ELAK

Flak mrmour is the descendent of the Flak jeckets of the 20th. century, it consists of mary
very thin layers of tough padded synthetic fibre, this hes the dual purpose of resisting ard
cushioning the impact of projectile weapona, and when hit by & leser pulse, the Tibre
vapourises, sbacrbing the lsser's erergy. Cosplete suits of flak are the standard uniform




of mary polies Ferces, and the bagyy-slesved. Renngieancs-11lke fashians af the Fronties
oftén conceal Mlek wofn BEnesth everyday olathing,

Cosk: Hody anly 50 credits, Complete suit 120 credits.

Auvallenility 100%.

MESH

Links of brightly polished aemourplas. Abaches impact snd deflocts leaer pulses, and is bhe
mbanderd InTantfy acmaur.
Frices end svailability are ag Tor the Flak armour above,

LIGHT ARMOUR

Form Fitting pletes of srmourples, mogt spRce sulbs are of this type, so it 16 essily ob-
tapinsble, but that dees rot mean you can wander sbout cltles wearing it!

Fed Redempticnist priests eear light ermour ehich incorporates a hand flemer in ths palr
af the left hand, with a three charge fuel supply Bullt inkto bhe swit,

Costi Body only 200 credits, Ares only 3 credits; Legs only 30 credits, Helmek 10 cpedit:

F!HH ARMIRIE

Serengthened arnourples plates, incorporating a motorised
eudgkileton which duplicates the motions af the individual
iraide. OTten incorpofates weesponry and jetpechk.

Coat 500 credits plus the cost of any weaponry.

Mot avalleble to the geretal public.

Battery gives 12 hours &f use.

DREADKOUCHT ARPLE

If power armour has replaced the Light
tark, the Dresdnought hes replaced Lhe
main battle btenk. Toughered armour
plate, with an immendely powerful

excakeleton., -
Ususally incorporates weaponry amd speciallyposerful Jutna:k.\i;}
One battery gives & hoygs of uae,

Coat 1,000 credita plua coat of weaponry.

hot evedlsble to Lhe gemeral public.

Force fields

Mo force field is 1008 efTective, any projectile which strikes it more or less perpendics=
ular o its surfece will peretrete. Therefore force Fields are sek ko ‘ripple® to mininise
the chance of & perelratimg shok, this has the side effect of detonating bolt rounds an
contact with the field; occesionaly the bolt mey penetrate the field and delonele sinult-
ar@ouEly , wsually not seriously injuring any nearby cccupankta of the field, but often con-
cusalng them.

Unfortunately, force fields ore just as diFFiculk to shook oub of @s in ko, a0 anyone
wishing o Fire from within one must Fit a device ko his weapon which Flicka the Field off
morentarily when he shdole, this reduces the effectiversss of his pratection slightly.

Fores fields are used by those wealthy enough ko afford cne and wha place theler person in
any Aort af situstion of danger, the majority of ground wehieles mre fitked wikth then and
mary jat cycles, heres they serve the additional purpose of cushioning the rider in the
event of & callisfon, Military Ehinking discourages the use of Force bubbles for infantry
fearing dependence on the bubble rether then thesugh kroining in betblefield skills, high
renking officers will usually be wearing thes though.

PERSOMNGAL FORCEBUBELE

The circuitry For this device is incorporated into a bulky belt, it provides a Forn-Fitbing
force fleld, more than one may be worn.

It is classed a8 & hesvy weapon &nd one babttery will last For 15 turne, khree batkecies
however, may be installed resdy Tor uss,

Cost 1,000 credite, availability 100%.

FURCE FIELD GEMERATOR
4 device Jlom. cubed in size for sach Im, radiua of the rield generated. Aequires lariye.
1




constant source of power, auch = a jet cycle engime. Canmot be carcied without powersa
sspistence. Power ermour mey carry 3m. radius gererator, Dreadnought &m. radiva.

Cost 1,000 per metrs of radive required.

Avallability 1D0%

FORCE FICLD WEAFIN ADAPTDR

Ore of these is peguired for each wespon required to Fire Trom within a Tores leld.

Clagsed as a hand wespon but with no power source required.
Comt 50 credits, availeability 30%.

AUTOHMEDIC

& highly sophisticated 1ifs soving device, nll Ehat is reguired is thet ito needle be ine-
erted into the Tlesh of the injured men, and it will give a full sccount of all demage,
and ingtructions os to where it should be placed to effect emetgency Lrealsent. Verlous
devices will then avtomatically come into opereticn repairing seversd arteries; administe-
ring drugs etc.

All armour has msocess poinks for the asutomedic, ond some power ond Dresdnowsght armour hove
complate sutonatic-sulonsdic sysbers permensntly inatalled.

Classed aa a hand wsapon, one batbtery giving many uees.

Comt 200 credite, awailabhility 10OD.

Stenderd Egquipment

Theae ruleg assume all individuala heve cepteln baalc agulpmant, thoss who do ol, perhepee
sacapad prisonera, or civilisne from some highly civilised sand pesceful planet, will find
themsalves at 8 conadderabla dissdvantage.

WISE FILTERS

Originaly deuelpped For civilian use on the terribly polluted Home Worlds, thess Fllters
are inserted into the nostrils, or surgically implanted in military and police personel.
Cleaning them is & simple process which must be parformed daily to keep thea effective.
in irdivicdum] without filters is sutomaticaly knocked ouk by gas or smoke clouds.

IHAGE TMTEMSIFIER/ANTI-FLASH LENSES,

Woen ms goggles or contact lenses. An dndivicual without these is blinded for the rest of
the day by eny explosion Falling within his siming acc, snd cannot see through omoke sk
mll.

THROAT MIKE AMD EAR PLLCS

In conbat comditions, all communication tekes place vie throat mikes and ministurised sar
plug receivers. A clippsd code °language' is uwsed, cormisting mainly of gutteral rasps and
clicks designed to tranamnit the maximun possble infermalion in the shorbtest time. Tha aar
plugs also sck ps sardrum prokectora.

fnyone wikthout this prokection is deafensd for the reak of the day iF any explosion goss
aff within 1%n. of hin. Comrunication withoub Ehroalt mikes Le only possible over 1lm. dis-
tance if bolk gune ate baing Fired, or bolks exploding, withinm 15m. Op over 3m. if Slug
wappons are being Fired withim 15n,

i

SKY SCOOTERS

S ———— .

