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It is the year 4029. The Tri-Galaxies are prospering with
intergalactic trade. However, the [tosium that powers starships
and freighters is nearly exhausted. This very rare and precious
mineral is the miracle power source that makes galactic trade
possible. The mining corporations who sell it are the most
powerful entities in the universe. Unfortunately, large freighters
and starcruisers exhaust the supply more quickly than it can be
mined. And supplies are running out.

That was, until the Triaxy Mining Corporation discovered your
planet . . .

fate of the planet isii _1_1_1__'_¢]_|1ands!

Under the guise of Tri-Galactic Union diplomats, the Triaxy
Mining Corporation cunningly orchestrated a massive coup upon

your world’s governments. With promises of wealth and utopian Design, build.and maintain HOUTROWA base of

life made possible by joining the Union, Triaxy plied your leaders operations iy
into slowly giving up c.ontrol_ over the pl'anet. But Trmxy didn’t o Research.and develop new t(_:,c].".m]Ogleq to
care about your world; only its rich Itosium deposits.
Naive to the value of your planet’s Itosium and the true use in the game
schemes of Triaxy, your leaders unwittingly'gave up ownership of e Start a manufacturing facility to maketvour
the planet. And now, having successfully filed for Waste Planet ’ 3 : Hen i 4
status within the Tri-Galactic Union, Ihey are free tq strip-mine - Q‘W“: unique weapons and equipment
your once peaceful world. o Play’the role ofiPerfect Blue soldiers and go
Now the thunder of warmachines echoes across the land as A s : t' ¢
Triaxy launches massive attacks upon the planet. The skies are S OIECOVERLIMISSIONS (0 A€Sroy ]:1aX} dIEEELS ;
ablaze with burning cities and black smoke clouds out the sun. o, Assume the r[)]%of VOUur Executive Chau‘actefis
Your people live like rats in erumbled buildings and scatter like tolhandle diplomatic issues and seek out.new

roaches at the sound of approaching soldiers. But they are the -
fortunate ones, for there are many who await mass eradication in sources of: fundilnng
the death camps. It is genocide on a planetary scale never before [ g :
seen in the Tri-Galaxies. L A !

Everything your people have %‘eld dear has been taken from
them. The cities not destroyed by Triaxy have been transformed
into their playgrounds, filled with casinos and debauchery. There
your people live as slaves, and like dogs, are at their master’s
beck and call. Those who would live as free men are reduced to
surviving in the rubble of bombed-out cities where ruthless gangq
vie for power and control.

The military forces of your world have been eradicated, and
those who held a pesition of power have been silenced. The.‘”]tr
Galactic Uni6n turns a blind eye to the plight of your people, and
watchdoglgmups have been forced out. Léft to their ways, Tria
~le1 mine your planet out until it withers and dies aid-is lefr*a-—

1d; dead rock in-space. e
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t is the year 4029, one-thousand years after Earth. The Tri-Galaxy section of the universe is prospering
and peaceful. With the laws and governing system laid down by the peoples of Earth, the planets of the
three surrounding galaxies have been able to coexist and live in peace and harmony. The Trigalactic
Union is the primary governing force of all the 136 remaining inhabited planets in the Tri-Galaxy section
of the universe. The Trigalactic Trade Association is the backbone of this small, united universe.

Earth was once a mighty empire; the planet powerful and technologically supreme. They reached for the
stars which lay far beyond their own Milky Way galaxy and achieved what no other species in all known history
ever has: the ability to reach other civilized planets. Doing this, the Earthlings were able to unite themselves
with other peoples of other galaxies and also bring other planets together. They developed the Earth Standard,
by which all planets used a like calendar, system of time, language and money, and they also helped planets
adopt a democratic system of government. Lending them their own technologies of intergalactic space travel,
the universe became a much smaller place and the three nearest galaxies—the Milky Way, the Andromeda and
the Magellanic—were able to reach each other and do business via the Trigalactic Trade Association founded by
the Earthlings. The Earth Standard had pushed things ahead exponentially.

But the price of this was death and destruction over a small crystalline mineral known as Crystal Aggregate
(or CryAg). Earth had discovered this remarkable mineral deep beneath Mars while mining it back in the earlier
years of their space explorations. The crystals were found in small aggregations deep underground where water
had once lain on Mars. Science soon discovered the massive potential of this crystal, for when it was processed
the crystals released more power and energy than any known means—thousands of times more powerful
than nuclear fission and hundreds of times more powerful than the current technology of Total Annihilation
(combining matter and antimatter together). However, the processing of this mineral was more dirty and
environmentally unfriendly than any other power source. But finally Earth had a source of power that could sail
them to the most distant stars . . .

Earth was a peaceful nation and could not foresee the events to come. The other planets had achieved
these great feats only because of Earth, and their primitive nations were not ready for such a great leap forward.
Earth had long ago discovered life on other planets—Europa circling Jupiter held sea life, fossil remains were
found on Mars—and it was soon after this that Earth set aside its own nations and governments to adopt a One
World Order and set out to find intelligent life elsewhere in the universe. The other planets of the Tri-Galaxies
were not ready for such great leaps and could not even rule the whole of their own planets. And on top of all
that, the Crystal Aggregate was in very short supply. Of all the planets in the Tri-Galaxies, Earth’s Mars seemed
to hold the most. And by scientific calculations, Mars’ supply would be exhausted in only a few decades. Most
of the other planets held only enough to last 5- to 10-years; some planets (like Earth) didn’t even contain any of
the precious CryAg.

Wars over the mining of Crystal Aggregate broke out as these primitive worlds got their hands on weapons
far more powerful than they had ever imagined. Unlicensed mining companies would dump the extremely
toxic processing waste everywhere, killing off planets; mining companies where stealing the CryAg off of other
planets and charging hundreds of times the value for it. During the Mining Wars, over 24 inhabited planets in
the Tri-Galaxies were wiped from the face of the universe forever . . .including Earth, who was targeted for their
CryAg-rich Mars. Only a few thousand inhabitants of Earth survived to carry on their planet’s legacy. But from
Earth’s ashes peace arose as the last remaining leaders of Earth brought the planets together and formed the
Trigalactic Union.

Under the rules and laws of this new Union, the mining of Crystal Aggregate would become restricted to
all but a handful of licensed mining companies such as Triaxy and MTC (Mining Technologies Corporation).
Planets themselves would have no rights to mine the CryAg, although they themselves would keep 75% of all
the Crystal Aggregate mined from their own planet, and the remaining 25% would have to be sold on the open
market to the highest bidding planet or corporation. Uninhabited planets where CryAg was found—regardless
of what galaxy or solar system—could be mined by the licensed mining company who found it and 100% of
the CryAg would be sold on the open market at the Fair CryAg Market Value (the FCAMV)—which is currently
$12.8 million dollars (Earth Standard) per ton. Additionally, licensed mining companies would have to properly
process and dispose of the CryAg’s extremely hazardous waste—a process that costs millions of dollars a day to
do properly. Only 1% of all planets hold CryAg, and those planets that do hold less than one-million tons.

The mining of the Crystal Aggregate is the universe’s biggest business, and the mining companies who
do this are the wealthiest and most powerful corporations in the entire universe. However, the CryAg is in very
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short supply. Star Cruisers and Space Freighters exhaust the CryAg supply almost as fast as it can be mined,
and the cost of intergalactic space travel is becoming prohibitively expensive. If more Crystal Aggregate is not
found soon, intergalactic space travel will become obsolete and the Tri-Galaxies will fade out of existence. The
Trigalactic Union is scrambling to find a solution to this most dire of dilemmas. Already some of the poorer
planets of the Tri-Galaxies can no longer afford to do intergalactic business, and they are already beginning to
fade from the Trigalactic Trade.

But there is a fourth galaxy out there that has just recently begun to be explored by the powerful mining
companies. It is a small galaxy very far away from the Tri-Galaxy region, making travel there prohibitively
expensive. However, nothing is too expensive for the mining corporations of the Trigalactic Trade.

It was widely speculated that this fourth galaxy—the Quorophant Galaxy—contained very little (if any) Crystal
Aggregate. From deep-space observations and studies, scientists determined that all planets they had currently
spotted there were either too light to contain CryAg deposits or were gas giants which held no minerals.

But that was until the Triaxy Mining Corporation discovered a small, blue orb circling a sun deep within
Quorophant—a planet that nobody else knew about; Planet 628. A planet whose weight, size and composition
seemed to match those of other planets containing high amounts of Crystal Aggregate. A small planet called
Ora . . .
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03.June.4029

Triaxy Mining Corporation sends a star cruiser carrying 100 of their diplomats, a highly trained Geological Survey Team of 50, 500
armed soldiers, and 25 scientists to assess Planet 628—0Orna. Upon arrival, the Diplomats gear up with Auto-Translators and bring
with them 5 of the scientists and 5 of the survey team to Basica—a continent highly populated by the indigenous life—to meet with
government officials of planet Orna. Introducing themselves as diplomats representing the Trigalactic Union, the Triaxy team quickly
befriends the Ornan leaders and tell them about all the great things happening just outside their own galaxy. The Ornans learn about
the Trigalactic Trade Association and how it allows all of the planets to prosper; they learn about the Humans of Earth and the Earth
Standard from which everything is based. Of course, what the Ornans hear is a sugarcoated fairytale; the Triaxy diplomats leave out any
references to wars and planetary destruction.

In return, Triaxy learns that the Ornans hold very little space technology of their own and live under multiple governments
throughout the world in peace and harmony. There are very few large cities on Orna, and most business that is conducted is done within
these large cities. While the Ornans have televisions, vehicles and various other creature comforts in their homes, their technology level
in arms and military is somewhat limited by Trigalactic standards. The Ornans have never been beyond their own moon, never walked
on another planet, and have very small militaries. The final assessment of Triaxy is that Orna holds a technology-level equivalent of the
year 2000, Earth Standard History.

04.June.4029

The Triaxy diplomats again meet with the Ornan government as the Geological Survey Team covertly scours the ocean floors to
assess the amount of Crystal Aggregate available on the planet. The scientists assess the possibility and ideal locations for developing
their refinement plants. The Ornan government is taken by the diplomats’ charm and are intrigued by the idea of becoming a part of the
Trigalactic Union. They are blind as to what these “diplomats” are really doing.

05.June.4029

The Geological Survey Team is thrilled. Orna indeed holds more CryAg than they ever thought was available in the entire universe.
And it’s all in the pure Itosium form. The Ornans use the raw Itosium in their homes and vehicles as a power source. Of course, because
they have such an abundance of this mineral and do not view it as precious, the Ornans do not refine any Itosium and only use it in
its pure, clean Itosium form. The Itosium, the scientists find, is as precious and critical to life on the planet as trees and flowers are on
other worlds. It seems that much of their sea-life depends greatly on the energy, oxygen and warmth that the Itosium brings, and even
their trees, flowers and land-based plant life depends greatly upon it. It is now firmly believed that Itosium is a precursor to planets
themselves, although it is unknown why planet Orna is still so rich in Itosium. The Ornans have no idea how valuable the Crystal
Aggregate is outside of their own planet.

06.June.4029

The Triaxy diplomats, sweet-talking the ignorant Ornans, strike a deal with their governments. In exchange for one small 500-ton
cargo of the Itosium (an amount the Ornans found trivial and insignificant), the Triaxy diplomats would share with them technologies
they never before dreamed of. The Ornans, viewing the diplomats with awe, were indeed willing to obtain the technologies that
“everybody else” has had for centuries. The diplomats also invite the Ornans to join in the Trigalactic Union, and influence the
diplomatic leaders of the planet to inform the civilian population of the events that have transpired.

22.July.4029
As the scientists begin to show the Ornans how to build superior aircraft and spacecraft, the diplomats tell them about all of the

great things going on in the galaxy. Meanwhile, the Geological Survey Team, supported by the 500 armed soldiers, slaughter a small
port-town of Ornans situated by a rich deposit of off-shore Itosium. A small mining facility is quickly installed and a processing center is
built. The incident is covered up by Triaxy and goes unnoticed by the Ornans.

08.September.4029

The Ornans, with the help of Triaxy diplomats, begin to adopt the Earth Standard for their calendar, clock, money and language.
The diplomats insist that if Orna is to become part of the Trigalactic Union and prosper with them, they must adopt Earth Standards
for everything. The Ornans are more than willing to learn. Ornan schools begin to teach students the English language, and the Ornan
governments begin to mint dollars and introduce them to the rest of the world. In accordance with Earth Standards, governmental
meetings are held by the leaders of all the Ornan countries to discuss the formation of a one-world government. The Triaxy diplomats
are quick to help organize these meetings. But unbeknownst to the Ornans, Triaxy’s schemes are already coming into play. A one-world
government for the Ornans means a smaller military force for Triaxy to deal with later . . .

21.February.4035
About 99% of the Ornan population throughout the world now speaks fluent English. All calendars have been converted to Earth

Standard and the Earth Standard money system is now in place. The Ornans have finished up negotiations and a one-world government
is finally adopted. The Ornans are happy and grateful for the diplomats, celebrating everything that they’ve done for them. But Triaxy
is still just sweet-talking them. Throughout the world Triaxy has been setting up small mining facilities and have been stealing Itosium
off of the planet. Ornan officials who know anything about the operations are either bribed by Triaxy or are silenced by other means.
Although this has been going on for many years now, Triaxy soon plans to end these small-scale mining operations. They have grander
schemes in mind.

13.April.4037
The diplomats tell the Ornans that not all is “fun and games” in the Trigalactic Union. The diplomats reveal for the first time to the

Jason Howard (order #809507)



Ornans just how precious and valuable their Itosium is. The diplomats also warn the Ornans that they have gotten word that, very soon,
war teams from rebel planets would arrive to raid them and harvest their precious Itosium. The Ornans worry about what to do and the
diplomats tell them to use their new technologies to build fighters and assemble their armies. Some Ornan officials have begun to grow
suspicious of the “diplomats.” When asked about their entry into the Trigalactic Union, the diplomats dance around the question and
promise them that very soon things will be underway.

01.June.4037

Triaxy sends 100,000 armed troops, disguised as rebel pirates from a distant planet, to attack planet Orna. The armed troops attack in
Tiger-Class fighters and Trident-Class destroyers, decimating hundreds of Ornan cities. The Orna military sends out their own attack craft
to intercept, but they are quickly overwhelmed. Over the coming weeks of attacks, these “pirate” troops begin clearing out Ornan cities
and setting up bases near the shores of vast Itosium fields. The Ornans are quick to retaliate and a full-class war is begun on Orna. The
attacks last many weeks, leaving thousands and thousands of Ornans dead and millions homeless. But “pirate” forces keep coming, and
it is apparent that the Ornans will soon be overwhelmed.

04.0ctober.4037

The Triaxy diplomats inform the Ornans that they have sent for Trigalactic Union assistance. The Ornans gratefully welcome this
help as they mourn their dead and wonder how they will rebuild and end this war. However, Ornan officials are quickly becoming wary
of these diplomats and Ornan citizens angrily blame them for all of the attacks.

07.November.4037

150,000 Triaxy troops arrive, disguised as Trigalactic Union Army Soldiers, along with over ten-thousand fighter craft. The Ornans
are wary of such a force being upon their planet, but have little choice. The war has continued for months and the Ornan military has
been pushed to its limit.

10.December.4037

Triaxy stages another massive assault, this time sending an invasion into the Ornan capitol on Basica. With the help of the
“Trigalactic Union Army”, they successfully fight off the “rebels” and hold the capitol. The Ornans celebrate this great victory, but the
diplomats warn of a new invasion coming—this time bigger and stronger. The Ornans again feel fear. But the ploy has worked. Triaxy
has eased suspicions and the diplomats’ popularity with the common citizen increases.

11.March.4038

The Triaxy diplomats have a meeting with the Ornan government. They tell the Ornans that the Trigalactic Union has decided to
accept them into the union. In doing so, they can send a large-scale military force to protect their planet and end the wars. All the
Ornans have to do is sign a simple contract allowing the Trigalactic Union to set up military basses across the planet. Only once the
contract has been signed will the Union send help again. The Ornans are fearful of the on-coming invasion, but again are increasingly
suspicious of the diplomats. They ask to have a day to look over the contract. The contract is hundreds of pages long, filled with obscure
legal gibberish and obscure wordings. The Ornans, still becoming familiar with the English language, have a difficult time deciphering
what the contract is actually saying. The Ornan legal council warns that the contract consistently names them as “Planet 628” and
“Indigenous Life” and they also warn that the contract mentions nothing about the Trigalactic Union but “Triaxy Mining Corporation”
is peppered on every page. The lawyers feel the contract is “no good.” Orna refuses to sign the contract and many of the Ornan
governmental officials—including the President—openly denounce the diplomats and accuse them of invading their planet.

But the Triaxy officials are devious and conniving. They manage to sweet-talk the Ornan President and convince the Ornans that
they are there to help.

14.April.4038
The diplomats warn that they have gotten word that a force of nearly a million rebel troops is on the way. If the contract is signed

now they can get help in time. The Ornan government—having only a half wiped-out army at their disposal—panics and signs the
contract. “A wise choice,” say the Diplomats. Unfortunately, the Ornans, ignorant about the true Trigalactic Union and the schemes of
Triaxy, were unaware that the contract they just signed handed their entire planet over to Triaxy Mining Corporation. The contract stated
that the inhabitants of Planet 628 gave full, legal ownership of the entire planet, its people and indigenous life over to Triaxy Mining
Corporation. The Ornan people would get nothing in return, and were basically the property of Triaxy Mining. The contract was illegal.

17.April.4038
The Triaxy Diplomats inform the Ornan President and Vice-president that they need to pack up and leave with them. The diplomats

inform the Ornan President that he must now go before the Trigalactic Union to finalize their entry into the union. They assure the
President that a Trigalactic Union force is on the way and that their planet would be safe until their return.

29.July.4038
No invasion force arrived and no military help from the Trigalactic Union ever came. However, over the months, the Ornans noticed

thousands of workers arriving upon giant space freighters. Hundreds of processing plants were being built across the planet, and below
the oceans deep-sea mining facilities were being erected. Over the coming weeks, large star freighters brought in hundreds of thousands
of tons of steel, iron and building equipment. The Ornan government—at least what remained of it—had had no contact with the
President or Vice-president since they left. Although the Ornan government assumed it, they did not know that the Presidents were
murdered shortly after they left the planet.
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10.September.4038

200,000 heavily armed Triaxy troops arrive and begin clearing out Ornan cities. Resistance is met with eradication. The Ornan
government sends out what is left of their army to deal with the problems. Meanwhile, top government officials, including the newly
elected Ornan President, Dorfin Maelsore, travel to the Triaxy base camp located on Basica (Island 9) to get some answers.

11.September.4038

The entire Ornan military is wiped out. Triaxy intercepts their army and decimates it, followed by a swift assault on all of their
military camps. Meanwhile, at Basica, the new Ornan President and his diplomats are slaughtered. This is the beginning of the end for
the Ornan people.

13.September.4038

Triaxy publicly announces to all Ornans that the planet is no longer theirs. That they may continue living there “as long as their
planet survives” or as long as they make no resistance toward the mining efforts. The Ornan people are horrified as they realize they had
been duped. What remains of the Ornan government forms a small resistance team comprised of the remaining military and all civilians
willing. A mass of over a million Ornans—hardly armed—begin to storm the deep-sea mining rigs and processing centers across the
planet. They are easily overcome by Triaxy troops and slaughtered. As a final blow, Triaxy wipes out their largest cities, including their
capitol. Orna is left in ruins. Large forces of Triaxy troops begin taking Ornans as slaves, forcing them to work the mines. The Ornan
political structure begins its final collapse as anarchy spreads across planet Orna.

Over the next two years law enforcement officials struggle to keep peace as enraged Ornans attack Triaxy mining operations. In
retaliation, Triaxy launches further attacks on their cities. Orna is slowly becoming a wasteland of destroyed cities and anarchy. A small
group of Ornan government officials struggle to keep their planet together.

Meanwhile, the Trigalactic Union is unaware of the events taking place on Orna. The Andromedian government—owners of the
Triaxy Mining Company—begin to get laws passed in the Union to allow for fourth-galaxy planetary recognition. Little attention is paid
to what is going on. In fact, the Union has never been to the Quorophant galaxy and knows little to nothing about planet Orna. Triaxy
Mining and the Andromedian government are the only people in the entire universe aware of the vast stores of CryAg on planet Orna.

11.March.4040

Triaxy applies for position and recognition in the Trigalactic Union under planet Orna and is welcomed in. The Trigalactic Union
applauds their efforts and their great find. Not blind to the Crystal Aggregate shortage, the Union does not question Triaxy’s ownership
of Planet Orna. Triaxy is now both a political and corporate figure—the most powerful in the universe. To get corporate watchdogs and
political police off their back as to how they obtained this planet and how they were mining the CryAg so cheaply, they send 900 tons
of CryAg to all 36 of the Trigalactic Planets at no charge and claim that their price per ton of CryAg would be 50% below Fair Market
Value. All of Triaxy’s red tape disappears as the Union turns a blind eye to planet Orna. Trigalactic Union officials pay little attention to
planetary protection agencies concerned that there may be “troubled” indigenous life on Orna. Triaxy moves to opt-out of the Mining
Environmental Acts put in place by the Trigalactic Union. Their move is put to vote in the Trigalactic Union. They are granted their
wish and are labeled a “waste planet.” But on the corporate level, trouble for Triaxy is brewing. Their greedy and jealous competitors,
including MTC and UniMine, want answers. With Triaxy able to supply CryAg so cheaply, they will all soon be out of business.

27.June.4040

Triaxy, now officially a Waste Planet and not bound by environmental constraints, opens their newest and largest processing centers
and begin pumping tons of toxic Itosium byproduct into the seas of Orna. They are now harvesting tons of CryAg every day. It is not
long before the Ornan cities built near these processing centers begin to die out from the toxic “black waters” created by the tar-like
byproducts. Every island in Orna is now becoming surrounded by a “black sea”.

09.August.4040
UniMine and MTC join forces. Too afraid themselves to speak out against Triaxy, they send a small space shuttle of Human Corsairs

on a covert mission to planet Orna to see what is happening. The Corsairs are appalled by what has transpired. The Corsairs, unable to
openly act out against the Triaxy Corporation, search out and find what remains of the Ornan government and tell the Ornan officials
the truth about the Trigalactic Union and Trade, and the evil schemes that Triaxy pulled off. Over the next few months conditions for
the people of Orna worsen as Triaxy forcefully takes hostages to work as slaves in their deep-sea mines. Most Ornan cities are in a state
of chaos and anarchy. Crooked law officers begin helping Triaxy round up slaves in exchange for their own freedom. As well, major
Ornan corporations are bribed by Triaxy or are simply taken over and put to use for the mining operations. Ornans no longer trust their
own law officials and have had no word from their own government. Ornans begin to obey new Triaxy laws which deal harsh, corporal
punishment upon them. Orna is in turmoil.

12.February.4041
The remaining diplomats of the Ornan government manage to steal a small Triaxy space cruiser. With the assistance of some Human

Corsairs, they travel to the headquarters of the Trigalactic Union in the distant Andromeda galaxy.

15.February.4041
The Ornan diplomats appeal to the Trigalactic courts for help. They reveal the treachery of Triaxy, but their words fall on deaf ears.

The Ornan diplomats ask for a vote and move to annul the Triaxy / Orna contract, claiming that the contract was signed illegally and
invalidly. The Ornans argue that the contract only refers to planet 628 and never planet Orna. They also argue that their planet was not
part of the Trigalactic Union when the contract was signed, and thus cannot be enforced by the Trigalactic Union. They also argue the
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contract was signed under false pretenses and when the contract was signed, it was signed by Triaxy workers claiming to be Trigalactic
Union Members.

The move to annul the contract is put to a vote. The Trigalactic Union votes in favor to honor the contract. The Ornans have no
possession of the planet and must abide by the laws and courts of Triaxy. Triaxy is happy with this decision—they can now legally
enforce their slave labor.

Triaxy now announces publicly to the Trigalactic Union that the Ornans may hold no government of their own and are the
legal “property” of Triaxy Mining. Human Corsairs are appalled and attempt to denounce Triaxy as an owner of a planet. They also
make motions to annul the Triaxy / Orna contract based on the fact the Triaxy laws imposed upon the Ornans are in violation of the
Intergalactic Geneva Contract. The Trigalactic Union votes again in favor of Triaxy, “finding no violations of the Intergalactic Geneva
Contract under articles 9-916-47 and 10-666-75 of the Waste Planet provisions.” The Union claims that under Waste Planet rule, Geneva
Contract policies are null and void. Nobody will speak out against the powerful Triaxy Corporation, nor the Andromedians who control
it. Triaxy now demands a full disbandment of all Ornan government. The Ornans have one week to disband all government and fully
adopt Triaxy rule or be eradicated. The Trigalactic Union motions to defend this Triaxy govern and offer Triaxy any military assistance
they may need in case of “resistance.”

18.February.4041

Human Corsairs covertly return the Ornan diplomats to their planet, along with “gifts” courtesy of UniMine, MTC, Cymine and
Sunnostar Mining: a billion Earth-Standard dollars in an underground galactic trade account, as well as millions of dollars worth of
cutting edge weaponry and vehicles. “The planet’s yours,” say the Corsairs.

19.Februrary.4041
The remains of the Ornan government, in an attempt to end bloodshed and the slaughter of their people, make a solemn public
announcement over the television to all citizens of Orna:

“We the people of Orna are now under legal ownership of the Triaxy Mining Corporation. Under Trigalactic Union laws we have
been labeled a Waste Planet and no longer own any part of Orna. Triaxy has been granted full govern of our people and planet and we
must now abide by their laws and wishes or face eradication by both Triaxy and the Trigalactic Union. The Ornan government has been
ordered to disband and dissolve immediately. This shall be the last time that you hear the voice of your now former government. We
now ask that you try to live in peace with the Triaxy Corporation, and in return they have agreed to be merciful upon you. I implore that
no citizen take action against Triaxy, the Trigalactic Union, the Trigalactic Trade or any of their workers. I applaud all Ornans in their
courage. I want you to know that we may still find courage and strength in our Lord God and that one day the lights of hope shall shine
again. Until that day arrives, we bid you all the best of luck.”

With those final words the Ornan government disbanded—most of them murdered by Triaxy. This is the final collapse of Orna. All
cities now live in both fear and anarchy. Businesses crumble and collapse, Ornans starve and die in the streets. Gangs, thugs and cults
rise as the new powers of Orna, many of which work secretly and diabolically for Triaxy. Small bands of Human Corsairs and a handful
of sympathetic others struggle to smuggle food and help to the Ornan people. It does little good.

27.May.4042
The last remaining government official of Orna—a sleeper kept both hidden and nameless—begins to take the actions agreed upon

by the Ornan government laid down in secret before their disbandment. Plans for Operation: Perfect Blue begin, and with the help of a
few Corsairs and some militarily trained Ornans, a top-secret base begins construction. Using the funds and gifts given to them by the
sympathetic and jealous rivals of Triaxy, they begin to draw up plans for an underground military base and begin construction of military
craft and weapons using what money was given them. In secret cooperation with civilian Ornan organizations, MerCore is established
and secret manufacturing plants are constructed to build Perfect Blue’s weapons and equipment.

07.March.4043

All of Perfect Blue’s co-op facilities are established. MerCore is up and running and Ornan Technologies Center (OTC) is ready to
go. Triaxy is unaware of this secret military resistance that is taking shape. Construction of Perfect Blue’s headquarters is complete.
Operation: Perfect Blueisago . . .
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What is the
Perfect Blue
Role-Playing
Game?

Perfect Blue is a type of hybrid game that combines the ac-
tion and excitement of military-style special forces combat
with strategic planning, base creation and maintenance, and
throws in a good dose of role-playing. It is a game of evolution
and command, where Players are encouraged to help develop
the game and transform the world as they conquer the evil
forces that have taken over their planet. In Perfect Blue Play-
ers get to play in four different modes: Executive, Tactical and
Vehicular Combat, and RPG.

In Executive Mode, Players are in control of BLUE Lev-
el— their own personal branch of the Perfect Blue operation.
As executives in charge of BLUE Level, the Players will have
to budget for their military base and manage all of their finan-
ces. They must make budgeting decisions, operations deci-
sions and other such choices. They must seek additional fund-
ing, improve relations with other corporations (or destroy re-
lations) and be ambassadors for the Perfect Blue operation
and the Ornan people.

In Tactical Mode the Players play the role of their field-
team agents, being inserted into dangerous areas infested with
Triaxy activity. They must execute their mission with speed
and precision and obtain any mission objectives they might
have. Tactical Mode blends traditional role-playing (RPGing)
with tactical combat.

Vehicular Combat mode allows the Players to get in on
high intensity vehicular combat missions. In this mode, the
Players get to actually play their military aircraft, spacecraft
and walkers, trying to destroy, down or incapacitate enemy
craft. Vehicular combat can also be incorporated into tactical
combat, but is also used as a stand-alone system.

In RPG mode the Players might have to play the role of
their executives who direct and run BLUE Level, or they might
have to play the role of their field agents. The Players, for ex-
ample, might have to infiltrate a Triaxy death camp and free
the Ornan captives, or they might have to meet in the back
alleys of a city to exchange vital information with a paid in-
formant. In all of these scenarios the Players enter true RPG
mode where the Game Master reveals parts of the story. RPG
mode can turn quickly into Tactical mode.

In Perfect Blue Players must build a top-secret base where
they will live and plan operations from. They will have to bud-
get their headquarters well, designing it to meet their needs as
well as their budget. They will also have to build up a power-
ful air, land, sea and space force with which to fight the Tri-

armies, and they must maintain and budget for this too.

Perfect Blue
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Additionally, the Players will need to develop new technolo-
gies and weapons with which to combat their enemies who
greatly outnumber them. By researching and developing new
weapons and technologies, the game world can quickly evolve
as the Players become more powerful and technologically ad-
vanced.

The Players also get to play more than one character. Play-
ers must role-play two to three characters each! However, this
is never done at a single time, and each character represents
a different aspect of the game. Thus confusion is never an is-
sue.

First, Players must role-play their Executive Character, or
EC. Each Player represents one of Perfect Blue’s BLUE Level
executive officers. As an Executive (which is played in Execu-
tive Mode) the Players make all budgeting decisions and all
corporate relations decisions. The Executive Characters also
go out to seek new business relations and try to acquire help
from those who are sympathetic to the Ornan people.

Second, the Players might have to play the role of their
fighter pilots. However, in Vehicular Combat Mode what the
Players are really playing is their fighter craft. Fighter pilots
who are hired by the Players in Executive Mode will add vehi-
cle combat bonuses to the craft’s flying and fighting abilities.
These characters are rarely played beyond Vehicular Combat
Mode. Some of the vehicles the Players get to control are air-
craft, seacraft, space ships and even large walkers.

Third, and most importantly, the Players get to build their
Field Team Members, or FTMs. Field Team Members are the
warriors in Perfect Blue. They are the military-style characters
who go out to attack Triaxy bases and free Ornan slaves. FTMs
are the Players’ primary characters and are used in both Tac-
tical and Role-Playing Modes. FTMs get to advance levels, ac-
quire new skills and abilities and gain in strength and power.
However, FTMs must also be hired by the Players in Executive
Mode, thus the type of FTM characters that the Players can
have might be limited to what they can afford to hire.

As a Game Master (or GM) in Perfect Blue, you will also
have to play some characters! However, these are Non-Player
Characters (NPCs) and they should not interfere with the Play-
ers’ characters. NPCs are the enemies and other characters
who the Players will meet and interact with. As a GM, you are
the rules authority who dictates the game and narrates game
scenarios.

But the most important NPC you will play as GM is a man
known only as Codename: Majestic Blue. Majestic Blue is the
head of the entire Perfect Blue organization. He is the chief in
charge of the overall operation. Although the Players get full
control over BLUE Level—a single, though highly important,
division of the Perfect Blue operation—there are many other
divisions of Perfect Blue which the Players have no control
over and very little insight into. Majestic Blue is the “boss” of
all Perfect Blue’s divisions—even BLUE Level.

As Majestic Blue you will have to keep track of the Play-
ers’ budget and monthly expenses (though they will have to
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do this as well). Majestic Blue is also the character who gives
the Players their missions, mission objectives and monthly
goals. Although the Players themselves fully manage and con-
trol BLUE Level, they must still answer to Majestic Blue—their
boss!

While the Players should be allowed to run BLUE Level
themselves using their Executive Characters, the GM as Majes-
tic Blue should try to keep the Players working in balance and
issue orders to them only as further challenges to keep things
interesting. As Majestic Blue, you are a highly top-secret exec-
utive whom the Players’ characters should rarely ever see.

Perfect Blue also differs from other role-playing games in that,
aside from their Executive Characters, all of the Players’ FTMs
and Pilot characters are expected to die rather quickly. Of
course, Players will want to keep them alive as long as they
can and should not want to intentionally have their characters
die in battle, however it is assumed that most characters will
not live through more than a dozen or so brief missions.

In a traditional role-playing game, Players might keep the
same character for dozens of long adventures, slowly forging
him into a powerful being. In Perfect Blue, while characters
can advance levels and gain more combat skill and proficien-
cy, advancement is limited. Most Players will, aside from their
Executive Characters, have one or two favorite FTMs or Pilots
that they might be able to keep through many adventures and
missions and will advance them into very powerful warriors.
However, the majority of the Players’ characters will probably
be lost in one or two missions.

Therefore the challenge in Perfect Blue is not so much the
advancement of single characters, but rather the advancement
of the Operation. Players are expected to keep their BLUE Lev-
el headquarters up and running forever while at the same time
expanding their resources. Their characters will come and go,
being killed in action during dangerous missions. However,
their BLUE Level division must go on. If all of their bases get
shut down, destroyed or cannot support themselves, then the
Players have failed. Therefore Players act as a single entity
using teamwork and strategy to keep BLUE Level running so
they can continue to thwart Triaxy.

This poses a particular problem unique to both the GM
running a Perfect Blue game and the Players who are playing
the game. Traditionally, GMs are trying to make things diffi-
cult for the characters by putting them into dangerous posi-
tions while the Players are trying to keep their characters alive
so they can continue to adventure with them. In Perfect Blue,
the GM must try to thwart the Players by putting their opera-
tion into dangerous positions, making it difficult for the Play-
ers to manage their bases and continue on to expand. Players,
on the other hand, must work together to keep their bases up
and running and not allow the evil Triaxy Mining Corporation
to shut them down.

Of course when the Players are on tactical missions raiding
Triaxy processing centers or attacking rigeging operations or
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even defending an Ornan city from a Triaxy military invasion
their immediate goal is to complete their mission and bring
their characters back alive. However, losing a character on a
tactical mission—or even losing all their characters on a single
tactical mission—will not cause the Players to fail in the game.
The Players only truly fail if their bases get shut down or put
out of commission. If the Players have no more bases left they
will have failed and planet Orna will wither and die.

Of course, it could happen that the Players do lose all of
their bases and BLUE Level is shut down. When this happens
the Players are back at zero. They must somehow start anew,
but will have few resources to do so. It will be a long and dif-
ficult road ahead for them. So, just like in a traditional role-
playing game, the game can still go on even after the Players
fail. Only instead of building up a new character, the Players
must build up a new base of operation. The possibilities for
game scenarios is truly endless!

What You Will Need to
Play

To play Perfect Blue you will need the following equipment,
all of which can be found at your local game store and office
supply store.

» This Rulesbook
P At least one each of the following die (preferably 2 or 3
of each):
4-sided (D4)
6-sided (D6)
8-sided (D8)
10-sided (D10) You will need at least 2 of these!
12-sided (D12)
20-sided (D20)
Plenty of photocopies of the Accounting Sheets, Character
Sheets and other sheets found in the Appendix
Highlighters or Markers in various colors

Miniature figures or game pieces to represent the charac-
ters in Tactical Mode (this is optional)

vV vv V

Plenty of pens, pencils and paper.

b

e
]| |

Jason Howard (order #809507)

. Section 1 Breach

CRICRICRICRICRICRICRICRICRICRICHICHICH )

yoeasg T UBILIac




N

4
w
W
4
W
\
o
W
W
"

The Plaver's Section

N =

N

0O, -

How to Play Perfect
Blue

|

Perfect Blue is played out in four different modes: Executive,
Vehicular Combat, Tactical Combat and Role-Playing. While
there is no set pattern to when and how each mode should be
played, you will find that there is a “flow” to the game. You
will also find that the RPG Mode goes hand-in-hand with all
the other modes to a greater or lesser extent.

For the most part, the game is played out in months. This
will help to keep track of budgeting, research and other base
operation “paper work”. Each month is typically begun with
the Players in Executive Mode. Months are assumed to begin
on the first day of the calendar month (typically the 1%!) and
end on the last day of the calendar month (usually the 315Y).

On the 1%t of the month the Players in Executive Mode
are given their monthly budget, their spending money and in-
formation on their previous month’s performance. They then
hold an Executive Meeting with themselves and Majestic Blue.
If the Players have acquired any sympathetic organizations,
co-op organizations or funding corporations, they must also
meet with those executives (the GM playing the role of those
executives).

During the meeting (which the GM heads as Majestic
Blue), the Players are given monthly goals to achieve and the
co-op and funding corporations tell the Players exactly what
they are expecting to get by the end of the month. The Players
also have the opportunity at this time to ask for more funding,
more equipment, more everything!

However, depending upon the Players’ performance re-
view, some funding corporations and co-op organizations
might drop Perfect Blue all together or lower their funding.
This is bad news for the Players who are in charge of BLUE
Level, as it means less money for them.

Executive Meetings are typically held on the first of the
month and are done as a chance for the Players to gather more
information, more funding and more objectives. More secrets
may also be revealed to them at these meetings. However, the
Players can also organize further meetings during the month
if they so desire.

After the Executive Meeting the month truly begins. The
Players then enter role-playing mode using both their Execu-
tive Characters and FTMs. Maybe they go out to meet with
some Human Corsairs one-on-one to strike some deals with
them using their ECs; maybe they launch an invasion on a
Triaxy mining operation using their FTMs. Or maybe an Or-
nan city is being attacked by Triaxy troops and the Players
must liberate and free the citizens. The Players can follow all
leads, make new contacts, go on tactical missions, etc. And
of course, the Players will want to go out and spend some of
their newly acquired budget on some new “toys”.

As the Players role-play out their actions of the month by
following leads or making new contacts or going out on tacti-
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cal missions, the GM might plan to launch Triaxy invasions or
combat assaults. For example, maybe the GM plans to land a
Triaxy survey ship and challenge the Players in a game of ve-
hicular combat. The GM might then tell the Players that their
radar has picked up a possible heavy assault cruiser; or may-
be the ship is assumed to be carrying weapons and equipment
that the Players could really use.

At that time the Players might then go into Vehicular Com-
bat Mode and attempt to destroy or crash-land the ship. Or,
the Players might decide to monitor it and wait for it to land,
at which time they might send in their FTMs and enter Tacti-
cal Mode by performing a raid on the ship or facility where
it landed.

The possibilities are endless. And of course, the GM will
keep elaborating on the story and making new twists and
turns to the plot as the month passes. For example, maybe
the GM decides to add some conspiracies to the game and
tells the Players that they have been contacted by the Uni-
Mine Corporation—one of Triaxy’s competitors. Can the Play-
ers trust what they hear? Is it just a set-up? While the basic
storyline of Perfect Blue has been laid out in this rulesbook,
there are more than enough organizations, corporations and
alien types for the GM to develop his own storylines, ideas
and conspiracies.

There should always be some information that eludes the
Players, some tid-bit of technology that lays just beyond their
grasp, one piece of the puzzle that the Players can’t seem to
find. And doing this, the GM will create a unique game setting
that will intrigue the Players for years.

Terms and
Abbreviations

|

Since many abbreviations and terms are used in role-playing
games and some may be unfamiliar to you, it may be helpful
for you to know and understand a few of the most common
used throughout this game.

Actions per Round (APRs)

All characters will get a number of “Actions Per Round” to
use during combat. The more APRs a character has the more
times he will be able to attack and \ or defend or perform oth-
er actions during combat. See the Combat section for more
details.

Attack

In a fight your character will probably want to attack his op-
ponent. An attack can be made with a weapon or by hand
(such as a punch). See Combat section for more details.

Character Class (CC)
A Character Class, or CC for short, is a character’s job or oc-
cupation.

Perfect Blue
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Character Sheet

A character sheet is the special piece of paper used to record
all of the information about your character on. See the sam-
ple sheets at the end of this book and use them for your own
characters. There are separate sheets for Field Team Members,
Executives and Pilots.

Combat
This refers to any fight that may occur. In combat characters
stand a chance of dying.

Damage

When a successful hit is made on your character during com-
bat he will take damage. Damage is deducted from your char-
acter’s hit-points and when your hit-points reach -8 your char-
acter is dead. See also the Combat section.

Death
All good things must come to an end, even your character.
When his Hit-Points reach -8 it’s all over.

Dice

Dice are used frequently in a role-playing game and are by
far the most important piece of equipment you can buy for
it. Dice are used to determine the outcomes of certain actions
such as skill rolls and they are also used to roll for damage, to
hit, dodge and parry in combat.

The dice used are as follows:

6-sided (1D6)
4-sided (1D4)
8-sided (1D8)
10-sided (1D10)
12-sided (1D12)
20-sided (1D20)
Percentile or 1D100

VVVVVYYVY

Note: The reason dice are abbreviated as “#D #” is as follows:
The first number (before the “D”) refers to how many of the
dice you should roll; the big D stands for the word “dice” and
the last number refers to what kind of die to use. So, if you
read “roll 1D6” you would know to roll one six-sided die. If
you read “roll 3D8” you would know to roll three eight-sided
dice all at once.

Percentile Dice, also known as 1D100, are used to roll per-
centiles and other things dealing with a 1 to 100 basis or a cer-
tain chance in 100. To roll a percentile you must have two 10-
sided dice (2D10) both of a different color. Determine which
color is going to be “high” and which color “low”. Then sim-
ply roll both dice simultaneously to determine the number.
If the “high die” comes up 0, the result would be a number
from 1-9 (e.g., 03, 05, 09). If both dice come up 0 (00) the re-
sult is a 100
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Note that if you read somewhere to “roll 2D10” it does not
imply you should roll as per the above instructions. Only roll
percentile if you read “roll 1D100” or “roll percentile”.

Executive Character (EC)

Each Player has one (and only one) Executive Character. ECs
are in charge of base operations and maintenance. ECs are
most often used in Executive game mode.

Experience Points

Whenever a character performs an action he will gain experi-
ence points. Experience is needed to gain power (or raise lev-
el) in a CC.

Experience Level

How powerful and strong a PC is, is measured, for the most
part, by his Experience Level. PCs obtain Experience Levels
through their Character Class and advance to higher ranks by
obtaining Experience Points. It could be said that the higher
the Character’s Experience Level the more powerful he is. In
Perfect Blue, Experience Levels are often called “Ranks”.

Field Team Member (FTM)

Each Player will have at least one Field Team Member. FTMs
are the “warriors” of the game and are most often used in
RPG and Tactical game modes. Players may obtain dozens of
FTMs, although they will rarely use more than a couple each
at a single time.

Game Master (GM)

The GM is the rules keeper and story teller in the game. The
GM decides what happens and what is going on in the game
and he must describe everything to the Players. The GM un-
folds the game as it happens. The GM also controls all NPC
characters in the game.

Hit-Points (HPs)

This is a character’s life force or health; how much damage
he can take before dying. The more HPs a character has the
better, for once they reach 0 he will begin to lose Critical Hit-
Points.

Critical Hit-Points (CHiPs)

Much like regular hit-points, however when these reach -8
your character will die. A character’s Head and Torso typically
contain CHiPs while the limbs contain regular HPs.

Pilot

Each character may have one or more Pilot characters. Pilots
are only used in Vehicular Combat mode. They are the charac-
ters who pilot BLUE Level’s air, sea and space craft and shoot
down enemy craft.
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The Plaver's Section

Player Character (PC)
The term “PC” refers to the Players’ characters in the game—
including the Executive, Field Team Member and Pilot.

Player

This is a person other than the GM who plays the game. The
Players have control over a character (PC) of their own design.
In Perfect Blue, Players will have many PCs under their control
(at least one Executive Character and one Field Team Mem-
ber). Players are also allowed to control any animals, pets,
creatures and vehicles that they may own. Players should
be allowed to roll their own dice for skills, combat, and stat
checks.

Non-Player Character (NPC)

Non-Player Characters are people and characters in the game
that the PCs may meet but do not have any control over. The
GM controls all NPCs and their actions.

Race
A character’s race is what, as a person, he is. Races include
Ornans, Humans, Cyborgs and others.

Round (rnd)

A round is a period of time in the game. Rounds are most com-
monly used to measure time during combat and to keep track
of whose turn it is.

Scenario or Module

A scenario or module is a specific adventure which the PCs
embark upon. In Perfect Blue, these are often referred to as
“missions”.

Skill

A skill is a certain talented action that a character can per-
form, such as Move Silently or Bomb Defusion. See the Skills
section for more details.

Stats

Stats are a character’s physical and mental traits. They are
used to measure his ability in each trait. They are based on a
scale of 1-20, with 20 being the absolute highest.

Weapon Expertise (WE)

Although a character can use any weapon he picks up or finds,
he will be able to wield weapons he is skilled in much better.
WE is a character’s weapon skill in a specific weapon.

The Players
Section

In this section you will learn how to manage BLUE Level and
roll up the different characters needed to play Perfect Blue.

About Operation:
Perfect Blue

Before getting into the actual rules of character creation, Play-
ers will need to learn a little bit more about the Perfect Blue
operation—the organization for which they are employed in
the game—and BLUE Level, the division of Perfect Blue which
they command.

Perfect Blue is a clandestine organization which was
founded during the demise of the Ornan government. Its for-
mation was conceived as a means to liberate the Ornan peo-
ple and take back the planet. With much foresight, the Ornan
government opened up secret bank accounts within the Tri-
galactic Union and also formed secret companies that would
act as a front to help further the Perfect Blue operation. With
Triaxy quickly taking over, various Ornan and other corpora-
tions of the Union saw a need to find a means of putting an
end to the Triaxy regime. Certain private organizations within
the Trigalactic Union wished to help, but could not risk open
confrontation with Triaxy and so agreed to help formulate the
Perfect Blue operation—but on special terms. These “terms”
were, most notably, that Perfect Blue would aid them in cer-
tain situations.

Today the Perfect Blue operation is finally ready to open
the doors to BLUE Level—the division of Black-ops, Land and
Undersea Espionage. BLUE Level is the primary force of the
Perfect Blue operation. Although the Perfect Blue organiza-
tion, as a whole, is much, much larger, the Players themselves
really only have visibility and control over BLUE Level.

Codename: Majestic Blue is the Players’ only contact with
the rest of the Perfect Blue operation. And Majestic Blue isn’t
telling the Players anything. All the Players need to know is
that BLUE Level is Perfect Blue, and the rest of the organiza-
tion only exists to help support them. MerCore, OTC and oth-
er corporations are all part of Operation: Perfect Blue (typi-
cally in RED Level, or the Research, Engineering and Design
division). Other privately owned companies—such as Uni-
Mine—are sympathetic (and have personal agendas that can
be helped by Perfect Blue), and are also a part of the organi-
zation. And although these corporations and individuals are
kept secret from BLUE Level for security purposes, they are all
there to aid the Players in one way or another.

In game terms, the Players themselves assume the man-
aging role of BLUE Level. That is, they themselves play as
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the managers of this division, making the choices on how
many characters to hire for their division and how to spend
the money their division generates (which will be determined
by how successfully they play the game with their charac-
ters). The happier they can make the funding corporations,
the more money they will give to Perfect Blue, and in turn,
how much money Perfect Blue will give to BLUE Level. More
information on the Perfect Blue organization, BLUE Level, and
how management of the Players’ base works will be given lat-
er in this book.

Hiring Characters

In the Perfect Blue RPG the Players will have a number of dif-
ferent characters which they can use at any time. The Play-
ers’ primary characters are their Executive Characters (or ECs).
These characters are used to manage the base and maintain
diplomatic relations. The Players must “hire” their other char-
acters through MerCore and other organizations which are all
part of Perfect Blue. These characters include Field Team Mem-
bers (FTMs) and Pilots. These characters are considered em-
ployees of the Players’ Executive Characters. When the Players
hire a new character, they get to create that character.

Running and Managing
BLUE Level

In the Perfect Blue RPG the Players themselves must operate
and manage their base(s) of operations. This means that the
Players are going to have a budget and are going to need to
“hire” their characters and purchase vehicles and equipment
using only what money they can afford to spend.

In order to keep accounting work to a minimum, the Per-
fect Blue RPG uses a money system based on Revenue Points
and Expense Points. It also uses dollar amounts as well. How-
ever, Revenue Points (RPs) and Expense Points (EPs) are used
to manage large purchases and monthly expenditures.

Revenue Points and Expense Points
In the Perfect Blue RPG, the Players will earn Revenue Points
(abbreviated RP) each month. These RPs are used to deter-
mine how much money the Players have on hand to operate
their base, buy new vehicles and equipment, and to hire new
employees (characters). RPs are considered “spendable cash”
and represent how much money the Players have in the bank
and how many Expense Points (see below) the characters can
budget.

Money the Player’s receive from Perfect Blue to operate
BLUE Level comes in the form of RPs. The better the Players
perform in the game, and the happier they make their funding
allies (if any), the more RPs BLUE Level will get each month
to run their base.

Revenue Points also translate into dollar amounts. Each
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RP represents $5,000. Therefore, if the Players receive 10 RPs
every month, they are actually getting $50,000. A half RP (.5
RP) would equal $2,500 and a quarter RP (.25 RP) would
equal about $1,250.

All large purchases (bases, facilities, FTMs and Pilots, etc.)
that would assume a regular monthly expense are listed with
Expense Points (abbreviated EP). These EPs are used to track
any type of monthly, reoccurring expenses so that the Players
themselves will not have to keep huge accounting books just
to manage their base. EPs work just like RPs (above) only they
represent expenses rather than revenue. EPs are valued exact-
ly the same as RPs, in that one EP equals $5,000 in expenses;
.5 EP represents $2,500 in expenses and .25 EP equals about
$1,250 in expenses.

Because RPs equal monthly income and EPs represent
monthly expenses, EPs cancel out RPs. For example, if you
are receiving 10 RPs ($50,000) each month and your month-
ly EPs equal 10 ($50,000), that leaves you with no money af-
ter expenses (not a good situation). On the other hand, if you
are receiving 10 RPs each month and your monthly EPs equal
only 5, that means you have 5 spare RPs (or $25,000) left over
each month. Unspent RPs are always carried over from month
to month. That means you can stockpile them in your bank
account.

As a general rule, you will want your monthly EPs to equal
half or less of your monthly RPs. That means if each month
you receive 10 RPs, you want to try and keep your monthly
EPs down to 5 or less. After all, BLUE Level will need a stock-
pile of spare cash if they fall on hard times. Running at, or
near, your total monthly income will not leave BLUE Level
with enough spare income if times get tough.

Managing Your Bank Account

As a general rule, all RPs that the Players receive are direct-
deposited into a secret, secure bank account which they have
full access to. They can access all funds within this bank ac-
count whenever they want, and they can withdraw and add
money to it at any time. It is theirs alone.

This bank account was set up by Majestic Blue long ago
within the Trigalactic Bank. The Players’ Executive Charac-
ters can access this account whenever they want, using their
wallets (see glossary), credit cards and checks. This account
is top-secret and is under a dummy name so that it cannot be
traced back to Perfect Blue or BLUE Level.

Typically the Players can just keep track of the Revenue
Points they have and do not need to balance it to the pen-
ny. However some Players may feel it easier to keep some
RPs translated into a “petty cash balance” to purchase small-
er items such as weapons that do not require spending full
RPs. For example, the Players’ bank account might read “125
RPs, $8,300”. That means the Players have 125 RPs (equal
to $625,000) and $8,300 in petty cash (their total bank ac-
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late their RPs into “real money”. Using the Perfect Blue Ac-
counting Sheet at the back of this book, the Players should
keep track of how much money (both RPs and petty cash)
they have at all times.

Each month the Players will receive more RPs from Perfect
Blue. Unspent RPs from the previous month always carry over.
Therefore, the Players may have, say, 125 RPs in their account
and will receive (for example) 10 more at the start of the next
month. They would add these 10 RPs into their existing ac-
count (giving them 135 RPs if using the above example).

RPs are deposited into the Players’ account on the first
day of each month. The amount of RPs that Perfect Blue de-
posits for the Players (into their BLUE Level bank account) de-
pends upon how well they are doing. See Appeasing the Fund-
ing Corporations section, below, for more info.

If the Players receive money from outside sources other
than Perfect Blue, they can deposit this money into their ac-
count as well. Just keep in mind that every $5,000 equals one
RP. Therefore, if the Players deposit $10,000 it’s the same as
depositing 2 RPs. If the Players have an odd amount of money
(say, $2,600) they could deposit .5 RP and $100 (half an RP
equals $2,500, leaving $100 for the petty cash balance) or they
could just deposit it as petty cash. Petty cash balances can al-
ways be translated into RPs, and vice-versa.

Monthly Expenses

The Players are also going to have monthly expenses, which
will come in the way of EPs (Expense Points). As noted previ-
ously, all purchases that assume a monthly expense (such as
base facilities and FTMs) have an associated EP cost. This EP
cost must be spent each month in order to maintain the pur-
chase or to operate it.

In the case of buildings (such as your base of operations)
the EP cost assumes electrical bills, utilities, basic mainte-
nance, etc. For vehicles, it assumes all fuel costs, repairs and
maintenance, etc. And for employees (the characters) it as-
sumes food and other personal needs, benefits, pay, medical
expenses, etc. This way there is no need to worry about how
much fuel costs, how much a repair costs, how much mainte-
nance costs, your characters’ grocery bill, etc. It is all bundled
into the monthly EP of the object.

It should be noted, however, that even if a vehicle is never
used that month, or if an employee is never used that month,
the EPs must still be spent. All EPs must be subtracted from
the Players’ bank account on the first of every month, after
they have deposited their RPs.

Buying, Leasing and Sacking

Leasing

Typically, most large purchases (bases, vehicles, even employ-
ees) are leased through MerCore (or similar company) direct-
ly. That is, if the Players want to get a helicopter they lease it
through MerCore; whenever they hire a new character they do
so through MerCore. Therefore most “big” purchases do not
have a dollar amount attached to them and the Players need
not worry about any major upfront costs. For example, a he-
licopter might have a monthly EP cost of 2, which covers the
monthly lease cost, the fuel, maintenance, repairs, etc. A new
FTM character might have a monthly EP of .25 which cov-
ers, medical treatment, food, salary, etc. This monthly EP cost
must be spent upfront when the Players first purchase the em-
ployee or object, and at the start of each new month.

Purchasing

Players can also outright purchase most vehicles and employ-
ees, rather than lease them. When an item (such as a vehicle)
is purchased, the Players must pay the full purchase price. The
tradeoff is that the monthly EP cost is significantly less. If an
object can be purchased, it will also be listed with a reduced
monthly EP cost.

Sacking

The Players can sack (get rid of) employees, vehicles, bases,
etc. at any time to avoid having to continue paying the month-
ly EP cost. However, the Player’s must pay the EP cost for the
current month unless they sack the employee or object on
the first of the month. If they sack the employee or object be-
tween the 2" and 31 of the month they still have to pay the
final EP cost.

Negligible Monthly Costs

Certain objects might have an actual dollar amount but no EP
cost. For example, a bicycle, most weapons, laptop computers,
etc. That’s because the monthly EP would be too negligible to
worry about and all the characters need worry about is the up-
front purchase cost. If an item has no EP cost listed with it, it
is assumed to only have the initial dollar cost and any month-
ly maintenance costs would be too negligible to deal with.

Being Over Budget

If the Players do not have enough RPs to cover their monthly
EPs, they are “over budget”. They must pay any EPs that they
can cover. EPs that they cannot cover they can carry over to
the next month and pay then, however they will have to pay
1 additional EP for each 5 EPs they must carry over, with a
minimum of 1 EP. These extra EPs are to cover the “finance
charge” that they accrue for not paying. It is assumed that
Perfect Blue covers the unpaid bill(s) for BLUE Level for that
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month.

The Players can carry over EPs for a maximum of 3
months. If at the end of 3 months the Players are not caught
up with their payments, Majestic Blue comes in to re-budget
the Players’ operation and will sell off employees, vehicles,
equipment and even bases that they deem “unnecessary” in
order to get their monthly EPs below their monthly RPs. In
game terms this means that the GM sacks the Players’ equip-
ment, characters and vehicles and is encouraged to be as cru-
el in his decisions as possible. Majestic Blue frowns heavily
upon poor budgeting!

If the Players go for 12 months (a year of game time)
straight being over budget, Perfect Blue will completely sack
everything and will start over again. This means that the Play-
ers lose everything and the GM has them start from scratch.

Start-Up of BLUE Level

When the Players first start the game (or if Perfect Blue sacks
the current BLUE Level and starts anew) Perfect Blue will give
them 400 RPs ($2,000,000) to start with. This money must be
used to hire characters, start up a base of operations, and pur-
chase vehicles and weapons. This isn’t much and won’t go too
far, so the Players will have to be cautious with their spend-
ing. The Players will also be at Level 3 in the Appeasal Zone
of the funding corporations (not too good of a zone to be in).
It will be up to them to increase their appeasal zone and bring
in more RPs each month. See Appeasing the Funding Corpora-
tions, below, for more info.

Appeasing the
Funding Corporations

Part of the Players’ duties in running BLUE Level is appeas-
ing the funding corporations. After all, Perfect Blue only ex-
ists because of these corporations and the money they spend
to keep it going. The happier the funding corporations are, the
more money they spend to keep the Perfect Blue project alive;
the less happy they are the less money they will give. After all,
why should they fund an organization if they are not getting
any value out of it?

Although Perfect Blue itself is very large and encompass-
es divisions, projects and other things the Players have no
knowledge of (or very little knowledge of), they do have in-
sight into how the funding corporations view their part of Per-
fect Blue (BLUE Level) and the money that they will receive
based upon their performance.

On the first day of each month the Players will receive a
letter from Majestic Blue called the End of Month Report. This
report shows two things: How happy each of the funding cor-
porations are with BLUE Level and how many RPs the Players
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will receive this month from each of the funding corporations.
(They receive the RPs when they receive this letter and they
are automatically deposited into the Players’ bank account.)

The following table shows how happy the funding corpo-
rations will be with the Players’ performance based on how
many Appeasal Points they earned last month. The Players
begin the game at Level 3, with 3 Appeasal Points with each
of the funding corporations, including Perfect Blue. The GM
should tell the Players what level they are at with each corpo-
ration and the total, combined amount of RPs they’ve earned
for the month at the start of each new month. For more info
on Appeasal Points, see below.

Note that the Players must keep track of their Appeasal
Points for each of the funding corporations! The RPs re-
ceived is per corporation, based on the Apeasal Points the
characters have with that corporation. Blank End of Month
Report forms are given in the Appendix of this book for the
Game Master to use.

Funding Corporation Appeasal Level

Total Play- Funding Corpora- RPs received
er Appeasal |tion’s Appeasal Level |next month
Points Earned
0-1 1 (Extremely Unhappy) 0
2 2 (Very Unhappy) 2
3 3 (Unhappy) 4
4 4 (Unpleased) 6
5 5 (Indifferent) 10
6 6 (Somewhat Satisfied) 14
7 7 (Satisfied) 18
8 8 (Very Satisfied) 22
9 9 (Pleased) 27
10 10 (Very Pleased) 32
11 11 (Extremely Pleased) 37
12 12 (Surpassed Ex- 44
pectations)
13 13 (Extremely Sur- 55
passed Expectations)

Note on Funding Corporations

The term “funding corporations” is used only as a generic
term in this book. A funding “corporation” does not have to
be a corporation at all. Some private investors, cults and other
organizations might eventually join the pool of funding corpo-
rations. Basically, any person, company or organization that
is funding Perfect Blue counts as part of the funding corpora-
tions.
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Appeasal Points

Successful missions should allow the Players to earn Appeasal
Points. The amount of Appeasal Points that the Players earn
is used to measure how happy they are keeping the funding
corporations. The more Appeasal Points the Players earn each
month, the better they are assumed to be doing. However, the
Players can also lose Appeasal Points by failing missions or ig-
noring requests from the funding corporations.

Appeasal Points should be kept track of on a month-by-
month basis by the Players. Appeasal Points carry over from
month to month, however they can never increase above 13
and they can never decrease below 0. Successful missions,
responding to requests by funding corporations, and overall
doing good work will earn the Players more Appeasal Points.
On the other hand, failing missions, losing civilian lives dur-
ing missions, and failing to respond to funding corporation re-
quests will all reduce the number of Appeasal Points the Play-
ers have. The Players will want to maintain as high a level of
Appeasal Points as they can each month.

Each of the funding corporations will have their own
unique objectives for BLUE Level. For example, MTC or Sun-
nostar (both mining companies that compete with Triaxy)
might want the Players to take out as many Triaxy mining fa-
cilities as possible, or attack certain Triaxy mining operations.
By doing so the Players will make both of these companies
very happy. However, MerCore or OTC may want the Players
to help free Ornans or raid Triaxy offices for certain informa-
tion. These companies don’t care too much about how many
Triaxy mining facilities the Players can shut down.

As you can see, each company will have different objec-
tives for the Players. Because these objectives don’t always
align, the Players may have some months where they find it
difficult to appease certain corporations, and other months
where they make them very happy. The Players will have to
prioritize the companies whom they want to appease during
any given month.

The Funding Corporations and their Appeasal Goals
The following is a list of the funding corporations who are
currently helping to fund the Perfect Blue operation. A gener-
ic list of their goals is also given. The Players must strive to
meet each corporation’s goals in order to earn Appeasal Points
from them.

The GM can eventually add even more funding corpora-
tions to this list, and the Players themselves can seek out new
funding corporations. However, with each new funding cor-
poration will come even more goals and responsibilities. The
more corporations who are a part of the funding corporations,
the more work the Players will have to do. Section 9 of this
book lists a handful of corporate powers within the Trigalax-
ies. The GM can use these or make up others.

1

Funding Corporations

The following are the members of the funding corporations at
the start of the game. See Section 9 of this book for more info
on these and other corporations.

The Funding Corporations

Corporation Appeasal Goals

MTC MTC fears Triaxy. Their objectives, in fund-
ing the Perfect Blue operation, are to see Tri-
axy mining facilities shut down (both on
planet Orna and elsewhere). The more Triaxy
mines shut down, the happier they will be.
They also look forward to Perfect Blue keep-
ing them informed of what Triaxy is planning,
and like to find out top-secret Triaxy plans.
The more information the Players can give
them, the more Appeasal Points they’ll earn.

Sunnostar  Like MTC, Sunnostar dislikes Triaxy. Their
purpose in funding Perfect Blue is to see Tri-
axy shut down. The more painful the Play-
ers can make life for Triaxy, the more fund-
ing Sunnostar will give. But Sunnostar is not
as concerned with the Players shutting down
Triaxy operations as they are in seeing plan-
et Orna survive. Sunnostar will fund Perfect
Blue as long as the Players actively help the
Ornan people and thwart Triaxy. Sunnostar
is one of the easier corporations to please.
UniMine UniMine is a hard corporation to deal with.
While they seem interested in funding Per-
fect Blue and helping the Ornan people, they
also seem bent on trying to merge their com-
pany with Triaxy. To this end, the Players
must be careful in their dealings with Uni-
Mine. UniMine’s purpose in funding Perfect
Blue is to gain information on what Triaxy is
doing and how they run their secret opera-
tions. The more inside information the Play-
ers can provide them, the happier they will
be. It should be noted, however, that UniMine
is very difficult to please and they don’t seem
too interested in increasing their funding.

MerCore MerCore is part of the Perfect Blue opera-
tion. They will fund BLUE Level as long

as the Players are actively thwarting Tri-
axy and helping to save Ornan lives. To
earn Appeasal Points with MerCore, the
Players will have to actively destroy Tri-
axy mining operations, rescue enslaved Or-
nans, and take out Triaxy military bas-

es. They also like to see the Players obtain
top-secret information from Triaxy bases.

OTC Ornan Technologies Center is also a part of
the Perfect Blue operation. OTC, much like
MerCore, will fund BLUE Level as long as the
Players are actively thwarting Triaxy. Play-
ers can earn the most appeasal points from

OTC by keeping the Atlantean Cities safe.

Perfect Blue Perfect Blue (the organization as a whole)
also expects results from BLUE Level. They
will help fund BLUE Level so long as Triaxy is

being thwarted and Ornans are being saved.

Perfect Blue
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The Fam-
ily of Light

Although part of the funding corporations,
this is a cult whom the Players must be very
wary of. The Family of Light is a cult of fa-
natics who are hell-bent on the destruc-
tion of Triaxy and will stop at nothing to get
them off planet Orna. Their purpose in join-
ing the funding corporations is to see Tri-
axy suffer, and the more bases Perfect Blue
can take out, the happier they will be.

Atlante-
an Cities

The Atlantean Cities remain safely hid-

den from Triaxy beneath the seas of plan-

et Orna. However, this could all change in
an instant. The Atlantean Cities fund Per-
fect Blue through tax money they receive
from their citizens. In exchange for this fund-
ing, the Atlantean cities (as a whole) want
to know their cities and people are being
kept safe. If the Players can keep Triaxy from
finding out about an Atlantean city, or pre-
vent evil cults from trying to destroy them,
then they will be happy and will continue

to fund Perfect Blue. However, the minute
any of the cities is discovered by Triaxy, they
will decrease their funding substantially.

Losing Funding Corporations

If any company finishes the month with 0 Appeasal Points,
they will immediately drop out of the league of funding corpo-
rations. The Players will have to work hard to convince them
to rejoin.

If any company finishes the month with 3 or less Appeasal
Points, they will give the Players a warning on their perfor-
mance and will threaten to drop out if improvements are not
made. Any company who finishes 2 consecutive months with
3 or fewer Appeasal Points can (at the GM’s discretion) drop
out of the funding corporations.

If a company drops out, they immediately sever all ties to
Perfect Blue and BLUE Level. They will no longer provide any
type of funding. Although it is possible for the Players to per-
suade them to come back, it won’t be easy. And even if they
do, the Players will likely have to work extra hard to keep
them happy.

It could very well happen that the Players lose all the fund-
ing corporations. If they do, all is not lost. In fact, the Players
may eventually do better if they have no funding corporations
to worry about. As long as the Players can maintain a steady
flow of income to keep up their base(s) and arm their sol-
diers, they will do just fine on their own. Players can always
sell CryAg they acquire from Triaxy mines, or even weapons,
equipment and vehicles they obtain from missions. However,
in the beginning, the Players will likely rely on the income
these corporations provide and should work hard to appease
them.
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Adding Funding Corporations

At any time, other companies can join the league of funding
corporations. A company may decide to join if the Players can
convince them that they can provide valuable services. For
example, Systematic Ordnance Manufacturing (SOM) might
be convinced to help fund Perfect Blue if the Players can con-
vince them that they can help bring them top-secret info on
Tripodad’s research.

It’s never easy convincing a new person or company to
join the league of funding corporations. But once they do join,
they start at level 3 (unhappy) and will either increase or de-
crease in satisfaction with Perfect Blue based on what the
Players provide them.

Managing Game Time:
Monthly Activities

Managing BLUE Level is really done on a monthly basis. The
first day of each month is when the Players receive their end
of month report and additional RPs are deposited into their ac-
count. However, the Players must make it through each month
and earn enough Appeasal Points to keep each of the funding
corporations satisfied in order to generate income (RPs).

It is therefore the GM’s duty to make up missions and
adventures that pertain to the funding corporations’ needs.
The GM must design adventures that will send the Players off
on missions that benefit the funding corporations, but also
missions that will benefit the Players. For example, MerCore
may be in need of Itosium, while MTC—Triaxy’s #1 compet-
itor—wants to see some of Triaxy’s processing plants shut
down in order to increase their own sales. The Players could
then launch an attack against a Triaxy processing plant, se-
curing Itosium for MerCore and shutting it down for MTC.
This would likely earn the Players Appeaseal Points from both
companies.

Other times, keeping the funding corporations happy
might not be so straightforward. For example, an Atlantean
city will only keep funding the Players if they keep their city
safe. This may mean thwarting Triaxy attempts to find it, or
keeping evil cults from launching attacks within it.

The GM must create adventures that allow the Players to
achieve their goals. But the Players must actively participate
in creating their own missions as well.

Note on Game Time: Although the game is played out in a
month-by-month basis, real time during the game will typi-
cally pass much more slowly. For example, a single game ses-
sion (say, 4-hours of playing Perfect Blue) may encompass 2 or
3 weeks of “game world time”.

Jason Howard (order #809507)
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Character
Creation

This section will detail the rules for creating and hiring your
characters. Blank character sheets are provided in the back
of this book for you to use. Photocopy them and use them to
write all of your character’s information down. You will want
to use the proper character sheet for the proper type of charac-
ter. There are blank sheets for FTMs, ECs and Pilots. The fol-
lowing section details all of the aspects of your EC and FTM
characters, including their stats and what they mean, skills
and character classes.

Stats

Both ECs and FTMs are based on a standard set of statistics, or
“stats”. Your character has 7 primary stats and 2 types of Hit-
Point stats (regular HPs and CHiPs). Primary stats are based
on a 20-point system. A stat score of 1 would be very low
while a score of 20 would be the highest possible score any
character could ever acquire. The two combat stats (Hit-Points
and Critical Hit-Points) are based on a different set of rules,
mostly used in combat. Stats are as follows:

Strength (ST)

This stat measures your character’s physical strength. It is
how strong he is, how much he can carry, etc. Your character’s
maximum lifting / carrying / pushing power is determined by
multiplying his ST score by 15. Thus a character with a ST of
12 could lift a maximum of 180 pounds (12 x 15 = 180). This
is a maximum however. Realistically, he could carry only 8-
10 times his ST in equipment. You will need to make ST stat
checks in situations that require heavy lifting or which might
challenge your physical strength.

Endurance (E)

This is your character’s physical endurance and toughness.
The score measures how tough he is physically. Your E score
also determines your Hit-Point stats as detailed below. You
will need to make E stat checks in situations that require you
to challenge your character’s toughness.

Leadership (L)

This stat measures your character’s leadership abilities. It is
how well he can manage people and work in a team. It also
shows how well he can keep a team in order and administer
tasks and orders to other team members. Characters with high
Leadership stats seem to command respect and portray au-
thority. You will need to make L stat checks in situations that
challenge your character’s leadership abilities or will power.

1

Mental Tolerance (MT)

This stat measures your character’s mental strength and
toughness. It shows how strong of mind he is. You might need
to make MT stat checks when enemies use their psyonic pow-
ers on you, or when you are drugged by mind-altering chemi-
cals.

Knowledge (KN)

This stat is your character’s intelligence. It measures how
smart he is. You might need to make a KN stat check in times
that challenge your wits or your knowledge on a subject.

Agility (AG)

This is how agile and maneuverable your character is. It is
also his reflexes and balance. You might need to make an AG
stat check in times that challenge your character’s agility, bal-
ance or reflexes.

Speed (SPD)

This stat measures your character’s quickness and running
speed. It is how fast he is on his feet. Your SPD stat shows
how fast he can run and swim. As a rule, your character’s top
running / swimming speed is his SPD stat, in feet, that he can
move in a single round of combat. For example, a character
who has a SPD of 14 can run or swim 14 feet in a single round
of combat. There will be more on this later. You will need to
make SPD stat checks in times that challenge your character’s
swiftness.

Hit-Points (HPs) and Critical Hit-Points (CHiPs)

These stats determine how much damage your character can
take before he dies. Weapons and explosions will inflict physi-
cal damage upon your character, resulting in your HPs drop-
ping. There are actually two types of Hit-Points: Critical Hit-
Points and standard Hit-Points. To start with, your character
will have twice as many Critical Hit-Points as his E stat score
for his Torso and as many Critical Hit-Points for his Head as
equal to his E stat. Thus a character with an E of 12 would
have 24 Critical Hit-Points for his Torso and 12 for his Head.
Critical Hit-Points are lost from the Head and Torso.

A character has as many regular Hit-Points per limb (arms
and legs) as he has Endurance stat points. Thus, a character
with an E of 12 will have 12 HPs for each arm and leg.

When your Critical Hit-Points (CHiPs) reach -8 your char-
acter dies. At 0 Critical Hit-Points your character falls uncon-
scious. Regular HPs measure the health of limbs. When they
reach 0 or below that limb will be destroyed or otherwise lost.
At 0 HPs you will also begin to bleed to death, resulting in the
loss of CHiPs. There will be more on this later.
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Determining o
Stat Scores e
The seven primary stat scores are based {"@
on a 20-point system. A score of 1 would {Fﬁ?
represent the lowest possible score that L5
any character could possibly have, while {Ff%
a 20 would represent the highest score L
any character could possibly have. For ex- i ﬁ"f%
ample, a KN stat score of 1 could be as- =
sumed to mean that your character has se- b=
vere mental disabilities. A KN score of 20 £
could be assumed to mean that your char- |

acter is a genius. As a rule, it is assumed
that a score of 12 in any stat represents an
average score. A 10 or below represents a
“weak” or “below average” score. A score
of 14 or higher is assumed to be a high
score. No player character should ever be
allowed to get a primary stat score above a
20 or below a 1 without the GM’s consent.

Scores above 20 represent mechanical advantages. Only
androids, vehicles and machines should ever be allowed to
have scores over 20. However, certain power-suits, armors and
devices can raise a character’s score above 20. But again, this
is only with a mechanical advantage.

Building Your Stats

In Perfect Blue players must roll for their stat scores using a
1D12 for each stat. Additionally, each race has Stat Modifiers
listed with their stat tables. These are listed as a 0 through
+ 8. Stat Modifiers equal the amount of points you add to
your stat rolls. Races that are considered very strong might
have stat modifiers for their ST and E stats while more intelli-
gent races will have modifiers for their KN and MT stats.

Every race rolls a 1D12 for each stat. If the player’s par-
ticular race has stat modifiers listed in the stat table, these
points are added to the player’s base roll for that stat. For ex-
ample, let’s say your chosen race is listed with the following
stat table (see example table at right, Fig. 1.0).

Let’s say you're rolling for your KN stat. You roll the D12
and get a 9. Since your race has a +4 for KN, your total KN
statis 13 (9 + 4 = 13). For ST and E you receive no bonus.

The only exception to this rule is for Hit-Points and Criti-
cal Hit-Points. As mentioned earlier, HPs (both standard and
CHiPs) are based on your character’s E stat. Thus, a character
with a high Endurance score will have more HPs to begin the
game with than a character with a low E score. The bonuses
listed in the stat table for HPs and CHiPs are obtained only
when your character advances in his Character Class’s Rank.
Using the above stat table, your character would obtain 3 extra

Y51 A5

A _B 4

Fig. 1.0: Example Stat Table Given With Each Race

CHiPs for his Torso, 2 extra CHiPs for his Head, and 3 HPs for
each of his limbs every time he advances level in his CC.

Hit-Points

Hit-Points are based on your character’s Endurance stat. There
are two types of Hit-Points that characters get: Standard Hit-
Points (HPs) and Critical Hit-Points (CHiPs). All characters
start with twice as many Critical Hit-Points as their E stat
score for their Torso, and as many Critical HPs as their E score
for their Head. Thus, a character with an E score of 12 would
have 24 CHiPs for his Torso and 12 for his Head. All characters
receive as many Standard HPs as equal to their E score for each
limb (right and left arms and legs). Thus, a character with an
E score of 12 will have 12 HPs for each arm and each leg.

Standard HPs are depleted when a character gets wounded
in a leg or arm (a non-critical area of his body). When these
HPs reach 0, the character will lose an arm or leg! Critical HPs
(CHiPs) are depleted when a character is wounded in his torso
or head (considered a critical area). CHiPs will also deplete if
a character’s standard HPs reach 0 in any limb. When CHiPs
reach 0 the character falls unconscious; and when they reach
-8 he dies.

Characters have a separate “pool” of regular HPs for each
arm and leg. Thus, using the above example, a character with
an E stat of 12 would have 12 HPs for his right arm, 12 for his
left arm, 12 for his right leg and 12 for his left leg. The same
applies for his Critical Hit-Points—he gets a separate pool for
his torso and head. Thus, using the above example, a charac-
ter with an E stat of 12 would have 24 CHiPs for his Torso and
only 12 for his Head. CHiPs are lost when shot / injured di-
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the Head is shot, he’ll lose points from his Head; if hit in the
body he will lose points from his Torso.

As well, once an arm or leg reaches 0 HPs the character
will begin to lose CHiPs due to bleeding and pain. The Player
can choose which pool of CHiPs to deduct these points from
(either his Head or Torso) but will likely want to choose the
area that has the most CHiPs remaining. There will be more
on this later in the Combat section.

Raising Stat Scores

All stat scores, including the 7 primary and 2 Hit-Points, can
be raised through training and exercise. The seven primary
stats can be raised by Physical and Mental Training by send-
ing your character to a Training Facility. This will be described
later.

HPs will raise as your character advances in his CC. They
can also be raised by increasing your E score. As a rule, every
point that your E score raises, you will receive additional Hit-
Points per the above rules. For more on raising stat scores, see
the Training section.

Rolling Stat Checks

During game play the GM may determine that a player must
“make a stat check” or “roll against a certain stat”. This is usu-
ally done to randomly and \ or fairly determine the outcome
of a situation when the player must rely upon a certain stat.

For example, if a character needed to walk across a very
narrow ledge, the GM might decide that the character must
roll an AG stat check to determine if he falls off or not. Like-
wise, if a character wants to attempt a tremendous jump
across a small gorge, the GM may tell the player that, if he
fails a SPD check, he will not make it across and will plum-
met to his demise. Those are just two examples of using stat
checks in the game.

To roll a stat check the player must roll a 20-sided die
(1D20) and have the resulting number from the roll be the
same or lower than the stat rolled for. For example, if the
character had to make a ST check and that stat score was 17,
he would have to roll any number from 1 to 17 on the D20 to
pass the check. Any number from 18 to 20 would be failure.
So, as you can see, the higher the stat the less chance of fail-
ing a stat check.

Degrees of Success

Depending upon the result of the stat check, the outcome will
either be favorable (a successful stat check) or a complete
failure (a failed stat check). However, there can be degrees of
success and failure. The degrees of success and failure range
from Superb Results (the best possible outcome) to Complete
Catastrophe (the worst possible outcome). These degrees of
success and failure are based on how many points higher or
lower than the character’s stat score the stat check result was.
The more points below the character’s stat the check is, the
better the result; check result at or just below the character’s
stat score equal a “just barely” result. The following table de-
tails the degrees of success.
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Degrees of Success Table
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Points Degree of |Example Result
above / be- |Success /
low stat Failure
score
5 or more Superb Your character’s AG stat is 12
points Below | Results and you rolled a check result
stat score of 7 or lower. You complete the
task in record time and with
better-than-expected results. For
example, maybe your charac-
ter was able to speed across the
small beam without falling off .
3 - 4 points |Good Your character’s AG stat is
Below stat  |Results 12 and you rolled a check re-
score sult of 8 or 9. You complete
the task in good time and
with good results. For ex-
ample, maybe your charac-
ter was able to make it across
the small ledge very quickly.
1 - 2 points |Fair Results |Your character’s AG stat is 12
Below and you rolled a check result of

10 or 11. You complete the task
successfully but unremarkably.

At stat score

Just Barely
Completed

Your character’s AG stat is

12 and you rolled a check re-
sult of 12. You complete the
task, but just barely. For ex-
ample, maybe your charac-
ter made it across the small
beam, but stumbled a cou-
ple times and did not make it
across as quickly as hoped for.

1 - 2 points
Above stat
score

Failure

Your character’s AG stat is
12 and you rolled a check re-
sult of 13 or 14. You fail at
the task. For example, may-
be your character stumbles
and falls off the beam.

3 - 4 points
Above stat
score

Terrible
Failure

Your character’s AG stat is

12 and you rolled a check re-
sult of 15 or 16. You fail at the
task in a very bad way. For ex-
ample, maybe your charac-
ter slips from the small ledge
and knocks his head on the
side of the wall as he falls.

5 or more
points
Above stat
score

Complete
Catastrophe

Your character’s AG stat is 12
and you rolled a check result
of 17 or higher. You fail at the
task and it is a complete ca-
tastrophe. For example, maybe
your character falls from the
ledge and knocks his head on
the wall as he falls. On top of
that, when he hits the floor, he
ends up landing on his head.

Note that the GM is to determine the end results using his own
discretion. As a general rule, the more points below the char-
acter’s stat his check result is, the better the success should
be. The opposite is true when the check fails.

o,

Bonuses and Negatives to
Stat Scores

Occasionally the GM might decide that, for one reason or an-
other, a character gets a bonus (+) or negative (-) to his stat
roll. Bonuses are always added to the stat score while neg-
atives are always subtracted from the score. For example, a
character who is on a trampoline might receive a + 5 bonus to
his AG check when he wants to do a back flip. This is because
the trampoline is giving him some assistance, making the task
easier to perform. On the other hand, a character who is walk-
ing through thick mud might get a -3 to his SPD stat when he’s
trying to flee the approaching enemy. Again, this is because
of outside influences, only this time they are making the task
more difficult on the character.

Most bonuses and negatives are given because of outside
influences affecting the character. However, internal influenc-
es such as drugs might also give the player modifiers to his
stat score (an injection of a pain-killing drug might give a
character a bonus to his E stat). Additionally, certain pieces
of equipment can give characters tremendous bonuses to their
stats. For example, a power suit may give a character a +20
bonus to his ST score!

Rolling Stat Checks When
the Stat is Over 20

Occasionally a character will have a stat that is 20 or greater
than 20, such as a ST score of 24 or a KN score of 20; or per-
haps a stat is as high as 29! When this happens the character
only fails his stat check on a roll of a 20. I know this sounds
as though the character doesn’t have a chance in the world
of failing, and that’s not far from the truth. However, keep in
mind that any score of a 20 or greater exceeds normal human
ability and there really should be little chance of failure unless
the player is attempting something truly unrealistic. After all,
even a cyborg with a ST score of 30 shouldn’t be able to pick
up a 10-ton truck and throw it 100 yards away.

It should be noted here, however, that unless under special
circumstances of the GM’s choosing, or because of a mechani-
cal advantage, no player character should ever be allowed to
raise any stat score above a 20. A 20 is considered the maxi-
mum limit for any human being. Thus, no character should be
allowed to gain “super human” stats.

Also, keep in mind that certain circumstances will cause
the character to roll stat checks with a negative or positive
modifier (such as a -5 or a +3). When this happens, the char-
acter’s stat score is modified accordingly and this may cause
the stat to go above or below 20. A character with a ST of 22
who has a -5 to his stat check suddenly fails on a roll of 18, 19
and 20. Likewise, a character with an AG of 16 who getsa +6
to his stat roll suddenly fails only on a roll of a 20.
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Rolling Stat Checks Versus
an Opponent’s Stat

There may come a time when the GM tells a player that he
needs to make a stat check versus his opponent’s stat, or to
“roll against” his opponent’s stat. This is usually done when
the outcome of an event is based upon one character beating
another character at an event that requires a stat check.

For example, the player’s character may get an enemy in
an arm lock. The GM might determine that the enemy strug-
gles and that the player must pass a ST check versus the ene-
my’s to keep hold of him. This is because the player’s strength
is being pitted against his enemy’s.

In all situations, the challenging character always makes
the stat check roll. If Character A challenges Character B, then
Character A must make the stat check versus Character B’s.
On the other hand, if Character B challenges Character A then
Character B must make the stat check.

To roll a stat check against another character’s stat, the
challenging character must subtract his opponent’s stat
score from his own. The result is the bonus or negative to
the character’s stat roll. For example, let’s say Character A
has a ST score of 15 and Character B a score of 12. If Character
A challenges Character B, Character A gets a + 3 bonus to his
ST stat check roll (15-12 = 3). On the other hand, if Charac-
ter B were the challenger he would have a -3 to his stat check
roll (12-15 = -3). In situations where both characters have the
same score, neither character has any modifier to his check
roll. In this way, the character with the higher stat always has
a bonus in defeating his opponent.

To determine the winner of the stat battle, the challenging
character must roll a stat check. If he passes then his oppo-
nent gets to roll a stat check. If he too passes, then it is a draw
for the round and the process starts over with the challenging
character rolling again. This continues every melee until one
of the characters fails his stat roll. Remember: The challenging
character always rolls first.

The first character to fail his stat roll loses. This does not
apply on the first round however. If character A (the challeng-
er) failed his roll right off the bat, then character B still gets to
roll. If character B passes his roll then character A automati-
cally loses. On the other hand, if character B also failed his
first roll it is considered a draw for the round and the entire
process starts all over again until a winner is determined.

In some circumstances only one character may need to roll
versus the other’s stat, such as when the opposing character is
not going to—or cannot—fight back against the challenge. In
these situations only the challenging character must pass the
stat check and there is no need for the opposing character to
roll. The GM is to determine whether or not the situation calls
for one or both characters to roll stat checks.

Health and Healing:
it’s all About Staying
Alive

|

In Perfect Blue characters have two types of Hit-Points: Stan-
dard Hit-Points (HPs) and Critical Hit-Points (also known as
CHiPs). Hit-Points are used to determine the amount of dam-
age caused to non-vital organs and areas of the body. In other
words, losing hit-points will not cause a character to die. How-
ever, once a character loses all of his hit-points (they reach 0),
he will begin to lose Critical Hit-Points due to loss of blood,
pain and from the injuries in general.

On the other hand, Critical Hit-Points (or CHiPs) are used
to measure damage caused to vital organs and body parts.
When these reach 0 the character will fall unconscious; when
they reach -8 he will die. Hit-Points are used for the arms and
legs while CHiPs are used for the body (torso) and head.