Universal mode of tramspart on the frontier worlds. See main rules for details.
Cogt 400 credits plus the cost of any wesponry Fithed.
Awailsbility 100 i

JETPACKS

Jetpacks are ussd in warfare in recconaissance work, #nd for bringing asssull troops into
close combat situsticns. They have the grave dissdventage of ewposing their user to fire
from all directions, but skilled ° juspers® uasing lang, low leaps From cover to cover, and
properly wtilising emcke, counts on his opponents being uneble to resck Fast encugh to get
an accutste shot off. Jetpacks are invelusble to the sdventurer, ss they glve a fast geb-
sy when things get rough!l

In ciwilian life jetpecke are used for spart, end 8o are casily obtaineble.

STANDARD JETPACK

Uses ong chemical fuel cannister per jump. Thres cennisbers cen be looded reedy for wee.
Cost 200 credits, svailebility 100 4




HEAVY JETPACK

For ues with power and Dresdnought armour. Uses two Fuel cylinders per jump or & cylinders
for = doupie length jump. 11 eylindere con be loeded Tesdy foroome.

Cogt 500 eradits,

ot awailsble to the ganerml public.

MITORANGER DISPLAY

Iha sutoronger ia Fiktted to o specialy constructed
Pl wigor, an adepkor is cequired or each
weapdn o be vsed with it. A rebticule 18 dis-

futorarer Seguence

played on Lhe visor showing where the wespen A L - ﬁ
i pointing, thus grestly aiding speed and T ke RN, m
sccurecy, Used by the vest majority of requlass Fal 2 el

apldiery, some security forces. bt
Cost 120 eradibe.

-

Sof awaileble ko the general public, p’-_:.;i“: E
g -

SUPFORT AUTORAMGIR DISPLAY ;c.-.—.—.brj_"‘- = -‘2";,

This eutoranger may be tuncd to up to & other "

sterdard sulorengers, and wil] show the wearer Y

aof the support eutoranger the scene throwgh sny Pl o

of the okther &, with his own reticle superimposed "".'-.-T... -

he can use this to give direct suppork Fire iF e T

equiped wikh & grenade laureher of midslle (s

leunchkat . The trajectory of the goenede op misaile o

rugt be puch thet it travels at least as far hor-
izontally as it does vartically.

Ir woe by reqular troops.

Cost 230 eredita.

kol svailable Lo kEhe gensral publie,

SHIELDS

For cleae combat situations in the nerros corridora of spaceships, spacestations ar in bhe
migacity, shields are back in woqus, either made of arsourples [count as Light armsour] or
Fitted with & Light forcefield deyviee (caunt ss Dresdnought atmourl. 30% of Ebe hits on L
basrer Trom (lre attacks are caught by the shield, snd 50& of seles hits. Howewer, i the

ghot or blow penstrates the shield, in sddition to mornmal desage, Lhere te @ 5% chamce of
B wound on Lha left aem,

H'ﬂliﬂit-!r palice are ofben aquiped with shiglda, s are atarahip sacurity quards.

AR LAS SHIELD FORCEF LIELD SHIELD

Copkt 10 crediis. Cost 200 credits. One batiety gives
Availability 1004, 100 houks use, Avallebilily 50%,
SWORDS

A gentlensn always wears a sword. end o good mumber of ladies do koo, out on the frontier.

Very wseful in clese conbat in enclosed situations, worn

by mll and sundry am the frontier worlos. 1‘}
o ]

5T D SWoRD

Hade of armourples or steel.

Cost 5 credits, sveilebility LO0S.
STANDARD DAGLER

i S| e
.
~
1
I "'._r'\.-_
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T L L,
Cost 1 ceedit, wuellability 100%. : .q‘_-ﬂi_zi‘a’gt.l
MOMUFLL ECLL AR SwRt) Iaj:“:“ ¥
=
Specially manufactured blade profuces a self-regenecating ro .
edqge of [ncradible sharpress. No power Bource 6 Peguiped, = g :
self genoration abllity wears of T after sboul & nonthe. = Rt
Cost 40 credits, avallebility jO0%. i —
PUNCHOLECUL AR DAGEER i !

-

Cost I0 eredits, avellability FOM:




FORCE akllEl
'his is & stesl shaft surrounded by & thin matber comversion field, which switches on suta-

matically iF the shoft makes conbgct, One lightweight battery is good for 1Z blowa.
Cost M0 eredits, availsbility 705,

FORCE DAGGER
Cost &0 eredits, awailebility 70,

r gome planets tee hended wversions of standerd, moronoleculsr and focte swords are ko be
Fourd in use. Haktchets, eses @nd teo hénded ewes may also be subsbibubed For deggers and
awarde and two handed swords.

POMER GLIOWE

An armgurplas guontlet incorporating & satter conwversion Fields. All the wearer needs e
do is bewe 8 Firm geip on any abject, and be will be sble to tear grest chunks out of it,
Somelimes Fitted Lo power armeur, often used to tesr down bulkhesds in spoceship bosrding

actiong. One lightweight battery gives 12 turns use.
Cost 180 credita, sveilsbility 10%.

Price and Availability of Weapons and Equipment

The various itens listed previously are eech given an "swveilabilty' percentage, this is the
chance of being able to purchase Ehe item et & particular locale, for Rhose itess whons
availabllity ias less than L00% it is cesuned the prospective purchaser krows his way around,
and is familiar with the alightly shady side of arma dealing, wespons ¢one conplets with one
powel source And Load of ammundtion, if appropriste. Additipnal eeeunitbion muet be putchased
separabely.

ANY weapon or item of aquipment ls available on the bleck nmarket, if not aveilshle other-
wise, the price iz ten times that aiven.

As o game ko price levels, the éuerage wege for @ working man is 50 credits per week, o
nercenary retalred Tor general duties in peace tine, with weapore Food and board all feund,
can expect Lo earn sbout the same. & member of an imdependent company on active servioe,
supplylng his own equipsent, might receive 500 credits per weak, plus bonua® end bounties.