To begin with, a character will have as many standard Hit-
Points per limb (a limb meaning each arm and each leg) as
equal to his Endurance (E) stat. Thus, a character who has an
E of 12 will have 12 hit-points for his Right Arm, Left Arm,
Right Leg and Left Leg. Damage inflicted to arms and legs only
deplete standard HPs and will not cause your character to die.
However, when these reach 0, your character will lose the use
of that limb! When they reach -4 the arm or leg is “destroyed”
and may result in the complete loss of the limb! Also, once
these reach 0 he will begin to lose Critical HPs at the rate of
1 per Round.

A character will have twice as many Critical Hit-Points
(CHiPs) as his Endurance (E) stat for his body (a.k.a. the tor-
s0). A character will have as many CHiPs for his head as equal
to his E stat. Thus a character with an E of 10 will have 10
CHiPs for his head and 20 for his torso. Critical HPs deplete
from body and head injuries and can cause your character to
die if they reach -8.

But that is as far as your E stat plays into your HPs. Aside
from determining how many Hit-Points you get, your E stat
has nothing more to do with your character’s life.

It should be noted that whenever your E stat increases,
so too will your HPs. For example, if you send your charac-
ter through endurance training and he raises his E stat by 1
point, your CHiPs will increase by 2 points for your Torso and
your standard HPs for your Arms and Legs—and your Head
ChiPs— would increase by 1. However, it should be noted that
your HPs do not go down if your E stat lowers. Your Hit-Points
only increase with your E stat, but they will never go down
from your E stat. It is unlikely that a character’s E stat would
ever be permanently lowered though. Aside from some hor-
rible injury that might weaken his body, there is really no rea-
son it would ever decrease.

Your Hit-Points can also increase as your character advanc-
es in rank. Whenever your character “levels up” he will re-
ceive more Hit-Points. These are added to his current amount
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Critical Hit-Points: 0 — -8 \ ‘
Amount of Hit- Effects :
Points Remaining G
0 Your character falls unconscious from pain and injury. He can be revived at this

point by smelling salts or healing his hit-points back to 1-point or above. :
-1 Your character falls unconscious. Smelling salts can revive him after 1- Par

round. Healing his hit-points above 0 will instantly revive him. \_ /
-2 Your character falls into a severe state of unconsciousness. Smelling salts and other simple rem- —

edies cannot revive him. Healing his hit-points above 0 will revive him after 1-round. ———
-3 Same as above, but restoring hit-points above 0 will take 1D4 rounds to revive him.

)@@

[
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Severe coma. Your character remains in a coma for 48 hours. After this time he is allowed to
make an E stat check to revive. If it fails, another E stat check is allowed every 24-hours there-
after until he revives. If he does not revive after 5 attempts, he dies in his coma.
Your character must pass an E stat check immediately or he dies. If the
check succeeds, he falls into a Severe Coma as described above.
Death. Your character instantly dies. Get the body bag.

Fig. 2: The Effects of Dropping Below 0 CHiPs
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Standard Hit-Points: 0 — -4 .~ A
Amount of Hit- Effects s
Points Remaining i
0 Your character’s arm or leg is rendered useless. He drops everything he was holding with that ‘-—ﬁ"
arm; or his leg crumples beneath him and he must walk with a limp (SPD reduced by half). =3

If both legs reach 0, the character must crawl. The limb can be repaired with surgery. \_/

=1l Same as above, but the injuries are more severe. The character must pass an E stat )
check or permanently suffer a -5% to all skill checks requiring that limb. _.

> N/

-2 Same as above, but the character must pass an E stat check with a -1 penal- —~
ty or permanently suffer a -10% to all skill checks requiring that limb.

-3 Same as above, but the character must pass an E stat check with a -3 penal- g
ty or permanently suffer a -20% to all skill checks requiring that limb. £

Fig. 2.1: The Effects of Dropping Below O Regular Hit-Points

of both standard and Critical HPs. The number of additional
Hit-Points your character will receive when he levels up are
listed with his Character Race.

Hit-Points are very critical because they are used to measure
how close to death you are. The closer to 0 points you ap-
proach, the closer to dying or losing a limb you become. When
your CHiPs reach 0 your character will fall unconscious. When
they reach -8 you are dead and there is no coming back. The
numbers from -1 to -7 CHiPs range from severely injured to
comatose. The table above (Fig. 2) will detail the effects of 0
Critical Hit-Points and below.

When you reach 1 Critical Hit-Point you are in serious
trouble. This is the lowest your health can become and still
be conscious and well. However, a wise troop will never allow
his CHiPs to get anywhere near this level. Bringing medical
kits can restore lost Hit-Points and wearing body armor can
save you from taking excessive damage.

So, how do your Hit-Points drop? The answer is simple: by
taking damage in combat. Any time your character is hit by
a weapon or weapon fire he will take damage from it. Explo-

sions can also cause lots of damage, and punches, kicks, knife
attacks and even poison can all cause the loss of HPs. In short,
anything that can physically harm your character can cause
the loss of Hit-Points.

The amount of damage taken from an attack is determined
by the type of weapon being used. However, wearing armor
can “soften the blow” and protect you from some—if not all—
the damage you’d otherwise take. Rules for damage and wear-
ing armor are detailed later in the Combat section.

On the other hand, your character also has Standard HPs.
Standard HPs are depleted when your character is injured in
an arm or leg. When any limb reaches 0 HPs, that limb is con-
sidered broken or too damaged to be used. If they reach -4 or
below, that limb is considered to be “blown off” and you will
lose that limb completely. Perhaps the bullets rip through your
shoulder and the arm falls to the ground, spirting blood into
a crimson cloud; or maybe the grenade blast blows your right
leg off, leaving only a boney stump. The table above (fig. 2.1)
shows the effects of HP loss from arms and legs (non-critical
HP areas) when they reach 0 and below.
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If a non-critical area of your character’s body reaches 0 HPs
or below, he will begin to lose 1-point of his Critical HPs per
round until he receives medical treatment. This CHiP is taken
from the character’s Torso supply of hit-points until it reach-
es 1. Once it reaches 1 the character can then take them from
his Head’s CHiPs). If both head and torso CHiPs reach 1 the
character will begin to lose them from his Torso until he falls
unconscious and eventually dies. Once Critical HPs reach -8
(in either the head or torso), your character dies. Thus, it is a
good idea to have a balance of both CHiPs and standard HPs.
However, CHiPs are considered more important. For more info
on HPs and dying, see the Combat section of this book.

Note: If either of your CHiPs areas (head or torso) reach 0,
your character will fall unconscious. If either reaches -8 your
character will die. It does not matter if your torso is at 0 and
your head is still at 10 HPs. Dropping to 0 or below in either
will affect your character accordingly.

Strength, Weight and
Encumbrance

In Perfect Blue, your character’s Strength (ST) stat will deter-
mine many things. Among these things is how much he can
carry—or encumber—himself with. The more heavily encum-
bered you are with equipment and gear, the slower you will
move. Another important factor of your ST stat is how much
you can lift. The following section will give you vital informa-
tion on your ST stat versus your encumbrance level and lift-
ing power.

Lifting and Carrying

During the game your character might have to lift something
that is heavy or push something aside. He might also need
to carry a lot of equipment with him. Thus you will need to
know exactly how much your character can lift and carry.

Your lifting and carrying power is determined by your
character’s ST stat. The higher the stat, the more he can lift
or carry. The maximum amount of weight, in pounds, that
a character can lift is equal to 15x his ST stat. The maxi-
mum amount of weight that he can carry with him is equal
to about 9x his ST stat.

This means that a character with an ST score of 12 could
lift a maximum of 180 pounds of weight (ST of 12 x 15 = 180
pounds). The same character could carry a maximum of about
108 pounds (ST of 12 x 9 = 108 pounds). The difference be-
tween lifting and carrying is simple.

Carrying is bringing weight with you, whether it be in the
form of weapons and equipment or a wounded friend. Your
carrying strength is the amount you can bring with you com-
fortably. While you could carry a heavier load than 9x your
ST, it would not be very comfortable and you could not do it
for a long period of time. Your carrying strength is therefore
considered the amount of weight you can encumber yourself
with without adversely affecting your combat performance.

Lifting (or pulling or pushing) is exerting a lot of energy in
a short period of time to lift / pull / push a very heavy amount
of weight only a short distance. For example, lifting a fallen
tree branch out of the road (if it’s a large branch) might re-
quire a lot of strength but you’re not going to take it with you.
Your character can always lift more than he can carry.

The below table (Fig. 3) demonstrates the encumbrance
level of a character based on his ST stat, as well as any restric-
tions he may obtain from carrying the weight, such as loss of
speed.

Note that if, using the below table (Fig. 3), either your SPD
or AG stat drops to 0 or below due to modifiers, you treat the

Encumbrance Vs. Movement Table

-7 to SPD stat, -6 to AG stat. Character can carry this amount but will tire rapidly.

A “quick breather” break will be needed every 2-rounds for the character to regain

Lifting 13 - 15 x a character’s ST is reserved for short moments of lifting, pulling or

pushing only. Characters can only move 13 x their ST 10-ft before needing to rest.

Characters can only move 14 x their ST 6-ft before needing to rest.

Carrying Encumbrance Level Restrictions
0-1xST None None
2-3xST Very Light -1 to SPD stat
4-5xST Light -2 to SPD stat, -1 to AG stat
6-7xST Medium -3 to SPD stat, -2 to AG stat
8§ -9xST Heavy -4 to SPD stat, -3 to AG stat
10 - 11 x ST Very Heavy -5 to SPD stat, -4 to AG stat
12 x ST Struggling

his energy.
13 x ST Lifting Only
14 x ST Lifting Only
15 x ST Lifting Only

Fig. 3: The Effects of Encumbering a Character

Characters can only move 15 x their ST 4-ft before needing to rest.
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score as a 1. For example, if your character has a SPD
stat of only 5 and encumbered himself with 10x his ST in |Encumbrance Level = Resting Times Needed
weight, according to the table his SPD would be reduced | None (0 - 1 x ST) None
to 0 points. Simply treat the score as a 1. However, if a | Very Light (2 - 3 x ST) A “quick breather” of 1-round every hour
SPD or AG check is needed in these situations, the char- or s0.
acter automatically fails. This is because his score is al- |Light (4 - 5 x ST) A “quick breather” of 1-round every 45-

ready considered to be overwhelmed. It should be noted
however that a character should never encumber himself
so heavily that his scores drop to a 0 or below.

Aside from the above modifiers, burdening a char-
acter with a heavy load of gear will require him to rest
more frequently. This is because he is pushing himself
and he will tire more rapidly. The table to the right (Fig.
3.1) shows resting times needed by characters based on
their encumbrance level.

Note that the above table (Fig. 3.1) assumes the char-
acter is traveling on relatively flat or “easy” terrain. Rest-

x ST)

Medium (6 - 7 x ST)
Heavy (8 - 9 x ST)
Very Heavy (10 - 11

Struggling (12 x ST)

minutes or so.

A “quick breather”
minutes or so.

A “quick breather”
minutes or so.

A “quick breather”
minutes or so.

A “quick breather”
rounds or so.

of 1-round every 30-
of 1-round every 15-
of 1-round every 10-

of 1-round every 2-

Fig. 3.1: Resting Times Needed When Encumbered

ing times should be doubled or even tripled on rough or
difficult terrain.

If sufficient resting times are not taken as per the above
table the character will begin to suffer from exhaustion. For
every break that is not taken per the above table, the charac-
ter will suffer a reduction of 1 point to his SPD stat until suf-
ficient rests have been recovered. If his SPD stat reaches 0
due to skipped “quick breathers”, the character will drop to
the ground from exhaustion. Characters who encumber them-
selves to the point that their SPD is already a 1 or lower can-
not skip any breaks or will become immediately exhausted.

Once a character falls down from exhaustion, he will re-
main unconscious until revived (a splash of water, light
smacking on the cheek or smelling salts) and will have to rest
at least 10-minutes before going on.

Lifting Your Character’s Max

13-15x your character’s ST in weight is considered a “lifting
only” weight. That is, he cannot encumber himself this great-
ly, though he can lift, push or pull this weight a short distance.
Lifting (or pushing or pulling) this amount of weight is very
strenuous and requires a lot of effort from the character. He
will only be able to sustain lifting this amount for a couple
rounds before dropping it. The below table details how long a
character can lift, push or pull tremendous amounts of weight
before dropping it or tiring to the point he can no longer push
or pull it.

13x ST: Can lift and hold for up to 5 rounds.
14x ST: Can lift and hold for up to 3 rounds.
15x ST: Can lift and hold for up to 1 round.

After the character is forced to drop the weight, he must rest
for at least 1 round before attempting again or before mov-
ing onward

Combining Efforts

Characters can combine their efforts to lift, push or pull ex-
traordinarily heavy loads. To determine how much weight a
team of characters can lift, pull or push, simply add all of their
ST scores together and multiply by 13, 14 or 15. Use the above
table to determine how long their combined efforts can sus-
tain the weight before dropping it.

Strength Below Water and in
Space

As you may know, things become “lighter” while underwater
or in space. To keep things simple, while beneath the oceans
and seas or while in a 0-gravity environment, your character
receives a + 10 bonus to his ST stat.

Encumbrance Values for
Equipment and Gear

All of the equipment listed in the Equipment section of this
book has an Encumbrance Value listed with it. To keep things
simple, these values are from 1-100 and represent pounds of
weight. While the lightest piece of equipment may only weigh
a fraction of a pound, it still may have an Encumbrance Value
of 1. This is, in part, to keep the encumbrance system simple,
but it also assumes that the piece of equipment is taking up
space on the character’s body and leads to a greater encum-
brance value than its actual weight. For more info, see the
Buyer’s Guide section.
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Punch and Kick
Damage

The amount of damage inflicted by your character’s punch
and kick attack is determined by his Strength stat. The table
below (Fig. 4) shows damage inflicted by the attack based on
your character’s ST score.

Punch and Kick Damage Table

ST Score Damage by Punch and Kick
1-5 1D2

6-10 1D2+1

11 -15 1D4

16 - 20 and above 1D4+1

Note: For a D2, simply use a 4-sided die where

1 and 2 represent 1 damage and 3 and 4 repre-
sent 2 damage. Alternatively you can flip a coin.

Fig. 4: Punch and Kick Damage is Determined by a Character's ST
Score

1

Speed and Movement

Your character’s SPD stat determines how far he can move, or
how quickly he can move. The higher your character’s speed,
the further he can move in a single turn. Your SPD stat equals
the number of feet you can move on your turn. For example, a
character with a SPD stat of 10 could move 10-feet on his turn.
This is a maximum running speed however. Walking speed is
about 1/4 this amount. Keep in mind that encumbering your
character with equipment and gear will slow him down. For
more details, see the Strength, Weight and Encumbrance sec-
tion.

Speed Below Water

As you may know, movement becomes slower while under-
water. This is because the water is creating resistance. To keep
things simple, while beneath the oceans and seas, your char-
acter receives a -5 modifier to his SPD stat (not to drop below
1-point).
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Skills

Skills are talents and special knowledge and abilities that your
character may acquire either through his Character Class or
through training. All Character Classes (CCs) are listed with
a number of skills that you obtain just by being that charac-
ter class. You can also send your characters to training where
they can learn some of these valuable skills or increase their
proficiencies in the skills they already have. See the Training
section for more details.

There are two different types of skills: Skills and Weapon
Expertise (WEs). Skills are typically based on knowledge of
how to perform some action, or on physical training to per-
form an action such as Move Silently or Pilot Planes. WEs are
based on your character’s knowledge of weapon use. Weap-
ons that your character has been trained in (has a WE in)
he can operate more effectively and use more proficiently in
combat.

Skills are based on percentages (%) of 1%—100%. The
higher the percentage, the better chance your character has
of successfully completing the skill. WEs, on the other hand,
will give your character a better chance of hitting his targets
in combat by increasing his to-hit score.

Obtaining Skills

Skills are obtained through your Character Class. Each CC will
begin with a certain number of skills at specific proficiencies.
However, your character will want to obtain more skills or be-
come more proficient with the ones that he already has. To do
this, he will need to use his Skill Points.

Skill Points are used to “purchase” skills and to raise their
proficiencies. When a character advances levels or ranks in
his CC he will obtain a certain number of Skill Points with
which he can purchase new skills or raise the proficiencies
of the ones he already has. All skills in this section are listed
with a “Skill Point Cost”, which is the amount of Skill Points
needed to buy the skill. For example, the skill of Move Silently
costs 20 Skill Points. To obtain the skill, your character must
have at least 20 Skill Points. Once purchased you will lose the
Skill Points you used to purchase the skill with.

However, just because you have purchased the skill
doesn’t mean you can fully use the skill. Each skill begins
with a proficiency level of 0%. And because the success and
failure of skill use is determined on a % basis, having a 0%
proficiency means you have a 0% chance of performing that
skill. Thus you will want to increase the proficiency to a use-
able level—likely 50% or higher. To do this you must spend
further Skill Points. Each skill point you spend will raise the
skill by 1%. So, to raise a skill to 50% proficiency will cost
you 50 Skill Points. If the skill you want to purchase costs 25
Skill Points and you want to raise it to 65% proficiency, you’re

— e
looking at spending 90 Skill Points (25 + 65 = 90).

Please note however that no skill may be raised above 85%
proficiency. This limit does not include bonuses a character
may receive to his proficiency, which can cause it to go high-
er.

WE skills are the same way. They cost a base number of Skill
Points to obtain—typically 20. However, WE skills are not
based on a % basis. Instead they increase your chance to hit
when you roll to attack in combat. WEs “level up” rather than
increase in percentage proficiency. Without a WE, you must
roll a 10 or higher (on a D20) to successfully hit your oppo-
nent. However, with a WE you may only need to roll above a
5 or 6! For more information, see the Combat section. Levels
of WEs are as follows:

No WE in a weapon: Hit on a roll of 10 and up
WE SKill Level One: 9 and up to hit

WE SKkill Level Two: 8 and up to Hit

WE SKill Level Three: 7 and up to Hit

WE SKkill Level Four: 6 and up to Hit

WE SKkill Level Five: 5 and up to Hit

As you can see, having a base WE in a weapon skill (such as
sniping rifles) will give you a better chance of hitting your tar-
get in combat. However, this bonus only applies when using
that weapon. For example, if you have a WE at skill level 1
in sniping rifles but no WE in handguns, you will only get to
use your WE bonus when shooting a sniping rifle. Each WE is
listed with its Skill Point cost as well as the cost to raise it to
the next skill level.

Using Skills

As mentioned above, skills are based on a percentage from
0%-100%. However, no skill may be increased above 85%.
Thus, the higher the % proficiency the better the chance you’ll
have of successfully completing the skill or task.

However, characters also receive a bonus percent (+ %) or
a negative percent (-%) to their skill check roll based on their
stat scores. This is called a Skill Modifier.

Each skill has an associated stat. A character adds or sub-
tracts his Skill Modifier from his skill proficiency based on the
score of his associated stat. Skill Modifiers are given on the
table below.

R
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Stat Score Modifier
1 -18%
2 -16%
3 -14%
4 -12%
5 -10%
6 -8%
7 -6%
8 -4%
9 2%
10 No Modifier
11 +2%
12 +4%
13 +6%
14 +8%
15 +10%
16 +12%
17 +14%
18 +16%
19 +18%
20 +20%
21 +22%, etc.

Note: You apply this modifier to each skill proficiency score
you have. The stat you use to determine your modifier de-

pends upon each skill’s Associated Stat as listed with each
skill.

Skill Checks

Whenever a skill is used, the character must roll a skill check.
Skill checks are rolled on a D100. You will want to roll the
same or lower than your skill proficiency (with your Stat Modi-
fier added or subtracted) to successfully complete the skill. For
example, if you have a skill at 34% proficiency, you must roll
between a 01 and 34 on the D100 to complete the skill.

If a character fails his skill check it might mean that the
task cannot be performed by the character at that time. The
outcome is left to the GM’s discretion and the role-playing of
the players. For example, failing a Move Silently skill check
might indicate that the character makes some noise when
walking, while failing a Drive Tanks skill check might indicate
that the character accidentally crashes the tank into a wall or
turns the tank around in the incorrect direction. In some cir-
cumstances the GM might even allow the character to keep at-
tempting his skill check until he succeeds.

It should be noted that certain circumstances might af-
fect the performance of a skill. Many times this will be left to
the GM’s discretion as well. For example, if the character has
the skill of Move Silently at 56% but the ground is completely
covered with dry leaves or some other noisy obstacle, the GM
might indicate that the player has a -10% to his skill check; or
even worse, the skill cannot be completed. These are known

1

as Condition Modifiers and can make a skill check more diffi-
cult (a penalty) or more easy (a bonus).

Condition Modifiers should be based on the situation the
character is in. If the conditions make the skill easier to per-
form, a +5% to +20% bonus should be given; if the condi-
tions make the skill harder to perform a -5% to -20% modifier
should be given. The modifier is either added or subtracted
from the character’s skill proficiency score.

Another note that should be pointed out is that good role-
playing should prevail over actual skills. Just because a char-
acter doesn’t have a particular skill shouldn’t mean that he
cannot perform the task. For example, if a character does not
have the skill of Drive Tanks, it doesn’t necessarily mean he
can’t operate it. If he gets in the tank, the GM might tell him
that he sees a bunch of levers. The player, in turn, might indi-
cate that he plays with a few to see what happens. With some
trial and error he might be able to get the tank to do what he
wants. Obviously, however, characters that do have a certain
skill are assumed to have formal training in that particular
area and, although maybe not experts, can get things done
quicker and easier. Role-playing and situation should be the
overall determining factor of what can and cannot happen.

Degrees of Success in Skills

Like stat checks, skill checks can have degrees of success
based on how much below the character’s skill proficiency his
skill check score is, or how much higher above his skill profi-
ciency the check results are. The following table gives exam-
ples on these degrees of success and failure.
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Degrees of Success for Skills Table Other ways to Obtain Skills \

% points above |Degree of |Example Result

N=4

Proficiency

45% - 40% for your skill
check. For example, may-
be your character is able
to move across an area of
dead leaves more quick-
ly than normal, and with
out making any noise.

1% - 4% points
Below Skill
Proficiency

Fair Results

You have Move Silent-

ly at 50% proficiency
and roll 49% - 46% for
your skill check. For ex-
ample, your character

is able to move across
an area of dead leaves
with very little noise. Re-
sults are as expected.

At SKkill Pro-

Just Barely

You have Move Silently at

Proficiency

haps he makes a lot of
noise and some of the
guards immediately

start firing at the area.

/ be!oyv skill Supcess /
?{;ﬁmenw 5 gall“fs Vou have Move Silentl Purchasing skills using Skill Points is not the only way to ob-
6 or more Be- |Super ou have Move Silently . . . . .
low Skill Pro- Results at 50% proficiency and talg skills or raise pro.ﬁc.lency in them. Players can also send
ficiency roll 39% or lower for your their characters to training to learn new skills or brush up on
skill check. For exam- the ones they already have. See the Training section for more
ple, maybe your charac- info on this
ter is able to move across :
an area of dead leaves
much faster than expect- SK-II L_ d
ed, and with out making
any noise whatsoever. D 1S - ls_t an
5% - 10% points |Good You have Move Silently at
Below Skill Results 50% proficiency and roll escrlptlnns

The following is a list of all available skills followed by their

descriptions.

VYV VVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVVYVYVYYVYY

Abysmal Diving (35)
Advanced Computer Skills (50)
Bomb Defusion (20)
Camouflage (15)

Code Cracking (25)

Create and Use Explosives (20)
Drive Tanks (30)

Electronic Repair (25)

Endure Pain and Torture (30)

ficiency Completed [50% proficiency and roll .
50% for your skill check. General Repair (25)
For example, your charac- Hold Breath (25)
ter is able to move across Interrogation (30)
an area of dead leaves but .
makes some noise which— M?dlcal (25)
although does not cause Mind Block (35)
the guards to come inves- Move Silently (20)
ifﬁ:;;g%?stﬁafe;hem Operate Remote Vehicles (25)

1% - 4% points |Failure Your character fails the Pilot Planes (35)

Above SKkill attempt. Perhaps he Pilot Skill (Large Vehicles)

Proficiency makes a little too much Pilot Spacecraft (57) I
noise and one of the . . o
guards comes to investi- Public Relations (25) =
gate, although he doesn’t Resist Drugs (30) =2
think too much of it. Scale Walls (20) E

5% - 10% points |Terrible Your character fails the at- Set T 25 ot

Above Skill Failure tempt in a bad way. Per- et Traps (25)

Proficiency haps he makes too much Speak Additional Languages (35) E
And some of the guards spot Traps and Mines (25) &
come to investigate the Tracking (25) =
area with weapons drawn. Zero Gravity Training (30)

11% or more Complete Your character fails the WE Experimental Weaponry (30)

Above Skill Catastrophe | attempt very badly. Per-

WE Flamethrowers and Chemical Weapons (20)
WE Knives and Hand Weapons (20)

WE Machine Guns (20)
WE Rifles (20)

WE Rocket Launchers and Torpedoes (20)

WE Shotguns (20)

WE Small Arms and Handguns (20)

WE Sniping Rifles (20)
WE Submachine Guns (20)

WE Thrown Weapons, Grenades and Bombs (20)
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Skill Descriptions

Abysmal Diving

Skill Point Cost (35)

Associated Stat: E

While it is assumed that all characters can swim, dive and op-
erate effectively within the deeps of Orna’s oceans, swimming
around in the abysmal plains and depths (abysmal is con-
sidered any area deeper than 1-mile below ocean surface) is
draining and wearing on the nerves. For all Perfect Blue agents
wanting to attack Triaxy mining sites this skill is a must. With-
out this skill, characters cannot dive to the abysmal plains of
the seabed—even if wearing Liquigen Suits. This skill trains
a character to move around in the high pressure of the super-
deeps and to breath and operate effectively wearing deepsea
liquigen suits. Characters without this skill must make a MT
stat check every 5 rounds or panic and race for the surface.
You will become dizzy, feel sick and short of breath and suffer
other such effects. Even those with this skill may need to pass
a skill check to perform certain actions at these depths.

Advanced Computer Skills

Skill Point Cost (50)

Associated Stat: KN

The character has undergone advanced computer training and
is familiar with their repair, operations and coding. Characters
with this skill know how to operate all standard programs as
well as many advanced programs and take on easily to new or
unique programs. Further, this skill allows characters to quick-
ly repair broken or damaged computers, including their parts.
As well, characters with this skill have had advanced training
in computer code and can hack into many secure databases,
programs, websites, etc. given the proper time. In most cas-
es, the character is able to hack into most civilian computers
within 10 minutes and most secured or governmental comp-
uters within 30-45 minutes. A failed skill check will require
the character to spend another 30 minutes trying to hack in
until the character is able to break into the computer, data-
base or website.

Bomb Defusion

Skill Point Cost (20)

Associated Stat: KN

Characters with this skill have been trained in the defusion of
all types of standard bombs and explosive devices. From elec-
tronic timers to simple wicks, characters with this skill have
been taught how to safely negate all types of bombs. Some
explosives may require the character to cut certain wires, and
the character with this skill can determine which are “dum-
my” wires and which are critical to keeping the bomb from
exploding—even when wire colors have been changed, re-
aranged or otherwise deviously switched. This skill also al-
lows the character to defuse grenades, landmines and other
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such explosives, though in many circumstances he won’t have
the time to defuse these devices before it’s too late.

Camouflage

Skill Point Cost (15)

Associated Stat: L

With this skill the character has learned the subtle art behind
camouflaging himself in all sorts of terrain. Though any char-
acter can go out in jungle camo and try to blend in with his
surroundings, characters who have learned this skill are much
harder to detect and make nearly flawless disguises of their
surroundings. From snow and ice to steamy jungle tro-pics,
to the dark depths of the ocean floor where jungles of kelp
and large anemones grow, the character is able to easily and
quickly put together an outfit that blends seamlessly into his
surroundings. For practical purposes, characters who pass a
skill check are undetected by their foe even at ranges as close
as 10-feet! That is, provided the GM determines that what they
have covered themselves with is ample to allow them to blend
in with their surroundings. A failed skill check usually means
the character has been spotted.

Code Cracking

Skill Point Cost (25)

Associated Stat: KN

Characters who have learned this skill are able to crack codes
and decipher transmissions, documents and other coded forms
of communication. Furthermore, this skill allows characters to
quickly pick locks, unlock safes and figure out any other type
of keypad, dial or similar codes to unlock safes, doors, com-
puters, etc. To pick a simple key lock, the character should
require approximately 5 minutes; to unlock a dial or keypad
mechanism the character should require about 20 minutes;
to crack the code to get into a computer or similar electronic
device or file the character will require nearly 45 minutes. A
failed skill check means that the character must attempt again
until he successfully unlocks the device or mechanism. For
complex key locks or dials, the GM may require the charac-
ter to use a lock-pick tool or stethoscope. Passing a skill check
with “flying colors” (that is, rolling far below your proficiency
score) should determine that the character picked the lock /
deciphered the code in a very speedy manner.

Create and Use Explosives

Skill Point Cost (20)

Associated Stat: KN

Characters with this skill have been taught the basics of demo-
litions and how to place bombs and explosives for maximum
destruction. They also know the proper amounts to use for
the desired effect and can use explosive devices much more
efficiently than unskilled characters. As well, characters with
this skill know how to make simple explosives using house-
hold chemicals, gasoline and the like. A failed skill check may
result in a faulty explosion or a failed bomb.




Drive Tanks

Skill Point Cost (30)

Associated Stat: L

Characters with this skill have been taught how to drive land-
based tanks, halftracks, and other military land vehicles, as
well as all types of seabed-roving armored vehicles. They can
pilot these vehicles safely and competently over all sorts of
terrain, both on land and, in the case of aquatic and amphibi-
ous vehicles, underwater. Furthermore, they have been trained
in the use and operation of their weapons systems and elec-
tronic devices. And while most characters will be able to drive
simpler vehicles such as automobiles, motorcycles and small
trucks, a character skilled in this field knows the techniques
required over rough terrain to prevent getting stuck, tipping
the vehicle, etc. A skill check should only be required when
doing a maneuver that a typical character might find difficult
or impossible—such as driving up a steep and muddy slope.
A failed skill check may result in tipping the vehicle, getting
it stuck, or some other undesirable outcome. Only Pilot-type
characters are able to drive large land and sea freighters and
other large land / sea craft.

Electronic Repair

Skill Point Cost (25)

Associated Stat: KN

Characters with this skill are knowledgeable on the subject
of electronic wiring and electronics repair. They are able to
quickly fix damaged wires, circuits, circuit boards, transistors,
and other such parts. They can re-wire fried components to
get them up and running or fix a zapped circuit board in no
time. Most electronic equipment—including computers, moni-
tors, hand-held devices, instrument panels, keypads, and the
like—can all be fixed (or at least gotten up and running) with
just 20-minutes of work. With the GM’s discretion, some re-
pairs may require the use of soldering irons, new wires and
circuits or other tools.

Endure Pain and Torture

Skill Point Cost (30)

Associated Stat: E

Characters with this skill have been trained to endure excru-
ciating pain and suffering without flinching. Their bodies can
withstand horrible pain, yet they never yell, whimper or cry
out. Among the training received to obtain this skill: how to
endure chemical sprays (such as Mace), fractured bones, beat-
ings and torture. And along with this training: how to keep on
going in the face of physical pain. Characters are taught to fo-
cus on the job at hand, how to ignore the pain and keep on
moving, how to fire their weapons even though they might
have a bullet wound in their right arm, how to keep their
mouths shut during torture. Characters with this skill should
be required to make a skill check every round during torture
or physical pain. A passed check results in the character keep-

T
=gl

3

s

Jason Howard (order #809507)

= e

ing out in pain or faltering in combat. Typically, characters
with this skill are able to go on even after having suffered
a terrible injury. A broken arm won’t stop them from chas-
ing down their enemy; a bullet wound (provided it isn’t fa-
tal) won’t cause them to falter in combat. They are hardcore
troopers who just keep on going.

General Repair

Skill Point Cost (25)

Associated Stat: KN

Characters with this skill have been trained in basic engineer-
ing and mechanical repair. Their training spans everything
from how to make most vehicle repairs to how to fix a leaking
faucet. Most of the training in this category focuses on vehi-
cle repair—fixing flat tires and broken tank tracks to repairing
a downed aquatic engine or turbine. But along with this skill
also comes the knowledge of how motors and gears work, to
how seacraft float and aircraft fly. Just about any type of ve-
hicular damage can be repaired by a character with this skill
given the time and tools. Most other mechanical damage to
other types of equipment can also be repaired by a character
with this skill. A failed skill check usually results in a repair
that the character cannot fix, or a faulty repair.

Hold Breath

Skill Point Cost (25)

Associated Stat: E

Characters with this skill have been trained to hold their
breath for prolonged periods of time. They have been taught
how to relax and keep adrenaline levels down to reduce the
heartbeat and consumption of oxygen. Originally a skill de-
veloped for underwater missions, Perfect Blue and MerCore
have since re-done the training to include how to hold one’s
breath in the face of chemical and biological weapons when
no gasmask is available. Whereas a normal human can hold
his breath for a maximum of 4 minutes before breathing must
be resumed, a character with this skill can hold his breath for
up to 10 minutes! After the first five minutes, the character
must pass a skill check every minute to resist taking a breath
or coming back up for air. This must be completed every min-
ute until the tenth minute, after which even the toughest char-
acter must inhale. During the time the character is holding his
breath he will suffer no physical effects or disadvantages. He
will operate normally. After this time he is subject to the rules
for drowning.

Interrogation

Skill Point Cost (30)

Associated Stat: L

Characters with this skill have been trained in psychology and
the art of interrogation. The skill allows characters to grill peo-
ple for information, digging inside their head for information.
While the bulk of training involves non-violent means of in-
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techniques used to get people talking. Interrogating characters
must make a skill check for each question they grill for. If the
skill check passes, the victim must make an MT stat check.
For every 10% skill proficiency a character has in this skill, the
interrogated victim receives a -2 modifier to his MT stat check.
If he fails his stat check he must talk, revealing all information
asked for. A skill check is needed for each individual ques-
tion. If torture techniques are used, the character receives a -3
modifier (per 10% skill proficiency) to his MT check, unless
the character has the skill of Endure Pain (he then receives no
modifiers). A failed skill check or a passed MT stat check re-
sults in a character who is unwilling to talk.

Medical

Skill Point Cost (25)

Associated Stat: KN

Characters with this skill have received training in basic med-
icine and surgery. They also know all forms of firstaid includ-
ing CPR and other such techniques. Characters with this skill
are able to mend broken bones, make tourniquets to stop
bleeding, administer medicine for pain and healing, remove
bullets from wounds, stop infections, amputate limbs, use
all sorts of medical equipment, etc. They have further been
trained to handle all types of medical situations while under
fire and in the heat of the battlefield. Characters with this skill
are able to improvise medical equipment if needed, by us-
ing boards to make a cast, leaves for bandages, etc. They can
even perform minor surgeries using little more than their stan-
dard-issue combat knife if needed (for such things as bullet
extraction). A skill check should be made only when the GM
deems the medical task complicated or life-threatening. No
skill check should be required for simple procedures.

Mind Block

Skill Point Cost (35)

Associated Stat: MT

Because it has come to light that certain aliens possess the
powers of mind control, MerCore has recently added the Mind
Exercising training course which this skill is a part of. Char-
acters with this skill have been trained to resist the thoughts
and wills of those probing their minds (both psyonically and
electronically) and to block all attempts at getting into their
minds. Furthermore, this skill allows characters to “blank”
their minds; that is, clearing their minds of all thoughts. On a
successful skill check, the character receives a +5 bonus to
his MT stat check versus all forms of mind control, mind read-
ing and mind probing, including resisting interrogation.

Move Silently

Skill Point Cost (20)

Associated Stat: AG

Characters with this skill have been trained in how to move
silently across the battlefield and how to make minimal noise
while walking and swimming. Among the training received is

1

how to walk through leaves, sand, on squeaky floors, metal
grating, stairs, etc. Though the character can only move at a
“Sneaking” speed (approx. 1/3 his SPD stat), he will make lit-
tle to no noise while doing so. A skill check should be made
every round while moving upon difficult terrain (terrain that
could potentially make a lot of noise). A failed check could re-
sult in alerting the enemy to your position.

Operate Remote Vehicles

Skill Point Cost (25)

Associated Stat: L

Characters with this skill have been trained in the operation
of remote vehicles. These hi-tech pieces of equipment include
unmanned air and sea craft, bomb diffusing robots and spy
craft. These vehicles are very complex and require great skill
in their use and control. Characters who do not have this skill
cannot operate these types of vehicles with any success. A
skill check should be required whenever the character needs
to do a delicate operation with the ROV (Remote Operated
Vehicle), such as defusing a bomb, moving the vehicle up a
flight of stairs or flying a plane through turbulent air or water.
A failed skill check may result in the loss of the vehicle.

Pilot Planes, Sea Craft and Walkers

Skill Point Cost (35)

Associated Stat: L

Characters with this skill have been taught to fly and pilot
small airplanes and seacraft. They have also been taught to pi-
lot very small walkers. Their training does not encompass jet
fighters, airliners or other military and heavy air / sea craft or
large walkers. The training for this skill only focuses on pilot-
ing small, single-pilot vehicles. Characters with this skill can
competently takeoff, fly and land all manner of small air / sea
craft. A skill check should be required in rough weather or
during emergency landings and maneuvers. Only Pilot-type
characters are able to fly air / sea fighters and other large air
/ sea craft. Only Pilot-type characters can operate large Walk-
ers.
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Pilot Spacecraft

Skill Point Cost (57)

Associated Stat: L

Characters with this skill are able to pilot and fly all manner of
small spacecraft including shuttles and small transports. This
training does not include large spacecraft or space fighters,
which only Pilot-type characters may fly.

Public Relations

Skill Point Cost (25)

Associated Stat: L

Characters with this skill have undergone PR training. They
have been taught to deal with a skeptical or sometimes angry
public in a manner that is both diplomatic and assuring. Char-
acters with this skill are able to prepare speeches and pub-
lic conferences that will calm, reassure and better the pub-
lic’s opinion. Furthermore, characters with this skill have been
trained in how to act and talk when appearing on television
and how to “dance around” certain questions without upset-
ting anybody. They have been trained to deal with news re-
porters and television crews as well as angry or terrified mobs
of protestors. A skill check should be rolled after the character
gives his speech or appears publicly. A successful skill check
should result in the character gaining public opinion in some
favorable manner.

Jason Howard (order #809507)
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Resist Drugs

Skill Point Cost (30)

Associated Stat: MT

Characters who obtain this skill have undergone a process
of drug desensitization. Their bodies have been subjected to
small amounts of drugs and poisons in an effort to “immu-
nize” them against larger, more potentially deadly doses. Al-
though characters with this skill are not immune to the ef-
fects of drugs and poisons, it does take a much larger dose to
affect them. For example, a tranquilizer shot that would put
most people down will only slow the character with this skill;
A dose of “truth serum” that would get most men talking will
not phase this character. It takes 2-3 times the regular dose of
all common drugs and poisons to effect the character with this
skill. On a successful skill check, the drug administered to the
character will either not take effect or will have only a mild
effect (GM’s discretion); for poisons, a passed skill check al-
lows the character to suffer only one-half to one-quarter the
typical damage / effect of the poison (GM’s discretion).

Scale Walls

Skill Point Cost (20)

Associated Stat: AG

Characters with this skill have been trained to scale walls and
climb ropes quickly and efficiently. Characters with this skill
have also been trained to climb certain types of walls (such as
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brick) without the need of any type of rope so long as there
are sufficient hand-holds. Also covered by this skill is the art
of rock and mountain climbing. Although just about any char-
acter can climb a rope or scale a wall given the proper equip-
ment, characters with this skill can do so at the same speed
as their SPD stat, which is about twice as quickly as a typical
character. They have also been trained to do so while wearing
their gear and heavy body armors.

Set Traps

Skill Point Cost (25)

Associated Stat: KN

Characters with this skill have been taught how to rig boo-
by-traps. They know how to run tripwires effectively and are
able to conceal their traps well. Using a standard grenade and
a piece of fishing line, the character can set a deadly trap.
Among their training: how to rig doors and drawers with
traps, how to rig guns and grenades to go off with a tripwire,
how to set non-deadly traps, etc. A failed skill check may re-
sult in a failed trap.

Speak Additional Languages

Skill Point Cost (35)

Associated Stat: KN

Characters can learn to speak and understand a variety of lan-
guages such as Ornan, Andromedian, Lothorian, etc. This in-
cludes both speaking and writing the language. The character
can learn any number of languages, however only one lan-
guage is learned per the purchase of this skill. A failed skill
check may result in an incoherent conversation or misun-
derstanding. Proficiency in this skill usually determines how
much of a language the character knows, or how much of a
sentence he can understand. For example, a character who
speaks English at 100% proficiency could fully understand the
sentence “Quick, go get me a gun and Medi-Pak!” while a
character who has English at only 50% might hear that sen-
tence as “Hurry and shoot that Medi-Pak!” Obviously, being
hardly able to speak a language can make for some misunder-
standings. It should be noted that each race listed in the Races
section of this book has a native language, although almost all
races living in the Tri-Galaxies can speak English. English is
considered the standard language.

Spot Traps and Mines

Skill Point Cost (25)

Associated Stat: L

Characters with this skill have developed a sixth sense for
spotting traps and ambushes. Whenever the character enters
an area of ambush, or an area where there are mines or traps,
the GM should secretly roll a skill check for the character. A
failed skill check will result in the character not spotting the
trap or ambush. A passed skill check will result in the char-
acter getting an uneasy feeling about his immediate environ-
ment or being alerted to a potential trap or ambush.
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Tracking

Skill Point Cost (25)

Associated Stat: L

Characters with this skill have been trained in how to follow
tracks and footprints left on land or seabeds. They can recog-
nize routes taken by those before them by spotting such things
as broken sticks or more subtle hints such as rustled leaves or
disturbed mud and sand on the seabed. They can follow even
the most concealed or weather-worn trails and tracks. In bad
weather or high-current waters, the character may suffer as
much as a -50% modifier to his skill check. A failed check re-
sults in the character losing the trail.

Zero Gravity Training

Skill Point Cost (30)

Associated Stat: E

Characters who have undergone this training have been taught
to operate effectively and efficiently in the zero-gravity condi-
tions of outerspace. They have been trained in doing out-of-
vehicle space walks as well as operating within a zero-gravity
environment—such as those found inside some space stations
and shuttles. After having completed their training, characters
with this skill are fully ready to head off into the unforgiving
conditions of space. Along with the training, characters also
gain some valuable other benefits, such as the ability to with-
stand heavy G-forces and unstable conditions without getting
sick. A skill check should only be required when the character
is attempting some type of difficult task in a zero-gravity envi-
ronment, or to resist extreme G-forces without blacking out.

WE Experimental Weaponry

Associated Stat: NA

Skill Point Cost (30)

Level 2: (60)

Level 3: (90)

Level 4: (120)

Level 5: (150)

Characters with this skill have been trained to use experimen-
tal weapons with accuracy and competency. Experimental
weapons include, but are not limited to, some railguns, laser
rifles and certain alien technologies.

WE Flamethrowers and Chemical Weapons
Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of flamethrowers and chemical wea-
pons.

Perfect Blue
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WE Knives and Hand Weapons

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently wield all
types of knives, daggers and other hand weapons.

WE Machine Guns

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of heavy machine guns, including anti-
tank and anti-vehicle guns.

Jason Howard (order #809507)
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WE Rifles

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of rifles including automatics, bolt-ac-
tion and other types of rifle weapons. This skill does not en-
compass any type of sniping rifle, however.

WE Rocket Launchers and Torpedoes

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of heavy artillery weapons such as ba-
zookas and rocket / torpedo launchers.




WE Shotguns

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of shotguns.

WE Small Arms and Handguns

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of small arms including pistols, rev-
olvers and like weapons.

WE Sniping Rifles

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of sniping rifles and guns.

WE Submachine Guns

Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of submachine guns.

WE Thrown Weapons, Grenades and Bombs
Associated Stat: NA

Skill Point Cost (20)

Level 2: (40)

Level 3: (60)

Level 4: (80)

Level 5: (100)

Characters with this skill are able to competently and accu-
rately use all manner of grenades, smoke grenades and other
explosive devices including bombs.

Jason Howard (order #809507)
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RACES

The first step to creating your characters—both Executive,
FTM and Pilot—is choosing a Race. In the Tri-Galaxies, there
are many different planets, including Orna, and the remains of
the Human race who live scattered amongst the planets. This
gives a huge amount of different species of intelligent beings.
However, in this book you will only learn about the six major
races of the Tri-Galaxies. While there are probably hundreds
of other races, these six make up more than 80% of the Tri-
Galaxies. Cyborgs are also detailed in this section, although
their status as a “race” is still in debate.

In Perfect Blue, players get to play as three types of charac-
ters: Executive, Field-Team and Pilot. For each type of charac-
ter, the player must begin building him by choosing a race that
he’d like to be. While players can choose any race for their
FTMs and Pilots, Executive Characters must be Ornan. This is
a policy put in place by Majestic Blue to help ensure the integ-
rity of the Perfect Blue operation.

But these races are not only included for the players. The
GM will also use these races for his NPC characters. While
most Ornans are loyal to planet Orna and the Perfect Blue op-
eration, some of them and most of the other races are indif-
ferent, unconcerned and unsympathetic to the Ornan’s situ-
ation. Most races in the Tri-Galaxies are even hostile toward
the Ornans. This is because of Triaxy Mining’s great political
and economic power. Many people are too afraid to speak out
or act out against the Triaxy Corporation. However, there are
some races who are sympathetic toward planet Orna and the
plight of its people. And Triaxy also has some powerful ene-
mies (such as their competition). In fact, even some Andro-
medians are sympathetic to the Ornans (although these are
few and far between). This makes for endless possibilities for
characters—both player and NPC—of any race.

In this section you will learn about the major races of the
Tri-Galaxies, as well as the Ornans. With each race you will
find a descriptive text about the race and learn a little about
the race’s history, home planet and how the “typical” person
of that race feels about the Ornans. Most players will proba-
bly want to play Ornan characters—after all, Perfect Blue is all
about the liberation of their planet! However, players can also
be any of the other races for their FTM and Pilot characters.
After all, even the races generally hostile toward the Ornan
people will have a few who are sympathetic and will want to
help them fight their war.

The races to choose from are as follows:

. Ornan

. Andromedian

. Human

. Trikosi

. Vornite

. Lothorian

. Cyborg (also called Androids)

N Ul R W N

On the following pages you will find a complete listing for
each race. All races are listed with the following information:

Description
A description of the race in general.

Native Planet
A little about the race’s home planet.

History
A little background information about the race’s history and
where they are going.

Special Traits
Any special powers, abilities or interesting facts.

Stats

Each race is listed with a stat table. Within this table you will
see any stat modifiers received by that particular race. Hit-
Points listed in this table reflect how many additional HPs
that race receives when he levels-up in his character class.
Hit-Points are listed with two categories: Critical and Stan-
dard. This reflects how many of each type of HPs the charac-
ter receives upon advancing level in his character class.

Average Height and Weight
This is the average height and weight of that particular race.

Night Vision

While most races, such as Humans, are practically blind in the
darkness, some races can actually see quite well in it. Night
Vision is how far the race can see in darkness without the help
of outside equipment or lighting.

Languages

These are the languages spoken by the race, in general. All
races can speak both English and their home planet’s native
language.

Perfect Blue
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ORNANS

Description

Ornans are the native inhabitants of planet Orna. Evolving
from mammalian ancestors, they resemble Humans in many
ways. Their skeletal structure and surrounding musculature
is very much the same as a Human’s would be. They have
four digits and an opposable thumb on each hand, which al-
lows for great dexterity. Most Ornans are a very pale shade of
blue, but some are a dark, bluish-black color. Although there
are many skin hues in between these two, pale and dark blue
complexions are most common. The eye-color of the typical
Ornan is blue, but green, black and even shades of red are not
rare in the population. Ornan hair is also predominantly blue
or black in color and has a silky sheen, but like the eyes, it can
be pale brown, green, or red.

Like Humans, Ornan faces are incredibly expressive. They
have fully formed chins, cheekbones and foreheads, much like
Human skulls. They have wider teeth than Humans do, and
have only 22 teeth inside their mouths. On average they have
fairly small noses that are slightly upturned at the ends, and
their sense of smell is quite acute. Their ears are on the sides
of their heads, and look much like Human ears, except that
they are generally a little larger in proportion to the head.

Internally, Ornans differ far more from Humans. The Or-
nan stomach is about half the size of a Human'’s, so conse-
quently they eat much less than a typical Human would at a
meal. Because of the small stomach and their high metabolic
rate, obesity is very rare amongst them. Usually only the rich
have a substantial belly, and socially it is a sign of affluence.

The Ornan heart is four-chambered like a Human’s, but it
is located on the right side of the chest, and pumps red blood
throughout their bodies with a slightly quicker pulse than a
Human’s. The Ornan brain is quite unique, as it contains the
only known regenerating brain cells of any race in the galaxy.
Psionics are rare amongst the Ornan population, but there
have been many proven cases over the years. It is speculated
that the regenerating brain cells are the cause of this phenom-
ena. An experiment at Basica National University (before the
coming of Triaxy) showed that a great number of brain cells
were killed when a telepathic Ornan used her mental powers.
Within fifteen minutes of the subject’s demonstration howev-
er, new cells were already forming in the brain.

Because of this phenomena, Ornans regenerate their
psyonic powers very rapidly and do not require as long a
“down time” as other psyonic races do. However, only a small
percentage of the population has ever shown psyonic poten-
tial, and they had to train years in order to make it an effective
tool. But even with years of training and practice, most Ornan
psyonics are probably no match for an Andromedian.

=7

Native Planet

The Ornans hail from the planet Orna in the distant Quoro-
phant galaxy. They are the most recently discovered race ac-
cording to Union and Trade Association records. Their planet
is incredibly rich in Itosium—the wonder mineral that powers
entire galaxies. Besides Itosium, Orna is also rich in natural
beauty. About 70% to 80% of the world’s surface is covered

John F Willis
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with ocean, leaving few great landmasses. There are a few is-
land groupings throughout the world, the largest being the
Arkatusian Isles and the Neo-Basica Islands. Other significant
landmasses include Trinasa, a peninsula jutting down from
the polar icecap in the North, and Norbasica, which extends
from the Southern polar cap.

The largest continent is Terramatta, which is connected to
the Arkatusian sub-continent. All of Terramatta lies North of
the equatorial divide. Its climate is generally mild, although
storms along the coasts can sometimes get fierce. Winter in
Terramatta occurs during the Earth Standard months of De-
cember to February, and are quite dangerous to the unpre-
pared. Terramatta has an average winter temperature of 35
degrees below zero. Most of the central regions in Terramat-
ta become icebound and few Ornans travel during the winter.

There are several huge supercities on Terramatta, which
house millions of Ornans. Supercities such as Tiana, and Ter-
ramassu are sprawled over the land, rising up as much as they
spread out. Since the coming of Triaxy however, Terramassu
has been transformed into a Triaxy pleasure city, and Tiana
has been made a “model city” by Triaxy.

Terramassu, given that it was very close to major Itosium
deposits, was deemed a perfect location for Triaxy employees
to live. Triaxy transformed it from a cultural Ornan city into a
gaudy urban sprawl of casinos, neon lights and towering of-
fice complexes. Here Triaxy employees live lavish lives while
Ornans work only as slaves. Tiana hasn’t changed much phys-
ically since the Triaxy takeover, but the eyes of the Ornan citi-
zens tell a different tale. Tiana is what Triaxy shows to visit-
ing dignitaries who come to inspect Orna. Failure to cooper-
ate with the Triaxy representatives means death. At night the
streets are patrolled by nightmarish creatures called Enforcers,
rumored to be Triaxy experiments.

Arkatasia was the Southern supercity on Arkatusa, while
its sister city, Arkane, lay in the North. Between the two of
them they held more than 65% of the total Arkatusian popula-
tion. Arkatasia was a city of museums and universities. Within
the libraries, any and all information was at hand for research-
ers. It was also the city where nearly all cutting edge research
was conducted. If not for the design engineers of Arkatasia,
the supercity Arkane would never have been built. Arkata-
sia also had many firms and companies headquartered there,
making it one of the busiest business cities in all of Orna.

Arkane was considered a technological marvel, and was
nicknamed the “Big Engine” by many Ornans. Designed by
engineers and architects from Arkatasia, it was one of the
marvels of the modern Ornan world. The whole city was a
vast network of processing and manufacturing plants, run-
ning on unrefined Itosium. Much of the manufactured goods
throughout Orna were made in Arkane. Considered a marvel
of engineering and ingenuity, the architects of the city seam-
lessly mixed living space with working space. Some workers
even lived in the areas that they were responsible, with beds

nd chairs hidden behind walls or under floors until nighttime

Perfect Blue

Jason Howard (order #809507)

1

when a flick of a switch would reveal them. Arkane was also a
remarkably clean city, since unrefined Itosium emits no harm-
ful radiation, chemicals or gases. Any pollution that was pro-
duced was carefully monitored and disposed of.

Sadly these two cities also changed drastically when Tri-
axy took over. Arkatasia became a re-education center for
many Ornans. Through techniques that are only marginally
less terrible than actual torture, Ornans are forced to bow be-
fore the corporate and military might of Triaxy. Many Ornans
who live in this city have a haunted, beaten look about them,
for they are the “re-educated” members of society. Within Ar-
katasia, suicide is the number one cause of death amongst
the Ornans.

Arkane has seen great change as well. When Triaxy came
in, they saw the groundwork for a perfectly good processing
facility had already been set up. All they needed to do was
to get rid of all the inefficient Ornan machinery, and the Or-
nans as well. Much of the city was razed, only to be rebuilt in
a monstrous parody of its former self. Arkane (what’s left of
it) now spews pollution and toxins into the air, sea, and land
around it. For miles, the black water stretches, and no ocean
life can live there now. The skies constantly weep acidic rain
that destroys the soil all around.

Finally, there is the continent of Basica, considered by
many to be the greatest of all the continents. Possessing a
greater population than the other two continents, Basica is
also richest in resources. Nearby in the ocean depths, the Ba-
sica Abysmal Plane is the largest source of new Itosium on the
planet. Lying in the Southern Hemisphere, Basica is also warm
for the better part of the year. Basica is a mountainous coun-
try, and there are many mines extending into the roots of the
mountains. Although not as important as the Deep-Sea CryAg
mines, the mountains provide many essential elements.

The supercity of Mohab was the central seat of govern-
ment for the entire planet. Within the city, great governmen-
tal buildings towered above the rest. Huge, beautifully land-
scaped parks and gardens were everywhere to be enjoyed by
all. The largest university, Basica National, was located within
Mohab, and only the finest were considered to be admitted.
Another place of interest in Mohab was the Ornan Nation-
al Zoo, which had nearly every single Ornan animal exhibit-
ed. All of Mohab’s greatness centered on one thing however:
the People’s Parliament Building. A massive structure of green
stone, it was here that the Ornan government ran their planet
when they converted to a one-world system. Since the com-
ing of Triaxy, and the takeover of the government, the capi-
tal has been moved to the newly built Triaxy City. The fate of
Mohab is sad, for this noble and dignified city has become a
bombed-out ruin where Ornans must battle each other, Triaxy,
and hunger just to stay alive.

Triaxy City holds the planetary corporate offices for the
Triaxy Mining Corporation. It is the most heavily defended
place on the entire planet. From here, all decisions are made
by a Corporate Governor and his staff. It also houses the lar-
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Ornans often live hard lives in the ruined cities.\Gangs and thugs rule the streets and daily life is a struggle for survival. i\
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gest amount of employees on the planet. There is living space
for 3,000,000 Triaxy employees and also quarters for another
1,000,000 Triaxy Security troops. Triaxy City also has full-size
launching bays capable of holding capital ships, and numer-
ous hangars for security and utility craft. Ornans are not even
allowed inside the city unless they have a special pass—a pass
which must be applied for three months before the visit, and
contains an appointment time, and a Triaxy escort. Of course,
the exceptions to this rule are the Ornan slaves who work here
for Triaxy.

History
Orna has a rich and extensive history which parallels Human
history in many ways. Their planet has seen a prehistoric age
where dinosaurs roamed the planet, the coming of the first
primitive Ornan people, the rise of their metal ages and on-
ward to a medieval renaissance. All of this is obviously too
much to be described and is irrelevant to this book. However,
it should be noted that the Ornans, much like the Humans,
always struggled to make better lives for themselves and im-
prove the quality of life and diplomacy on their planet. They
were engineers and builders by nature and quickly rose to a
modern civilization.

As of the coming of Triaxy, Ornan technology was compa-
rable to that of the Humans at the beginning of the 215t cen-

)

tury. In some areas, such as sea technology, they were much
more technologically advanced. The Ornans always adored
their seas and oceans and poured much of their research and
engineering efforts into it. Hence, they were able to design and
build their Atlantean Cities—the most hi-tech and wondrous
cities in the entire universe. Luckily, these cities are still hid-
den from Triaxy and are the last remaining remnants of how
the Ornans used to live.

But in other areas of technology—such as their air and
spacecraft—the Ornans were far behind the Human technol-
ogy of the day. The arrival of Triaxy Mining has been a great
help in advancing all areas of Ornan science. They managed
to grasp the concepts of much of the technology, despite the
fact that it was years ahead of their current level of design and
research. Already, Ornans have adapted many things for their
use after reverse-engineering the alien items. Most important-
ly, the Ornans were able to quickly adopt new space and mili-
tary technologies and today they are able to design many of
these marvels themselves. Triaxy has tried to halt the sale of
advanced technologies to the Ornans, but there is now a large
black market in operation which can secure almost anything
for the right price.

For more information on the Ornans and recent Ornan history,
see the World Guide section of this book
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Special Traits

Ornans are comparable to Humans in most respects. Some
have the ability to use psyonic powers, although these Ornans
are rare. But because of their ability to regenerate brain cells,
Ornans are able to regain their PEP points (see Psyonics sec-
tion) twice as quickly as other races. Ornans are all mentally
tough, even if they are not psyonic.
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Average Height and Weight: 5.9 ft, 160 Ibs.

Night Vision: None

Languages: English, Ornan
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ANDROMEDIANS

Description

The Andromedians come from the Andromeda galaxy which
is the closest to where Earth once laid in the Milky Way. They
are a tall, skinny race, completely hairless, with large, ovular
heads and big, silver eyes with no pupils. The eyes of the An-
dromedians are adapted to see in the ultraviolet wavelengths
of light, and they are all but blind to the color red. Androme-
dians make up for this with high-tech filters that they place
over their eyes which can allow them to see infrared and even
in the normal spectrum of light.

They have only six teeth inside their small, lipless mouths:
three teeth on the bottom jaw and three on the top. All are
molars except for the central upper tooth, which is a wide and
sharp incisor. The Andromedians have two holes on either
side of their head which act like ears. Compared to other rac-

Jason Howard (order #809507)
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es, their hearing is very poor and they cannot even hear their
name being shouted from 100-feet away. Their nose is noth-
ing more than two small slits between their eyes, and belies
their acute sense of smell. Their olfactory organ has nearly
100-times more sensory nerves than even a bloodhound, and
an Andromedian can usually tell who is behind them just by
the smell of the person. Their skin has a waxy appearance
and is usually a color of pale yellow, gray or tan. Despite their
height, they are light and weak compared to the other races
of the universe. On planets with gravity similar to Earth’s, the
typical Andromedian only weighs around 130 pounds.

Perhaps the most evolved of all races, the Andromedians
are millions of years older than even the Humans. Develop-
ing in isolation, they reached the pinnacle of evolution almost
a million years ago. Since then, they have not developed any
further. Despite this million-year stagnation, they are still far
more advanced than the other races of the galaxy and have
used technology to push their evolution even further (see Bio-
Hardpoint Technology, below). Andromedians are also the
only known race to possess a five-lobed brain. Within the cra-
nium itself there are four lobes, with the fifth lobe being locat-
ed at the base of the spinal column. The spinal lobe is respon-
sible for the control of basic motor function and also serves to
regulate the heart rate, blood flow and breathing of the Andro-
median. Severe trauma to this lobe will almost always kill the
Andromedian, and lesser damage will cause paralysis and the
need to function on life support.

It is because of this weakness that all Andromedians
who leave the home planet must have surgically implant-
ed armor placed into their lower back. An Andromedian
who has traveled off planet can be recognized by two
metal holes in their lower back, which are actually hard-
points for additional modular armor to be attached. In
fact, most Andromedians who travel the stars have voluntarily
undergone surgery to avail themselves of the technology that
has made their race a superpower.

Perhaps the Andromedians’ greatest military achievement
is the creation of this bio-hardpoint system. Where natural
evolution has come to stagnation, the Andromedians have
used technology to artificially evolve. In effect, the body of the
Andromedian is fitted with openings, connected to the brain
by an artificial nervous system. These openings can accept
and operate any piece of modular armor or weapon system
developed as all connections are universal to ensure compat-
ibility. Figure 5.0 shows how an Andromedian soldier might
arm himself; Fig. 5.2 shows actual Bio-Hardpoint inputs on an
Andromedian’s body.

Although other races have tried to copy this bio-hardpoint
technology, they have not had any success. The unique brain
of the Andromedian is the reason why. The upper brain con-
tains four lobes: two in front and two behind. The two frontal
lobes control higher reasoning and also interpret sensory in-
put. What is unique is that the two lobes are carbon copies of
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for each other in the event that one lobe might be damaged.
Having two lobes is what makes bio-hardpoint technology so
easy to use for the Andromedians. They only have to wire the
artificial nervous system to one lobe, while the other lobe han-
dles the normal functions of the mind.

What sets the Andromedians apart even more from the
other races is their unique back lobes. They are unlike any-
thing ever seen in any other races’ brains. In most Androme-
dians, the two back lobes are small and perform no noticeable
operations. In a small percentage of the population however,
these lobes grant the Andromedians amazing power. These
two lobes control the psyonic ability that makes the Andro-
medians so dangerous. Andromedians who have psyonic skill
have enlarged lobes in the back of their head (see Fig. 5.3).
It has been documented that Andromedians who display tele-
pathic prowess always have an enlarged left rear lobe. These
telepathic powers include empathy, mind reading, mental
domination and the ability to cause people to feel emotions
such as panic and fear.

On the other hand, Andromedians who display a range of
telekinetic powers have a large right rear lobe. Their powers
include physical manipulation of objects and pyrokinesis. The
lobes of psyonic Andromedians often grow so large that they
cause the cranium to become distended and enlarged. Andro-
medians are almost always either telekinetic or telepathic, and
the corresponding lobe is enlarged so that their heads look
almost lopsided. Very few Andromedians are both telepath-
ic and telekinetic and have both lobes enlarged. The select
few that do are usually amongst the highest ranks of the gov-
ernment and military of Andromeda. It should be noted that
psyonic Andromedians are unable to be fitted with bio-hard-
point implants. For some reason, the implants and artificial
nerves interfere with the use of the psyonic powers. Experi-
ments to fit these psyonics with bio-hardpoint tech has al-
ways ended in death, as the brain of the psyonic Andromedi-
an burns out both the artificial and real nervous systems and
causes massive hemorrhaging in the brain.

The Andromedians are, by nature, an arrogant, greedy and
biased people. They do not openly allow other races to inhab-
it their world and view themselves as the supreme race. This
cultural vanity is the result of the millions of years they spent
completely isolated from other sentient life. When they man-
aged to explore other solar systems, they were shocked at the
primitive people they encountered. The discovery that they
were not alone in the universe threw the Andromedians into a
general panic, and to this day they are very xenophobic.

The greed of the Andromedians is legendary. Besides con-
sidering other races inferior to themselves, they are also in-
credibly jealous of any race that has something that they do
not. The discovery of CryAg by the Humans is still a sore
point with them. Throughout galactic history, the Androme-
dians have been willing and ruthless in obtaining what they
want from other people. As the most ancient of all the races,
the Andromedians feel little more than contempt and scorn for
their galactic peers.

1

Native Planet

The Andromedians hail from their native planet Andromeda
in the Andromeda galaxy, but can also be found on the nearby
planets of Solarus and Polarus in the same galaxy. Upon these
planets the Andromedians have built fantastic cities using
some of the most advanced technologies in the known uni-
verse. Of all the races, the Andromedians have the most civi-
lized culture and have eradicated poverty from their world.
They live under a regime that closely resembles old Earth
Communism.

Despite their great advances in all other areas, politically
they are near barbaric. It is because of their extreme xeno-
phobia that they have not yet progressed to a more democrat-
ic form of government. The government of the Andromedian
race is pervasive and always present in the life of the normal

Fig. 5.0: An Andromedian in Bio-Hardpoint Armor
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Andromedian. Although all are supposed to be equally represented by the government, the

truth is that a select few make all the decisions for the entire race. A committee of ten high-

S ranking Andromedians dictates all the laws and regulations of the race. Despite this, most

D” Andromedians are content and happy with their government, especially since they are the

most powerful and prosperous race in the galaxy. They are more than happy to give up in-

= dividual freedom for a greater feeling of security.

All entertainment on their planet is government sponsored and approved, and all

Xr schools are run by the government. Law enforcement amongst the Andromedians is

/\\ A swift and brutal. The police force is made up almost entirely of telepaths who are able

N f?\ to read the minds of their fellow Andromedians. No crime can be hidden from their men-

tal searches, and even just thinking about committing a crime can be cause for arrest.

Some Andromedians have become dissatisfied with the oppression of the government,

\" but their numbers are very few and they have yet to cause any serious trouble to the

government.

/ The Andromedian government is also one of the most powerful members on the

Trigalactic Union and Trade Association. Because they have one of the richest planets

and control the most powerful technologies, the Andromedians almost single-handed-

ly control the Union. It was on their planet that Triaxy was founded and it is still the

Andromedians who control the corporation’s assets. The Andromedians seem bent on

dominating the universe and work quickly to outdo others. They refuse to share any of
their technologies or wealth.

)

explore the stars. The Andromedians had technologies far more advanced than the Hu-

mans’, however they never discovered the powers of the Crystal Aggregate, having very
little of it in their own galaxy. It was this gift that the Humans gave to the Andromedians,
and after which a shaky friendship was born. While the Andromedians were happy to have
this new technology that allowed them to travel far distances with ease, they were jealous
of the Humans—who they saw as an inferior race—having discovered it first.

There was also a certain amount of fear towards Humans. After all, the Andro-
median race was supposed to be supreme yet it was the lesser race of Humans
who unlocked the powers of CryAg. And if the Humans could do that, what else
were they capable of? The Andromedians also had their greedy eyes on Mars—a

planet which was very rich in the precious CryAg. While nothing has ever been

proven, it is speculated that the Andromedians were the cause of the Crystal Aggregate wars long ago. It was also
proven that it was the Andromedians who destroyed the Earth. History has shown the Andromedians to be a devious and un-
trustworthy ally, and many of the other races view them with suspicion. But while the Andromedians control the majority of
the Union board, they hold the greatest power in the Tri-Galaxies.

History
/ \’ The Andromedians were the first people discovered by the Humans when they set out to
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Fig. 5.1: This Andromedian has “typical” brain lobes as evidenced by his rounded skull. He would not possess

hightened psyonic ability.

Special Traits

The Andromedians are lacking physically and are perhaps the weakest of all the races. However, their technology, and espe-
cially their military tech, makes them more than a match for the other races. The bio-hardpoint system can make an Androme-
dian stronger than a Lothorian and enable him to pack more weaponry than most starfighters can. The “true psyonic” Andro-
medians (Andromedians with enlarged brain lobes) are incredibly powerful, even without the ability to use the bio-hardpoint
technology, crushing their opponents mentally. No other race can make use of bio-hardpoint tech, and no others are as natu-
rally powerful in psyonics as the Andromedian True Psyonics. For a list of bio-hardpoint equipment commonly used by the An-
dromedians, see the following pages.
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Average Height and Weight: 6.4 ft, 130 lbs.

Night Vision: Can use filters to adjust eyes to infrared spectrums for night vision

Languages: Andromedian, English
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Fig. 5.2: These are the locations of Bio-Hardpoint inputs.
Armor, weapons and other devices can be directly plugged
into these hardpoints and utilized as if they were a part of the
Andromedian’s body. This diagram shows the typical way in
which Bio-Hardpoint locations are placed on an Andromedian’s
body, although there can be variations.

Bio-Hardpoint Technology

All Andromedians (with the exception of the “true psyonics”)
are able to use Bio-Hardpoint technology. More than 80% of
all Andromedians are outfitted with bio-hardpoints when they
reach maturity. The remaining 20% consist of True Psyonics
who cannot make use of the technology, those who are born
disfigured, mentally retarded, or those who are deemed “un-
fit” for military duty. Because all Andromedians are required
by Andromedian laws to spend at least five years in the mili-
tary, bio-hardpoints are required on almost all Andromedians.
This has helped the Andromedians create one of the toughest
and most technologically advanced militaries in the universe.

Figure 5.2 shows the typical layout of bio-hardpoints as
they are placed on the common Andromedian. Those Andro-
medians who spend more than nine years in the Andromedi-
an military are commonly outfitted with even more hardpoints
and more sophisticated technologies.

All hardpoints are directly wired into the Andromedian’s
nervous system, with some (such as chest and back hard-
points) being wired directly into the Andromedian’s heart

lungs and bloodstream. Head hardpoints are wired directly to
the brain. This allows the Andromedians to outfit themselves
with weapons, armor and computers that act as an extension
of their own bodies. Even life-support systems, artificial lungs,
hearts and other organs can be plugged into them.

Arm hardpoints are commonly used to outfit Androme-
dians with weapons such as small missile launchers, guns
or other weapons; leg hardpoints typically plug into special
boots or “power armor” to increase strength. Head hardpoints
can house sophisticated helmets which feed information and
weapon scope sights directly into the Andromedian’s mind
giving him better aim. Back hardpoints can house oxygen
and life-support systems and can feed oxygen directly into the
bloodstream or even be used to filter and clean blood during
chemical and biological attacks. Typically, Andromedian sol-
diers are outfitted with a suit that integrates all of these as-
pects. Figure 5.4 illustrates the typical clothing worn beneath
Hardpoint Suits.

While the Andromedian government produces 90% of all
Bio-Hardpoint gear and strives to control the market, other
companies have begun cashing in on the Andromedians’ want
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Fig. 5.3: This Andromedian has an enlarged brain lobe. Notice his
conical head. Andromedians with an enlarged lobe such as this

possess very strong psyonic abilities but cannot utilize Bio-Hard-
point technologies
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of even more powerful and sophisticated technologies. These
blackmarket pieces are not always up to standards and can re-
sult in the Andromedian frying his nervous system. For this
reason, the Andromedian government has outlawed all bio-
hardpoint equipment not specifically licensed by them.

On the following pages you will find a listing of some of
the most commonly used Bio-Hardpoint systems and weap-
ons. While there are literally hundreds of different attach-
ments, the following list provides an ample look at what they
can attach into themselves.

Fig. 5.4: This Andromedian is ready to arm himself with Bio-
Hardpoint armor and weapons. This suit is typically worn beneath
Bio-Hardpoint armor.

1

Hardpoint Full-Suits

The following are typical full-suits—also known as fully-inte-
grated Hardpoint suits. These suits are typically worn by An-
dromedian soldiers into combat and are by far the most com-
mon suits. For more information about these listings, see the
Buyer’s Guide.

S| -VI Hardpoint Suit
Cost: $15,000
Availability: C
Manufacturer:
Government
EV: 50

AR: -4

The SI-VI (Standard Issue
model 6) is the basic body
armor and hardpoint suit
of the Andromedian mil-
itary. It is favored for its
lightweight design, ma-
neuverability and protec-
tion. While it only mini-
mally utilizes the Andro-
median’s bio-hardpoints
(only the helmet and chest
plug in), it packs some very
high-tech features. For starters,
the included helmet (which
plugs into the head hardpoint)
can switch from standard vi-
sion to thermal imaging to
nightvision by merely will-
ing it to do so. The visor
can also provide a binocu-
lar enlargement up to 50x. A
port on the back of the armor’s

Andromedian

SI-VI Armor

backplate
for a specialized weapon scope to plug into which allows the
wearer to see the targeting scope within his visor (+5 to hit
bonus when used). The chestplate plugs into the chest hard-
point and contains 10 doses of morphine, antibiotic medicine
or other injections that can be administered into the blood-
stream during combat.

has a jack
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Sl Ultra IV

Cost: $35,000

Availability: Ave

Manufacturer: Andromedian Gov-
ernment

EV: 80

AR: -6

The SI Ultra IV (Standard Issue
Ultra-Model 4) is an upgrad-
ed version of the SI-VI body
armor and hardpoint suit. A
little heavier, this suit offers
great protection from bul-
lets and blasts while still
maintaining a high degree
of maneuverability (-2 to AG
stat while worn). It also ful-
ly utilizes bio-hardpoints and
comes packed with features.
For starters, the Ultra IV is a ful-
ly contained environment suit-
able for combat during nuclear,
biological and chemical attacks.
Optional oxygen tanks can be
hooked into the backplate of
the armor and linked direct-

ly into the bloodstream for

a constant flow of clean air.
The chestplate plugs directly into the chest hardpoint and can
filter blood and acts as a second liver to further protect against
any harmful NBC agents that might enter the suit through a
bullet hole. As well, the arm and leg hardpoints hook into the
nervous system and add extra electrical energy to the muscles,
thereby increasing the wearer’s strength (ST stat) by 3 points.
The included helmet (plugs into the head hardpoint) offers
thermal imaging, nightvision and binocular enlargement to
50x. Helmet also includes Flash Protection and LSDM (see
glossary). As with the SI-VI, a port on the back of the suit al-
lows for weapon scopes to plug in to allow the wearer to see
exactly where his weapon is pointing (+5 to hit bonus when
used). The helmet also includes an integrated communica-
tions device which allows the wearer to transmit and receive
thoughts (regardless of his psyonic ability) through the anten-
na. This works exceptionally well to allow the soldier to keep
in contact with all of his comrades during the heat of battle.
As well, the chestplate contains 10 doses of morphine, antibi-
otic medicine or other injections that can be administered into
the bloodstream during combat. This suit is suitable for un-
derwater combat.

Sl Ultra IV Armor

Gladius Il

Cost: $52,000

Availability: R
Manufacturer: Andromedi-
an Government

EV: 120

AR: -10

The Gladius II is the most
coveted and highly ad-
vanced of all the body ar-
mor and hardpoint suits
available. It offers the
best protection available,
able to stop even the most
powerful  armor-piercing
rounds. Being a fully-con-
tained environment, it offers
protection against all NBC
attacks and comes equipped
with its own supply of oxy-
gen housed inside the ar-
mor’s protective shell.
And like the Ultra IV, the
Gladius plugs directly
into the chest hardpoint
and can filter blood and acts as

a second liver to further protect against any harmful NBC
agents that might enter the suit through a bullet hole. But all
of this protection doesn’t come cheap, and the suit weighs a
lot and is not as maneuverable as other suits (-4 to AG stat
while worn). Luckily, the Gladius plugs in to all hardpoints
and acts as a “power suit”, boosting the wearer’s strength (ST
stat) by 6 points. But this power too is draining on the Andro-
median’s nervous system and drops his MT score by 2 points
while worn. The included helmet (plugs into the head hard-
point) offers thermal imaging, nightvision and binocular en-
largement to 100x. As with the SI-VI, a port on the back of the
suit allows for weapon scopes to plug in to allow the wearer
to see exactly where his weapon is pointing (+ 5 to hit bonus
when used). Additionally, the helmet is equipped with “la-
ser-guided point-and-shoot” (or L-PAS) technology: Wherever
the wearer looks, a laser beam from the helmet’s visor falls
on the target and guides the wearer’s hand. This gives him
true “look-and-shoot” capabilities, as wherever he looks, he
is automatically targeting (this gives the wearer a + 8 to hit).
The helmet also includes an integrated communications de-
vice which allows the wearer to transmit and receive thoughts
(regardless of his psyonic ability) through the antenna. The
helmet also includes Flash Protection and LSDM (see glossa-
ry). As well, the chestplate contains 10 doses of morphine, an-
tibiotic medicine or other injections that can be administered
into the bloodstream during combat. This suit is suitable for
underwater combat.

Gladius Il Armor
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Additional Bio-Hardpoint
Equipment

Aside from the fully integrated suits, Andromedians have a
wide range of specialized gear and equipment they can use.
On the following pages you will find the most common types
of upgraded equipment and utilities.

Wasp CH-3 Combat Helmet
Cost: $14,000
Availability: C
Manufacturer: Andro-
median government

EV: 15

AR: -5

The Wasp CH-3 is one of the
most high-tech combat helmets
available to the Andromedians.
It offers Thermal Imaging, night-
vision and binocular enlargement to

100x. A port on the back of the helmet allows for weapon
scopes to plug in to allow the wearer L-PAS technology (this
gives the wearer a + 8 to hit when used). What’s more, the L-
PAS system uses an ISL (Invisible Spectrum Laser) to create a
completely covert system acceptable for snipers. The helmet
also includes an integrated communications device which al-
lows the wearer to transmit and receive thoughts (regardless
of his psyonic ability) through the antenna. The helmet also
includes Flash Protection and LSDM. Yet another feature is
the left-mounted Blinder Light which can be set off once per
round (needs time to charge back up) which is powered by an
internal battery. This light creates a Blinding Flash effective to
10-yards which temporarily blinds those looking directly at it
for 1D4 rounds (-8 to all combat rolls). The helmet is also NBC
capable when hooked to a full NBC suit and can supply fresh
oxygen if hooked into oxygen tanks. See Glossary at the back
of this book for information on L-PAS, ISL and other functions
of this helmet.

Viper Data Processing Helmet

Cost: $32,000

Availability: R

Manufacturer: Andromedian government

EV: 15

AR: -4

The Viper is a very sophisticated helmet equipped with pow-
erful computers and processing circuitry. It plugs into the
head hardpoint and can dump loads of information into the
wearer’s mind. A wire attached to the helmet can be plugged
into just about any typical computer to access data. The infor-
mation is shown on the inside of the helmet’s visor to allow
the wearer to easily read it. But more importantly, the infor-
mation can dump directly into the wearer’s mind at the rate
of 100MBs per round. This information is then permanentl
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stored in the wearer’s brain
as if he has always known
the data. However, this is
extremely harsh on the
brain and requires a wear-
er with an MT stat score
of 16 or better. As well,
if more than 1,000MBs of
data are dumped into the
mind within a 24-hour pe-
riod the user’s mind will
be fried, resulting in instant
death. The helmet itself can
store up to 1,000GBs of data in its onboard hardrive. The hel-
met can also dump data back into computers. Aside from that,
the Viper offers all the other bells and whistles of other hel-
mets: Thermal Imaging, Nightvision, binocular enlargement
to 50x, an integrated communications device which allows the
wearer to transmit and receive thoughts (regardless of his psy-
onic ability) through the antenna, Flash Protection and LSDM.
The Viper also features twin-mounted Blinder Lights which
can be set off once per round (needs time to charge back up)
which is powered by an internal battery. This light creates a
Blinding Flash effective to 20-yards which temporarily blinds
those looking directly at it for 1D4 rounds (-8 to all combat
rolls). The lights can also be switched to a floodlight mode for
looking around in the dark. The helmet is also NBC capable
when hooked to a full NBC suit and can supply fresh oxygen
if hooked into oxygen tanks. See Glossary at the back of this
book for information on functions of this helmet.

e
Viper Data Processing Helmet

EV 9-A Pilot’s Helmet
Cost: $25,000
Availability: R
Manufacturer: Androme-
dian government

EV: 15

AR: -4

This is perhaps the pinnacle
of Andromedian hardpoint
technology. The EV 9-A Pilot’s
Helmet can turn the wearer into
a pilot, navigator and weapon’s op-
erator. That means a single pilot can
operate an entire warplane by himself! The helmet plugs into
the pilot’s head hardpoint and also the computer of the vehi-
cle’s cockpit where is accesses all weapons and systems. To
start with, the EV 9-A boasts Flash Protection to guard against
bright sun glares and enemy burst rounds. It is also NBC ca-
pable when hooked to a full NBC suit and can supply fresh
oxygen if hooked into oxygen tanks. It also includes binocu-
lar vision to 100x. But the best part is the helmet’s left-mount-
ed self-targeting weapons scopes. This array of 3 independent
targeting scopes automatically assesses targets by obtainin
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data from the wearer’s mind, thereby freeing the pilot to fo-
cus on flying. Each target seen (both consciously and uncon-
sciously) by the wearer will be recognized as either friend or
foe by unconscious thoughts produced by the wearer’s mind.
The computer in the helmet takes that data and automatically
locks onto those targets assessed as enemy craft. The wearer
can also consciously determine which craft to target. The hel-
met can lock on to as many as three targets at once (counts
as multiple weapons lock per rules for Vehicular Combat), and
gives the pilot Increased Hit Dice of 3 and Auto Lock Numbers
of 1 - 8. The Pilot also gains Lock Re-Calculation Bonuses of
+5. See Vehicular Combat for more information. Put short,
this helmet allows the wearer to fully command large combat
vehicles equipped with multiple weapons systems.

Sparrow BP-322

Cost: $17,000 (Replacement
Itosium cell: $1,000)
Availability: Ave
Manufacturer:
Andromedian government
EV: 60

AR: 0

The Sparrow 322 is the pre-
ferred jetpack of the Androme-
dian military. Developed to plug
into the back hardpoint, the Sparrow
gives the wearer complete flight capa-
bilities. It boasts two Triaxy BIV boost-
er jets which produce 200-1bs of thrust
a piece, giving the Sparrow plenty of power to lift even the
most heavily equipped soldier high into the air. Two shoulder-
mounted wings produce stable flight and maneuvering when
used in atmospheric conditions, although the swivel-mounted
BIVs produce maneuverability in space. The Sparrow is pow-
ered by a small CryAg reactor which produces all needed fuel
for the pack. This reactor delivers enough energy to keep the
Sparrow in operation for 100-hours worth of flight time before
the CryAg supply is depleted.

Sparrow BP-322

— /O

Sentry Blaster Pack 9-A
Cost:  $20,000 (Replacement
plasma cell: $1,500)
Availability: Ave
Manufacturer: Andromedi-
an government

EV: 60

AR: 0

Designed to plug into the
back hardpoint, the Sentry
brings to the wearer un-
precedented  firepower.
Powered by a high den-
sity plasmic energy cell, )
the Sentry has dual-mounted e

shoulder plasma blasters which Sentry Blaster Pack 9-A
allow the wearer to put down intense laser fire. The pack
also allows the wearer to hook into a wealth of different hel-
mets (such as the Wasp CH-3) to give L-PAS capabilities (+8
to hit). A single shot from the blaster cannons delivers 4D6
points of damage to a maximum range of 300-yards. The la-
sers can produce single blasts or sustained blasts (4D6 dam-
age per melee). The plasmic energy cell has enough power to
give the wearer 500 shots before being replaced.

Mantis U-16 Utility Pack
Cost: $12,000
Availability: Ave
Manufacturer: Andro-
median government
EV: 50

AR: 0

This is perhaps one
of the most versa-
tile hardpoint at-
tachments available.
The Mantis plugs into
the back hardpoint to bring

to the wearer a wealth of tools for use on the battlefield or
work environment. To start with, the standard model has a
left-shoulder grappling port which can fire a grapling hook
with a self-boring head up to 100-feet. Attached to this is a
high-tensile strength wire line capable of supporting 1,000-
lbs of weight. The power winch can auto-lift the wearer to the
top of the line, while the self-boring hook ensures a tight grip
on any surface. The right shoulder port fires up to 10 flares
200-feet into the air. Next, the Mantis has two major fore-
limbs with a full range of articulation. The left arm contains
a high-powered vibro-blade which can easily cut through the
toughest metals and rock (3D6 damage). It also has a power
spike (2D6 damage). On the right fore-limb is located a plas-
ma-welder (4D6 damage) powered by a small plasma power
source (20-hour life span). The pack also has two minor fore-
limbs which act as second hands and are capable of grasping

Mantis U-16 Utility
Pack with standard
equipment
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and holding 100-lbs of weight each. These can be replaced
with a wealth of optional attachments such as a medi-pak
($500), tool kit ($700), ammo drums ($150), etc.

Aquarius |ll Deep-Sea /
Space Pack
Cost: $22,000
(Replacement
cell: $1,000)
Availability: Ave
Manufacturer:  Andro-
median government

EV: 100

AR: 0

The Aquarius III hooks into the
back hardpoint to give the wear-
er deep-sea and space-walk capabili-
ties. The attached helmet fully enclos-
es and seals the wearer’s head while a high

density liquigen tank in back supplies all the oxygen the wear-
er needs (liquigen tank can be replaced with a standard oxy-
gen tank). Twin Triaxy B III booster jets which produce 100-
Ibs of thrust a piece give the Aquarius plenty of power to float
a heavily equipped soldier through the oceans or space. A Tri-
axy C II stabilizer jet mounted on the back gives the wearer
complete control for underwater and in-space flight. All boost-
ers are powered by a small Itosium reactor which produces all
needed fuel for the pack. This reactor delivers enough energy
to keep the Sparrow in operation for 100-hours worth of flight
time before the Itosium supply is depleted. Flight is easily con-
trolled by right and left joysticks mounted on either side of the
pack. The Aquarius comes with a fully insulated deep-sea /
space suit. While this suit allows the wearer to dive to mini-
mal depths (about that of typical SCUBA gear) and walk in
space, the suit affords no armor protection. An optional up-
grade suit ($4,000) adds -4 armor and the ability to dive to
depths of 4-miles (with liquigen tank enabled).

Itosium

Aquarius Ill Pack

Wolverine Vibro-Claws

Cost: $5,000 (Replacement Powercell
$200)

Availability: Ave
Manufacturer: Andromedi-
an government

EV: 6

AR: 0

The Wolverine Vibro-Claws
make an excellent tool and
nasty weapon on the battle- field. The device
hooks into the arm hardpoint and allows the wearer
to activate it at will. The Wolverine sports three retractable di-
amond-hard titanium-alloy claws which are hooked to a son-
ic generator housed in the armpiece. This causes the claws to
vibrate at such a high frequency that they can slice through
metal and steel as if they were butter! In effect, the Wolver-
ine acts as a vibro-blade and inflicts 4D6 damage per hit. The
sonic generator is powered by a Triaxy RAV-X micro powercell
which will power the claws for 4-hours worth of use before
needing to be recharged.