LEAPDNG FRICE AND AUVAILARILITY SUMMARY CHAHT

Wespun hwailawiiity| Coot ueapon heasangaty | Cost
Laser rifle f ail 150 Sward 104 5
Laser pigkol 100 50 Cagger 10N} 1
Ao laser i 250 Monosword 100 |
lieavy |aser 0 300 Honodagge: L i
falt rifle a0 200 Forcesword m 0
dnwy boll rifle 20 A0 Force degger 0 &0
Bolt gun m &0 Power glowve n 160
Amgaull cifle i &0 125
'sghine pistol a0 100
Slug gun 100 20
lrenade launcher 0 250
lip=ile launcher 0 w0
licro=grenads lawncher 0O 20
IConvertor Besm Proj'r ] 2,000
“nadlae rifle 50 B0
Haed]lar 100 30
Hand Tlamer ] 200
N 0 1,000




.

Senunition/Equipment -

Item _,IEE“"TE:T Cost
Standard Atomic baLLery L 1
Lightwelight Atomie btty. piul 3
Bolt rownd 70 s
Armaul piercing Bolt vd,. a0 L]
Slug §1i] .
Armour piercing slug 3a !
Dar~chige. aluig a0 1
Conpressed air oylinder plule} 1
Prisorous nesdles 1] ')
Sedative reedle 5 EO0 E
Chémical Fuel 100 11
Suncun backpack i} LOD
Flisk or Mesh body atmour 100 #
F lak/Meah conplete sult lag LTk}
Light armour - body 100 =00
Lt. Armour per lish 1040 5
Lt. ermour halmet 100 10
Power mromout 0 500+
Dreadnought armour i 1,000+
Force bubble 1m0 1 00}
Force field 10 = 1000 m.
Weapan adsptor 30 50
Automadic lom 200
Jetpack 100 200
Hemwy Jekpack 100 500
Autoranger disploy a 1z0
Support Autoranger 1} 0
Armourplas shield a0 19
|Force shield 30 00|

The utm%:d mode of trensport for lew officers, ranchers, prospecitors and saddle bums of
all kinds ofi the Froftisr woflds is Ehe jetepole. Ln war it is usad for recornaisance WOTk,
and For hit and run reElding, Tor which the jetcycles are often Fltted with weaponcy end
forceshialda.

Haunit 1 ng Jjetoyeles tekes half & turn, and atarting it & further half tucn, with an BON
chance of guccanRa. You may then uas the throttle to accelerata (or decelecatel 1%3m. per
turn, whan moving less than 30n. per tuen the jetcycle will simply skeeter along the grourd
on its srmecured slad base, at 3 to 35n. par turn it will Fly @ coupla of feest abowve Ehe
ground; and ot abouve thak speed it will skart to climb,; wvertically if desired. The jetcycis
musl decelsrate a distence squal Eo the height climbed, or scoslecabe sgual to the Meight
lost In & dive, owing Eo the alfecl pf gravity: this ks in aodition to gcceleration or de-
caleration from use of throttle conbrols, thus by maxlmum use of the throttle it is poss-
ible to climb 15m. wertically par move without loss of speed. To lend safely, the jetcycle
msst spend & turn Flying between 30 and 35m. per move sboue the ground before bouching
doin, otherwise it will creahb.

It is not poasible to make & turn while skeeting your jetcycle along Ehe grourd, in the air
turns muat have a mindmun radius of 15m. Gyrostebllisation keeps the [ofovels uprioht at

i




4ll Limes, ard trying to fly sidewsy3 or upaide down will cause the engine bo cut out.
Flying at less tham Xm. per turn will csuse a wvertical diue.

SIEEing proudly sstride your cycle oo you hurtle through the sky you're juskt a 1iktle

vulrerable to missile Fire from below, however faet you may be going. For this resson all
cycles can be prograseed Lo autcneticelly perforn evasive manceuvres whils sticking ta Ehe
correct besie course, the faster the cycle flies the more scoentric becoms Lhe manceuvres,
end the more difficult the cyele is to hit. e the Following keble for Firing st and from
Jatcyecles.

Jetcycle Speed ] riiig’?fﬁ”ﬂ::;g{:: Firing at Jeteyeles
Stationary | - «50
10 =20 +30
il =30 i-EI_
Al =4 a
40 =0 =&l
50 =40 =&
&0 =130 =&
[wer &0 =3 =an
Strafing fun - =40

Jatoyoles ape progremmed to atraighten aut and continue at current speed if kha rider Eakes
ath hends off the controla for more Ehen & moment, and in theory showld Fly KO'd or sers-
lously wounded riders Lo safety, it'e alss hardy far anyone who fancies himsslfl &as & Tly-
ing shoylderarn or hesvy weapons artiat,

The bass of the jeteyole is heswily armoured and counts as'Dresdnowght® body armour for
wamekealion, A1l shote From positions below the Jeteyele which come from positions closer
o the cycle in the horizontal plare than the vertical always strike the base. The rest aof
Lhe jetcycle counks ae light armour. IF g shot peretrates the cycle, throw on the teble
fallpwing for effect, using a D30.

Dipe Score | Elfegt i IME Erract
18 to U Cwzle explodes s HE grensde 9 Cemttols coRpletaly BUGReTsd

15 ar 17 |Cycle catches fire, rider ;ﬂ::r:ﬁezi.l;: mr B

takes the equivelent of a

tard flamer hit esch mowve B Steering gone, move in 15m.
he= remains abpard. f radies clrole.
13 to 15 |Cycle falls from sky. 7 Az abowe buk go skraight
10 to 12 | Power gore, decelerate max & hs abowve bubk clinb Dém. per
posaible each turn, il_ kurn.
5 Throttle jamned, pccelerate
_ imax popsible sech tupn.
i 3ar & |Power loss, throttle sccel-
Heavy balk +5 eration halved.
Balt +3
Mty it -2 2 &k Balow Mo effect.
AP Aound 3
Harel Flamar +lF
Low power loser -

Shate intended for the rider stend 1/3cd. chence of hitting the cycle inetesd, and wice-
VBrGE- i

armal weaponry For 8 cycle intended for combat §e 8 Fixed mount hesuy lnser or heavy gyro,
aften with sundry lighter wespons attected, These cen only be aimed by pointing the jeb-
ayele, this mekes Lt alncet impossible to sim st & moving target wikhout plinging your

mount into the grownd, and so the only precticel form of atteck is the sbraight run; this
iAvalves Flying fgr 3n. in a streight lipe, 2 - Sm. above the groumd, En 8 stralght lime,

i lire ig drsen along the line of flight, starting at the begining of the run and combineing



bndafFinitely. All individbels withim Zm. of this lins heve & 20% chanes of beirg hit by
epch weapon Ficing, L7 eover is Foursd to obecure the targpet on the hit location throw,
take one extra Lhrow to bry and hit an exposed park of the body.