Wolverine Vibro-Claws

A1-A1 Harpoon Launchers

Cost: $3,000 / Harpoons (with blastcaps) $25
each

Availability: Ave
Manufacturer: Andromedi-
an government

EV: 6

AR: 0

The Al-Al attaches to the
arm hardpoint to give the
wearer the ability to fire
one Sea-Snake harpoon

(2D6 damage) from the right port and three Stinger harpoons
(1D8 damage each) from the left port. The Sea-Snake has a
range of 20-yards underwater while the Stingers have a 10-
yard range. High-powered blastcaps housed in the armpiece
provide the firepower for the harpoons and must be replaced
when reloading. Obviously, the A1-Al was designed as an
underwater weapon, although it can be used above ground
(however the effective range of all harpoons is cut in half).
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AA-2 Plasma Blaster

Cost: $4,000 (Replacement plasma cell:
$300)

Availability: Ave
Manufacturer: Andromedi-
an government

EV: 6

AR: 0

Powered by a high densi-
ty, compact plasmic ener-
gy cell, the AA-2 has a single

plasma blaster which allows the wearer to put down laser fire
from his wrist. The armpiece also allows the wearer to hook
into a wealth of different helmets to give L-PAS capabilities
(+8 to hit). A single shot from the blaster cannon delivers
2D6 points of damage to a maximum range of 50-yards. The
laser can produce single blasts only. The plasmic energy cell
has enough power to give the wearer 100 shots before being
replaced.

AA-2 Plasma Blaster

A9-11 Utility Blaster

Cost: $6,000 (Replacement plasma cell: $500)
Availability: Ave
Manufacturer: Andromedian
government

EV: 6

AR: 0

Powered by a high densi-
ty, compact plasmic en-
ergy cell, the A9-11 has
a single plasma blaster
which allows the wearer
to put down laser fire from
his wrist. A single shot from the blaster cannon delivers 3D6
points of damage to a maximum range of 50-yards. The la-
ser can produce single blasts only. The plasmic energy cell
has enough power to give the wearer 100 shots before be-
ing replaced. The armpiece also contains a top-mounted radar
screen which shows the wearer his current position as well as
the positions of any other person or object within 200-yards.
The onboard computer obtains data either from satellites, GPS
or transmitted data. Additionally, the armpiece has a built in
detection device which can obtain the data so long as there
are few large obstacles and walls in the way. The radar screen
can also be switched to show maps, text messages and oth-
er info. The armpiece also allows the wearer to hook into a
wealth of different helmets to give L-PAS capabilities (+ 8 to
hit) to the plasma blaster.

L-4 Booster Boots

Cost: $8,000 (Replacement Itosium cell:
$500)
Availability: Ave
Manufacturer:
ment

EV: 12

AR: 0

The L-4 boots plug into the leg hard-
points and allow the wearer to con-
trol them by mental thought. Each
boot (sold in pairs) contains a Tri-
axy C-I booster jet (providing 50-1bs of thrust) at the heel and
a stabilizing fin at the rear. They are powered by an Itosium
micro powercell which provides enough fuel for the jets for ap-
proximately 15-minutes worth of booster power. When fired,
the booster jets give the wearer a slight lift. This can be used
to increase the wearer’s jumping distance by up to 50-feet or
to allow the wearer to boost himself up into the air for a short
time (such as to launch himself to a roof top). They make a
handy addition to any footsoldier’s arsenal.

Andromedian govern-

L-4 Booster Boots

S-2 Aqua Boot

Cost: $8,000 (Replacement Itosium
cell: $500)

Availability: Ave

Manufacturer: Andromedian gov-
ernment

EV: 12

AR: 0

The S-2 boots plug into the leg
hardpoints and allow the wear-
er to control them by mental
thought. Each boot (sold in
pairs) contains a Triaxy S-Ia aqua-thruster (providing 50-lbs
of thrust) at the heel and stabilizing fins at the front and rear.
They are powered by an Itosium micro powercell which pro-
vides enough fuel for the jets for approximately 15-minutes
worth of thrust power. When fired, the thruster jets give the
wearer a powerful thrust, allowing him to move swiftly and
agilely through the water. These boots can increase the wear-
er’s swimming speed to about 30 miles per hour.

S-2 Aqua Boots
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SPM Magna-Grav Boots @

Cost: $8,000 (Replacement Power cell:
$200)

Availability: Ave
Manufacturer: Andromedian
government

EV: 18

AR: 0

The SPM Magna-Grav
boots plug into the leg
hardpoints and allow '

the wearer to control SPM Magna-Grav Boots
them by mental thought. Each boot (sold in pairs) contains
a micro-gyro and gravity engine which pulls the boots down
to the ground (or nearest surface) by producing added gravity
around the boot’s footprint. This makes the boots excellent for
climbing steep mountains and essentially allows the wearer to
walk straight up walls! Additionally, each boot contains pow-
erful electromagnets which allow them to cling to metal sur-
faces, making them useful for space-walks. They are powered
by a RAV-X micro powercell which provides enough energy for
2-hours of use. The one drawback of these boots is that it re-
duces the wearer’s speed and agility stats in half.

»

Wolverine Vibro-Boots

Cost: $7,000 (Replacement Power
cell: $200)

Availability: Ave

Manufacturer: Andromedian gov-
ernment

EV: 12

AR: 0

The Wolverine Vibro-Boots
make an excellent companion
to the Wolverine Armpiece list-
ed above. The boots hook into
the leg hardpoints and allows the

wearer to activate them at will. The Wolverine sports three di-
amond-hard titanium-alloy blades which are hooked to a son-
ic generator housed in the legpiece. This causes the blades to
vibrate at such a high frequency that they can slice through
metal and steel as if they were butter! In effect, the Wolver-
ine acts as a vibro-blade and inflicts 4D6 damage per hit. The
sonic generator is powered by a Triaxy RAV-X micro powercell
which will power the claws for 4-hours worth of use before
needing to be recharged.

Wolverine Vibro-Boots
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HUMANS

Description
Humans, a once mighty race, have over the years been re-
duced to little more than wandering vagabonds. Since the de-
struction of their planet, many cruise the galaxies in search of
adventure, work and a place to stay. They are typically grubby
and dirty, wearing rags and flying in damaged space cruisers
searching for work with one of the powerful mining corpora-
tions who offer places to stay and live, work training, and ben-
efits. These jobs are only temporary, and few humans work at
one place for more than a year. Their home now is amongst
the stars, and it is there that they most want to be.

Humans still demonstrate the drive and imagination that
once made them the mightiest power in space. Although their
ships are old and beaten, they can still fight and fly with many
of the newest star ships in the galaxy. Many an alien ship have
attacked Humans thinking they were easy marks, and found
out the hard way that it was otherwise. Humans have a knack
for modifying their equipment, and, even though it may look
like garbage, it still runs like new. These nomadic people usu-
ally spend most of their lives wandering the stars, bouncing
around from planet to planet for just enough money to sail
the stars again.

Unfortunately, not all Humans follow this simple star-
faring life. Most are now pirates or bandits and because of
this the race has become known as the Corsairs. Corsairs
are universally hunted by all races and governments, with
most civilized star systems issuing a kill-on-sight order. The
actions of the Corsair humans certainly justifies such harsh
measures as well. It is not enough to loot a captured ship;
as a rule all crew and passengers are put to death, with no
exceptions.

Humans who have turned to piracy abide by a loose set
of rules known to them as the Corsairs’ Law. Although their
actions are barbaric, the rules set forth in the Law are sur-
prisingly democratic. The crews of the ships elect their cap-
tains and officers, with fighters, engineers, pilots and even
cooks represented by an elected ship delegate. Although dif-
ferent pirate groups may feud with one another, especially
about territories, they will always set aside differences
to fight against their enemies.

However, not all Humans are Corsairs. Some

ble and supreme race who united the Tri-Galax-
ies and brought peace to the stars. Only a handful
still remain as recognized figures in the Trigalactic
Union. And even they have very little clout in the
running of the universe. They bemoan the choice of
their fellows to live a life of savage piracy or apathetic
wandering. Although they have little true power within
the Union, on rare occasions an important decision has
been swayed by their diplomatic skills and impassioned

— /O

speeches. Sadly, the number of Humans is dwindling, with
each successive generation bearing fewer children than the
last. The time of the Humans is coming to an end. Soon they
shall be extinct.

Native Planet

Humans originated on planet Earth long ago. There they built
mighty cities and developed astounding technologies. Out of
all the races, they were the fastest to reach the stars on their
own. Eagerly they explored the universe and all its mysteries,
excited at the prospect of finding life besides themselves. The
old government of Earth was never a one-world order. It was
a great coalition of Earth’s governments, focusing on the simi-
larities of its people, not their differences. It was this outlook
they took with them outside of their own solar system, and
also what made them so uniquely adapted to ruling the gal-
axies. They respected all other races and treated them fairly,
thus bringing about a golden age of galactic peace and pros-
perity.

Unfortunately, that has all now faded into history. During
the CryAg wars long ago, planet Earth was targeted for their
neighboring planet, Mars, which was rich with Crystal Ag-
gregate deposits. It was the devious Andromedians who first
waged war upon Earth, eventually blasting it from the uni-
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verse forever. Out of all the races of the galaxies, the Andro-
medians had benefited the most from the rule of the Humans.
Yet they plotted against the Humans, undermining their power
and then crushing them when they were weakened.

Now the Humans have no home of their own. They trav-
el from planet to planet in search of work and places to stay.
Most are treated little better than animals now, and at the very
best they are only second-class citizens. Most Humans have
become bandits. The Corsairs have become a despicable and
loathsome race to many.

History
The Humans have a very long history, although it is slowly
faded from knowledge. It was the Humans who first found the
powers of Crystal Aggregate while exploring their neighboring
planet of Mars. Soon after this the Humans were able to de-
velop faster-than-light engines that allowed them to sail to dis-
tant galaxies and stars millions of light years away. To this day
no other technology is as efficient, and nearly all starships use
engines based on the Humans’ breakthrough technology.
During their space explorations the Humans found many
new races—most far less technologically advanced than they.
Rather than try to dominate other races with their superior
power, the Humans embraced the alien races, providing them
with the tools and knowledge to advance. They foresaw a fu-
ture where intergalactic species could do business and pros-
per and they took steps to ensure it would come to pass. An

\"'\__‘_‘Earth Standard” was developed, for which all planets and all

races could share a single language, monetary system and cal-
endar. With the adoption of the Earth Standard, business and
trade throughout the galaxies boomed. However, some were
not happy at having to use Earth Standard for everything and
worked to undermine the Humans.

All this trade and commerce depleted the Crystal Aggre-
gate very rapidly. It was this rare and precious element that
allowed the Tri-Galaxies to prosper, and it was more valuable
than money—or life. A dispute between the Human mining
company, InterTerra, and its rival, Cryomine, erupted into vio-
lence with heavy loss of life on InterTerra’s side. This started
a war over who owned CryAg deposits, and soon the Crystal
Aggregate Wars engulfed the galaxies. The Humans, richest
in this element, were quick to try and bring an end to these
wars. Despite all their skills in diplomacy and persuasion, they
failed to stop the CryAg Wars. Reluctantly, the Humans un-
leashed their fleets and prepared to join the war.

But if the Humans had ever had a chance to truly enter
the conflict, the history of the galaxy might have been radi-
cally different. Mars was already under attack by many differ-
ent forces all fighting for the precious CryAg deposits. Allied
with the Andromedians, the Humans rushed to the defense
of Mars, which housed millions of their people. As the great
fleet entered the fray, the Andromedian ships pulled away,
rocketing for the unprotected Earth. This swift and sudden be-
trayal by those they considered their closest friends and allies
shocked the Humans.

Immediately all ships disengaged and chased the Andro-
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median warships back towards Earth. When the fleet arrived
however, all the Andromedian ships except for one had es-
caped into hyperspace. In horror, the Humans watched as
the one remaining ship launched a large object towards the
Earth itself. What the Andromedians fired was a Nova-Class
bomb, powered by pure CryAg. The explosion was massive—
millions of times more powerful than any nuclear warhead.
When it hit, the initial explosion destroyed Europe and most
of Northern Africa. The skies ignited worldwide turning Earth
into a blazing ball of fire. The shockwave of the bomb was so
powerful that it knocked the Earth out of orbit. In space, the
moon itself cracked and was blasted into pieces.

The fleet was caught in the middle of the terrible fury of
the bomb and was almost completely vaporized by the shock-
wave and the explosion of the moon. Finally the true end
came, as the Earth’s mantle cracked open. Explosions raced
along the surface, the oceans emptying themselves into the
miles-wide chasms that had been torn open on the ocean
floor. And then the last cataclysmic explosion deep within the
Earth’s core ripped it to pieces. In a fiery instant, Earth was
destroyed, and the few Humans still in space were left home-
less. With this devastating blow, the surviving Human gov-
ernment surrendered to the Andromedians, who had master-
minded the CryAg Wars from the very beginning.

At the signing of the peace treaty, the Human delegate
made an impassioned plea before the assembled races. Furi-
ously the Andromedians tried to have him silenced, but the
other members of the assemblage shouted them down. The
Human speaker, an old and respected politician, addressed
the gathering. He called for the formation of a Tri-Galactic
Union which would ensure that such a terrible war would
never be repeated. Masterfully, he played off of the aliens’ mu-
tual fear, distrust, and greed, and in a few he appealed to their
sense of justice and compassion. After the Human finished
speaking, a great ovation was given to the Human delegation,
and papers were drafted for the founding of the new Tri-Galac-
tic Union. During all of this, the Andromedians bristled with
barely contained anger. They fully expected to take control of
the galaxy in an outright grab for power, but because of the
words of one Human, they would be attacked by every other
race if they did.

Although not the absolute rulers of the universe, the An-
dromedians still had much power in the Union. The Androme-
dians imposed harsh strictures on the Humans, taking all the
Human owned CryAg for redistribution amongst the other rac-
es. All Human planets were taken by the victors, and the Hu-
man inhabitants forcibly evicted. This led to the star wander-
ing ways of the Human race, who to this day are not allowed
to claim permanent residence on any Tri-Galactic planet. As
their numbers falter, the Humans know deep down that their
time is almost at an end. For better or worse, they have made
the greatest impact on the galaxy, and even if they are forgot-
ten, their contributions will never be.

= e

Special Traits

Although the Humans have no extraordinary traits, they are
very intelligent and excel in all stats. They are tough and re-
silient as well as smart and strong of mind. There is noth-
ing that the Humans cannot accomplish when they put their
minds to it.

Average Height and Weight: 5.7ft, 200 lbs.
Night Vision: None

Languages: English
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TRIKOSI

Description

The Trikosi are perhaps the most savage and brutal race in the
known galaxy, due in part from their primitive lifestyle. They
have short, stocky bodies, covered in thick mats of hair, most
often dark brown or black. As they age, the tips of the hairs
on their heads will become white, and eventually the white-
ness will extend down their back. All their hair gives them a
somewhat puffy appearance, however, under all that hair lies
cords of muscle harder than steel.

The Trikosi are perhaps the most naturally strong race in
the galaxy, having evolved on Aktran-Trikos, their home plan-
et, which has a gravity roughly twice that of the Earth Stan-
dard. Other races who visit Aktran-Trikos find it difficult to
move about as quickly as they are used to, and many simply
hire Trikosi to carry out their business on the planet. On plan-
ets with normal Earth Standard gravity, the Trikosi are freak-
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ishly fast and agile, making them deadly combatants to face.
Most Trikosi are able to lift about twice their own weight in
their own gravity, and on other planets they have been known
to deadlift weights in excess of 600 pounds with no effort at
all.
Their inner organs are well protected by a very dense skel-
etal structure which lies under their muscles. The Trikosi do
not have ribs in the normal sense. They have a solid shell-like
structure which wraps around their entire upper torso. Thus,
their upper mobility is somewhat limited, although they have
a full range of motion at the waist and neck. Internally they
share many of the same organs as humans do. Several key or-
gans have backups, which makes a Trikosi even harder to kill.
The heart has a smaller heart located just beneath it and offset
to the left. A third lung connected to the two main lungs is lo-
cated right between them, and is much slimmer in size. Triko-
si livers are small, about half the size of a human liver. Be-
cause of this, they are more susceptible to many things, espe-
cially alcohol. The strongest Trikosi male would be complete-
ly drunk and incapacitated after drinking two Earth beers, or
an alien equivalent. The immune system of the Trikosi is also
weaker than most other races, and contact with a disease
can be disastrous for the Trikosi. Even though biological

weapons are outlawed within the Tri-Galaxies, the Triko-
si maintain some of the strictest security measures in
the galaxy at their spaceports in order to protect them-
selves.

Their faces belie their intelligence, having an ur-
sine appearance, although the muzzle is not as pro-
nounced as a bear’s. Their teeth are
developed to eat meat and plant ma-
terial, except that their canines are
overdeveloped, usually two to three
inches long, which gives them a fear-

some look. Their necks are large
and well muscled, which makes
their heads look small and a little
pointy to others. They have a well-
developed sense of smell and hear-
ing, and their eyesight is also excel-
lent. The vocal cords of the Trikosi are
covered by a thick cartilage for protec-
tion, and this makes their voices raspy
and gravelly to others. Their bodies are hu-
manoid but more apelike in form, their arms be-

Native Planet
Hailing from a distant corner of the
Magellanic galaxy, the Trikosi are na-
tives of the planet Aktran-Trikos—one of
the last planets discovered by the Humans during their quest
to explore the universe. The word Trikosi means “fighter” in
the native tongue, and their planet’s name translates in Earth
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Standard English as “Dwelling of the Fighters”. Initially rela-
tions between the two races were strained by the Trikosi’s bel-
ligerence, but eventually the Humans managed to make peace
with them.

Aktran-Trikos, more than any other planet in the known
universe, resembles Earth. Aside from a small difference in
gravity, the planets could have been doubles. However, unlike
Earth which was populated with magnificent cities of concrete
and steel, Aktran-Trikos has only a couple large places of com-
merce and trade, and these are mostly inhabited by Androme-
dians and other races working for large corporations. Trikosi
do live within these cities, although their numbers are usually
not as large as the other races. Despite the laws against Hu-
man permanent residence, Aktran-Trikos’ largest city, Triko
Jang (Fight City), has the largest collected Human population
in the galaxy. A whole section of the city is known as Human-
town, where Humans live and work, going into space every
month or so to legally evade Union residence laws.

Many areas of the planet are strictly off-limits to all non-
Trikosi. This includes all but two of the Crystal Aggregate
mines on the planet, much to the dismay of the greedier races,
especially the Andromedians. Besides the mines, forests and
rivers are also restricted areas so as not to disturb the Triko-
si living in or around them. More so than anyone, the Trikosi
have managed to adapt outside technology to their way of life.
Spears and arrows were replaced quickly by guns and bullets;
shelters are now made of easily assembled insulating cloth
panels instead of traditional animal hides. Travel was made
easier with all the transportation technology that they rapidly
integrated into their lives.

The Trikosi also maintain a keen interest in all things mili-
tary (they don’t call themselves Fighters for nothing) and all
but the youngest children go armed at all times. They main-
tain the single strongest standing army in the three galaxies,
with 12-million fulltime soldiers. Every other Trikosi from the
age of 18 - 40 is considered a reserve. In fact, to live on Ak-
tran-Trikos means to serve in the Trikosi military to some de-
gree. Their Space Navy is also huge, and the Trikosi Grand
Fleet never leaves orbit around Aktran-Trikos. All official or-
ders for the military come from the Central Government, but it
is not unheard of for an officer to obey the orders of his tribal
chief on planet. In the Space Navy, most ships’ crews are re-
lated to each other by blood. Only the flagship, the TSN Vigi-
lant, maintains a multi-tribal crew.

Officially, the Central Government is in charge of Trikosi. It
was formed because of the one-world, one-government policy
required by the Union for admission as a member. Although it
represents Trikosi to the rest of the galaxy, at home it is little
more than a figurehead. Trikosi pretty much ignore it and lis-
ten to their chiefs and leaders in their own tribes. The Central
Government’s charter gives it no control over tribal matters,
only powers regarding the Trikosi as a whole. Even the Presi-
dent cannot overrule a chieftain if it is a tribal concern. Do-
mestically, the Central Government has no authority, but ga-

\:I—’/ 2
lacticly it is incredibly powerful.

History

The Trikosi were the last of the races discovered by the Hu-
mans during their exploration of the universe. They have had
moderately calm relations with the rest of the universe ever
since. An outsider might describe them as xenophobic and
paranoid. To an extent this is true, since their immune systems
are easily overcome by new diseases that they may encoun-
ter from other races. For the most part, they want to continue
their existence without constant interference from other races.
Thus, they have entered no alliances and fought in no wars
unless they were directly threatened.

During the CryAg wars, the Trikosi were the only race not
actively involved, although they were targeted for their CryAg
supply. At the secret behest of the Andromedians, the Vornite
Navy entered Trikosi space and began to bombard the planet.
The bulk of the Trikosi fleet was in orbit on the other side of
the planet and it responded to the attack with extreme hostil-
ity. The Trikosi Space Navy counterattacked and wiped out the
entire Vornite fleet. Aside from the destruction of Earth, the
Aktran-Trikos Battle had more casualties than any other con-
flict during the war. 2.7 million Vornites died that day, falling
prey to the enraged Trikosi. Losses for the Trikosi were esti-
mated at 200,000—mostly from the orbital bombardment.

The Orna situation has been carefully watched by the
Trikosi. The emergence of Orna as the largest source of Crystal
Aggregate has taken a lot of pressure off of the Trikosi to open
up their planet for more mining. The Trikosi have some reser-
vations however about Triaxy’s actions on Orna. Although the
likelihood of direct Trikosi military assistance is nonexistent,
clandestine help could be sent if the Trikosi can be convinced.
If the Trikosi were found to be intervening, little could be done
to stop them. Having kept their entire military force upon their
own planet (which was and still is the largest military in the
universe), the Trikosi are virtually unbeatable. To this day, no
other race or force has dared to cross them.

Special Traits

The Trikosi are very strong. Although they are not the bright-
est race, they are exceptional leaders and conquerors. It has
been said that if the Trikosi wanted to, they could accomplish
what the Andromedians have not—conquer the galaxy. Be-
cause the Trikosi have a hardened, solid skeletal frame around
their torso, this bone acts as a natural armor, affording them a
-4 to damage to all Torso shots in combat.

Average Height and Weight: 5.3ft, 240 lbs.
Night Vision: 30-feet

Languages: Trikosi, English
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*This stat reflects their relative strength on planets other than their own (that is, planets with a lower gravity). On

their own planet they have no bonus to this stat, although other races will suffer a -5 modifier. This stat can be
higher than 20 when on other planets.
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VORNITES

Description
The Vornites seem to have evolved from insects and crusta-
ceans and closely resemble the Andromedians in many ways.
They are tall and thin with ovular heads and large, black eyes.
Female Vornites are usually larger than the men, their aver-
age height being around 6’8, while the males are about two
to three inches shorter. A few Vornites are born with a set of
insect like wings on their backs (see Fig. 6.1). They cannot
fly, but the wings can be used to add height to a leap or flap
quickly enough to slow down a potentially fatal fall. The Vor-
nite face looks like it could be an Andromedian helmet be-
cause their features are so similar, although the Vornites have
many more sharp angles and flat planes on their face.

Unlike Andromedians, their heads and bodies are covered

Fig. 6.0: Here is pictured a common Vornite. Common Vornites do not
have wings nor any flight capabilities.
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with a purple-blue exoskeleton that affords them a lot of pro-
tection. The hard chitin can resist most small-arms fire, even
from close range. At the joints the shell is much softer to per-
mit movement, and can be penetrated much easier than the
rest of the exoskeleton. The preferred method for attacking a
Vornite is heavy penetrating artillery or hypersonic weapons.
Some have found that it is easier to bash the Vornites at close
range with the butt of their weapon repeatedly until they can
crack the shell. To do this is dangerous, because despite their
spindly look, the Vornites are actually quite strong, and at
close range they can easily kill with their bare hands.

Their hands are not as evolved as most other humanoid
races, having a thumb and three fingers that are almost claw-
like. Male Vornites” hands are always different sizes, one being
much larger than the other one. Female Vornites have hands
that are equal in size. Vornites are incredibly agile, and they
can leap twenty-five feet in a single bound. Their joints are
easily rotated around, and a Vornite can even turn its head

around in a full circle. All their joints look like large ball
bearings, with very flexible muscle and connective tis-
sue around it. When speed is needed, Vornites can roll
their joints to accommodate a four legged stance, and can
reach running speeds up to 40 MPH.
It is difficult to tell the Vornites apart, because they
are all the same color and have the same characteris-
tics. The sizes, and the hands, are one way to tell if
it is a male or female. After that, it comes down to
individual markings on the chitinous exoskeleton
of the Vornite. Even though the Vornites shed
their shells once a year, most markings
remain constant; scars and old cracks
fade with time, but they are usually
recognizable. During the shedding
period, the Vornite’s shell takes
about one Earth Standard week to
fully harden, during which the
Vornite’s mate or co-husband
helps it.
The male-female ratio of the Vor-
nites is about 6 males to every fe-
male. Because of this, it is not uncom-
mon for females to marry five or
six males, especially since the
gestation period of the Vornite
female is only about 4 months.
Males who are married to the
same Vornite woman are co-
husbands. Usually co-hus-
bands are friends or groups
of friends who have known
the Vornite woman since
childhood. The female gets
final say in who is to be a mate
and who isn’t
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Lastly, many Vornites are naturally psyonic. About
1 in 20 possess some level of telepathic or telekinet-
ic power. They sometimes have both, although both
types are weaker than normal. It seems that it is al-
ways the winged Vornites who possess the psyonic
powers. Very few non-winged Vornites have any type |
of psyonic ability. The Vornite nervous system is hard \\ ,
wired into its exoskeleton, and seems to be able to pro-
cess more input than normal nerve systems, which may
account for the high percentage of psyonics in Vornites.

Because their nervous system is part of the exoskele-
ton, weapons that can cause vibration or maintain high
sonic frequencies can rattle the Vornite shell and pro-
duce a “mental chaff” which can block their mind
powers. All Vornites (even non-psyonics) can
communicate with one another mentally at
short distances (10 - 20 feet), and many can be
connected by just one psyonic Vornite over a e
great distance. This makes them effective and
extremely coordinated fighting units. All Vornite
platoons will have at least one psyonic to handle
communications and tactics. It should be noted that

R
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Native Planet

The Vornites come from the planet Vornus in the An-
dromeda galaxy. Although they can be found on Solarus and
Polarus as well (living amongst the Andromedians), the Vor-
nites are most at home on Vornus. Vornus is an intriguing
planet with purple skies, huge tracts of land and alien land-
scapes. There is not as much water on Vornus as there is on
most other habitable planets, so Vornites harvest most of their
water from the atmosphere at huge water farms.

Around these farms Vornites have built modest-sized cities
using technologies borrowed from the Andromedians. How-
ever, these cities are more like giant hives—communal apart-
ment complexes where thousands of Vornites live together.
Most of the communal dwelling Vornites work at the water
farms, but things are changing. The Andromedians are slow-
ly encroaching upon their turf, even running parts of their
government. Already the Vornites are treated like second-class
citizens on their own planet, although the actions commit-
ted against them are nothing compared to the persecution Or-
nans face.

A decade ago, the Vornites elected an Andromedian Presi-
dent who has slowly been “revising” the governmental struc-
ture under which the Vornites have lived. One of the Presi-
dent’s acts was to declare a state of emergency when the Trade
Association announced that there might be a CryAg shortage.
The Vornite Parliament agreed with him, enabling the Presi-
dent to seize full and complete control of the government. He
has complete authority and has declared that he will not step

N =
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although there are more psyonics amongst the Vor-
nites, they are generally no match for an Andro-
median psyonic. w

\

Fig. 6.1: Few Vornites are born like this one. Vornites with wings are

highly regarded amongst the ranks of the Vornite race.

down from office until, in his words “This crisis is met, and
the challenge it presents overcome”.

With those words, he instituted massive changes through-
out the government. They have now fully adopted the Andro-
median’s Communist structure and laws, and it seems that
they are now owned by the Andromedians. The Brave Soci-
ety program was created and now all Vornites must under-
go military training from the age of 18 to 21. More and more
frequently, Vornite soldiers have been seen fighting and dy-
ing on planets in conflict with the Andromedians. The Andro-
medians bought (and many question the legality of this pur-
chase) the community owned moisture farms, and have raised
the price of water and water services nearly triple what they
were before, while at the same time cutting all Vornite sala-
ries by a third. There was great debate and controversy over
this in the Trigalactic Union, but since the happenings with
Triaxy on planet Orna, the commotion has died down. Many
believe that this is the Andromedians’ first step to conquering
the universe.
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*This stat can be over 20 due to their unnatural speed when running on all fours.

History

Throughout time the Vornites have worked closely with the Average Height and Weight: 6’8, 220 Ibs.
Andromedians. Although it may seem like great teamwork,

the Vornites have often been suppressed by the Andromedi- Night Vision: 50-feet

ans and either forced or swindled into working with them.

During the CryAg wars, the Andromedians forced the Vornites Languages: Vornite, Andromedian, English
into attacking Aktran-Trikos, home planet of the Trikosi. That

disastrous military battle weakened the internal structure of

the Vornite government and allowed the Andromedians to get

their foot in the door, culminating with the election of an An-

dromedian President. In earlier years, the Andromedians often

held back trade and technologies until the Vornites complied

with their demands. The Vornites have often been puppets or

slaves to the Andromedians, however discreetly or unwitting-

ly it may have been.

) DOOOOOOOOOOEC

Special Traits
The Vornites have a tough exoskeleton that affords them a nat-

ural armor protection. Their exoskeleton acts like body armor, \---—-—-'J

affording them a -5 to all damage in all hit locations. About

1 in 20 Vornites is born with a set of insect-like wings. While

these wings do not allow them to actually fly, flapping them

can allow for short-period hovering, slow rates of fall, or to

extend the distance of their leaps. Winged Vornites are also

typically more Psyonically powerful. Winged Vornites are also

highly regarded within Vornite societies and excel to higher
positions and ranks.
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*This stat can be over 20 due to their unnatural speed when running on all fours.
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LOTHORIAN

Description
The Lothorians come from the Magellanic galaxy and are na-
tive to the planet Lothor. While from the same galaxy as the
Trikosi, Lothor is in a very distant sector and the Lothorians
do not in any way resemble the Trikosi. The Lothorians are
a race of large and powerful people resembling Humans in
many ways. However, the Lothorians have a pale blue com-
plexion, yellow eyes and angled foreheads. Their bodies are
well proportioned, and their faces are usually considered to be
generally handsome or fair. Typically, Lothorians have bright
red hair which is worn short by both male and females so as
to not get in the way when they are working. Lothorian voices
are strange, due in part to their dual larynxes. Because of this
they can continue talking without pause for hours, whether
they are breathing in or out. It makes their voices echo slightly
and their vocal range is wide. Being a very artistic race, music
has progressed and evolved greatly on Lothor. Many of the Tri-
Galaxy’s biggest entertainers and superstars are Lothorians.

Standing 7-feet tall, they are one of the largest and stocki-
est races with a strength nearly equal to that of the Trikosi.
Their great strength is only matched by their great intelligence.
For the Lothorians are, by nature, engineers and technicians
and have built some of the most spectacular weapons and ve-
hicles in the universe. Lothorian companies maintain a virtual
monopoly on the commercial star travel industry.
They also build most other planets’ warships
and starfighters for them. For years the Lo-
thorians have enjoyed a strong econo-
my, however the recent CryAg short-
age has been destabilizing their con-
trol on the travel market.

— /O

The Lothorians’ only real weakness is their speed, for
they are slow and sluggish on their feet. Some even consider
them rather clumsy. Running and gymnastics has never been
a sport in which the Lothorians have participated in at the Tri-
galactic Olympics.

Native Planet

Lothor sits at the outskirts of the Magellanic galaxy very far
from the Trikosi. Their planet is large—perhaps the largest in-
habited planet in the universe—and covered mostly by land.
Lothor is roughly the size of Saturn in the Milky Way. Like
Saturn it is also a ringed planet, although rocks and small as-
teroids which make up Lothor’s rings are much larger than
Saturn’s. Many Lothorians make homes within the larger as-
teroids, since they work at the huge space stations that fill the
area around Lothor. It is at these stations that much of the
heavy industry of Lothor is done, such as ship building. Doing
this spares their planet from much of the pollution and waste
that is a byproduct of industry.

Lothor has a single, large ocean and many lakes, but com-
pared to other planets they are rather “dry.” This is not a prob-
lem for the Lothorians, since they have plenty of water farm-
ing technology available. Before they could “mine” their own
water, the Lothorians had to import much of it from other
planets at great cost. Humans gave them their first water farm-
ing technology and that began the two races’ friendship. The
Lothorians soon improved on the Humans original design and
now their planet is a paradise. They sold this technol-
ogy to other planets, most notably
Vornus, home of the Vornites.

The Lothorians live in large cit-
ies of vast technological wonders. The
Lothorians are considered to have the most benevo-
lent government throughout the galaxy, and crime

and poverty on Lothor is nonexistent. They love
politics and are one of the most active mem-
bers in the Trigalactic Union. Their unyielding
peaceful stance and principles has earned them
many friends in the Union, but it has also made
them some dangerous enemies. The Trikosi re-
cently have been pushing the Lothorians to sell
more military hardware to them, especially the
weapons used by the Lothorian Home Defense
Corps. So far the Lothorians have managed to deny
the Trikosi the LHDC designs, which are rumored
to be the most advanced in the galaxy.
The Lothorians’ greatest rival on the
Union Board are the Andromedians.
Many consider the two planets to
be the most powerful forces in
the Union, and many are starting
to pick sides. The Lothorians are
quick to try to defuse talk of war-
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though the protests have been growing weaker ever since the
Vornus Incident and now with the ongoing Orna Situation.

Lothorians are equally as strong on the Trade Association.
Although their planet is devoid of CryAg, their neighboring
planet, Glamyre, (a planet similar in size and mass to Mars)
is very rich in the precious mineral and makes them a power-
ful part of the Trigalactic Trade Association. Their control of a
major source of CryAg as well as control of intergalactic travel
gives them a lot of pull. It has been whispered that, if any race
can restore balance and harmony to the Union and Trade, it
is the Lothorians.

History
The Lothorians love politics and were the first to listen to the
Humans when they called for the formation of the Union.
They were also close friends with the Humans before the de-
struction of planet Earth. Before the end of the Earth, the Lo-
thorians were ambushed on the way to Mars by a fleet of
ships painted black and with no known identification. This
prevented the Lothorians from reaching Mars, and possibly
Earth where the tragedy could have been averted. Although
it has never been officially said, many believe that the “Black
Fleet” was actually the Andromedian 4 Fleet, which accord-
ing to old Human records, never rendezvoused with them
over Mars. Official records show that the 4™ Fleet was present
at the surrender of the Humans, after having received sched-
uled maintenance, which included repainting.

Ever since, the Lothorians and Andromedians have been

X _watching each other warily. The Lothorians are quick to cham-

pion Human Rights issues, and often spearhead investigative
hearings. Triaxy Mining has been the most recent target of a
hearing, and many feel that if it was not for the CryAg short-
age Triaxy would have been punished. The Vornus Incident,
in which the sovereign government of Vornus was taken over,
and the current situation on Orna, have put the Lothorians
and Andromedians on opposite sides again. It is this rivalry
that truly balances the Trigalactic Union, as the Lothorians are
the second most persuasive member on the board next to the
Andromedians. The Lothorians are also against Triaxy’s over-
taking of planet Orna and are perhaps the Ornan’s only true
ally. While the Lothorians will not openly wage war against
the Andromedians (or any other race), they will assist any
race in need if it is within their power to do so.

Special Traits

Lothorians are very strong and very intelligent, however they
cannot obtain any psyonic abilities for unknown reasons. It is
speculated that their brain and nervous systems just can’t sup-
port psyonic powers. But they are also immune to telepathic
influences. This in itself angers the Andromedians who often
rely on their psyonics to manipulate people.

Average Height and Weight: 7ft, 270 Ibs.
Night Vision: None

Languages: Lothorian, English
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CYBORGS

Description

Originally not a race, the Cyborgs are creations of Robotic Cre-
ations Corporation (RCC) which is based on the planet Lothor.
In fact, out of all the races, the Lothorians are the only race
who have successfully been able to build a sentient robotic
unit. No other race has achieved this yet, although there have
been attempts. Using advanced computer data encoding and
advanced logic chips, Cyborgs (also known as Androids) are
self-supporting robotic units that can think and learn on their
own. Most importantly, they can feel. After Robotic Creations
Corporation was able to create self-aware units with highly
advanced Al, the Trigalactic Union passed the Android Citi-
zenship Act which prevents Android slavery, reprogramming
and “murder”. In short, the Cyborgs are now considered a race
of people.

Fig. 7.0: This is how the typical Android
will look fresh out of manufacturing
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Although they may look intimidating and robotic, not re-
sembling any sort of organic life, Cyborgs are smart and can
even feel emotions. RCC has been limited to the amount of
Cyborgs they can build per year—currently 200,000—and
they are further banned from selling them. To date there have
been about 2,400,000 Androids created, out of which 1.8 mil-
lion are known to still function. Upon creation, Cyborgs must
be given a name, and any and all programming they initially
need to start on a career of their choice. They are then free to
pursue whatever course they choose.

After initial programming, the Android cannot be repro-
grammed; it must make its own way in the galaxy. It is re-
quired to learn based on its experiences. Reprogramming re-
quires memory wipes in order to clear enough room in the
Android’s CPU brain. To take that away from them would rob
them of their life. Although reprogramming is illegal, upgrad-
ing and enhancement is not. Many Cyborgs have worked hard
and upgraded themselves to the point that they look almost
completely natural—right down to organic flesh coverings.
Strangely enough they usually request Human features. Oth-
ers add on technology which will enable them to do jobs more
effectively. Miner Androids might get a hydraulic jackhammer
to replace an arm, while soldiers might mount a smart mis-
sile launcher on their shoulder. This makes for two distinct
appearances of Cyborgs: the nearly Human, flesh-covered Cy-
borgs and the metal, mechanical Cyborgs.

All Androids are built basically the same. When fresh off
the assembly line, they are completely base models. There
are no extras at all. Their frame looks slightly skeletal, with
several wide panels extending on small, strong wires. These

panels serve as framework in case the An-

droid decides to be fitted with synthetic
skin. Otherwise the skin would be sag-
gy and too artificial looking. Androids have
a working jaw, although they do not have a
tongue, and their artificial voice box can rep-
licate any sentient language. All models are
made from a heavy-duty titanium alloy. Their
power source is encased within their chest, where
most humanoid hearts are located. The power source of the
typical Android is plutonium, although they can be adapted
for other power sources. Secretly, some Androids have con-
verted to CryAg as their primary power source and they pre-
fer to keep it quiet as they might be hunted for their life-
source.
The only difference in Androids when they come off the
assembly line lies in Model Type and Personality Program-
ming (PP). Type A-6 is the female model while Type Z-4 is the
male model. There are three basic types of PP: Male, Female,
and Neuter. Of the 200,000 produced each year, approximate-
ly 100,000 choose to become female Type A-6 and the other
half choose male Type Z-4. But all Androids, once activated,
begin with PP Neuter as it will take time for them to decide
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months in a special RCC facility where they are given educa-
tion and guidance. Most choose their PP here, the majority
picking the same PP that goes with their model type. Some
however choose the opposite PP, although this does not hap-
pen often, and when it does they are offered a complete down-
load into a blank of the model whose PP they have chosen. A
few choose to remain Neuter.

While RCC cannot sell Androids, they make their money
now from the Android race. Each year the Android govern-
ment pays RCC a fixed rate based on how many units are pro-
duced. This keeps RCC in business and allows the Android
race to propagate. Although both the Android race and RCC
want to produce upwards of 500,000 units per year, the Triga-
lactic Union has set a strict limit of 200,000. In three years the
Union will vote on allowing an increase in production.

Native Planet

While the Androids are all currently built on Lothor, the An-
droid population has adopted the planet Mercury in the Milky
Way galaxy as their official home. They are the only race ca-
pable of withstanding the intense extremes of Mercury’s sur-
face. Here the Androids have built small cities and have estab-
lished a life and culture of their own. They conduct business
with the Trigalactic Trade and are slowly becoming a source
of commerce. If they secure the deal with RCC, the Androids
will build Creation facilities on Mercury and will likely pursue
trade in computers and advanced technologies. Over the next
few years, as the Androids develop their planet (which has
had no owner since the Humans), they will become voting
members in the Trigalactic Union and will truly be recognized
as a political power.

History

Androids evolved from the most basic and simple robots. Over
the centuries, as the Lothorians advanced in their computer
technologies, they were able to build better and more sophis-
ticated robots. It was only in the last five decades that they
were able to master true robotic intelligence and create ro-
bots that could actually think for themselves. Soon after, they
were able to create artificial emotion. And from this artificial
emotion (AE), the Androids were able to become self-aware.
Androids could now feel joy, pain, anxiety and love—and
soon many, especially their Lothorian creators, felt that it was
wrong to keep them in virtual slavery. Androids have always
been viewed as “property” or objects and even after the An-
droid Citizenship Act they are viewed with skepticism. Many
races are outright racist to the Cyborgs, having segregated the
areas between themselves and the Cyborgs. On some planets,
anti-artificial life groups have been known to violently deacti-
vate Androids, essentially murdering them.

The Andromedians especially refuse to acknowledge them
as a true race. Andromedians will not even allow Androids
to be on their home planet. At every turn, the Andromedians
try to confound the Cyborgs’ efforts to meet all the require-

Fig. 7.1: This older model Cyborg has undergone some upgrades in order to keep up

with the times and has acquired basic armor plating.

ments to become a voting board member. Thus, rivalry be-
tween the two is already brewing. Despite all the negative en-
counters with organic life, the Androids continue to try and
make friends and allies in the Tri-Galaxies. Surprisingly, the
Androids have been most friendly with the starfaring Human
race.

Androids have built special shelters on Mercury for their
Human friends, in exchange the Humans are more than hap-
py to perform enhancements and upgrades on the Androids.
It should be noted that although only RCC is licensed to per-
form upgrades, most Androids would rather have a Human
technician do it for them. Besides, many of the upgrades that
are performed by Humans are black market tech, which RCC
would never install.

As the Cyborg population continues to grow surely and
steadily, the Androids will definitely become a major player
within the Union. For now, the Androids often take jobs in
militaries or mining operations. Although often paid far less
than “real” workers, Androids still jump at the opportunity to
begin a real life.
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Special Traits

Androids are immune to all psyonic influences. However, they
cannot obtain them either. Cyborgs do not need to eat, drink
or even breathe. Thus, they often make for the best warriors
in combat. They can function just as well under water as they
can out of it, and they can also go into areas of extreme heat,
cold or other hazardous areas. Also, because their bodies are
not flesh and blood, their stats can never be increased. Thus,
they begin and end the game with the same amount of hit
points and stats. However, they can be outfitted with new
technologies and can “upgrade” their systems using any of
the Android Upgrades listed below. Androids also, being built
from metal, have a natural body armor of -5.

Average Height and Weight: 6ft, 190 Ibs.
Night Vision: 50-feet

Languages: Vornite, Andromedian, English, Trikosi, Ornan,
Lothorian, Binary

[ Y WEAPON

Typical Android Upgrades

Below is a small list of some of the most common upgrades
available to Androids and their prices. Although this section
only lists common upgrades available through RCC, other up-
grades are available as well. For example, there are numerous
types of arm and hand upgrades—such as claws and titanium
cutters—as well as more obscure upgrades such as shoulder-
mounted missile launchers and booster-jet pack assemblies.
There are even upgrades to allow a Cyborg to have four arms.
Use the below as a basic reference for upgrades.

Vibro-Sword Arm Upgrade

Cost: $10,000

Availability: Ave

Manufacturer: RCC

This upgrade replaces an Android’s right or left arm with an
extendable vibro-sword. When not in use, the sword is housed
within the arm assembly and the hand unit is fully function-
al. However, the Android can extend the vibro-sword at will,
which causes the hand module to flip backward against the
forearm as the sword extends outward to 4-feet. The vibro-
sword operates on a sonic oscillator, which allows it to cut
through metal and stone with ease, and is helpful for those
Cyborgs who have chosen a career in mining and construc-
tion. However, it also makes a deadly weapon, inflicting 4D6
damage per hit.
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/ Laser Blaster Arm Upgrade

Cost: $20,000

Availability: Ave

Manufacturer: RCC

This upgrade replaces an Android’s right or left arm, trans-
forming it into a deadly blaster cannon. Although this attach-
ment does away with a hand, it provides the Android with
some serious firepower. The blaster gas a range of 100-yards
and inflicts 2D8 points of damage on a successful hit. The in-
ternal plasmic power cell holds enough energy for 200 shots
before needing replacement. Replacement power cells are typ-
ically $300 and can be reloaded virtually instantly.

Intelligence Processor Upgrade

Cost: $15,000

Availability: Ave

Manufacturer: RCC

This upgrade must be wired into the Cyborg’s base memory
units and adds additional intelligence processing power. Each
upgrade adds a +2 bonus to the Android’s KN stat. A maxi-
mum of 10 upgrades can be made. More than this and the Cy-
bord risks frying internal processing circuitry (25% chance,
accumulative, each upgrade thereafter).

Mental Command Processor Upgrade

Cost: $15,000

Availability: R

Manufacturer: RCC

This upgrade is a small chip that can be implanted into the
Cyborg’s internal mental command processor which increas-
es the Cyborg’s understanding of sentient reactions and also
increases emotional processing. The upgrade adds 1D4+1
points to the Cyborg’s L stat and 1D2 points to his MT stat.
Only one upgrade can be made. There is also a more powerful
chip currently on the market for $40,000 which doubles the
above bonuses.

Reactive Joint Servos Upgrade

Cost: $20,000

Availability: Ave

Manufacturer: RCC

The basic Cyborg unit includes some very advanced servo mo-
tors to power arm and leg joints. However, this upgrade in-
cludes servos that use highly sensitive, high-powered motors
which increase the response time and reactivity of all joints
and moving parts. This upgrade effectively gives the Cyborg
a +2 bonus to his AG stat. There are also more powerful,
blackmarket versions available for $30,000 - $80,000 which
can give bonuses as high as +5. Only one of these upgrades
can be made.

Motion Power Upgrade

Cost: $50,000

Availability: Ave

Manufacturer: RCC

This is an upgraded central motor upgrade which increases
the speed at which the Cyborg can move his body. This up-
grade effectively gives the Android a +2 bonus to his SPD
stat. More powerful upgrades may also be available for addi-
tional cost. Only one upgrade can be made.

Power Hydraulics Upgrade

Cost: $55,000

Availability: Ave

Manufacturer: RCC

These are advanced hydraulic units that replace the Cyborg’s
standard hydraulics responsible for strength in the arm, legs,
hands, etc. The basic upgrade increases the Cyborg’s ST stat
by +2. More powerful versions which afford as much as a
+ 10 bonus are available on the blackmarket but are extraor-
dinarily expensive. Only one upgrade can be made.

Trauma Dampening Undercoating Upgrade

Cost: $65,000

Availability: R

Manufacturer: RCC

This is a special coating consisting of a padding-like materi-
al and gel-like substance which is added beneath all of a Cy-
borg’s body plates as well as around specific joints and other
areas. This coating is unnoticeable in most cases, however it
increases the amount of abuse a Cyborg can take by dampen-
ing shock and trauma. Effectively, this coating gives the Cy-
borg 5 additional CHiPs for both his Torso and Head, and 5
additional Standard Hit-Points. A newly developed undercoat-
ing is available on the blackmarket as well which doubles that
amount. Up to two of these upgrades can be made. Anymore
and the coating will prevent joint movement.

High-Density Armor Upgrade

Cost: $70,000

Availability: R

Manufacturer: RCC

This is upgraded armor plating which replaces a Cyborg’s
standard body plating. It is made of a high-density metal alloy
and affords the Cyborg a -10 natural body armor (replacing
the original -5 natural armor). There are also more powerful
armors available, but the costs can be 3 - 5 times more expen-
sive. Only one armor upgrade can be made.
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Synthetic Flesh Upgrade

Cost: $50,000

Availability: Ave

Manufacturer: RCC

This is a synthetic skin covering, complete with body and head
hair and natural-looking eyes. Silicone muscle implants com-
plete the illusion. Although the synthetic flesh looks “plas-
ticy” up close and the hair does not look or feel like real hair
up close, at a distance it makes the Cyborg indistinguishable
from a Human. The synthetic skin and hair can be damaged
and destroyed about as easily as real flesh and hair, however it
is easily patched (about $25 per square inch to replace). Dam-
age to the flesh does not harm the Cyborg.

Living Tissue Upgrade

Cost: $100,000

Availability: R

Manufacturer: RCC

Similar to the Synthetic Flesh Upgrade, however this is ac-
tual living skin and hair which has been laboratory grown
and bonds to the Cyborg’s metal skeleton. Silicone muscle
implants are still used beneath the flesh. The flesh and hair
can be damaged as easily as a living person’s hair and skin,
however this will grow back and regenerate unlike the syn-
thetic upgrade. The living tissue also makes the Cyborg ap-
pear to be a real Human—even upon close inspection. Dam-
age to the flesh does not harm the Cyborg, although for an
added $50,000 a living nervous system can be wired into the
Cyborg to give the flesh sensation of touch. Doing this will
allow the Cyborg to feel pain, but does not cause damage or
loss of hit-points.
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THE CHARACTER
CLASSES

In Perfect Blue you get the chance to play many different
characters, including an Executive, a Field Team Member and a
Fighter Pilot! There are three primary types of characters, and
all players will have the chance to play each. The character
types are:

Executive Characters (ECs)
Field Team Members (FTMs)
Fighter Pilots (Pilots)

All players must play one Executive Character and at least one
Field Team Member. Pilots are optional characters (although
you’ll probably want them) and are used primarily in Vehicular
Combat mode.

All players must start the game with an Executive Character.
Only after the EC has been made and the players’ base of
operations has been built can they hire their FTM and Pilot
characters (which they will then make). All ECs are identical
in that they are of Ornan race and modeled on the same
archetype: a business professional trained in basic military
operations and command. While the Player can build his

1

own background for his EC and give him his own distinct
personality and traits, the model is still the same. Each player
will use his EC for base operations, wheelings and dealings
with other corporations, purchasing base equipment and
other such duties. The EC will rarely see combat as he is
mostly reserved for running the base and meeting with other
organizations and people.

On the other hand, the players will all have FTMs which
will see combat. FTMs are the grunts who go out to shut
down Triaxy mining operations, infiltrate Triaxy bases, free
Ornan slaves and do all of the dirty work for BLUE Level.
Players can have multiple FTM characters, however on most
missions the Player will only be allowed to bring one—or
maybe 2 or 3—along. This can pose a unique situation on the
Players. Traditionally most Players are familiar with playing
and controlling only a single character at a time. In Perfect
Blue one of their challenges will be to take control of multiple
characters at a single time and get all of them through the
mission alive.

There are many types of FTM characters that the players
can choose from. However, players will only be able to
hire the FTMs that their budget allows. For example, a
player might want to have a Special Forces character
but can only afford to hire a Medic. If this is the case,
the player will be forced to play the role of a Medic
until his budget can afford to hire him a

Perfect Blue
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Special Forces agent.

The types of Field Team Members are as follows, and are
listed in the order of their valued training with Civilian being
the lowest on the totempole:

Civilian

Medic

Demolitions Expert
ASULT

Sniper

Special Forces
Psyonicist

Each of the above Character Classes (CCs) are listed on the
following pages.
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CC TERMS AND
DESCRIPTIONS

Each CC is listed with a number of items and descriptions.
Below you will find the definitions for the terms used in the
character classes.

Description
This is a description of the character class. It will describe
their basic training level, their areas of expertise, etc.

Hiring Costs

All characters, with the exception of the Executive characters,
must be leased or purchased through MerCore (or a similar
organization). MerCore is the standard company—which
is a part of the Perfect Blue operation—that BLUE Level is
expected to use. The Hiring Costs show the amount of money
(in Expense Points, or EPs) that you must pay to acquire the
character. Typically the Players have two options when hiring
characters: Leasing and Purchase Outright.

Leasing Monthly Cost

Typically the Players will lease their FTMs and Pilots through
MerCore or a similar organization. The Leasing Monthly Cost
is how much money, every month, you must pay MerCore to
keep the character. This amount is given in Expense Points (or
EPs) and must be deducted from your account at the time of
initial hiring and at the beginning of each month thereafter.

This leasing cost takes into account the monthly payment
to MerCore for the character, and all food consumed by the
character, room and boarding fees and other expenses that are
insignificant or unrealistic to deal with (after all, do you really
want to keep track of the water and electric bills, or the cost
of toilet paper?). If at any time you cannot afford the monthly
leasing cost (due on the first day of each month), MerCore will
“repossess” that character and you will lose him.

Note that the Executive Characters are listed with a
Monthly Cost in EPs. Executives are not leased and are directly
employed by BLUE Level. If you cannot afford the monthly
cost to keep your Executive characters, your base will close.

Purchase Outright
Under the initial hiring cost is also listed a second option,
called Purchase Outright. This cost is typically six-times the
amount of the monthly leasing cost. However, if the troop is
purchased outright BLUE Level never has to pay the monthly
leasing cost, which significantly reduces a base’s monthly cost
of operation. The Purchase Outright cost is a one-time fee.
However, because the character will still need food,
electricity and other such living expenses, BLUE Level must
still pay a small monthly boarding fee. This is noted as the
Monthly Cost and is given in EPs. This amount must be paid

1

at the start of each new month. If you cannot afford the
monthly costs for any of your characters, you must sack those
characters. You cannot keep any characters for whom you
cannot afford the monthly costs.

See also, Buying, Leasing and Sacking on page 8 of this book
for more information on monthly costs.

Trappings

This is a list of basic equipment and weapons that the character
will begin with. Most of these trappings have been given to
the character from MerCore or similar troop hiring agency.
Or, they might just be that troop’s own personal gear that he
received while in the military. The GM can, if he chooses,
make some FTMs begin with more or less trappings as listed
with the CC. Any equipment that the Players want to arm their
characters with in addition to these trappings are purchased at
their own expense and must be given to the characters. Most
items noted in a CC’s Trappings are detailed in the Buyer’s
Guide section of this book.

Skills
This is a list of all skills that the character begins with, as well
as their proficiency in that skill.

Aggression Points per Level

This indicates how many Aggression Points the character will
receive whenever he raises level in his CC (increases rank).
For more info on Aggression Points, see the Combat section.

Advancement Table

Each CC has an Experience Point Advancement Table. This
table shows how many experience points the character must
obtain before he can be sent to training to receive his next level
of rank, how many Skill Points he obtains and what Combat
Bonuses he obtains. Note that all characters—ECs, Pilots and
FTMs—start at level 0 with no experience points gained.
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ADVANCING LEVELS:
FTMs AND ECs

Level advancement in Perfect Blue is a two-part process.
First, the character must earn enough Experience Points to
advance to the next level (rank). However, that character does
not automatically advance to the next level upon earning the
needed experience points.

Once a character earns enough points to advance to the
next level, he must be sent to Training at MerCore (or a
similar organization). And this training can only be had once
the character has earned enough experience in combat. Within
the character’s CC’s Advancement Table is a column that reads
“Training Cost” and “Training Time.” These indicate how
much the new training will cost BLUE Level (yes, the Players
must pay for it!) and how long (in weeks) the character must
be gone for (this assumes the character is on leave at the
MerCore facility being trained, and thus the Players cannot
use that character until he returns).

Once a character returns from training he receives all
bonuses and Skill Points listed with his new experience level
(rank). The Player can then purchase new skills or raise the
ones he already has. The only exceptions to this are Hit-Points
and Critical Hit-Points. Upon earning enough Experience

JF Willis
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Points to advance to the next level of rank, the character will
receive any additional Hit-Points he is entitled to (note that this
increase is listed with the Character’s Race).

NOTE: It may occur that the Players can’t afford to send
their troops for training, or they may not want to send them
away for training for other reasons (such as shortage of
troops). Although the character cannot advance to the next
level (rank), he can still keep earning experience points
towards his character class. Then, at a later time, the Players
can send the character off for multiple levels of training all
at once! The character must still go through (and pay for) all
previous levels of training, but it can be done all at once.

See the section on Training at the end of the Character Classes
for more info.

One last note on the Advancement Tables

The bonuses to hit, dodge and initiative and number of APRs
obtained are not accumulative. That is, what is listed in
the Combat Bonuses section of the table is your character’s
current bonus or number of APRs. You do not add them level
after level.

Section 2 Breach

b

=4

)

|

) D

[
|

)@

L

D¢

D

)}

|
¢

@D

\

OOOOE

yaeasg £ uUbiIac




N=/

N =

[0}
o}

N

)

L
f

CRCRCRICRICHICRICRICRICRICRICK ulpChI(

Character Llasses

[

0O, -

THE EXECUTIVE
CHARACTER (or

EQ)

Each Player must play the role of an Executive Officer in
charge of BLUE Level. The Executive Character is used to
make budgeting, hiring, purchasing and other base operations
decisions. The EC is also the character that you will typically
use inrole-playing mode when you want to meet with the heads
of major corporations, funding organizations, the government,
etc. The EC is the character in which most of the Perfect Blue
story will unfold, as he will be the character that gets involved
with conspiracies, traitors, government problems, and other
issues. ECs are also typically the characters used to seek out
new funding, raise money and purchase goods and equipment
for the base.

The EC is not typically used on tactical missions, but
can engage in combat. The EC is more of a businessman or
political figure and is not a warrior. The Players would do well
to keep them from combat.

Creating your EC is the very first step to playing Perfect
Blue. This will be the first character that you create. After
you have created your EC you will use him to purchase your
starting base, build up some facilities and hire your Field
Team Members (FTMs) and Pilots. All of this will be done in
collaboration with your fellow gamers using their ECs.

Role-Playing the Executive
Character

Using their ECs, the Players must make budgeting, purchasing,
hiring and base operations decisions as well as political,
diplomatic and business decisions. The players must do the
best they can to further BLUE Level’s goals and increase their
monthly income. They must also work to please those who
are helping to fund BLUE Level and keep good relationships
with allied companies, corporations and Trigalactic Union
officials. Thus, at the start and close of each gaming session
(when applicable), the GM should allow the players to hold a
conference with their ECs to allow them the chance to go over
current events and make the appropriate decisions.

Because all the Players must have an EC, and because
the ECs are used to make these very important decisions,
it is typical that arguments between the Players will occur.
Some Players, for example, may want to increase the base’s
defenses and hire more FTMs to run field operations while
other Players may wish to use the base’s income for more
diplomatic reasons. Additionally, some Players may want to
spend money on research and development while others want
to purchase more equipment and vehicles.

1

All these decisions add to the game’s excitement, however
if Player disputes get out of hand the GM should step in as
Majestic Blue to settle the quarrels. The GM should only
use Majestic Blue as a last resort if Player arguments are
interfering with the game. Majority votes should be used by
the ECs to settle decisions diplomatically. After all, the ECs
are diplomats!

But aside from base operation decisions, the players will
also need their ECs for the game’s role-playing mode. The
players should use their ECs for all diplomatic missions—
meeting with other corporations, government officials,
scientists, etc. They should also send their ECs out to research
the events that are unfolding in the GM’s story. However, the
players can—and might have to—use their FTMs for some of
these role-playing aspects. This is fine, although it should be
noted that the GM should try to create stories and adventures
that require the use of the ECs as well as the FTMs.

As a final note, Executive Characters are not hired by BLUE
Level (as FTMs and Pilots are). Instead, ECs are brought into
the organization by Majestic Blue to run and operate the base.
ECs join Perfect Blue because they believe in the operation
and know that it must succeed in its mission or the Ornan
race will soon be destroyed by Triaxy. ECs are not paid for
their work (on the other hand, FTMs are) and they do not
“quit” or go on strike. Thus, it is assumed that the ECs are
good-natured people who want only the best for Perfect Blue
and BLUE Level and will stop at nothing to make it succeed.
Additionally, all EC characters must be of Ornan race.

ECs are allowed to live on the base 365 days a year. The
base provides all of their needs: clothing, food, equipment,
training, etc. However, this does not mean that the EC can go
on spending sprees. Everything the Players purchase for their
ECs comes out of the base’s funds. Thus, they must budget
money for their own equipment. The monthly cost for the
ECs represents expenses for food, water and other common
needs.

Optional Role-Play Rule

Although it is assumed that all ECs are in Perfect Blue because
they truly believe in the operation and they want BLUE Level
to succeed, a player can—with the GM’s approval—play as
a corrupt or villainous Executive. For example, maybe he is
trying to bring down the operation from the inside, sabotaging
missions and / or data. Perhaps he is in cahoots with Triaxy
or a rival corporation. Anything is possible.

However, a player can only play as a corrupt EC with the
GM’s approval and knowledge (it may also require the GM
and Player to interact in secret to advance the story or go
through with certain plans). If this is done, the Player and
GM should not let any of the other Players in on the secret
conspiracy, although the GM must always remain neutral and
not favor the corrupt Player. Also, the Player cannot use his
FTMs or Pilot characters to advance his evil plans. The corrupt
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Advancement Table (Executive Character)
0 0-500 NA NA Base Manager See Skills 3 APRs
Obtained
1 501 - 700 $7,500 2-weeks Administrator 150 +1 to hit,
+1 to dodge
2 701 - 1,000 $4,500 2-weeks Chief Administrator 150 +1 to
initiative
3 1,001 - 1,500 $8,000 2-weeks Director 200 + 2 to hit,
+2 to dodge
4 1,501 - 2,000 $11,000 2-weeks Chief Director 200 4 APRs, +2
to initiative
5 2,001 - 3,000 $5,500 2-weeks Executive Director 250 + 3 to dodge
6 3,001 - 4,500 $5,500 2-weeks Commander 250 + 3 to hit
7 4,501 - 8,000 $9,000 2-weeks Commanding Executive 300 +4 to
dodge, +3
to initiative
8 8,001 and up $7,000 2-weeks Commander-in-Chief 300 5 APRs
*Note: As an optional rule, Players can run their Executive Characters based on their rank,
where higher-ranking ECs can overrule the decisions of lower-ranking ECs.

Player must still play out his FTMs and Pilots as on the side of
Perfect Blue (unless of course the GM approves of a payoff or
other corrupt idea . . .).

The Typical EC

The typical Executive of BLUE Level has some sort of prior
history with the armed forces or old Ornan government. Many
were soldiers in the Ornan army before its collapse, having
retired years ago to take up a more cushy office job as a general
or administrator. Others have backgrounds with the old Ornan
Intelligence Agency (OIA) or law enforcement. Most have
undergone training in business, research or similar fields. The
Background History table (Fig. 8.0) on the following page
will help you determine some background history for your
Executive Character, as well as some skills and attributes he
might possess.
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All ECs get the following:

Hiring Costs: Not Applicable
Monthly Cost: .5 EP
Trappings: Pistol, business suit
Aggression Points Per Level: 5
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All other attributes of the EC are determined by rolling on the
Background History table. However, this table can also be used
only for reference, allowing Players to develop their own back-
story to their EC character.
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EC Background History Table

Roll Of Histor Skills Obtained

1-2 OIA Advanced Computer Skills 65 %

Your character used to work for the Ornan Code Cracking 65%

Intelligence Agency as a spy or in counter Electronic Repair 60 %

intelligence. Your character may choose torun  |Endure Pain and Torture 70 %

BLUE Level as a top-secret organization, doing |Interrogation 70%

deals and missions in back alleys and in the Mind Block 65 %

dead of night. He may want to keep Perfect Public Relations 20 %

Blue out of the public eye as much as possible. |Resist Drugs 25 %

Speak Additional Language (any of choice)
WE Small Arms and Handguns (Ivl 1)

N

3-4 Military Advanced Computer Skills 35%
Your character was in one of the Ornan armed  |Drive Tanks 70%
forces as a high-ranking officer or general. Electronic Repair 60 %
Your character may attempt to run BLUE Level  |Endure Pain andTorture 60%
as a military operation, preferring to use a General Repair 60%

militaristic way of dealing with allies and rivals. |Pilot Planes 70%

Public Relations 65 %

WE Experimental Weaponry (vl 1)
WE Knives and Hand Weapons (vl 1)
WE Machine Guns (lvl 2)

WE Rifles (lvl 2)

WE Small Arms and Handguns (1vl 3)
WE Submachine Guns (lvl 1)

5-8 Business Professional Advanced Computer Skills 25%
Your character was some type of high level CEO |Pilot Planes 25%
or president of a large corporation. He may Public Relations 80%
want to run BLUE Level as a moneymaking Speak Additional Languages (choose any 3)
business, getting it out in the public eye and WE Small Arms and Handguns (1vl 1)

doing a lot of public relations work with

the Trigalactic Union. He may want to use
BLUE Level as a research tool to obtain new
technology for sale to other corporations in an
attempt to make massive amounts of money.

9-12 |Public Official Medical 25%
Your character was some type of high-level Pilot Planes 30%
public official such as a mayor, governor or Public Relations 80%
senator. He may want to keep most of BLUE Speak Additional Languages (choose any 3)
Level’s operations top-secret, yet show a WE Small Arms and Handguns (vl 1)
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friendly and good-natured side to the public
and the Trigalactic Union. He will want

to make a lot of allies and keep in good
faith with the public. He will want to run
the base as diplomatically as possible.

i 13 - 16 |Law Professional General Repair 50%
ﬁ Your character was a judge, lawyer or police Interrogation 80 %
i chief at one time. He will want to run BLUE Medical 55%
i Level in a para-militaristic way with good public |Public Relations 50 %
ol relations. However, he will want to keep most WE Small Arms and Handguns (Ivl 2)
o of the operations out of the public eye. He
_E will try to run the base as fairly as possible.
i3 17 - 20 |Researcher or Scientist Advanced Computer Skills 30%
i Your character was some type of scientist Code Cracking 25%
E or medical researcher. He may want to Create and Use Explosives 25%
iy run BLUE Level as a scientific research General Repair 35%
=] operation to acquire new knowledge and Medical 65%
technologies. He is interested in funding lots Resist Drugs 25%
of research and learning as much as he can WE Small Arms and Handguns (lvl 1)

about the other races. He may be against
outwardly killing them. He will want to
run the base as scientifically as possible.

Fig. 8.0: Using the Background History table shown here, you can easily add some history to your Executive character. Simply roll 1D20
on the table to determine your EC's history and skills he has obtained. Additionally you can design your own table or allow the Players
to make up their own history.
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FIELD TEAM
VIEMBERS

Players must all play as one or more Field Team Member
characters. Players can have as many FTMs as they want,
however they can play no more than three at a time during
a tactical mission. If the Players wish to bring more than 3
FTMs along on any tactical mission, the GM must approve
of the excess characters. FTM characters are the characters
that the Players send off to do battle and are typically used
during tactical combat mode. However, FTMs can also be used
in role-play mode at times and sent into more story-driven
adventures.

All basic Field Team Member types are described on the
following pages. Each FTM must be hired through some
type of underground or secretive mercenary group, such as
MerCore (the only exception to this being the Civilian recruit).
Although some might come in as freelancers, this is rare and
only done at the GM’s discretion.

The primary organization that BLUE Level uses to hire their
FTMs is called MerCore, which is an underground mercenary
organization that acquires all of their troops through secret
means, out of sight from Triaxy. MerCore is a part of the Perfect
Blue operation and makes sure that all troops are trained and
ready to begin combat before allowing sale to BLUE Level.
Many of their troops that they have for hire were trained in
some government’s military but have since left. Many
are from other planets that are sympathetic to the
Ornan people; some are Androids looking for
work. However, most are Ornans who are ready
to do battle and help free their planet.

While MerCore is part of Perfect Blue,
they are operated more like an independent
corporation and thus require payment from
BLUE Level for their services. MerCore operates
in Triaxy held cities, but has their primary,
military locations in the Atlantean cities.
The Atlantean cities are typically where
MerCore has their troop training facilities
and weapons manufacturing plants.
The MerCore divisions located above
ground in the Triaxy held cities
are usually just a front for
their true operations.

When the Players want to
hire FTMs, they must go to
MerCore and sign the hiring
papers. Using traditional
game play, it is assumed that
MerCore (or some other hiring
agency) has a limitless wealth of
FTMs for hire. The GM should

= e

allow the Players to create and design their own characters.
That is, they should be allowed to pick what race they want
to be and design their character based on the FTM choices
listed in this section. Of course, the Players must still be able
to afford to hire these characters. If they want to hire a Sniper,
for example, but only have funds for a Demolitions Expert, the
Player may have to create a Demolitions Expert character.

But aside from allowing Players to pick and design their
own characters, the game can be played using the “Hiring
Pool” method. In this method, it is up to the GM to decide if
MerCore has the type of troops available that they’re looking
for. Their “supply” of troops can change from month to
month. Using this method, the GM must create a stack of pre-
designed characters that the Players must choose from. This
will represent all the available troops for hire by the Players.
Using this method, the Players do not roll up any of their own
characters and have no say in character creation; everything
is done by the GM. I recommend talking with the Players on
which character creation system they prefer.

On the following pages you will find all of the available FTM
Character Classes available.

VP
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CIVILIAN

Perhaps the cheapest way to obtain troops is by recruiting
Ornan civilians out of the ruined cities, rescuing Ornan slaves
working in Triaxy mines, or stealing them away from the
propaganda cities of Triaxy. These Ornans are typically more
than happy to work for Perfect Blue and will do so for next
to nothing (after all, working for Perfect Blue beats scraping
together a life in the ruined cities any day).

What’s more, BLUE Level doesn’t have to pay any hiring
costs or monthly costs to MerCore. This is because BLUE
Level can go into these cities and recruit potential troops
themselves. Of course, this will require some effort on the
part of BLUE Level, and walking the mean streets of ruined
cities can be rather dangerous. Not only will BLUE Level have
to contend with gangs and para-military factions, but these
places are also a wasp’s nest of Triaxy undercover operatives.
If the Players wish to obtain civilian troops, it is recommended
that the GM create scenarios where the Players must actually
go out and recruit them themselves.

While obtaining civilians is a cheap alternative to hiring
militarily trained troops through a hiring agency such as
MerCore, the tradeoff is that civilian troops begin with almost
no combat experience. This means that a civilian troop will
never excel to the levels of even a Medic without a lot of
extracurricular training. It also means that a civilian troop
begins with no trappings. However, because these troops
often come from the harsh world of the ruined cities, they
typically have a burning hatred for Triaxy and are tenacious
and unforgiving in combat with a drive and motivation on par
with even a Special Forces troop.

It should be noted that all civilian troops must be Ornan
(after all, that’s the only race you’re going to find living in
the ruined cities or willing to fight for next to nothing).
Also, taking a civilian troop can be more risky, as
they have no background checks or paperwork to
document who they are and where they came from.
There is no safety blanket like the hiring agencies
offer. As an optional rule, the GM can determine
that all civilian troops have a 7% chance of turning
traitor on BLUE Level.

Also, all civilian troops are considered and treated as
“purchased outright” characters. But this is not to say that
the Players can get away without paying for these troops.
These civilian troops still need room and board and consume
electricity. Thus, a small monthly cost is still assumed in order
to pay for basic living needs.

D@
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Character Llasses

1

Hiring Costs:

Leasing Monthly Cost: NA

Purchase Outright: $0
Monthly Cost: .25 EP

Trappings

Civilian clothing, 15% chance of having a small arm or other
weapon

Aggression Points per Level: 4

Skills:

WE Knives and Hand Weapons (level 1)

WE Small Arms and Handguns (level 1)

Advancement Table on Page 84

Perfect Blue
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MEDIC

Medics have been trained in battlefield medicine and triage.
Although not as adept at hand-to-hand combat nor as sharp
with a rifle as some of the other character classes, the Medic
has been trained to work efficiently under fire and can operate
effectively with a combat team. They have been taught to use
all sorts of basic arms and know basic military tactics and
commands. But most importantly, the Medic is cool, calm and
collected and is willing to throw himself in the line of fire to
save a comrade. Medics also offer comfort and support to a
squad of roughneck troops. For in the heat of the battle, these
troops know that they have a Medic nearby willing to throw
himself into the line of fire to save their lives.

Most Medics purchased through MerCore are ex-military
medics who fought in wars on other planets. When purchased
through MerCore, these Medics have also undergone a revised
Basic Training regimen to make them more deadly in combat
than they otherwise would be. However, compared to the
other CCs, the Medic is the least adept in high-fire combat
scenarios. But they make excellent troops for the squad that’s
on a low budget.

Hiring Costs:
Leasing Monthly Cost: 1 EP
Purchase Outright: $30,000

Monthly Cost: .25 EP

Jason Howard (order #809507)
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Trappings

Basic First-aid Kit (contains bandages, gauze, antiseptic spray,
10 morphine shots [eases pain and restores 1 wound], burn
treatment spray, needle and sting for stitching, scalpel, scissors
and other basic medical equipment), SOM Soothsayer 410
assault rifle with 3 ammo cartridges, OTC Sidekick 911 pistol
with 3 9mm ammo clips, compass, basic military clothing
(camouflage fatigues).

Aggression Points per Level: 5

Skills:

Endure Pain and Torture 40%

Medical 80%

Mind Block 20%

Move Silently 40 %

Resist Drugs 30%

WE Knives and Hand Weapons (level 1)
WE Rifles (level 1)

WE Small Arms and Handguns (level 2)

Advancement Table on Page 84
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Character Llasses
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DEMOLITIONS
EXPERT

Demolitions Experts—also known by their comrades as “Heavy
Gunners”—are hardcore roughnecks who have been trained
in the use of all manner of heavy weaponry. Most Demolitions
Experts purchased through MerCore were on “mine detail” in
earlier wars or trained in bomb defusion and heavy weapons
for the military. The Demolitions Expert is one who is more
at home carrying a fully loaded heavy railgun or a missile
launcher than a submachine gun or rifle.

Typically geared up with an array of high explosives,
grenades and an anti-vehicle weapon or heavy machine gun,
the Demolitions Expert takes to the front line in an attempt to
clear out the bulk of the enemy so that the “lighter” forces can
move in and do their job. They may also be called to the front
if landmines or other traps are suspected, for the Demolitions
Expert is also the one who must defuse these threats.

The Demolitions Expert is almost always the slowest
member of the squad, having equipped himself with upwards
of 150-pounds of gear. Thus, the Demolitions Expert must
also be strong and tough just to keep up with the rest of his
team. Although other members of the team may joke around
about the Heavy Gunners
being loose cannons or slow
and dumb, it is the sound
of their machine guns in the
heat of the battle that lets the
rest of the team feel safe and
secure.

Hiring Costs:

Leasing Monthly Cost: 2 EPs

Purchase Outright: $60,000
Monthly Cost: .25 EP

1

Trappings

SOM Vindicator 2000 heavy machine gun with 10 magazines
of ammo, OTC Sidekick 911 pistol with 4 .45cal ammo clips, 10
OTC HE-12 grenades and 3 OTC Kaboom! HE bombs, compass,
multi tool, XA-15 Ultra Armor.

Aggression Points per Level: 6

Skills:

Bomb Defusion 65%

Create and use Explosives 55%

Drive Tanks 30%

Operate Remote Vehicles 30%

Set Traps 40%

Spot Traps and Mines 60%

WE Flamethrowers and Chemical Weapons (level 1)
WE Machine Guns (level 2)

WE Rocket Launchers and Bazookas (level 2)
WE Thrown Weapons and Grenades (level 2)

Advancement Table on Page 84

Perfect Blue
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HE-12 grenades, Nightvision goggles, 25-ft coil of rope and \

As U LT [Advanc E d grappling hook, compass, parachute, XA-15 Ultra Armor.
5 p E c i al Aggression Points per Level: 7
Underwater and ..

- Abysmal Diving 45 %
Land Tactics) Move Siently 45%
Operate Remote Vehicles 30%
MerCore’s ASULT-class soldiers are trained in the use of special ~ Scale Walls 65 %
weapons and tactics both above and below the oceans of planet WE Knives and Hand Weapons (level 1)
Orna. Many are former Military Police from other militaries = WE Rifles (level 2)
or are basic military soldiers who have undergone advanced ~WE Small Arms and Handguns (level 3)
training through MerCore. ASULT soldiers specialize in urban ~WE Submachine Guns (level 3)
warfare, having trained in the close quarters of buildings and
houses and mining rigs. Often thought of as “light infantry”, =~ Advancement Table on Page 85
the ASULT soldier is swift, stealthy and deadly—the ideal
soldier for many BLUE Level missions.

ASULT soldiers are daring by nature. Their training has
prepared them for all types of assaults, including
entering buildings through second-story (or
higher) windows, via rooftops, or even
from the sewers, blowing holes through
the floor. They are also comfortable
fighting in the dark abysses of deep-
sea Orna and in the tight corridors of
Triaxy’s undersea mining plants.

ASULT soldiers, as mentioned
above, specialize in land and
underwater urban warfare. They can
react quickly and devastatingly to any
situation, usually relying on their abilities to
quickly storm a building and take their targets by surprise.
Thus, ASULT members work best when placed in small
groups and sent in to take over a building, free captive slaves
or generally disrupt the peace. However, ASULT soldiers can
be lacking in vast, outdoor battlefields. They have not been
trained to clear heavily wooded areas nor ; i\
to perform in the open underwater fields of - ’
Orna. But because most BLUE Level missions -
take place in urban areas, the ASULT soldier is
still the preferred mercenary by the Perfect
Blue operation, offering optimal
performance at a reasonable cost.

=4
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Hiring Costs:

Leasing Monthly Cost: 3 EPs

Purchase Outright: $90,000
Monthly Cost: .25 EP

Trappings

SOM Soothsayer 410 submachine gun with 3 _
ammo cartridges, OTC Sidekick 911 pistol with 4 ) Asu T
45 ammo clips, 3 of each OTC Smoker I and OTC
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SNIPER coil of rope and grappling hook, compass, parachute, Laser
Cutter, 6-ft of Tripwire, XA-15 Ultra Armor.

Snipers are expert marksmen, trained to assassinate their ~Aggression Points per Level: 6
targets quickly and silently from far distances. They are
invaluable team members, able to hide aloft in trees or tall Skills:
buildings, picking off enemies long before they are visible Bomb Defusion 30%
by other teammates. Most Snipers are also trained in the art Camouflage 65%
of espionage so that they can perform top-secret missions Endure Pain and Torture 50 %
requiring the gathering of information or the assassination of Interrogation 25%
specific, high-profile targets. Move Silently 75%
But snipers—especially those purchased through Operate Remote Vehicles 30%
MerCore—are much more than hidden assassins. Snipers Resist Drugs 30%
are trained to function in the heat of battle, laying down Scale Walls 70%
suppressing fire so that other team members can advance and  Set Traps 30%
take control of the battlefield. Spot Traps and Mines 30%
Most snipers who join Perfect Blue come from a military =~ WE Experimental Weaponry (level 1)
background, having served as a ranger in some planet’s WE Machine Guns (level 2)
military or other branch of Special Forces. They are elite ~WE Rifles (level 3)
warriors, trained in a variety of weapons and combat tactics, WE Shotguns (level 1)
including the art of disguise and espionage. Snipers purchased =~ WE Small Arms and Handguns (level 2)
through MerCore have undergone extensive arms training as ~WE Sniping Rifles (level 3)
well as training in bomb defusion and pain endurance. They =~ WE Submachine Guns (level 2)
have also been trained to operate in the oceans of planet Orna.
This makes the sniper an even more valuable soldier. And Advancement Table on Page 85
though they are a bit pricey, they pay for themselves in the
amount of lives they save—and take—on the fields of battle.

Hiring Costs:

Leasing Monthly Cost: 4 EPs

Purchase Outright: $120,000
Monthly Cost: .25 EP

@OOOOOOOOOEC OO

Trappings

OTC Shockwave III sniper rifle with 6 ammo cartridges, OTC
Sidekick 911 pistol with 4 9mm ammo clips, 3 of each OTC
Smoker II and OTC HE-12 grenades, Nightvision goggles, 25-ft

Character Llasses

Perfect Blue
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SHOC (Special
Heavy Ordnance
Commando)

SHOC soldiers purchased through MerCore all have an
exclusive background in the military. However, MerCore puts
them through even more training in the use of advanced arms
and combat tactics for both rural and urban warfare, and
they also undergo an extensive underwater combat training
regimen that preps them to be invaluable soldiers for BLUE
Level. They specialize in heavy arms and explosives and train
to take out walkers and other vehicles during combat. Thus
these soldiers are a very elite force indeed.

For Perfect Blue missions, the SHOC teams make an
excellent heavy-weapons unit, able to hold down the front
lines of the battlefield and advance quickly and ferociously
to the target area. In urban settings, the SHOC soldiers are
fearless, charging into the dark hallways and corridors of
buildings, delivering lethal force to any target they encounter.
They can clear houses and buildings in just minutes, negating
any hostile forces that might lurk within. SHOC forces are
tough, elite and make a powerful army in and of themselves.
However, their hiring price might put them out of the hands of
newly established BLUE Level operations.

Hiring Costs:

Leasing Monthly Cost: 5 EPs

Purchase Outright: $150,000
Monthly Cost: .25 EP

Trappings

OTC Shockwave III rifle with 6
ammo cartridges, Midnight
Special pistol with 4 ammo
clips, OTC Frontline 980
submachine gun
with ammo,

3 of each

OTC Smoker IT
and OTC HE-12
grenades, Nightvision

goggles, 25-ft coil of rope and grappling hook, compass,
parachute, Laser Cutter, 6-ft of Tripwire, XA-15 Ultra Armor.

Aggression Points per Level: 8

Skills:
Abysmal Diving 60 %
Advanced Computer Skills 25%
Bomb Defusion 50 %
Camouflage 75%

Create and Use Explosives 50 %

Drive Tanks 55%

Electronic Repair 45 %

Endure Pain and Torture 50 %

General Repair 45%

Hold Breath 25%

Interrogation 30%

Move Silently 45%

Operate Remote Vehicles 50%

Pilot Planes 20%

Resist Drugs 50 %

Scale Walls 35%

Set Traps 35%

Spot Traps and Mines 30%

WE Experimental Weaponry (level 1)
WE Knives and Hand Weapons (level 2)
WE Machine Guns (level 2)

WE Rifles (level 3)

WE Shotguns (level 1)

WE Small Arms and Handguns (level 2)
WE Submachine Guns (level 3)

WE Thrown Weapons and Grenades (level 2)

Advancement Table on Page 85

-_-.'@‘a‘;"ﬁ;“i\“ﬁ

Jason Howard (order #809507)

©OOOOOOOOEECOHE

yaeasg £ uUbiIac




N \éElf%
O = 1

P SYD N l cl ST WE Rocket Launchers and Bazookas (level 2)
WE Shotguns (level 2)

WE Small Arms and Handguns (level 3)

The Psyonicist has been specially trained in the use of psyonic =~ WE Submachine Guns (level 4)

warfare. These soldiers must be strong of mind and very WE Thrown Weapons and Grenades (level 3)
intelligent, for they are the only class able to obtain psyonics.

The value of these soldiers is unrivaled in combat, for high- Advancement Table on Page 86

level Psyonicists can turn enemy forces on themselves,

take command of an enemy soldier or even make enemy

soldiers panic or fall asleep. But their training does not end PSYONICS LEVELS

with psyonics, for Psyonicists are also well trained in armed
combat and battlefield tactics. Although these are the most NOTE: For a description of all Psyonic abilities, see the Psyonics
powerful soldiers on the field, their salary keeps them out of section later in this book.