The strafing run uses all the jebepcle's smounition. Ewbra emsunibion nay be cartied bub
it takes Esn turne of stoaight Flight &t corstant speed bo reload.

J-ltpcn::E are in geraral uvee by Ehe nilitery Forces, snd secAligiontly By Cthe police shen
close asssult is called for, they bave Litkle wse in clvilisn 1iTe, though they are some-
timpa worn by way of a parachute for jebteycle ciding, ac eivilish Cypes found wearing
then are likely to be oublows, pirates, soldiecs of fuctune or ainilar n"erecouells.
Jetpacks are ak their most wsefull for bringing sseault teeops inko close combat with
their emeniss without expoalng them unduly to fire e they cross open ground, Ehey also
provide Lhe sppectunity For & quick geboway when required.

Contrel is via @ simple haodeet, vausly gripped in the left hand, and sbrapped o tha
wrist when not in use. Flight is rapid and somewhat wviolent, 8o fire k4 not possible
whilat ©f Ehe air.

The maln dissdvankape of the je8tpack LB Ehet fusl supplies are limited (e acguipnent
sedtion), and that Flight ie mot instsntenecus. The pack mist be lgnited the move before
a4 "junp' iE desired, the Ffact that the pack has been 'primed” for uee i indiceted by pla-
cing & anall guantity of colouped catbton ool Behing the Tigure irmvolysed to represent the
pra-junp Flame up. Mext turn the individual may {unu, ir desired, but whather gr not a
jurp tekes plece, @ wnit of fuel §e atlll weed. The only cecasion when the jetpack does
not have to be primed before & junp, 15 when ore junp dweediately folloes another.

The jump distance with & standard jekpsck is up ©0 75m. and with & Fesvier weraion 125m,
The height resched must be at lesst half, and not more than, double the disteres jumped,
# snoath trajectory must be Followed.

If & jumpar 1 rendered unconcious, or his eontrol arm sericusly wounded, ke will Feagl
from the sky, see jetcycle fules For details of i juries wuslained.

- -
imﬂﬂﬂ CALISED By FALLING FAOM GREAT HEIGHTS Off CRASHIMG UFHICLES OR BOTH AT ONCE

Add the wvicblms spesd in m"8. a8t the time of cocllision ar at the point the Ffall was com=
enced, to the hedght in n's. fallen, =nd times the result by three. This is the chence of
being killed, if the victim sucwvives, be hes san eguel chance of suffering D6 injuries,
throw as per injuries by a alugthrowar.

Individuals wearing personal foree Fields or Dreadnoughl arsour bave § chance of death or
injury.

Uehicles

In our Future settings, combat vehicles as such ame virtually mor-existant, becouse of
their size and yulnerebllity they have besn replaced on the batblelield by armouced and
jetpeck equipsd troope. Bub varbious Forwe of Ereneéport mare =0ill in wse to transport people
and things from place to place, amd vehlcles of ewvery sort are likely Lo ccop up in acen=
arios., Models for these ere saodly avellable, various toy seralecturers pfoducing 5.F.
bransport, mostly sesocisted with television series. The Habtchbos “Adventure 2000° Tange in
partigularily abtracbive.

It is impossible ko give conprehensive information on every type of wenicle that might be
anzounteTed, sa there will be oo varied o selection as im the present dey. But as an exans=
ple; & beo-ssabtes runebout (such as the Citedel police wehicle), either wheeled or hover-
powerad, might cost 800 credite, hove & maximun accelerstion of %m. pear move, deccelsrstion
of L0m, Turndng circle of half its curfent move distance. Weapons [concealed or otherwies)
ord forcefields nay be fitted Bt exkra cost.

Some wehicles will run on stomic betteriss, costing 9 credits, which fuel sbowt 24 hours
mitoring. Each battery gives a 5% chance of exploding as a mininuke par peretrating hik.
Others will run on chemical I‘-LII']., one canndater gi'l.l].nq moout one hours nutn]'u.;., Each peni-

etrating hit has a 1% chance of cauming en explosion as For an HE grenade per capmister
carried,

In civilised areas, moat wehicles will rus on re-chargable electric cells. 8 charge at o
service skation costs 1 cradit; end laste sboot 3 hours.




Uge the following modifiers when Firing from or &t wehiclesj=
=

Vehjele Speed Firing Madifisra Fop:-
Firing fram 'ﬁﬁ?.cll Firipg at vehicls/Pesssnger
Staticnary = w50
0 =10 +20
30 =15 0
a0 =20 -10
50 -0 =20
0 =50 =30
[yer &0 -A0 =501

Orivers will douhle the parcentage penalby.

suceeaful shots aived at péscengers in a wehicle have a 1/5rd. chance of hittimg the uvah-
icle ingtead, In sddition, iT the shot hits & part of the body protected by the wehicle,
it must penetrata the bodywork befape it doss any damage.

The bodywork of a civilisn wehicle counts 8s "meeh” Tor penebration purpoess, Lhoss of Che
security forces, militery snd custon bullt frontler sodels cam be AFMOUCplos, POUST AFMGLE
ar [readnought ,

If the wehicle suffers 8 penefrating hit, throw on the vehicle damage chart, uninﬂ g DI00:=

Dice Result Effact
0] bo 50 o effect,
2l bt 35 Steering gone, continue on current course wuntll atopped

by decceleration or collisdon.

56 ta &0 Steering gone, random course determined by umplre.
61 to 70 Brakes gone, maximem decceleration lm. per Lucn.
71 ta 75 Spirout .

7% to 90 | Pessenger hit,

91 to %5 MHiafunctlon, Halve scesleration and daccelerakion.
Double turnming radiss.

96 bo 00 Power gore, deccelerste sexinun pogeible sach noue.

Sinouls accur when indicatesd on bthe above table, thara la also a porcentages chance aqual
Ea Lhe currenl move distarce of a spincut whersver an adverse effect is rolled, and when=
ynp Bl driver is hit. The vehicle will move a Full move distance at &59 Ep iks pressnb
dipgction of travel, beTors Lurning over. All ootupenls will suffer D6 - 3'olk" wousds.
IF the driwver is killed, KO'd or otherelse incapacitated, results must be detecmined hy
the umpire, they are likely to be disasterous of course.