BLUE Level’s price range at many times. For more information

on Psyonics, see the Psyonics section later in this book. Level 0
Direction Sense

Hiring Costs: Sense Danger

Leasing Monthly Cost: 6 EPs

Purchase Outright: $180,000 Level 1

Monthly Cost: .25 EP Clairaudience

Clairvoyance

Trappings Feel Light

SOM Soothsayer 410 assault rifle with 3 ammo cartridges, OTC  Feel Sound
Sidekick 911 pistol with 3 9mm ammo clips, compass, basic

@OOOOOOOOOEC OO

military clothing (camouflage fatigues). Level 2
See Sound
Aggression Points per Level: 5 Psychic Blast
Know Name
Skills: Presence Sense
Advanced Computer Skills 35% Perception of Psychic Residue
Bomb Defusion 60% See Scent
Camouflage 80% Psychic Heal (Self)
Code Cracking 30%
Create and Use Explosives 60 % Level 3
E Drive Tanks 65% Know Location
““, Electronic Repair 55% Hypnotic Suggestion
B Endure Pain and Torture 60 % Lend / Borrow Skill
bt General Repair 55% Psychic Heal (Others)
a', Hold Breath 45% Empathy
"J Interrogation 40 % False-Sensory Output
E Mind Block 25% Transmit Thought
= Move Silently 65% Object Reading
o Operate Remote Vehicles 60% Telekinesis
Pilot Planes 30%
Resist Drugs 70 % Level 4
Scale Walls 65 % Mental Wall of Force
Set Traps 55% Memory Read
Spot Traps and Mines 50 % Body Control
Zero Gravity Training 30% Implant Thought
WE Experimental Weaponry (level 2) Force Projection
WE Flamethrowers and Chemical Weapons (level 2) Hide Thoughts
WE Knives and Hand Weapons (level 3) Compel Truth
WE Machine Guns (level 3) Mind Reading

WE Rifles (level 4)

Perfect Biie  @| | | | [ (AT
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Level 5
Mind-Wipe
Psychic Static
Implant Memory
Mind Block

Level 6

Telepathy

Mass Hypnotic Suggestion
Sense Astral Beings

Level 7
Cause Molecular Motion

Level 8
Astral Projection

Jason Howard (order #809507)



Advancement Table (Civilian)
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Level Exp(eiri;nce Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
Neede
£ 0 |0-500 NA NA Initiate See Skills 2 APRs
\_/ 1 501 - 700 $7,000 2-weeks Grunt 100 +1 to hit, +1 to dodge
— 2 |701 - 1,000 $8,000 2-weeks Soldier 100 3 APRs, +2 to hit
!‘ 3 1,001 - 1,400 $7,500 2-weeks Private 150 +2 to dodge, +1
y to initiative
o= 4 1,401 - 1,900 $11,500 2-weeks Private First 150 4 APRs, + 3 to hit,
ﬂ Class + 2 to initiative
5 1,901 - 2,500 $7,500 2-weeks Sergeant 150 + 3 to dodge, +4 to hit
' 6 2,501 - 3,200 $12,000 3-weeks First Sergeant (200 5 APRs, +3 to initiative,
N/ +4 to dodge
G 7 13,201 - 4,000 $8,000 3-weeks Sergeant Major|200 +5 to hit, +4 to initiative
g 8 14,001 and up $5,000 3-weeks Lieutenant 200 +5 to dodge
£R
! Level |Experience Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
£ Needed
=y 0 0-500 NA NA Medic See Skills 3 APRs
;:_\/ 1 501 - 700 $7,000 2-weeks Medical Officer|100 +1 to hit, +1 to dodge
——— 2 701 - 1,000 $4,000 2-weeks Private 100 + 2 to hit
! 3 1,001 - 1,400 $11,500 2-weeks Private First 150 4 APRs, +2 to dodge,
TN Class +1 to initiative
- 4 1,401 - 1,900 $7,500 2-weeks Sergeant 150 + 3 to hit, +2 to initiative
\;:i 5 ]1,901 - 2,500 $7,500 2-weeks First Sergeant [150 +3 to dodge, +4 to hit
6 2,501 - 3,200 $12,000 3-weeks Sergeant Major (200 5 APRs, + 3 to initiative,
g +4 to dodge
77N 7 3,201 - 4,000 $8,000 3-weeks Lieutenant 200 +5 to hit, +4 to initiative
t’ 8 4,001 and up $9,000 3-weeks First 200 6 APRs, +5 to dodge
S~ Lieutenant
\_/
e Level Expgri;nce Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
—— Neede
g 0 0 - 600 NA NA Ensign See Skills 3 APRs
) 1 |601 - 800 $7,000 2-weeks Private 100 +2 to hit, +1 to dodge
~ 2 [801-1,100 $4,000 2-weeks Private First  |100 +3 10 hit
Class
3 1,101 - 1,500 $11,500 2-weeks Sergeant 150 4 APRs, +2 to dodge,
+ 2 to initiative
4 1,501 - 2,000 $7,500 2-weeks First Sergeant [150 +4 to hit, + 3 to initiative
5 2,001 - 2,600 $7,500 2-weeks Sergeant Major|150 +3 to dodge, +5 to hit
6 2,601 - 3,300 $12,000 3-weeks Lieutenant 200 5 APRs, +4 to initiative,
+4 to dodge
7 3,301 - 4,100 $8,000 3-weeks First 200 +6 to hit, +5 to initiative
Lieutenant
8 4,101 and up $12,000 3-weeks Captain 200 6 APRs, +5 to
dodge, + 7 to hit

Character Llasses
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Advancement Table (ASULT)
Level Expgri;nce Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
Neede
0 0-700 NA NA Private See SKills 4 APRs, +1 to hit
1 701 - 900 $7,500 2-weeks Pll'ivate First 150 +2 to hit, +1 to dodge
Class
2 |901 - 1,200 $10,500 2-weeks Sergeant 150 +4 to hit, +2 to dodge,
+1 to initiative
3 1,201 - 1,600 $12,000 2-weeks First Sergeant (200 5 APRs, + 3 to dodge,
+ 3 to initiative
4 1,601 - 2,100 $11,000 2-weeks Sergeant Major (200 +5 to hit, +4 to
initiative, +4 to dodge
5 2,101 - 2,700 $8,000 2-weeks Lieutenant 200 +5 to dodge, +6 to hit
6 2,701 - 3,400 $13,000 3-weeks First 300 6 APRs, +5 to initiative,
Lieutenant +6 to dodge
7 3,401 - 4,200 $9,000 3-weeks Captain 300 + 7 to hit, +6 to initiative
8 4,201 and up $13,000 3-weeks Major 300 7 APRs, +7to

dodge, + 8 to hit

Advancement Table (Sniper)

Level Expgri;nce Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
Neede

0 0-700 NA NA Private See Skills 4 APRs, +2 to hit

1 701 - 900 $7,500 2-weeks Pll'ivate First (150 +3 to hit, +1 to dodge
Class

2 901 - 1,200 $10,500 2-weeks Sergeant 150 +5 to hit, +2 to dodge,

+1 to initiative

3 1,201 - 1,600 $9,000 2-weeks First Sergeant [200 5 APRs, +3 to initiative

4 1,601 - 2,100 $8,000 2-weeks Sergeant Major [200 + 6 to hit, +4 to initiative

5 2,101 - 2,700 $8,000 2-weeks Lieutenant 200 +3 to dodge, +7 to hit

6 2,701 - 3,400 $13,000 3-weeks First 300 6 APRs, +5to
Lieutenant initiative, + 8 to hit

7 3,401 - 4,200 $9,000 3-weeks Captain 300 +9 to hit, +6 to initiative

8 4,201 and up $13,000 3-weeks Major 300 7 APRs, +4 to

dodge, +10 to hit

Advancement Table (SHOC)

Level Expgri;nce Training Cost  |Training Time |Rank Skill Points  |Combat Bonuses
Neede
0 0-3800 NA NA Private First See Skills 4 APRs, +2 to hit,
Class +1 to initiative
1 801 - 1,000 $8,000 2-weeks Sergeant 200 +3 to hit, +1 to dodge
2 1,001 - 1,300 $11,000 2-weeks First Sergeant (200 +4 to hit, +2 to dodge,
+ 2 to initiative
3 1,301 - 1,700 $15,500 2-weeks Sergeant Major|250 5 APRs, +4 to dodge, +4
to initiative, +5 to hit
4 1,701 - 2,200 $11,500 2-weeks Lieutenant 250 +6 to hit, +5 to
initiative, +5 to dodge
5 2,201 - 2,800 $11,500 2-weeks First 250 +6 to dodge, +6 to
Lieutenant hit, +5 to initiative
6 2,801 - 3,500 $13,000 3-weeks Captain 300 6 APRs, +7 to initiative,
+7 to dodge
7 3,501 - 4,300 $9,000 3-weeks Major 300 + 7 to hit, + 8 to initiative
8 4,301 and up $16,000 3-weeks Colonel 300 7 APRs, +8 to dodge, +8

to hit, +9 to initiative

Jason Howard (order #809507)
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Advancement Table (Psyonicist)
Note that Psyonic characters will obtain all Psyonic Abilities listed with their

current Psyonic level. See the Psyonics Levels list on pages 82 and 83.

Level 8 Psyonics

~
= 0 - 800 NA Sergeant See Skills 3 APRs, Level 0 Psyonics
1 801 - 1,000 $24,000 3-weeks First Sergeant [200 +1 to hit, +1 to dodge,

ﬁ' Level 1 Psyonics

- 2 1,001 - 1,300 $31,000 4-weeks Sergeant Major |200 + 2 to hit, Level 2 Psyonics

g 3 1,301 - 1,700 $48,500 4-weeks Lieutenant 250 4 APRs, +2 to dodge, +1 to
initiative, Level 3 Psyonics

. 4 1,701 - 2,200 $54,500 4-weeks First 250 + 3 to hit, +2 to initiative,

g Lieutenant Level 4 Psyonics

e 5 2,201 - 2,800 $64,500 4-weeks Captain 250 +3 to dodge, +4 to

W hit, Level 5 Psyonics

— 6 2,801 - 3,500 $79,000 5-weeks Major 300 5 APRs, +3 to

£=a initiative, +4 to dodge,

A\ / Level 6 Psyonics

—~ 7 3,501 - 4,300 $85,000 5-weeks Colonel 300 +5 to hit, +4 to initiative,
Level 7 Psyonics

g 8 4,301 and up $96,000 6-weeks General 300 6 APRs, +5 to dodge,

—
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PILOTS

In Perfect Blue, players also get to play out vehicular combat
using their third character type—the Pilot.

Pilots are trained to fly all manner of high-tech air, space and
seacraft: from troop transports and space freighters to more
sophisticated fighters such as heavy walkers. Many have a
background in a military air- or spaceforce on some planet.
When hired through MerCore, Perfect Blue pilots have been
trained to fly all air and seacraft (such as those listed in the
vehicles guide) as well as all types of spaceships and transport
vehicles—including tanks and other ground vehicles. They
have also been trained to pilot walkers. All Perfect Blue bases
will need at least one pilot character to fly the transport craft
that will shuttle the players” FTM characters to and from
tactical combat fields or take them to far-off places. Ideally
the players should have 3 or more pilots to fly their fighter
craft if they hope to get into dogfights and down Triaxy ships
or engage Triaxy troops with heavy assault vehicles.

Pilots are purchased and hired through MerCore in the
same manner as the Field Team Members and abide by all
of the same rules as listed with the FTM characters. Thus the
players must budget for the types of pilots they want and the
number of pilots they can hire. Unfortunately, Triaxy has a
much higher budget than Perfect Blue, and sending a pilot out
to down Triaxy ships and fighters can be dangerous, deadly
and expensive.

As a rule, you will want to hire the best pilots you can,
because your pilots will be the ones flying and operating the
most expensive equipment in your budget: the air, sea and
spacecraft. But it isn’t just the quality of the pilot that will
see you through the dogfights. For when you are using your
pilot character you will most likely be engaged in “Vehicular
Combat” (which is described in the Combat section). Thus,
your skill with the Vehicular Combat System will also be
crucial to your success. The pilot character will merely give
you an added advantage to Vehicle Combat.

Pilot characters are typically only used during Vehicle
Combat, or for flying troops to specific locations. Pilots should
not openly participate in tactical combat or role-playing mode,
although they can if the Players choose to use them. This is
because Pilots are expensive and highly skilled soldiers,
although they are a bit lacking on the open battlefield.
However, if the Players wish too, they can use their Pilots
for more than just Vehicular Combat; they might also have
to use the Pilots to fight with if their Pilot’s ship is downed.
Thus, even though Pilot characters are not typically used
for anything but vehicular combat, they must still be fully
developed in case they must exit their vehicle during combat.
In these cases they then enter tactical combat and abide by
tactical combat rules.

— e
There are four types of pilots that PCs can hire. They are:

1. Co-Pilot

2. Capricorn-Class Pilot

3. Thunder-Class Pilot

4. The Ace (or Shadow-Class Pilot)

Like FTMs, each type of pilot has his strengths and weaknesses.
However, the stronger and more able the pilot, the more
expensive he is to hire and keep on the payroll.

Pilots use the same formula as FTM characters when it
comes to payroll and purchasing them. Thus, all pilots are
listed with hiring and purchasing fees, etc. They also have an
Advancement Table which lists their tactical combat bonuses,
skills and the like. However, they also have a different set of
stats.

Pilots are unique in that they are the only characters in the
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game to acquire three very special stats:

O =

Pilot Skill General (PSG)
Pilot Skill Evasive Maneuvers (PSEM)
Pilot SKkill Targeting (PST)

All of these stats are used during Vehicular Combat and their
uses are described in the Vehicular Combat section of this
book. Each type of pilot (Capricorn, Thunder and Ace) have
a set score for these stats. However, they can be raised with
experience (see Advancing Levels: Pilots) and training.
Typically, to uses these stats, the Pilot character must make
a stat check. The stat check for any of these skills are made
on a D20. To successfully pass the check you will want to roll
the same or lower than your Pilot Skill score. For example, if
you have a PSEM stat of 12 you will have to roll a 1 - 12 to
successfully pass the check. Roll higher and you will fail. The
use of these three skill are detailed in the Vehicular Combat
section of this book.

Advancing
Levels:
Pilots

Pilots advance in level and
rank just as any FTM character
class: by obtaining Experience
Points. However, Pilots
only gain experience from |
shooting down other air,
sea and spacecraft. And
the bigger, tougher and
more powerful the enemy
craft a pilot shoots down,
the more experience points
he will earn. Typically,
experience points should be
based on the following table. Final experience
values for ships should be determined by the GM
based on the vehicle’s type and pilot’s skill.

Probe: 50 points

Small Craft: 60 points

Small Fighter: 75 points
Medium Craft: 125 points
Medium Fighter: 220 points
Large Craft: 315 points

Large Fighter: 400 points

Very Large Craft: 500 points
Very Large Fighter: 600 points

1

When Pilots advance in level and rank, they obtain bonuses
to their Pilot Skill stats, as well as bonuses to hit and dodge
in ground combat. These bonuses listed with the Pilot’s
Advancement Table are not accumulative.

Pilots have two Combat Bonuses tables: one for Tactical
Combat and one for Vehicular Combat. Bonuses gained for
tactical combat are only used in ground assaults when the
pilot is not in a vehicle. Bonuses gained for vehicular combat
are only used by the pilot while operating a vehicle.

A Perfect Blue

Jason Howard (order #809507)




Co-Pilot

Co-Pilots are a low-cost addition to any vehicle team. Most
large vehicles even require multiple pilots. Co-Pilots are
typically used for manning the weapons while the actual
pilot navigates the vehicle and operates secondary weapon
systems. BLUE Level should strive to only place one actual
pilot in a vehicle and man the rest of the cockpit with low-
cost co-pilots.

Hiring Costs:

Leasing Monthly Cost: 1 EP

Purchase Outright: $30,000
Monthly Cost: .25 EP

Trappings
SOM Soothsayer 410 assault rifle with 3 ammo cartridges, OTC
Sidekick 911 pistol with 3 9mm ammo clips, compass, basic
military clothing (camouflage fatigues), pilot’s helmet and
parachute.

Stats:

Pilot SKkill General: 7

Pilot SKkill Evasive Maneuvers: 6
Pilot Skill Targeting: 3

Aggression Points per Level: 4

Skills

Advanced Computer Skills (30%)
Drive Tanks (70%)

Electronic Repair (50%)
General Repair (50%)

Operate Remote Vehicles (50%)
Pilot Planes (70%)

Pilot Spacecraft (70%)

Zero Gravity Training (60 %)
WE Knives and Hand Weapons
WE Rifles

WE Small Arms and Handguns

Advancement Table on Page 91

o,

Capricorn-Class
Pilot

|

These pilots are typically fresh out of military training or
were former space-freighter pilots who have undergone
some minimal training through MerCore. While they lack
the training of the more skilled pilot classes, Capricorn-Class
pilots are rugged, able and willing to fly into the face of
danger and are quite capable of knocking Triaxy ships out
of the sky. However, the Capricorn-Class pilot makes a much
better transport flyer than a fighter pilot, and should be used
primarily on non-combat oriented missions where the risk of
engaging enemies is low.

Hiring Costs:

Leasing Monthly Cost: 2 EP

Purchase Outright: $60,000
Monthly Cost: .25 EP

Trappings
SOM Soothsayer 410 assault rifle with 3 ammo cartridges, OTC
Sidekick 911 pistol with 3 9mm ammo clips, compass, basic
military clothing (camouflage fatigues), pilot’s helmet and
parachute.

Stats:

Pilot Skill General: 9

Pilot SKkill Evasive Maneuvers: 8
Pilot Skill Targeting: 5

Aggression Points per Level: 5

Skills

Advanced Computer Skills (40%)
Drive Tanks (75%)

Electronic Repair (60%)
General Repair (60%)

Operate Remote Vehicles (60%)
Pilot Planes (80%)

Pilot Spacecraft (80%)

Zero Gravity Training (65 %)
WE Knives and Hand Weapons
WE Rifles

WE Small Arms and Handguns

Advancement Table on Page 91
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Thunder-Class
Pilot

|

Thunder-Class pilots are highly trained and highly skilled
in the use of high-technology air, sea and spacecraft. Most
have spent years in the military as active fighter pilots or have
undergone advanced training through MerCore. Thunder-
Class pilots are expensive to buy and keep, but their ability to
shoot down enemy craft and bring FTMs home alive is well
worth the extra money. Thunder-Class pilots make excellent
primary fighter pilots for any BLUE Level operation and are
most useful on air combat missions or when flying in areas
where the risk of running into enemy craft is high.

Hiring Costs:

Leasing Monthly Cost: 3 EP

Purchase Outright: $90,000
Monthly Cost: .25 EP

Trappings
SOM Soothsayer 410 assault rifle with 3 ammo cartridges, OTC
Sidekick 911 pistol with 3 9mm ammo clips, compass, basic
military clothing (camouflage fatigues), pilot’s helmet and
parachute.

Stats:

Pilot SKkill General: 11

Pilot Skill Evasive Maneuvers: 10
Pilot Skill Targeting: 7

Aggression Points per Level: 6

Skills

Advanced Computer Skills (50%)
Drive Tanks (85%)

Electronic Repair (70%)
General Repair (70%)

Operate Remote Vehicles (70%)
Pilot Planes (85%)

Pilot Spacecraft (85%)

Zero Gravity Training (75%)
WE Knives and Hand Weapons
WE Rifles

WE Small Arms and Handguns

Advancement Table on Page 91

Ace (Shadow-
Class) Pilot

Aces are as good as they come. These are the elite pilots and
fighters that can be purchased through MerCore. Although
they have all undergone advanced training and have spent
years in the cockpits of all manner of high-tech fighters, these
pilots have something that no amount of training can give:
a natural ability. All Aces are masters of both aerial and sea
combat vehicles and are also adept in land and space combat
vehicles. Flying comes naturally to them. They are able to
shoot down enemy craft swiftly and bring their fighter craft
home with little more than a scratch. But all of this ability
does not come cheap, and BLUE Level operations on a budget
might have to look elsewhere for aerial skill.

Hiring Costs:

Leasing Monthly Cost: 4 EP

Purchase Outright: $120,000
Monthly Cost: .25 EP

Trappings
SOM Soothsayer 410 assault rifle with 3 ammo cartridges, OTC
Sidekick 911 pistol with 3 9mm ammo clips, compass, basic
military clothing (camouflage fatigues), pilot’s helmet and
parachute.

Stats:

Pilot Skill General: 13

Pilot SKkill Evasive Maneuvers: 12
Pilot Skill Targeting: 9

Aggression Points per Level: 7

Skills

Advanced Computer Skills (60%)
Drive Tanks (85%)

Electronic Repair (80%)
General Repair (80%)

Operate Remote Vehicles (80%)
Pilot Planes (85%)

Pilot Spacecraft (85%)

Zero Gravity Training (85%)
WE Knives and Hand Weapons
WE Rifles

WE Small Arms and Handguns

Advancement Table on Page 92
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Advancement Table: Co-Pilot
Level |[Experience |Training Cost |Training |Rank Skill Points |Combat Bonuses Combat Bonuses
Needed Time (Tactical) (Vehicular Combat)
0 0-400 NA NA Lieutenant |See Skills 3 APRs 1 APR
1 401 - 600 $7,500 2-weeks  |First 100 +1 to hit, +1 +1 to PSG stat
Lieutenant to dodge
2 |601 - 900 $10,000 2-weeks |Captain 100 +2 to hit +1 to PSEM stat,
+1 to PST stat
3 |901-1,300 [$10,500 2-weeks  |Major 150 +2 to dodge, +1 +2 to PSG stat
to initiative
4 1,301 - 1,800 [$11,500 2-weeks |Lieutenant |150 +3 to hit, +2 2 APRs, +2 to
Colonel to initiative PSEM stat
5 (1,801 - 2,400 [$7,500 2-weeks  |Colonel 150 +3 to dodge, +3 to PSG stat,
+4 to hit +2 to PST stat
6 2,401 - 3,100 [$15,000 3-weeks |Brigadier 200 4 APRs, +3 to + 3 to PSEM stat
General initiative, +4 to dodge
7 3,101 - 3,900 ($14,000 3-weeks |Lieutenant |200 +5to hit, +4 +4 to PSG stat,
General to initiative +3 to PST stat
8 3,901 and up |$13,000 3-weeks  |General 200 5 APRs, +5 to dodge [3 APRs

Advancement Table: Capricorn Class Pilot

Level |Experience |Training Cost |Training |Rank Skill Points |Combat Bonuses Combat Bonuses
Needed Time (Tactical) (Vehicular Combat)
0 0-500 NA NA Lieutenant |See SKills 3 APRs 1 APR, +1 to PSG stat
1 501 - 700 $8,500 2-weeks |First 100 +1 to hit, +1 +2 to PSG stat,
Lieutenant to dodge +1 to PSEM stat
2 701 - 1,000 $11,000 2-weeks [Captain 100 + 2 to hit +2 to PSEM stat,
+1 to PST stat,
+ 3 to PSG stat
3 1,001 - 1,400 |$11,500 2-weeks [Major 150 +2 to dodge, +1 +4 to PSG stat,
to initiative +2 to PST stat
4 1,401 - 1,900 |$12,500 2-weeks |Lieutenant |150 +3 to hit, +2 2 APRs, +3 to
Colonel to initiative PSEM stat
5 (1,901 - 2,500 ($8,500 2-weeks [Colonel 150 +3 to dodge, +4 to hit| +5 to PSG stat,
+ 3 to PST stat
6 2,501 - 3,200 ($16,000 3-weeks |Brigadier 200 4 APRs, +3to 3 APRs, +4 to
General initiative, +4 to dodge |PSEM stat
7 3,201 - 4,000 |$15,000 3-weeks |Lieutenant |200 +5 to hit, +4 +6 to PSG stat,
General to initiative +4 to PST stat
8 [4,001 and up |$14,000 3-weeks |General 200 S APRs, +5 to dodge |4 APRs, +5to
PSEM stat
Advancement Table: Thunder-Class Pilot
Level |Experience |Training Cost |Training |Rank Skill Points |Combat Bonuses Combat Bonuses
Needed Time (Tactical) (Vehicular Combat)
0 0 - 600 NA NA Lieutenant _ |See SKills 3 APRs 1 APR, +1 to PSG stat
1 601 - 800 $9,500 2-weeks  |First 100 +1 to hit, +1 + 2 to PSG stat, +2
Lieutenant to dodge to PSEM stat, 2 APRs
2 801 - 1,100 |$12,000 2-weeks |Captain 100 +2 to hit +3 to PSEM stat,
+ 2 to PST stat,
+ 3 to PSG stat
3 |1,101 - 1,500 ($12,500 2-weeks  [Major 150 +2 to dodge, +1 +4 to PSG stat,
to initiative +3 to PST stat
4 1,501 - 2,000 {$13,500 2-weeks |Lieutenant |150 +3 to hit, +2 3 APRs, +4 to
Colonel to initiative PSEM stat
5 (2,001 - 2,600 |$9,500 2-weeks [Colonel 150 + 3 to dodge, +5 to PSG stat,
+4 to hit +4 to PST stat
6 2,601 - 3,300 |$17,000 3-weeks |Brigadier 200 4 APRs, +3to 4 APRs, +5 to
General initiative, +4 to dodge |PSEM stat
7 3,301 - 4,100 [$16,000 3-weeks |Lieutenant |200 +5 to hit, +4 +6 to PSG stat,
General to initiative +5 to PST stat
8 4,101 and up |$15,000 3-weeks |General 200 5 APRs, +5 to dodge |5 APRs, +6 to PSEM
stat, +7 to PSG stat
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Ace (Shadow-Class Pilot)

0 0-700 NA NA Lieutenant |See SKills 3 APRs 1 APR, +2 to PSG stat
1 701 - 900 $10,500 2-weeks  |First 100 +1 to hit, +1 + 3 to PSG stat, +2
Lieutenant to dodge to PSEM stat, 2 APRs
2 |901 - 1,200 [$13,000 2-weeks |Captain 100 +2 to hit +4 to PSEM stat,
+ 3to PST stat,
+4 to PSG stat
3 |1,201 - 1,600 [$13,500 2-weeks |Major 150 +2 to dodge, +1 +5 to PSG stat,
to initiative +4 to PST stat
4 1,601 - 2,100 |$14,500 2-weeks |Lieutenant |150 +3 to hit, +2 3 APRs, +5 to
Colonel to initiative PSEM stat
5 2,101 - 2,700 |$10,500 2-weeks [Colonel 150 + 3 to dodge, +6 to PSG stat,
+4 to hit +5 to PST stat
6 (2,701 - 3,400 ($18,000 3-weeks |Brigadier 200 4 APRs, +3 to 4 APRs, +6to
General initiative, +4 PSEM stat
to dodge
7 3,401 - 4,200 |$17,000 3-weeks |Lieutenant |200 +5 to hit, +4 +7 to PSG stat,
General to initiative + 6 to PST stat
8 4,201 and up [$16,000 3-weeks |General 200 5 APRs, +5 to dodge |5 APRs, +7 to PSEM

stat, +8 to PSG stat
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TRAINING

Once a character has earned enough Experience Points to
raise to his next level (or rank) he can be sent to training.
Only by going through training can the character obtain the
new skills, combat bonuses and expertise needed to continue
in his career. Training is needed for all character class types,
including Executives, Field Team Members and Pilots.

Earning experience points in and of itself is not enough to
advance levels in Perfect Blue. Training is necessary before the
character can actually earn his new skills and combat bonuses.
For only after having completed his training will the character
receive the combat bonuses and new skills associated with
his new experience level. This is because it is assumed that
experience points are only used to measure the character’s
real-world experience; that is, they are used to determine
when the character is ready to move on.

Even though a character might be ready to move on in
his career, he won’t be able to until he receives the necessary
training. Likewise, it is impossible for a character to receive
training before he is ready. Thus, Perfect Blue uses the dual
Experience Points / Training system. For more information,
see Advancing Levels in the Character Classes section of this
book.

But characters can be sent to training at any time—even
without having earned any experience. This is considered
Extracurricular Training—or ECT. If the Players can afford
to do so, they can pay to send their characters—Executives,
Pilots and FTMs—off to receive this training. With ECT, the
Characters are able to add valuable bonuses to their combat
abilities which they might not otherwise achieve. For example,
an ASULT team member has a +4 to Hit at level 2. By sending
that character to ECT at level 1, he may be able to have a +5
or +6 to Hit by this level! For more information, see Extra
Curricular Training below.

Sending Characters to
Training

Once a character has earned enough experience points to raise
to his next experience level it is time to send him to training.
The character will not obtain any of the Skill Points or Combat
Bonuses of his new experience level until he has completed his
training. All CC Advancement Tables are listed with “Training
Cost” and “Training Time” columns. These columns indicate
how much money the Players will have to spend to send their
character to training and how long the training will take.
Please note that characters cannot send their characters to
training before they’ve earned the proper amount of experience
points. This is because the character is not yet ready for the
new levels of training. Only through active combat will the

1

character earn these valuable experience points and become
ready for further training.

Of course, Players must be able to afford to send their
characters to training. If they can’t, the character can still
keep earning experience points towards his next CC level,
however he won’t be able to obtain any of the Skill Points or
Combat Bonuses of his CC until he has been sent to training.
Additionally, the Players must be able to afford the character’s
time away in training. BLUE Level bases short on staff might
not be able to send their characters to training for the simple
reason that they don’t have enough staff to cover the away
character. Training can take weeks, and while the character
is away being trained the Players cannot use that character!
This means that to have a well balanced base the Players
must have ample characters on their payroll to afford sending
others to training.

Sending Characters to
Training Camp

So, where exactly are characters sent when they go off to
train? There is one primary company that works with Perfect
Blue, and that is MerCore. The MerCore Training Camp is
located 150-miles South of Trinasa, deep upon the abysmal
plane, in the Trinatlantia atlantean city (see map of Orna for
more details). However, there may be other training facilities
provided through other companies available to the Players,
although MerCore is the standard. It should also be noted that
the Trinasa Atlantean City (also known as Trinatlantia) is also
the home to MerCore’s primary headquarters as well as many
other company headquarters.

While at the training camp the character will be put through
a series of tests where he will learn the new skills he wants, as
well as increase his combat proficiency. Thus, the character is
allowed to choose which skills he spends his Skill Points on.
Aside from obtaining new skills, the character can also hone
his current skills and use his skill points to raise proficiency in
the skills he already has. All Skill points must be spent by the
Player when he sends his character off to training.

When the character returns from training, he will have
all of his new skills and combat bonuses as outlined with his
CC’s Advancement Table. In a way, he’ll be a new man, ready
to face further challenges in battle.

Perfect Blue
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Extra Curricular Training

As mentioned, a Player can pay to send his character to
training at any time—even without having earned any
experience points! This is called Extra Curricular Training
(ECT) and it can be very beneficial to BLUE Level bases able
to afford the additional costs of it. ECT is very expensive and
time consuming, requiring the Players to send their character
away for days—or even weeks—at a time. But the rewards are
well worth it.

MerCore and similar organizations offer ECT to Perfect
Blue soldiers—or even civilians—at their training camps.
All of the combat bonuses and skills obtained by ECT are in
addition to their character’s CC’s advancement table. Some of
the ECT training courses offered by MerCore are as follows.

Marksmanship and Sniping

Cost: $5,000

Training Time: 1-week

Benefits: + 1 to Hit

With this training course characters are taught the art of
marksmanship and basic sniping skills. For an entire week
the character will be on the shooting range and a personal
instructor will be right at his side. This instructor will show
the character how to properly balance his weapon, steady his
aim, and have patience when taking his shot. The maximum
number of times a character can take this course and benefit
from it is five times.

Combat Initiative Training

Cost: $5,000

Training Time: 2-weeks

Benefits: + 1 to Initiative

This training course puts the character through a rigorous
course on taking initiative during combat. The character will
learn to spot possible conflicts before they arise and how to
quickly draw and fire his weapon in combat. The maximum
number of times a character can take this course and benefit
is five times.

Combat Reflex Training

Cost: $5,000

Training Time: 2-weeks

Benefits: + 1 to Dodge

This training teaches the character how to move quickly
and agilely in combat. It hones his reflexes and quickens
his reaction times. The advantages of taking this course
are increased chances of dodging attacks in combat. The
maximum number of times a character can take this course
and benefit is five times.

= e

Aggressive Combat Training

Cost: $10,000

Training Time: 2-weeks

Benefits: +1 APR

This course teaches characters how to fight aggressively in
combat. Characters who complete the training receive an extra
APR. The maximum number of times a character can take this
course and benefit is two times.

Advanced Pilot Training

Cost: $15,500

Training Time: 2-weeks

Benefits: +1 to PSEM stat, +1 to PSG stat and +1 to PST
stat.

This course is for Pilot characters only. During this course
Pilots are training in extreme circumstances and learn all types
of advanced maneuvers and tactics. Completing the course
will give the Pilot increased piloting skills in all manner of
vehicles. The maximum number of times a character can take
this course and benefit is two times.

Mental Conditioning

Cost: $10,000

Training Time: 3-weeks

Benefits: +1 to KN and MT stats

This course is designed to challenge a character’s wit and
intelligence and make him stronger of mind. Through a
series of tests and psychological conditioning the character
will come out smarter and stronger of mind. The maximum
number of times a character can take this course and benefit
is two times.

Leadership During Combat

Cost: $6,000

Training Time: 2-weeks

Benefits: +1 to L stat

This course teaches characters how to successfully take control
of, and command of, military units. It also teaches students
how to interact with fellow troops and motivate people. The
maximum number of times a character can take this course
and benefit is two times.

Strength and Endurance Training

Cost: $14,550

Training Time: 3-weeks

Benefits: +1 to E and ST stats

This course will toughen up even the weakest character in
a jiffy. Through a series of strength exercises and endurance
courses the character will strengthen and toughen his body.
For an entire 3-weeks the character will train rigorously in
the gym and on specially designed obstacle courses. The
maximum number of times a character can take this course
and benefit is two times.
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Agility and Speed Training

Cost: $13,500

Training Time: 3-weeks

Benefits: +1 to AG and SPD stats

With this course characters are trained to run long distances
and sprint short distances very quickly. The course is designed
to improve a troop’s running speed during combat and make
him a more efficient soldier. It also includes obstacle courses
specially designed to improve the character’s balance and
agility. The maximum number of times a character can take
this course and benefit is two times.

Combat Toughness and Enduring Pain

Cost: $25,550

Training Time: 4-weeks

Benefits: + 10 CHiPs per Head and Torso, + 6 Hit-Points per
limb

With this course characters are toughened to make their
bodies more resilient to damage and abuse. Much of the
course borders on torture, but troops who make it through
come out tougher than ever. The maximum number of times a
character can take this course and benefit is two times.

Advanced Language Studies

Cost: $5,000

Training Time: 4-weeks

Benefits: Speak one additional language at 85% proficiency
This course teaches characters how to speak one language.
The character can choose any language, such as Andromedian,

1

Lothorian or Vornite. Once the course is completed, the
character will be proficient in speaking, reading and writing
the new language. The maximum number of times a character
can take this course and benefit is one time per language.

Weapons Training

Cost: $3,000

Training Time: 1-week

Benefits: Choice of 1 WE at level 1 Proficiency

This course teaches characters how to effectively use certain
types of weapons. The character can choose any WE skill
to master during the course of his training. The maximum
number of times a character can take this course and benefit
is five times (after which he will be at level 5 proficiency in
that WE).

Extracurricular Skills Training

Cost: $10,000 - $40,000

Training Time: 2- 4 weeks

Benefits: One skill at 65% proficiency

This course teaches characters a single skills set of their choice,
such as Abysmal Diving, Bomb Defusion, Move Silently, or any
other skill found in the Skills section. Upon completion of the
course the character will have the skill at 65% proficiency. The
cost and training time of this course varies by the skill. GM
to use discretion. The maximum number of times a character
can take this course and benefit is one time per skill.
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Optional Rule: Basic Training
Courses

As a purely optional rule, the GM can institute mandatory
training courses on the Players when they send their characters
off to training. In these cases the GM is encouraged to make
up some training courses that might involve combat or new
skills. The Players must then play out the training course as if
it were an active part of the game. These can be especially fun
for both the Players and the GM. On the following pages you
will find some sample training courses that you can use.

So, how do the training courses work? There are only a few
simple rules to follow:

P  The Training Course: The training course that the GM
provides must pertain to the character-in-training’s CC and
/ or skills he wants to obtain or increase proficiency in. For
example, let’s say that a character is a Medic and is being
sent off for level 3 training in his CC. The GM might set up
a mock battlefield where the character’s mission is to find
the downed soldier, administer first-aid and stabilize the
soldier’s condition. Then get him back out of hostile territory.
Or maybe one of the skills that the character is going to obtain
after training is Code Cracking. The GM might set up a training
course where the character’s goal is to infiltrate the building,
find the computer containing the desired data, crack the code
to infiltrate the computer, retrieve the data and return to home
base safely. Obviously, it would take forever for the GM to
make the Players train for every skill and combat bonus they’re
getting from their CC levels. However, mixing and matching
one or two every level is a fun and exciting diversion for both
the GM and Players. Each training course should contain a
“Mission Briefing” and a “Mission Objective”. See the sample
training courses for more ideas.

»  The No-Kill Policy: Training scenarios are assumed to
use alternative ammunition. That is, there is no live fire going
on. Thus, the characters should not die during a failed training
mission. Assume that all weapons are loaded with paintballs
or other non-lethal ammunition.

»  The Pay-Off: The characters should be rewarded for
successful training missions and punished for failed missions.
Typically, the GM should offer the Players on successful
training missions a week less of training than what is noted on
their Advancement Table; for failed training missions, a week
longer. Alternatively, the GM can dictate that on failed training
missions the Players must re-do the training!

(o

Sample Training
Missions

Below are listed some sample training missions / scenarios to
send characters in training to. Feel free to make up your own
or modify the ones provided. The ones provided here focus on
the CCs rather than skills.

TRAINING SCENARIO 1:
MEDICS

Mission Briefing: One of your allies has been wounded in
battle. His last transmission came 20-minutes ago, 2-miles
to the North of your current position. He is assumed to be
critically wounded and in need of help. You have been unable
to make contact with him since the last transmission. The
territory he is in is filled with hostile Triaxy soldiers.

Mission Objective: Locate your downed soldier, administer
first-aid and stabilize his condition and get him back to safety.
Neutralize any hostile forces encountered.

TRAINING SCENARIO 2:
DEMOLITIONS

Mission Briefing: Enemy troops have begun amassing forces
near a small town of civilians. To avoid detection the enemy
has deployed fifty-miles north of the city and is now waiting
for orders to strike. A large bridge spans the river just south of
the enemy location. Your mission is to enter enemy territory—
undetected if possible—plant explosives on the bridge and
take it out. If successful, this will slow the enemy down
enough until BLUE Level can send reinforcements.

Mission Objective: Locate the bridge, plant the explosives
and detonate them from a safe distance away. Neutralize any
hostile forces encountered. Do not allow enemy vehicles to
pass the bridge.

TRAINING SCENARIO 3: ASULT

Mission Briefing: Hostile forces have entered a small village of
Ornans previously undetected by Triaxy. Enemy soldiers have
infiltrated the town and have begun taking hostages, killing
and looting. There are an estimated 75 enemy soldiers. The
city lies on the oceanfront. You must enter the town from the
sea, undetected, and begin clearing the city of hostile forces.
Your team must keep civilian casualties to a minimum while
neutralizing the threat as quickly as possible. The key building
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is the police station which is now under enemy control and is
being used as their base of operations. It is thought that the
leaders of this enemy platoon are residing there.

Mission Objective: Locate and neutralize all enemy targets. Clear
all buildings and keep civilian casualties to a minimum.

TRAINING SCENARIO 4:
SNIPER

Mission Briefing: Six days from now a high ranking Triaxy
military leader will be coming to town. After landing in the
spaceport, he will be escorted by limousine to the government
building. Our intelligence shows that to get to the government
building his car will have to take one of only two roads that
lead to the front entrance. However, this is a Triaxy-held city
and to get in you will have to either disguise yourself as a
Triaxy citizen or as an Ornan slave. You must choose a suitable
location to make the hit and get out undetected. It is thought
that this leader was responsible for the Ornan massacre in the
city of Avive. Assassination of this target is crucial.

=
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Mission Objective: Infiltrate the city and assassinate the target.
Get out of the city undetected. Capture within the city will
constitute failure of this mission.

TRAINING SCENARIO 5: SHOC

OO ¢

Mission Briefing: Triaxy soldiers have entered a ruined city
and have begun exterminating the Ornans who live there.
While the enemy platoon is small, consisting of no more than
fifty soldiers, they have brought with them two heavy walkers
and three battle tanks. Your team’s mission is to infiltrate the
ruined city in the dead of night and take out both walkers and
all tanks using your explosives. This will clear the way for
other BLUE Level soldiers to come in and take out the rest of
the enemy soldiers.

Tra

Mission Objective: Locate all walkers and tanks. Use your
explosives to disable or destroy these units. Detection by the
enemy during this mission will result in the launch of heavy
ordnance upon the civilians from the walkers and tanks and
will thus constitute failure of the mission.
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PSYONICS

In Perfect Blue, certain races—most notably the Andromedians
and Vornites—can obtain special mind-powers known as
psyonics. Only character races noted to be able to possess
psyonics can obtain these powers. And only characters of
the Psyonic CC or those willing to fork over the money for
expensive psyonics training can pursue these powers.

Psyonics are broken down into three major categories. They
are:

1. Empathy
2. Telepathy
3. Telekinesis

Empathy

This is the most basic of all psyonic abilities. Empathy is the
ability to sense the feelings and presence of another person.
At high levels, Empaths can sense if a person is lying, if they
have good or evil intentions, and many other things from
great distances. However, Empathy cannot affect machinery
or things without a mind (including Androids). Likewise,
Empathy cannot affect those races said to be immune to
psyonic attacks.

Telepathy

This is the ability to communicate via mental projection. At
low levels, Telepaths can send their thoughts to others or
communicate mentally with other Telepaths. At high levels,
Telepaths can implant thoughts into others and even influence
them via mind control. However, Telepathy cannot affect
machinery or things without a mind (including Androids).
Likewise, Telepathy cannot affect those races said to be
immune to psyonic attacks.

Telekinesis

Perhaps the most powerful of all psyonic abilities is the power
of telekinesis. Telekinetics are able to move objects with the
powers of their mind. At low levels, this may be throwing
a rock across a room or bending a spoon; at high levels a
Telekinetic can lift a starship or throw a vehicle into a wall!
Nothing is immune to the powers of Telekinesis!

Most Psyonicists specialize in one of the three fields. Very
rarely does a Psyonicist specialize in two and only the most
powerful are masters of all three.

There are two ways in which a character can begin training
as a Psyonicist, but before training can begin, that character
must be of one of the following races: Ornan, Andromedian,
Vornite, Human, Trikosi. Only these races can possess psyonic

bilities, but not all of them are created equal. Psyonic powers

1

require great mental strength, and the ability and power of a
Psyonicist is measured by his Psychic Energy—or PE. Certain
races, such as the Andromedians, will acquire far more PE
than other races. See below for more information.

While all of the races (excluding Lothorians and Androids)
can possess psyonic powers, none of these races—except for
the Andromedians—begin the game with any of them. These
powers must be learned through training. Typically, a BLUE
Level character will learn to use psyonic powers through his
Psyonic character class. And while this is the easiest and
fastest way to obtaining psyonic powers, you don’t have to be
a Psyonic CC to become a Psyonicist. Players can send their
characters to Psyonic Training Facilities to learn these powers
as well, thereby allowing the character to obtain psyonic
abilities while increasing level in a combat CC. However, this
type of training is expensive and time consuming.

Psychic Energy

The use of psyonic powers is very draining on a character.
Every time a Psyonicist uses his powers, those powers slowly
tear away at the fibers of his mind, thereby draining him of
strength and energy. It’s much like flexing a muscle; the more
you lift the more tired your arm will get. Lift enough and your
arm will tire until you can’t even lift the weight of your own
arm. Using psychic powers is the same way. Only instead of
tiring a muscle, you're tiring your mind. Tire it enough and
you won’t be able to perform anymore psychic actions.

The use of psychic powers requires the use of Psychic
Energy. Nobody knows for certain where this energy comes
from or even what it is. Many scientists speculate that it is
generated in the brain by electrical currents. However, it
is known that psychic powers exhaust brain cells. This is
evidenced by the fact that overuse of psyonic powers results in
a woozy, drunken feeling where the Psyonicist can no longer
think straight or balance correctly. His speech will slur and he
may even forget things that happened to him. For all practical
purposes, the character falls into a drunken stupor. This state
is known as psychic intoxication.

The amount of Psychic Energy (or PE for short) that a
character has is determined by his race and his Mental
Tolerance stat. Certain races such as the Andromedians have
better, more powerful minds for psyonic abilities than other
races and will therefore acquire more Psychic Energy Points
(PEPs). PEPs will increase with the character’s level (rank).
But again, certain races will acquire more.

To begin with, all characters going into a Psyonic career
have as many PEPs as equal to their MT stat, plus their
race’s PEP Modifier (see below table). Whenever a character
advances to his next experience level in his Psyonic CC he
will gain the same amount. However, characters not of the
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Psyonic CC who are obtaining psyonic powers merely
through specialized training only gain half this amount
when they begin training (that is, half their MT score plus
half their race’s PEP Modifier). They will have to purchase
more PEPs per the rules detailed below for characters only
training for psyonic powers.