Experience @nd Shills

Individuals are cwarded'esperience points' for acheiving secesas,
bath in cosbet and in more gererel flelds. For every QJO0D exparience
points accumulated they gain an dncreese of one Indtiative Lewal
arid possibly a news skill.

Espgrience points are swarded entifely st tha dissretion of Lthe
Umpipm, but the fallowing teble mey provide a rough guide,

Disabling, killing of capiuring an enemy 25 points
Wounding oF EO"irg an onemy ) % painka

®RLING mn ememy 10 hand to hand conbat 10 painta
Turning & dargercus sitwmtion to oun sdvantage 10 pointa
Dut-Ehinking the enemy 10 pointe
Sueceeding in your mission 10 paints

king the tight oecislons - points
Gaining greak personal profit 20-200 pointa
Furthering the ‘tw' 20-200 points

ate, ebe, efc. "




For every 100 points accumulated, the individuale initistive lewel incresses by one, Weapan
and Combat akill aleo increass proportionately.

For exenple; teke an irdividual with Tectors 100. 30. 10. He geins an indtiative level,
ghving him o level of 11, this is &n incrosss of 1/10th., therefore his weepon and cosbat
pkills also incresse by 1/10th; to 110 end 35 respectively. Gaining scee skhlls Sndepend-
anktly incresses [or decreasss)} weapon or conbot skills.

Each time en initistive level is geined there im o 508 chance of also aquiring & new akill.
Parsonal characters may chooss which skill fo teken (and it's eethehile giving it & great
denl of thowght), but skills For other individuals should be chosen randonly; we even pro-
vide & chark.

In mény cases the some ekill méy be chosen more than once, this geirs edditional ‘leuels!
in that skill. Thus iF weapon skill with a laser pistol is taken 3 times, the individual
concernad is sald to hawve 3rd. lewel wespon skill with & lsser pistol; he will nave & 305
batter chance of hitting with his chossn weapon, and & 10% lower chence with all others.

The list of skills which follows is by no peans exhaustive, they are of & nadnly nartial
natura, and if you are funning & complete campaign, skills dealing with langueges kecha
nical sxpartise and Erade/cosnerce will gain relevence. Feel Free to edd to the lisk oo
you ase fit, whan players wish to osguire a akill in on aren not covered it im & mimple
motter to devise appropriate rules.

L]
Weaponsmith . cuies o

A& weapongmith ney conetruct ond customise weapons {see firing rules). He must chtain the
required parta, uvsually Ffrom breaking down standord wesponcy, and in addition must epend
10 credils per odded of wodifhied Turction on the Finished weapon.

Emch custonise weapon takes time spanning & nusber of scenarice equal to the nunber of
modificetions or additions made, divided by the level of the weaponsmith, to complete.
When more than one weaponaadth works together; on o weapon, they moy odd thelr lewelis io
Find Ehe completion Eise,

A weaponsmith has a 106 chance par level of repoiring & damaged weapon [nevet one that has
axpladed Ehaugh) .

A weaponamith hag a 105 chance per lews]l of ignoring m misfire result when Firing his own
wiapan, bacauss of the askilled maintenance and secvicing it will have received,

onskill

Weapon skill is chosen for & particular weapon, bhe Tirsht Lime
it is chosen it gives the individuwal 8 205 better chamce of
hitting with thet weapon, but because his time is now devoted
to the uvae of thak weapon to the sacluadion of all others, he
subtracta 108 from his chance of hitting with sll others,

Each subseguent Lime Ehat wespon skill is Eaken for that weapon
incresses the chance of hitbing by & Further 38, and decreanes
the chances of hitbting with all cthers by 2%.

Weapon skill can never be Laken in more than TWO weapens. &n
indiyidsal with wespon akill hee & 0N chence per level of
repairing demege and lgnoring nisfires as for @ eesponemith,
kuk anly for weaspons with which he hos wesponakill.

Lightning Peactions ~Shills

For amch lewel of lightning Reaction Skill' sdde cne to the individuale reaction throw.
Thus &fMter Tour levelo have been atteined, the indiyidunl may resct AUTOMATICALY) & ocnsi-
derable adventaga.

TRET Dithid

Fast drew akill enables the individual to drow and fire @ handgun within 459 of his direc-
Lion of fecing instently, and with no deductions For acoursoy.
A sacond lavel Fast draw snobles bhe individual bto draw; apin round iF necessaTy, and Tire

ot any target within 360%, instantly and with no deductions. He wust be sware of his targets
pimaence.




SURNIVAL IWSTIMCT

Alsn known as "sixth senss', this gkill snsbles
the individual to be sware aof unoeen dangers.
Wheneyer he approaches @ trap or wseen donger of
any type, or someone points A weapon st him, there
is a 29X chance per level that he will be swars
of his danger; and may dive or rall if he desires,
caunting the sppropriate reductism in eccuracy
afainst any shot Fired at him, snd possibly enati=
lirg him to get behind cover, and thersby Farchng
anyane Firing at him to make & resction throw 5T
they wiah to get & ahat off.

[f suruival instinct is coupled with fast drew,
the individual may choose to instesd drew end Fioe
at anyone attempting to get the drop on him.

NERVES OF STEEL

Nerves of stesl enables the irdividusl to ignore
duckback results iFf desired.

AHBIDEXTERLTY

At Fipgt level, ignore deductions from sccurecy
for using the wrong hand.

AL pecond level, ignore deductione for firimg Leo
wampones ab once. Weapons may be ysed sisulbtessously in combat without penalty.

B thipd lawal skill snables an individual to fire at two sepearate targets within & o arg
of mach ather withocut penalty.

SNIPER SEILL

Hay be wused by those ol Wespon 3kill of 130 points plus, Firing single ehots.

For each level of sniper skill stlained the individual ney adjust his scope wnen chrowing
for kit localion by 158, thus he kas sn Rcressed chence of hitting exactly the ares of the
hody e desirves,

MEDICAL SKILL

Indiyiduale with nedical skill are considered Lo heve gained besic krowledge of the trest=
ment of wounds, they are useful to have around, edding tec to their throe when atbempting
to give medical aid.

MAHTIAL ARTS

Lk Fipab levely doubl= combat bhrows.
At second level; trehls combat Eheows.

LEADERSHIP SKELL

Leadership skill enables the individual to function os o lesder as per Morale and Lesderahip
culde,

JETCYCLE SKILL

it Figmk level, haluve deductions for firing in Flight.

it smcond lewvel, add 10% to the deductios for Firirg &t the Individual in flight, owing to
s mkill at evasive manceuveing., Hie cersonally maintained and modified jetecycle always
starts first bime and 1s capable of I%8. acceleration or decceleration each tutn &nd has
3 minimum tutning redivs of l0m. and may be controlled aml steeced waing ocnly the feetg
leaving hath hande Free.

JETPACK Sa[LL

Firat lewvel, say flre in Flighk with k chance af hitting. Jump 10% further.

Second lewel, Fires in Flight at half chance of hitting and jusps 206 Further.

Third level, fires in Tlight with & ¢hemce of hitting, jumpa 25% furtber emd mey Jump in the
same turn as pee-junp Fleve w.




STREETW ISE

Streetwips skill doubles the chance of abkaining restricted weapsne mnd gives 50% chance
of decressing the price of black market goods by [/3rd.

RASDDN DETERMIMATION OF SEILLS

Throw = Dlﬂ:-
Dice Scora Skill Hax, Levala
0l to 0% Weapananith
& to 15 Weapon akill
1& ta 25 Lightning reactions [
2& to 30 Fast draw z
31 to 35 Survival Lnaktinck 1
I & Lo 40 Berusg of stesl 1
41 to 45 Anbidexterity 3
48 to $0 Sniper T
3l to-53 HMedical akill 1
56 to &0 Martial skill z
Gl to &5 LesdeTahip 1
f& Lo 70 Jelevels 2
71 to 75 Jetpack ¥
6 to BO Straeteiee 1
81 to 0 Count last appropriate
akill ms having been
thrown twlice.®

*1f the naximum level has already been ateained in & skill, choose another skill which seen
appropriate.

Urugs

Drugs af svery description are resdily available; they are one of Ehe mel pooular Focms
of hone entertainment. Many drugs have applicetions in conbat situstiors, but the Tollosing
thiree &fe By FAF Lhe nosl commonly encountersd.

eI

Sting is pretty womdecful stuff; Lt Lightens up your muecles, shacpens your reflexes and
steslo your neFves all the Cles allewing you Lo view your aitustion with dispassionate caln
ard precise legic, the jdeal cosbat druag.

On the mirus gide, sting ie wery eddickive, with unpleasantly Fatel wikthdrewal symptoms,
and gventually the addicts ayaten will adept to bthe drug to the extent that it will no longe:
have any advantagecus effect.

The benificial effect of o shot of sting lasts D10 turnae {umpire throws seccetly), durirg
that time Ehe wser moves 1/3rcd. Further sach bturn, dowbles hie Endbtistive Jewsl, mulbtiplivs
his chamce of hitting in combat of with single shot Firing by 1%. He will slso incresse his
rewction thiow by 3.

&5 you com see, the adventages of waing sting are consideroble, but only o fool uses it
without very godd reason; esch time sting is uwsed there is a 5% chence of addiction. &ting
addiction reguites o 'shot' ewery B hours, or all the addicts Factors ece holued. &Fter 16
houts thiey entér a coma, ard need médical atbention, or they #ill die within 24 hours.

[ach Ltime a sting Addict uses the drug in combat there ie s % chonce that his syster 15 ro

longer affeoted, thim loRs g perménent thawgh be still reeds is thrice-daily shob bo
aurylve.

CRIKGE

Cringe boRally banighes tho individueals personelity, and with ik sny indLD ! iwe or concern.
He bacoman @ virtusl automabon. Teking the drug covses kEhe 'cringer® ko Black ool Tor o Fes

e - -



mirutes, when bhe comes round he will be docile and completely subservient To Che Tiral
Migure of aukthority he encounters. He will then obey commands from his nes “saster' with-
out guestion, He is not subject to morale or duckbacks.

e parach ey only command a limited number af cringers, as he must contimually instruct
and direct Lhem. Commands must be simple ..acovanacas

‘attack those people in broen with your aword®
'ghopt @t him®
‘atay where you are’

hed Redempbionist Brethersn ape apecialy traiped in Ehe central of cringers, and with the
ald of & throat mike and sar-plug recelvers, they can manage to control six with a fair

degree of efficiency. The inesperisnced nay manegs Lo conlfal theee, and not especial ly
efficiently.

Crirgers deduct two From Eheir resction thoow, khey deduct 2% From their Firing throw,
ard halve their cosbat throws.

The drug lasts ebout throee hours.
STERH

Stean speed wou upy olows the world down arourd yYou......-

Individuals on steam ('Stesners’) mowe twice per turn; once in ktheir normal move tine, and
opnce a8 if they had double theit noomal initiative lewel. This means thet if they eait for
their normal lewel ko be called they moy mole one moue of double distarnce. Mermal rabes of
Fire may rol be axcesded, su bhig ism limited by bthe mechanism of the seapon rather than 1ts

wollder, but double the rormal rosber of other actions mey be mede; Encluding throwing
grenedes .

Steamers sdd tun to their resction throw. I combab Chey count 8s ten separate opponents,
one at his rarmal indtiative level, one at double. His enesy counts the rormal deductborns
for fighting teo opponents.

Steaming, 1F left to run itka courss, will leat 3 to &4 hours, before the strain causes coll-
apse of the user. But & sudden shock to the system may end the drugs effectivensss, and
incapacitate the wvoer.

When a steamser is hil, sither by @ penelrabing explosion, nissile or in conbat, there is &
50% chance of hin being E0'd, When he recovers, bhe effect of the drueg eill have worn off.

CONBINING DRUGES

Sting, Stean and Crione can be conbined, their effect is cummclative. They bheve B0R svell-
ability, and cost aonly 2 credits a shat.

Homever, drugs are viewed wilh congiderable suspicion by mogt professioral warriors, and
are only in igpneral wase by the fanatlc hordes of Red Redespbicnists.

Pohe-ned's

Zlave tradors of the Stonell Galasy.
Hethane: braathiiog aliens who revel

on larture and miag deeds. They have
a distinet Liking for abeorbing human
thoowe through their suction pores

nm Their bonds and Faak .




SIMPLIFIED RULES

shel® @ nore rapid gane is reguired; or the.nunber of figures involved i8 larqge, 1gNCCE
the rules narked '‘Full Gaes Doly', and modify tha othare ea followss?

[NETIATIVME LEVEL

Wowenent and Firing can only be Ltaken ak the point an individual 's initistive leowel is
called,. IF it is mot, Ehe ocppertunity to 9o so is lost unbil the next mowve.

INITIATIVE LEVEL MOQDLFIERS
Supatitute the Mllowing simplified charcti=

Light Armour ad
PowsT armour =%

Peepdrowght armour -0

CFFECTS OF HLITS

Seclous wound ALRAYS DISABLES

Light wounda have ND EFFECT whetsoewer, except that when three light wourds ere recsives
bha irdividusl is dissbled,




BALCKLGROUIND

b rea. mumt Tor & fully enjoyable saries of games is @ historical beckground to ect so @
backdrap and acuree of ldeas Tor senarios, ond to add o flovour of reelise ard continudty
ko the whole proceedings.

Yo can either steal your background from Sci FL Fiction or comice; you have B huge variety
to choose from, Poul Anderson’s Saten's World series, Marvel Comice Killreven or Desth-

lock comics,; Chaykin®s Cody Starbuck stories ste. ete., of you csn ingent your owng the
ufiverse is your ayster.

Below we present A briel guids to your universe, Teal Tree to upe and alier it 85 yuwo ses
fit. 1t dosn have the digtinct advanioge thal we heve nade s range of 25 and 15me. Tioures
to be wsed in ibs settings. |5es basic Tigures on page 393.

Our adventures and battles teke place in tha
flung future. Men hag reschad the sters and
the highest pinacles of scisnce and clvil-
igation, and i8 now well on his way doen tha
long bloody elidge beck to barbariam,

Farth amd its neighbouring systens form the
‘Immer Worlds®, long since drained of natural
respurces, they rely on the outer "Frontier
Worlde' for Cie contineed sutvival of their
rwge, contirent spanning Megechties, built
v great mile=high blocks snd deep buffows=
i) bunrsls.

Cmcth houses the nerve centre of Humanity®s
lords and nesters, the High Lords of thae
Imperiun,. The lmpecium nuest use sl]l ite pomer
Lo ensure that the frontier contimues to ba
sucked dry, feeding and clothing the tesming,
drong-]ike megacity populations., The mosk
feared ngtrument of Imperial power i Lhe
Inguisition; only barely & Hliglﬁﬂ arga-
imation, they are the alficlal upholdsrs and
pnfoFdefd of Imperialiem, a4 ¢read which preaches the suppiession of tha individials peracnsl
intereat in Tavour oF thope of the [nperiun 88 & whole, s snbodied in the parsans af tha
High Lords theraelves., The Furthersnce of complete understanding and cbesrvarcg of Impar-
talism has been known to invalve the razing of entire plenats, and the Inguisition are
unpwn to be libsral, if mot ower-snthusisstic, in the wse of thedir aemies ard Tlesbs.

fhe Inpuisitlon provides sll the cendidetes for High Lord-
ship, and a good proportion of Lhe Imparium’s Lord Enmights,
its ranks supply 8 dedieated, even Fanatie, cedrs arourd
which khe ordinery arved and securlby Forees ace built.
Inquigition H.0. en Earth ls potorlows for its Gothic horrors,
here the Lord Torturer has brought hig ert o a screaming
pitch of subtlety and teeror.

Individual continents amd worldés of the Imperium are ruled
by the Lord Knighta. Dne Fewouread man Ls given the care of a
land mese, of sonetimes a whole plenet, sach Knight hes o
debachment of Imperial Marines apportioned ko him, but many
raige additional units, sither raising snd equlpging units.
thenselwes, often with fanciful or archaic uniforms, or elee
hiring motley barde of meccenaries; killers who hire thedir
#kille to Ehe highest bidder.

The Lopd Knkghts jestle snongst bhempelves For power and
stvantege; continual bickering and skirmishing which come-
Lines bresks oukt into locel ware, bubt esach owes his ultimete




loyalty to the Irquisition, ard differences are alsways ahelued vhgn cooperation da requiret
te defest the forces of rebellion or hereay,

Tha grestest bhreat to the power af the
Impetium lies on the fringe of the

Irmner Worlda, here lies a scalttered

belt of systems colonised mainly by African
ard Mear=Eostern groups. Theoe so called
'Dark Morlds' cleim independance From the
Imperiun, and fron then hos aprung & nes
religioni the ‘Red Redemption®.

I Amdemption wes originelly created by
the Afro Asian revoclutionary Forces as an
artificial force, to bekter wuniTy Cheir
peaple ajairat the Imperien. [b parallels
Imparialiem exactly, merely subebituting Lhe
intereaka aof Allah ag embadied in hig
chosen pecple, The Aed HAedesptionists,

for those of tha Imparium High Locds. The
adoplion of the "Hedemptiocn by Le common
masses has given it a life of ite own,

ard taken it out of the hands of its
ereators, giving kirth to its own prophels
arl magsiahs.

The force of the Red Redemption, both
regular militery wnits; and the FTanatical
civilien hordes follow the cry for a holy
war, are led, both militerily end spirit-
wally by CLhe ODrolhers and Masters of Lha
izl circla. Thees pebhid Ffanatices have
thalir Tleah Tlayed Trom Ehem and replaced
with & nebal carapace. ]hﬂ:l"l:ﬁ pretty
tough rombres, bul their unigue cordibion
tenda to warp thelr view of 1iTe, mirallti,
and the universe in general, conslderabkly .

The fedempltionists desote themsslves to Allah, Lord of the Fiery hells, and to his noubths
piece on the Dark Worlds, the Frophet Isndrig. ZIandrig moves from world to world, kEryirg
to wnite the various Redemptionist groups for o Final push ageirst the Imperium, but
thowgh the individuml groups are fenaticaly loyal to his person; petty squables hebweesn
the various ethnic groups and the Tollowers of inmumerable self-appointed prophets conts=
ki to theart his best efforte

Qut on Lthe Fronkier Morlds, the Impecium maice-
taine only minimal garrisens, though massive
reinforcenents are always avallsbls Eo combat
ary sericus unrest or rebellicn. The instrument
of Imperial poser on the Frenmtier are bhe
Herchant Bacons,

Lach Baron is given a aection of a Frontier

ka exploik, all bhea High Lords ask is that he
ahould ship his quota of goods or raw materials
back te the [nner watlda, his eelthods afe his
OWn COnsErn,

In &an epergency the nmerchants can depend an
Imparial garrisen troops for support, but nost
mRintain privabte Forces of their owng rot usoally
on the scale of Ehe arnies of the Lapd Emighta,
bt compact, high guality bodyguard undka, well
arméd and trained Fighting machines. The politic:
@l dispasition of Lhe many Merchank Bzrors
varies wildlyy they may aympethise uith rabal
groups Fron the frontier, be secoek Hedespki-
prisks, or in the pocket of Ehe Inouisition.
Some are likttle more then Pirakes. it -afters

1)




lEktle to the [speriun just 80 long &8 Lhey meal their [Quota.

Only the Merchant Barons are liscensed ko trode betwesn planets, and enm ggling i B most
lucrative, if dangerous, ocoupation. Bokh the Imperiuwn's patrol vessals and the serchants
themselves are willing to go to grest lungths to pressrve the nonocpoly, OF course, bha
Dark Worlds hawve mo official Mercharts, and must run conolies throuot the Imperium block-
ade, either using their oun shipes commendad by Brobthers; or asploying smugglers from out-
sige. Many smusgglers double quite heppily Ae space pirates, atkecking any vessel that
appears wulmarable, and honing to ceptura both tha ship and its carge dntsct.

L1L thin Quves Ul B8 Wnluverss where ir adventurars can bacome involved in sEriTe of many
cinida, everybhing from gun pumning, thoowgh terporism, to total war.

Calmin’s

THE WAREIDHD: 1 [EHEDE

beep spoce raiders From the plaret Lalmin.
They hawe neyer bean aeen out of acmour and
when hit will evaperate to dust.
Aenogned &8 the terror of the Star Lames,
they nover take prisoners amd ask Tor no
r:rcy upon Ehemnselves,

eIV L




FILURES

Space Adventurers &Star Soldiers

100 Law DFficer with Pistal
IOk Lew DFfTicer with Riot Gun
oz Law OFficer aon Petrol Bike
103  Adventurer with Platol

14 Heroine with Pistol

Pk Hefo with Seord amd Pistol
106 Adventurer with Rifle

1ay Thiig with Club

0B Thug with Enife

109 Thug with Pistol

110 Civklimn

11} Tivilianees

112 Advanturar in Li: Aowsdui
113  Adventuier with  pistols
200 Starship Crewmwan

Il Marehent

iz Space Scout

203 Spareauited Figure

Imperialist Troopers

M0 Officer with Boltk Rafle

30l fficer with Bolt Gun

Uz Black Guard Elite Trooper _
EI:IS Black Guard Commsndar

Officer

114 Adventurer with Laser ALfle
115 Advenkurer with Misgils
Launcher
116 Law DFFicer in Riok
Gaar
117 Law DFficer Dog Handler
with Crersde Launcher
118 Guard Dog
119 Lew OFficer wehicle crea—
man standing
130 Lew OFFicer wehiele oFew-
day BAETArDg
171 Umhicle heavy weapan.
122 Adventurer in chain arsour
armesi with Ball Guri.
204 Starship O0fFicer
05 Speresuited figure with
Leser Pintal
204 Spacesuikiéd Floguoe wikh

11

05
306
a7
g
g

Leaer RifFle.

Senior OFficer

wilh Giwneds Leincher

with Conweraion Besn Projector
with Ampid-Tire Balt Cun

in Powcr Armour

0 in Dresdrowgbh Acmoue

Hederrpﬂmiat Rebels

40 FRedemptionist with Seord & Plataol
E 1| Radamplichisal with Laser Bifle
40  Werrior Lerd
40F Redespiionist with Flame Thrower
44 fedenptionist with Missile Launcher
I'u'IErcE:narIE:E

Of fiear with Piatal
5I]] Mercenary with Basault Rifle
3F  Mercenary with Machine Gun
WlF  Meroennry with S.M.C.
500G with Jet Pack and futo Lesst.

I5mm. I

33 Mansfield Foad, Daoybrook, Mettingham.

with fAuto-lasor
with Heavy Laser
Harrior Lord with
Fower Ax@
Eedemptionist Trike
wilh I man Cfed

il
ade
4107

a0d

311 lmperisl Battle

Droid

Y Tabletop Figures
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THE MILES s
THE SCEMARTD E

CREATIWG YOUR ARHY ]
Weapon skill
Initiative level
Combat skil]
Special skills

SCALES

mitisbive level modifiecs
HOVE DISTAMCES

FRST DRAW
ALTIONS

CAMBIAT

Combat fector modifiers
Cowbat throw modifiers
Using two weapona
Firing in close combat
Weapon breabage

Firing intp combak
PIMER GLOVES

FIRING 9

Aeaction Lhiow

fdattery snd fuel capsule
axplosian.

Hit location

DUCKEACKS i |

FORCE FIELDS
Force Fleld overlesding

STRAY SHOTS

SEMI & AUTO=SETTINGS

SING TWO WEAPOWS

CHANGING TARGETS

" BLINDED INDIVIDIALS 11
WEAPDN DAMALE

Cambiinakion weapons & cusbonlasd
L HIELE
Multl-barral weapons

o = = B M LD &1 LA

Weapon mal funclion 12

Initiative loas

WEAPDNS 12
Nepdler weapans

Hang T)amer

Sun Gun

Corveraion Bean Projectar:

FIRING WARTATIONS

PACE W"

13

BASTC CHANCE OF PERETRATION  I£

Femetration char
Effects al hiks chact

AL ENDED

Serious wounda
Light wounds

K.O.d

Dissblenent

Hedieal Add

Hite on Full armour

*AFTER FAILCD PEMETAATION®

H.E. & A.F. areas
Flares
anoke

 DISTORTIDN FIELL

Vorbax
Hinbmke
Conciiaghon
Timg fyses
Gas

HORALE & ORGAMISATION

WEAPUNS & EQUIPHENT
Grenades, Micro-grenades

ARMOUR
FURCE FIELDS

STAMDARD ECUTPHENT

FRICE & AVAILABILITY OF
WEAPDNS & EQUIPHESNT

JETCYOLES
JCT PACKS
INMRIES
VEHICLES

[XPERICHCE & SKILLS

Weaponenikh
Waapon akill
Lightning reactlons

DEUGS

SINPLIFIED RULES
ALK GROUMND
FIGURES AVAILABLE

15
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1&

19
19

20
21

22
¥

L]
27
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