The following table shows the bonus each race gets to his
PEPs when he begins his career as a Psyonic CC and every
time he increases in his experience level (rank). Remember,
you get as many PEPs per level as equal to your MT stat plus
the added bonus per the below table!

Race PEP Modifier
Andromedian (Common) +20
Andromedian (True Psyonic) +30

Human +10

Ornan +20

Vornite (Common) +15

Vornite (Winged) +25

Trikosi +5

Lothorian None

Cyborg None

Fig. 9.0: This table shows how PEPs increase based on a
character’s race.

For example, let’s say you have an Andromedian (True
Psyonic) character with an MT score of 15. You would begin
your career as a Psyonicist with 45 PEPs (MT of 15 + the 30
bonus = 45). You’d also get 45 more points every time you
advance level in your Psyonic CC.

Psychic Intoxication

When a character’s PEPs drop to 5 he will begin to feel the
effects of Psychic Intoxication. At 5 PE points remaining,
the character will begin to feel a little dizzy and woozy and
will suffer an accumulative -1 to all combat rolls and an
accumulative -10% to all skill rolls for each point below 5
PEPs he drops.

For example, at 4 PE points remaining, the character will
suffer a -2 to all combat rolls and a -20% to all skill checks; at
3 PEPs he’ll have a -3 to all combat rolls and a -30% to all skill
checks, etc. until he reaches 0 PEPs. At 0 PEPs the character
will feel completely “drunk” and will be unable to use any
more of his psyonic powers until his PEPs regenerate. If the
character’s PEPs drop below 0 he will fall unconscious (this
may happen if the character has 20 PEPs remaining and uses a
psyonic ability that drains him of 25—he’d then be at -5 PEPs).
If the character’s PEPs ever reach -8 he will instantly die, all
brain functions ceasing to function. Typically, the character
will have suffered a major brain aneurysm and will fall to the
eround bleeding from the ears, eyes and nose

(o

Regenerating Lost PEPs

Lost PE points can be regenerated through rest and sleep. As
a rule, the character will regain 10 PEPs per every 8-hours
that he does not use his psyonic powers, or about 2 PEPs per
every hour. The character will regain all of his PEPs with 8 - 10
hours of sleep, or by going 24-hours without using any of his
powers. PEPs do not regenerate when a character is actively
using his powers (much like a drunk can’t sober up while he
continues to drink).

Obtaining Psyonic
Powers

Characters can obtain psyonic powers through training. Only
through training can any character of any race learn to develop
and use his skills. However, there are many ways to train.

First and foremost is for a character to become a Psyonic
per the Character Class of Psyonicist. Doing this, the character
quickly develops his psyonic powers and learns to use them.
Second, a character can be sent to specialized training facilities
(as listed below) to develop his skills. Characters becoming
Psyonicists through the CC of Psyonic must abide by the rules
for increasing levels and obtaining powers as described with
the Psyonic CC.

Aside from becoming a Psyonic CC, characters can also be
sent to specialized training centers—known as Psy Camps—
to develop psychic powers. These powers can be obtained
in addition to the character’s current CC, but they will cost
him experience points, time, and most importantly, a lot of
money.

All of the psyonic abilities listed on the following pages are
listed with a special column marked “Characters in Training”.
This information does not apply to characters who are in the
Psyonic CC. This column is only for those characters learning
to develop psychic abilities second to their current CC. For
example, a Medic character can be sent to a Psy Camp to learn
any of the psychic powers listed. However, he will have to pay
the experience points, money and time needed to learn the
ability. Furthermore, some of the abilities may be listed with
prerequisites. In these cases the character must obtain all of
the listed prerequisite abilities before being able to obtain the
current ability.

Characters going through secondary training to learn
psyonic powers must also “purchase” their PEPs as they will
not be able to obtain any through their CC. Characters going
through secondary psyonic training can purchase PEPs at the
cost of 1,000 Experience Points per 15 PEPs. Training for a
PEP increase takes 3-weeks and costs $10,000. All characters
in secondary training must first obtain at least 15 PEPs before
they can learn any of the psyonic abilities listed.
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PSYONIC POWERS AND
LEVELS OF ABILITIES

On the following pages is a list of all psyonic abilities. Each
ability is listed with the following information:

Description
This describes the ability in detail.

Psy-Type

There are three major categories of psyonic abilities. They are:
Empathy, Telepathy, and Telekinesis. All psyonic abilities fall
into one of these three categories.

Range

This is the effective range of the ability. That is, the distance
to which the ability can be used. Some abilities have a range
that is affected by the number of PEPs the character wants to
spend on the ability; these PEPs are in addition to the ability’s
PEP Cost (see below).

Duration

This is how long the ability will last, or how long it remains
effective for. Note that most durations are affected by how
many PEPs the character wants to spend on the ability; these
PEPs are in addition to the ability’s PEP Cost (see below).

Damage

This is the amount of damage or harm the ability will inflict
on people and / or objects that it is used on. Some powers
may inflict no damage. Others might have a damage amount
that is affected by how many PEPs the character wishes to
spend on the ability; these PEPs are in addition to the ability’s
PEP Cost (see below).

PEP Cost

This is the number of Psychic Energy Points that the ability
costs to use; that is, how many PEPs the character will lose
once he uses the ability. Note that this amount can increase
with abilities that allow the range, duration and damage to
be affected by the number of additional PEPs spent on the
ability.

Characters in Training

The information listed in the column does not pertain to
characters of the Psyonic CC—they only pertain to those
learning psyonic abilities through secondary training. The
Characters in Training section will list the following:

Prerequisites
This will list any prerequisite psyonic abilities that the character
must first have before he can learn the current ability.

1

Exp. Cost

This is how many Experience Points the character must spend
to learn the ability. Experience Points spent to learn these
abilities cannot be used toward the character’s current CC.

Time to Learn
This is how long the character will be away in training to learn
the ability.

Cost to Learn
This is how much money the training facility will charge to
teach the character the ability.
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Psyonic Abilities List

Below is a list of all available psyonic powers in alphabetical
order as they will appear on the following pages.

. Astral Projection

. Body Control

. Cause Molecular Motion
. Clairaudience

. Clairvoyance

. Compel Truth

. Direction Sense

. Empathy

. False-Sensory Output

. Feel Light

. Feel Sound

. Force Projection

. Hide Thoughts

. Hypnotic Suggestion
. Implant Thought

. Implant Memory

. Know Location

. Know Name

. Lend / Borrow Skill

. Mass Hypnotic Suggestion
. Memory Read

. Mental Wall of Force
. Mind Block

. Mind Reading

. Mind-Wipe

. Object Reading

. Perception of Psychic Residue
. Presence Sense

. Psychic Heal (Others)
. Psychic Heal (Self)

. Psychic Blast

. Psychic Static

. See Sound

. See Scent

. Sense Astral Beings

. Sense Danger

. Telekinesis

. Telepathy

. Transmit Thought
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PSYCHIC ABILITY
DESCRIPTIONS

Astral Projection

Astral Projection is ability to leave one’s body and travel as an
astral—or spiritual—being. While many scientists speculate
that the Psyonicist is merely projecting his mind and senses
outward, most Psyonicists believe that it is in fact their spirit
that is leaving their body. What ever the reason, it is known
that with this ability the Psyonicist is able to travel without the
need of his physical body, transcending time and space.

During astral projection, the Psyonicist’s “spirit” is
completely invisible and cannot be detected nor seen by any
normal means. He is also completely “ethereal”—that is, he
is able to pass through all types of solid objects and weapons
cannot harm him. In short, he is both undetectable and
indestructible.

As far as travel goes, the Psyonicist is able to project
himself anywhere in the world. Travel is done instantly and
takes no longer than a single melee. The Psyonicist could thus
travel to the farthest end of the world in a blink of an eye.
Strong Psyonicist can even project themselves to the ends of
the universe! Furthermore, the Psyonicist can see, hear and
smell everything in his immediate environment! However,
because he is ethereal, he cannot open doors, drawers, chests,
locks, books, etc. In short, he cannot manipulate anything in
his environment. Not even the use of Telekinesis or similar
powers can be used while astrally projecting one’s self! Astral
projection takes the Psyonicist’s full attention and he therefore
cannot use any other psyonic ability. However, if a book was
lying open the Psyonicist could read the open pages; if a drawer
was open he could look inside. And although he cannot open
doors, passing through them is simple enough.

But the distance that the Psyonicist can travel—or project
himself—is limited by his PEPs. As noted below, PEP cost
is 15 points per round. An additional 5 PEPs must also be
spent per round per 100-miles that the Psyonicist wishes to
project himself. Additionally, if the Psyonicist is attempting to
project himself to a place he has never been or in unfamiliar
with (including foreign lands, a specific building or room,
or even a place beneath the oceans) he will have to do an
“Astral Search” before he can arrive exactly where he wants
to be. Astral Searching takes 1D4 rounds per 1,000 miles of
distance, during which time the Psyonicist is expending PEPs.
This additional PEP cost is only spent if the Psyonicist is
attempting to project himself to a place he has never been
before. Examples might be a far off city, the inside of a specific
building, a distant planet, etc. Note that the Psyonicist must
still have a general idea of where the location is. For example,
he cannot project himself into a secret Triaxy military base if
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the Psyonicist has a general idea of where the place / person
/ location is.

During astral projection the Psyonicist’s physical body
enters into a deep, trance-like state. Physically he is unaware
of what is happening around him or even if his body is in
mortal danger. However, if the body feels physical pain the
Psyonicist is instantly “snapped back” to awareness, thus
cutting short his astral projection. The Psyonicist can astrally
project himself for as long as his PEPs hold out. Of course, he
can also end the projection at any time, thereby “snapping”
himself back to his body.

Psy-Type: Telepathy
Range: Per above rules
Duration: Per above rules
Damage: NA

PEP Cost: 15 points per round to sustain, plus 5 points per
100-miles of distance projected.

Characters in Training

Prerequisites: Telepathy, Clairaudience, Clairvoyance
Exp. Cost: 500

Time to Learn: 6-weeks

Cost to Learn: $29,000

Body Control

Body Control is the ability to take control of another person’s
body actions despite his or her’s willingness. Although the
victim is able to maintain control of his speech, eyes, mouth
and thoughts, the Psyonicist is in full control of the victim’s
limbs and is able to control him like a marionette.

The victim is allowed to make an MT stat check versus
the Psyonicist’s MT stat. If the victim passes his stat check, he
resists the Psyonicist’s attempt and maintains control of his
body (essentially, the Psyonicist was unable to take control).
The Psyonicist can try again in 2 rounds. However, if the
victim fails his MT stat check then the Psyonicist infiltrates
the victim’s mind and is able to override the victim’s brain’s
motor functions.

During Body Control, the Psyonicist’s PEP cost is equal
to half that of the victim’s MT stat per round. Thus, a victim
with an MT score of 12 would cost the Psyonicist 6 PEPs per
round to control; if the victim had a score of 15 it would cost
the Psyonicist 8 PEPs (always round up).

The Psyonicist has full control of the victim’s limbs and
can make him walk around and move as he wants to. He
can make the victim fire his weapon at one of his own allies,
run around the battlefield, or even crash his car into a wall!
However, if the Psyonicist attempts to make the victim do
something suicidal, attack an ally or do something that would
put himself or a comrade in danger, the victim is allowed
to make an MT stat check to resist doing the action. If the
check passes the victim resists the action and does not have

o perform it on the current round, although he is still under

1

the control of the Psyonicist. However, if he fails the check the
Psyonicist is able to go through with his plans!

Body Control takes all of the Psyonicist’s concentration
and he can perform no other actions while controlling a
victim. Nor can the Psyonicist use any other psychic ability.
Victims must be within the Psyonicist’s range of sight to use
this power—although it can be used in conjunction with the
ability of Clairvoyance to increase the range. The Psyonicist
can maintain control of the victim as long as his PEPs hold out
or until he releases the victim.

Psy-Type: Telepathy
Range: Sight
Duration: Per PEPs
Damage: NA

PEP Cost: 10 to initially use and half of the victim’s MT stat
in PEPs per round.

Characters in Training
Prerequisites: Telekinesis, Telepathy
Exp. Cost: 410

Time to Learn: 3 weeks

Cost to Learn: $24,000
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Cause Molecular Motion

Heat is caused by molecular motion: molecules begin to
move which creates friction and things begin to get hot. And
that is exactly what the Psyonicist is able to do by using his
psychic energy to excite / agitate the molecules of an object or
substance. The Psyonicist can focus his energies on just about
anything: rock, water, steel, wood, even flesh. However, the
object affected by this ability must be within the Psyonicist’s
immediate line of sight.

Obviously, the longer the Psyonicist is able to cause
molecular motion upon any object, the hotter and hotter it will
become. The below table (Fig. 10) is a list of possible effects of
heat depending upon how many rounds the Psyonicist focuses
his energies upon a single object.

Of course, the size, weight and surface area affected will
ultimately determine how long it takes for things to get hot.
The below table assumes a surface area of about 5-square feet
or 200 Ibs.

Rounds Likely Effects
Power is
Sustained

1 Easily ignited dry substances such as hair,
dry grass, dead leaves, etc. will smolder.

2 Flesh can feel a mild burn (1 damage
inflicted). Wood begins to smolder, clothing
can catch fire, metals become slightly warm.

3 Wood burns, water starts to boil, flesh is
scorched (1D8 damage), metal becomes hot.

4 Metal becomes red-hot, flesh begins to
burn away (2D8 damage per round), etc.

5 Metal begins to grow soft, lead melts,
flesh can disintegrate (3D8 damage).

6 Metal begins to melt

7 Rocks and sand become red-hot.

8 Rocks catch fire, metal melts down

9 Surface degree of most things
achieves over 2,000 F

10 Rocks turn to molten lava

Fig. 10: The effects of Molecular Motion by duration it is used on
an object.

Psy-Type: Telekinesis
Range: Sight
Duration: Per PEPs
Damage: Subjective

PEP Cost: 15 per round, per 5-square feet of surface or 200
Ibs.

Characters in Training
Prerequisites: Telekinesis
Exp. Cost: 900

Time to Learn: 5 weeks
Cost to Learn: $9,700
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Clairaudience

Clairaudience is the ability to hear sounds from distant
places without having to physically be there. Essentially, the
Psyonicist could use this ability to listen in on a conversation
hundreds of miles away! Clairaudience does not enhance the
Psyonicist’s hearing nor does it allow him to interpret sounds,
foreign languages, etc. All it allows him to do is “project” his
hearing to a distant place. The Psyonicist will not be able to
hear any sounds around his physical body while using this
power. All of his hearing will be focused on the place he is
projecting his hearing upon.

If the place / location the Psyonicist wishes to project his
hearing to is out of his physical range of sight—say, 1,000
miles away—the Psyonicist must have a general idea of the
location he is projecting to or he must have been there before.
If the Psyonicist is attempting to project his hearing to a place
he has never been or is unfamiliar with (including foreign
lands, a specific building or room, or even a place beneath
the oceans) he will have to do an “Astral Search” before he
can hear exactly what he wants to hear. Astral Searching takes
1D4 rounds per 1,000 miles of distance, during which time the
Psyonicist is expending PEPs. This additional PEP cost is only
spent if the Psyonicist is attempting to project his hearing to
a place he has never been before. Examples might be a far off
city, the inside of a specific building, a distant planet, etc. Note
that the Psyonicist must still have a general idea of where the
location is. For example, he cannot project his hearing into a
secret Triaxy military base if he has no idea where it is. Astral
searches can only be used if the Psyonicist has a general idea
of where the place / person / location is.

This ability can be used in conjunction with other abilities
such as Clairvoyance and Feel Light.

Psy-Type: Telepathy
Range: Per above rules
Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 points per round to sustain, plus 3 points per 100-
miles of distance projected.

Characters in Training
Prerequisites: None
Exp. Cost: 100

Time to Learn: 1 week
Cost to Learn: $8,500
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Clairvoyance

Very similar to Clairaudience, Clairvoyance is the ability to
look at distant locations and see what is going on without
having to physically be there. This ability does not enhance
the Psyonicist’s vision or give him any special type of sight.
While this ability is being used, the Psyonicist cannot see what
is going on around his physical body—all of his vision is being
used to see what is happening at the projected location. While
projecting his sight, the Psyonicist can “look around” the area;
that is, he can look closely at something or “move” his vision
around the area. He can read the pages of an open book, see
what people are doing, etc. However, he cannot manipulate
anything in the area—he can only view it. Obviously those in
the area will have no idea they are being watched.

If the place / location the Psyonicist wishes to project his
sight to is out of his physical range of sight—say, 1,000 miles
away—the Psyonicist must have a general idea of the location
he is projecting to or he must have been there before. If the
Psyonicist is attempting to project his sight to a place he has
never been or is unfamiliar with (including foreign lands, a
specific building or room, or even a place beneath the oceans)
he will have to do an “Astral Search” before he can see exactly
what he wants to see. Astral Searching takes 1D4 rounds per
1,000 miles of distance, during which time the Psyonicist is
expending PEPs. This additional PEP cost is only spent if
the Psyonicist is attempting to project his sight to a place he
has never been before. Examples might be a far off city, the
inside of a specific building, a distant planet, etc. Note that the
Psyonicist must still have a general idea of where the location
is. For example, he cannot project his sight into a secret Triaxy
military base if he has no idea where it is. Astral searches can
only be used if the Psyonicist has a general idea of where the
place / person / location is.

This ability can be used in conjunction with other abilities
such as Clairaudience and Feel Sound.

Psy-Type: Telepathy
Range: Per above rules
Duration: Per PEPs spent
Damage: NA

PEP Cost: 7 points per round to sustain, plus 4 points per 100-
miles of distance projected.

Characters in Training
Prerequisites: None
Exp. Cost: 100

Time to Learn: 1 week
Cost to Learn: $8,500

1

Compel Truth

By using this ability the Psyonicist is able to compel his victim
to speak only the truth. While under the influence of this
power, the victim is unable to speak any sort of lie. However,
the victim may remain silent (he does not have to talk), or
he can attempt to lie—at which time his words will only be
spoken truthfully! Victim’s are allowed to make an MT stat
check (no modifier) to resist the Psyonicist’s influence upon
use of this ability and once every 3 rounds. If the check is
successful, the Psyonicist is unable to influence the victim’s
words. If the check fails, the victim cannot lie. This ability
only works on verbal messages and not written or thought
words.

Psy-Type: Telepathy
Range: 20-feet

Duration: Per PEPs spent
Damage: NA

PEP Cost: 4 per round

Characters in Training
Prerequisites: Empathy
Exp. Cost: 500

Time to Learn: 2-weeks
Cost to Learn: $9,500

Direction Sense

Use of this ability allows the Psyonicist to “sense” exactly
what direction he is facing or heading—North, South, East,
West or such directions in between. While it does not allow
the Psyonicist to determine his exact coordinates, it can help
him to get his bearing.

Psy-Type: Telepathy
Range: Self
Duration: Instant
Damage: NA

PEP Cost: 2

Characters in Training
Prerequisites: None
Exp. Cost: 100

Time to Learn: 1 week
Cost to Learn: $5,000
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Empathy

Empathy is the ability to sense the emotions, drives, desires
and needs of another person, such as love, hate, hunger, thirst,
confusion, pain, torment, fear, panic, depression, happiness,
etc. Using this ability, the Psyonicist is able to mentally “tune
in” on his subject’s immediate feelings and emotions. Most
Psyonicists explain this as “feeling” the psychic aura of another
person. While this ability does not allow the Psyonicist to
know what the person is actually thinking, it can help him
to deduce a lot about his current subject. For example, if the
Psyonicist is able to sense fear or confusion on his subject he
might be able to determine that the subject is possibly lying to
him or hiding something from him. Best of all, the Psyonicist’s
subject will have no idea that he is being “read”.

Psy-Type: Empathy
Range: 25-feet
Duration: Instant
Damage: NA

PEP Cost: 4

Characters in Training
Prerequisites: None
Exp. Cost: 400

Time to Learn: 3 weeks
Cost to Learn: $7,000

False-Sensory Output

This ability allows the Psyonicist to put out a strong psychic
impression throughout a 10-yard radius around himself
or upon a specific person or object within this area. This
“false-sensory output” causes other Psyonicists who might
be using detection or sensing abilities (such as Empathy or
Compel Truth) to receive a false or incorrect reading. The
rival Psyonicist is allowed to make an MT stat check with a
-5 modifier. If the roll fails the Psyonicist will not know he is
receiving false information; if the check passes the Psyonicist
may detect some “psychic static” in the reading.

The Psyonicist using this ability can determine what output
he sends—such as friendliness, hatred, fear, sadness, etc. As
an example of use, the Psyonicist could place a false-sensory
output of “friendliness” upon himself and / or those with him.
A rival Psyonicist using Empathy would then determine the
Psyonicist and his friends to be of no threat when indeed they
may be plotting a battle!

Psy-Type: Telepathy

Range: Specific person or object or an entire radius of up to
10-yards

Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 PEPs per round per specific object or person / 7
PEPs per round for an entire 10-yard radius.

= e

Characters in Training
Prerequisites: None
Exp. Cost: 400

Time to Learn: 2 weeks
Cost to Learn: $9,800

Feel Light

With this ability the Psyonicist is able to tune his mind and
body into the physical realm of light. He is thus actually able
to physically feel light upon his body. He will feel dim lights
and soft lights like gentle wind on his skin; bright and glaring
lights might cause his body to feel great pressure or even mild
pain. He can also feel different colors of light as well. Every
light has its own unique wavelength and the Psyonicist is
able to feel exactly what it is and the direction it is coming
from. While an ability like this might seem limited in its use, a
blinded character could use it to find his way around, sensing
the darkness of solid objects and the openness of brightly
lit rooms. Furthermore, if a character is lost in a dark mine
tunnel without a light source, the character can actually feel
the minute rays of light—light so dim and so slight that no eye
could perceive it—coming from the exit miles away! In theory,
this ability can give a character a sort of night vision.

Psy-Type: Empathy
Range: Self

Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 per round

Characters in Training
Prerequisites: None
Exp. Cost: 200

Time to Learn: 1 week
Cost to Learn: $7,500

Feel Sound

With this ability the Psyonicist is able to tune his mind and
body into the physical realm of sounds. He is thus actually able
to physically feel all sound waves upon his body. He will feel
soft sounds and hushed whispers like gentle vibrations on his
skin; sirens and loud booms might cause his body to feel great
vibrations or even mild pain. He can also feel different tones
of sound as well. Every sound has its own unique wavelength
and the Psyonicist is able to feel exactly what it is and the
direction it is coming from. He can even understand what the
sounds of voices are saying! While an ability like this might
seem limited in its use, a character with damaged ears could
use it to listen to what people are saying or to “hear” what is
going on outside of his physical hearing limitations. In game
terms, this ability allows the Psyonicist to pick up on sounds
that are both inside and outside the scope of normal hearing
(such as super-low frequencies) and from hundreds of miles
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Psy-Type: Empathy
Range: Self

Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 per round

Characters in Training
Prerequisites: None
Exp. Cost: 200

Time to Learn: 1 week
Cost to Learn: $7,500

Force Projection

Force Projection is the ability of the Psyonicist to project
force—or energy—over a distance using his psychic powers.
It is a powerful form of telekinesis. Using Force Projection,
the Psyonicist is able to transmit the equivalent energy of a
push, punch, shove or kick to a person or object over a great
distance. The amount of force that the Psyonicist is able to
project, as well as the distance he can project it, are subject to
the amount of PEPs he wishes to spend.

For every 20 PEPs the Psyonicist spends, he is able to
project 1D6 points of force-damage—that is, an attack inflicting
1D6 points of damage. When directed at a specific target, the
energy will hit the target and feel like a nasty punch or push.
The attack must be physically performed by the Psyonicist—
that is, he must punch, kick or push in the direction of his
target. The ability then allows him to project and increase that
force across a distance to meet his target.

For pushes, the Psyonicist is able to project his own
strength upon any given person or object to push it or
pull it (see the rules for such in the Strength, Weight and
Encumbrance section). Doing this costs the Psyonicist 25
PEPs. The Psyonicist can double, triple, or even quadruple the
strength that he projects for the cost of 30 additional PEPs per
time that he doubles his strength projection. For example, to
force-project his own strength would cost 25 PEPs; to force-
project twice his ST stat would cost 55 PEPs (25 + 30 = 55);
to force-project three times his ST would cost 85 PEPs (25
+30 + 30 = 85). There is no limit to how high this can go,
so long as the Psyonicist has the PEPs to spend.

This ability can only be used on targets within sight of
the Psyonicist. To-hit rolls are only necessary to determine hit
location as the attack automatically hits. The victim cannot
dodge the attack. Only punch / kick damage per the above
rules can be inflicted with this ability. Only hard pushes,
shoves and pulls can be made with this ability—that is, it
can’t be used to hold a person in place or crush him into a
wall.

Psy-Type: Telekinesis
Range: Sight

1

Duration: Instant
Damage: Per above rules
PEP Cost: Per above rules

Characters in Training
Prerequisites: Telekinesis
Exp. Cost: 600

Time to Learn: 3 weeks
Cost to Learn: $12,150

Hide Thoughts
Hide Thoughts is the ability for the Psyonicist to conceal
his own, or another person’s, thoughts and ideas from
those infiltrating his mind. By hiding his own thoughts, the
Psyonicist is able to “lock away” specific thoughts, memories
and ideas, thereby protecting them from those attempting a
psychic mind-reading, telepathy, empathy, probe, etc. The
Psyonicist must specifically state what thoughts / ideas he his
hiding. When used on others, the Psyonicist must be within
sight of the person, although this can be used in conjunction
with a Clairvoyance ability.

This ability costs the Psyonicist 4 PEPs per round that he
wishes to hide his thoughts. When used on others, it costs the
Psyonicist 8 PEPs per round to sustain.

Psy-Type: Telepathy

Range: Self or Others within sight
Duration: Per PEPs spent
Damage: NA

PEP Cost: See above

Characters in Training
Prerequisites: None
Exp. Cost: 550

Time to Learn: 2 weeks
Cost to Learn: $8,000

Hypnotic Suggestion

With this ability the Psyonicist is able to implant a simple
command within another person’s mind. The command can
either be verbally spoken to the victim or telepathically sent
to him. When verbal, the command is usually woven into a
conversation.

The command must be something simple like “You will
drop your weapon”, or “You will unlock the door” or “You
will give me the code to the computer”. Commands that place
the victim or his allies in immediate danger are instantly
disregarded and will fail. However, if the victim has an MT
score of less than 7, even deadly commands will be heeded!

The Victim is allowed to make an MT check (no modifier)
to resist the command. If the check passes the victim will
disregard the command as if he never even heard the
Psyonicist speak it. However, if the MT check fails, the victim
will immediately begin carrying out the command without
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even realizing he is doing it!

Victims must be within sight of the Psyonicist, although
this ability can be used in conjunction with a Clairvoyance
ability. PEP cost is 10 per command which is spent regardless
of success or failure of the ability.

Psy-Type: Telepathy
Range: Sight

Duration: One command
Damage: NA

PEP Cost: 10

Characters in Training
Prerequisites: None
Exp. Cost: 700

Time to Learn: 3 weeks
Cost to Learn: $13,800

Implant Thought

With this ability the Psyonicist is able to implant a thought,
idea or suggestion into another person’s mind. Although
this thought or idea can be just about anything, it must be
something simple which does not require a lot of complex
notions. Examples that might be implanted are “I'm getting
tired”, or “This weapon is very heavy—I don’t want to carry it
anymore”, or “I really want to give him the code to the safe”, or
“I want to find where Joe is”. All implanted thoughts are done
telepathically from the Psyonicist—no verbal communication
is necessary.

Most thoughts will be carried out by the victim’s
subconscious mind and he won’t even realize what he’s
doing. For example, the above implant of “This weapon is
very heavy—I don’t want to carry it anymore” might cause
the victim to toss his gun to the ground and walk away from
it—he won’t even realize that he’s done it until somebody
asks him why he doesn’t have his weapon anymore or until he
needs it. Thoughts such as “I really want to find such-and-such
person” will begin to nag at the victim until he can’t tolerate it
anymore and decides that he has to find that person. Typically,
most commands are carried out within 1D20 rounds.

The victim is allowed to make an MT stat check with a -5
modifier. If he passes his check, the victim will disregard the
thought as if he never heard it. However, if the victim fails his
check he will carry out the thought. These implants cost the
Psyonicist 25 PEPs.

Stupid, suicidal or commands that place the victim’s allies
in danger have a low chance of success, although they can be
done. These are considered “Greater Implants”. For example, a
thought such as “I hate my friend Mark over there—I want to
shoot him”, or “My life sucks—I should just end it now” can
be implanted, however the victim receives a + 5 bonus to his
MT check. Greater Implants also cost the Psyonicist 50 PEPs.

Victims must be within sight of the Psyonicist for the
ability to work, however it can be used in conjunction with a

\:I—/ 5
Clairvoyance ability.

Psy-Type: Telepathy

Range: Sight

Duration: One Command

Damage: NA

PEP Cost: 25 for a typical command, 50 for a Greater Implant

Characters in Training
Prerequisites: Hypnotic Suggestion
Exp. Cost: 800

Time to Learn: 3 weeks

Cost to Learn: $16,250

Implant Memory
With this ability the Psyonicist is able to implant an artificial
memory into the mind of his victim. Although this memory
is completely false and is nothing more than the imagination
of the Psyonicist, the victim will be completely convinced by
the memory and will remember it as if it actually happened—
even though it might not make sense to him. Typically, the
victim will believe that the memory is real and that it actually
happened.

As an example, let’s say that the Psyonicist implants a
memory of the victim being introduced to the Psyonicist by
his superior officer and the officer telling the victim to always
let this man pass without the need of an ID badge. When the
victim sees the Psyonicist he will immediately remember the
Psyonicist and let him pass! This would be an example of
a Lesser Implant which does not require a lot of implanting
and is more easy for the victim to believe. Another example
might be the Psyonicist implanting a memory of the victim’s
brother dying in a battle. The victim would then believe that
his brother was killed in a battle, even though he might still
be alive. An implanted memory such as this might do nothing
more than confuse the victim. For instance, if the victim just
saw his brother, the memory might confuse him and he might
ask his brother “you, know, at the battle of such-and-such,
didn’t you get shot in the head?” These would be considered
Greater Memories and are more difficult for the victim to
believe and require a lot of implanting. There is no guarantee
that a victim will believe a false memory if it greatly conflicts
with reality.

To implant a memory, the victim must be within sight of
the Psyonicist (although this ability can be used in conjunction
with the Clairvoyance ability). The Psyonicist must roll against
the victim’s MT stat to “infiltrate” the victim’s mind. If the
Psyonicist fails the roll, the victim will sense that someone is
trying to get into his mind and snoop around and the Psyonicist
won’t be able to try again for at least a few hours. However,
if the Psyonicist succeeds he will infiltrate the victim’s mind.
Once in, he can begin implanting a memory using some of the
victim’s own to make it more believable.

For every round the Psyonicist spends inside the victim’
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mind, the more believable and more complex the memory can
be. Tt costs the Psyonicist 20 PEPs per round to implant a
memory. Figure 11 shows how long it will take to implant
memory types.

Note that some psyonic abilities might be able to detect
and eliminate false memories.

Rounds Spent |Type of Memory Implanted
Implanting
1-2 Simple / Not very believable by victim
/ victim may disregard the memory
3-5 Semi-Complex / Believable by
victim if it does not greatly conflict
with immediate reality
6-9 Complex / Memory will not conflict

with reality or is so imbedded

in the victim’s mind that he will

readily believe that it happened

10 Very Complex / The victim will truly
believe that it happened and can’t be
convinced that it is a false memory.

Fig. 11: This table shows the type of memories that are implanted

based on how long the ability is used on a subject.

Psy-Type: Telepathy

Range: Sight

Duration: Permanent

Damage: NA

PEP Cost: 20 per round of implant

Characters in Training
Prerequisites: Hypnotic Suggestion
Exp. Cost: 800

Time to Learn: 3 weeks

Cost to Learn: $18,500

Know Location

With this ability the Psyonicist is able to perceive general
information about his immediate area. This is useful when
the Psyonicist has been unconscious and / or taken to a
foreign location. The information that the Psyonicist is able to
obtain is somewhat vague, such as “This is an underground
prison located in the city of Arkane” or “This is a Triaxy base
located at the bottom of the ocean somewhere off-shore from
Basica™.

Psy-Type: Telepathy

Range: Self / Immediate area
Duration: Instant

Damage: NA

PEP Cost: 10

Characters in Training
Prerequisites: None
Exp. Cost: 3,800

Time to Learn: 2 weeks
Cost to Learn: $600

1

Know Name

This ability allows the Psyonicist to perceive general
information about a person. With this ability, the Psyonicist is
able to telepathically determine a person’s name, age, weight
and other such general information. The Psyonicist can also
perceive any “code names” the person may go by, as well as
any aliases.

Psy-Type: Telepathy
Range: Sight
Duration: Instant
Damage: NA

PEP Cost: 10

Characters in Training
Prerequisites: None
Exp. Cost: 300

Time to Learn: 1 week
Cost to Learn: $5,050

Lend / Borrow Skill

This ability allows the Psyonicist to lend / borrow / possibly
even steal any skill that he or the target victim has. The
Psyonicist is able to implant his knowledge of a skill into the
mind of another person, or doing just the opposite, he can
take the knowledge of a skill from another person and implant
it into his own mind. However, this is not a permanent effect
and the knowledge of how to do the skill will slowly fade. The
skill does not leave the mind of the lender at any time and he
still retains the ability to use the skill.

The Psyonicist may easily lend a skill that he has to another
person. Once done, that person will have the Psyonicist’s skill
with the same percentile proficiency. To borrow (or steal)
a skill, the Psyonicist drains the information about how to
perform the skill from his subject’s mind and pours it into
his own mind. This is simple if the subject is willing. If the
subject is not willing, the subject is allowed an MT check to
resist.

Lent / borrowed skills are obtained for a period of 24-
hours. During this time the ability and knowledge to perform
the skill will slowly fade from the Psyonicist’s / Subject’s
mind. For example, at the 12-hour mark, the borrower of the
skill will only have 1/2 the percentile chance in the skill as
when he first obtained it. After 24-hours the borrower will
lose all memory of how to perform the skill.

Only skills can be lent. Psyonic abilities and special
abilities cannot be lent or borrowed.

Psy-Type: Telepathy

Range: Self or Others within sight
Duration: 24-hours

Damage: NA

PEP Cost: 50 per skill
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Characters in Training
Prerequisites: Empathy
Exp. Cost: 500

Time to Learn: 4 weeks
Cost to Learn: $11,000

Mass Hypnotic Suggestion

Identical in all ways to the Hypnotic Suggestion ability, however
Mass Hypnotic Suggestion allows the Psyonicist to implant a
command into ALL the minds of his victims within a 200-foot
radius! Only one command is allowed. The GM should take
the average of all the victim’s MT stats and roll once. If the MT
check passes, the Mass Hypnotic Suggestion will work only on
a small fraction of those influenced (about 1 in 4); if the check
fails then all subjects are influenced.

Psy-Type: Telepathy

Range: 200-foot radius

Duration: One Command

Damage: NA

PEP Cost: 60 PEPs or 7 per person—which ever is greater

Characters in Training
Prerequisites: Hypnotic Suggestion
Exp. Cost: 800

Time to Learn: 4 weeks

Cost to Learn: $19,555

Memory Read
By use of this ability the Psyonicist is able to read and experience
the memories of a subject. The memories experienced by the
Psyonicist will be experienced with the same intensity and
emotions as the subject who experienced them. Thus, any
fear, hate, love etc. that was experienced by the subject during
the memory will also be experienced by the Psyonicist. The
Psyonicist can simply “read” the memories of his subject as
well, thereby bypassing all experiences.

The Psyonicist can read a subject’s entire mind of
memories at the rate of 5-rounds per year-old that the subject
is. For example, a 20-year old subject will take 100-rounds to
fully read. Reading memories with experiences (that is, the
Psyonicist will experience the emotions as well) takes 10-
rounds per year-old that the victim is. Memories are typically
read from most recent to the very earliest and are done in
chronological order. However, the Psyonicist can skip over
years or begin at any year he wishes. If the Psyonicist is
searching for a specific memory, he may have to search the
mind for a while before he finds it.

Amemoryread canbe performed on asleeping, unconscious
or paralyzed victim without fail. However, victims who are
aware and conscious are allowed to make a MT check with
a -5 modifier to resist allowing the Psyonicist to enter. If the
check passes, the victim wins and the Psyonicist can try again
in an hour. If the check fails, the Psyonicist enters the victim’s
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mind and can roam around freely.
Subjects must be within 10-feet of the Psyonicist at all
times for this ability to work.

Psy-Type: Telepathy

Range: 10-feet

Duration: See above

Damage: NA

PEP Cost: 10 per round of memory read

Characters in Training
Prerequisites: Empathy
Exp. Cost: 600

Time to Learn: 4 weeks
Cost to Learn: $14,280

Mental Wall of Force

This ability allows the Psyonicist to send out enough psychic
energy to manifest an actual wall of force. The barrier is semi-
invisible and has a yellowish tint. It glows and crackles as if it
contains electrical energy. Nothing can penetrate the barrier;
bullets, missiles, people and vehicles are all stopped by the
wall as if it were made of solid stone. Physically touching the
wall will feel like static electricity accumulated on a television
screen.

The Psyonicist may place the barrier at any location within
his line of sight and he may shape and form the barrier at will.
It will cost the Psyonicist 30 PEPs per 10 x 10 foot area of wall
he wishes to create. Thus, a 20 x 20 wall would cost 60 PEPs
and a 100 x 100 foot wall would cost 300 PEPs. The wall can
be maintained round after round for an additional cost of 10
PEPs per round. This additional cost is the same regardless of
how big the wall of force is.

Psy-Type: Telekinesis
Range: Sight

Duration: Per PEPs spent
Damage: NA

PEP Cost: See above

Characters in Training
Prerequisites: Telekinesis
Exp. Cost: 900

Time to Learn: 4 weeks
Cost to Learn: $25,800
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Mind Block

A mind block completely protects the Psyonicist—or those
placed under the protection of him via this ability—from any
type of psyonic influence. No type of psychic probing, reading,
suggestion, etc. will be able to affect a Mind Block protected
subject.

Psy-Type: Telepathy

Range: Self or others within 25-feet
Duration: Per PEPs spent

Damage: NA

PEP Cost: 25 per Person plus 5 per round to maintain per
person

Characters in Training
Prerequisites: Hide Thoughts
Exp. Cost: 650

Time to Learn: 2 weeks

Cost to Learn: $13,500

Mind Reading

By use of this ability the Psyonicist is easily able to read the
minds and thoughts of other people. The Psyonicist must roll
an MT check versus his subject’s. If successful, the Psyonicist
is able to read / know the current thoughts of his subject. He
will know exactly what the person is thinking and planning.
The victim will not even know his mind is being read! However,
if the MT check fails, the Psyonicist was not able to infiltrate
his victim’s mind and must try again in 5 rounds. The victim
must be within sight of the Psyonicist, however it can be used
in conjunction with a Clairvoyance ability.

Psy-Type: Telepathy

Range: Sight

Duration: Per PEPs spent
Damage: NA

PEP Cost: 20 plus 4 per round

Characters in Training
Prerequisites: Empathy
Exp. Cost: 800

Time to Learn: 4 weeks
Cost to Learn: $16,500

Mind-Wipe
Mind-Wipe is the ability for the Psyonicist to completely wipe
all memories from a victim’s mind. While the effects are not
permanent, the victim will not remember anything that has
ever happened to him, nor will he even remember who he
is! The victim’s mind is left completely blank, only able to
remember the most rudimentary things such as how to talk,
read and use certain equipment. He will even forget how to
perform skills that he may have!

To be successful, the Psyonicist must roll an MT check

1

(with a -4 modifier) against his victim’s MT. If the roll fails
the Mind-Wipe fails and the Psyonicist can try again in an
hour. However, if it succeeds the victim’s memories will
be completely wiped out. The victim will slowly begin to
remember things over the course of a week. After a week, all
of the victim’s memories will return.

Additionally, the Psyonicist can choose to wipe out only
a specific memory. However, to do this requires that the
Psyonicist search the subject’s mind to find the memory,
which will take 1D6 rounds.

Psy-Type: Telepathy
Range: 25-feet
Duration: Instant
Damage: NA

PEP Cost: 75

Characters in Training

Prerequisites: Empathy, Memory Read
Exp. Cost: 800

Time to Learn: 4 weeks

Cost to Learn: $25,860

Object Reading

Your character can use this ability to gain information about
an object from the psychic residue left upon it. Thus, object
reading allows the Psyonicist to gain information about an
object’s owner including his race, sex, age and name. It also
allows the Psyonicist to determine how / when / where / why
an object was used and to sense any “emotional imprints” left
upon the object.

Psy-Type: Empathy
Range: Touch
Duration: Instant
Damage: NA

PEP Cost: 25

Characters in Training
Prerequisites: None
Exp. Cost: 400

Time to Learn: 2 weeks
Cost to Learn: $10,350

Perception of Psychic Residue

With this ability the Psyonicist is able to perceive past events
that occurred within his immediate area. These historical
visions are picked up from strong, emotional events that
occurred within the area and left a “psychic residue” behind.
Thus, the Psyonicist is able to see hazy, dream-like visions of
any and all events that have taken place in the area. Visions
start at the most recent and descend to the very last event.
Theoretically, a Psyonicist could look back millions of years
on a location and see what happened!
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This ability costs the Psyonicist 10 PEPs per round to use.
It takes 1 round to perceive the psychic residue of an area up
to a year in the past. Thus, to look back 1-day to 1-year would
cost 10 PEPs; to look back 100 years would cost 1,000 PEPs.

Psy-Type: Empathy
Range: Immediate area
Duration: See Above
Damage: NA

PEP Cost: See Above

Characters in Training
Prerequisites: None
Exp. Cost: 300

Time to Learn: 2 weeks
Cost to Learn: $10,750

Presence Sense
With this ability the Psyonicist can sense the presence of other
intelligent beings within a 50-yard radius. While there may be
people hiding in a room or just out of sight that can’t be seen
by the Psyonicist, he will be able to sense that they are there.
The Psyonicist can sense approximately how many people
there are in a given area and approximately how far away they
are. He cannot pinpoint exactly where they are nor exactly
how many.

Psy-Type: Empathy
Range: 50-yards
Duration: Instant
Damage: NA

PEP Cost: 12

Characters in Training
Prerequisites: None
Exp. Cost: 300

Time to Learn: 1 weeks
Cost to Learn: $7,650

Psychic Heal (Others)
By using the powers of the mind, the Psyonicist is able to
channel healing forces and energies to a wound, thereby
healing it and restoring hit-points to the victim. This ability
can seal all cuts and lacerations and can even mend broken
bones. It cannot, however, repair badly damaged organs or
regenerate missing limbs, nor bring the dead back to life.
This ability costs the Psyonicist 10 PEPs per 1 Hit-Point
of damage he wishes to heal (critical or non-critical HP’s).
It takes 1 round per every 5 hit-points to regenerate, during
which time the Psyonicist must remain in physical contact
with the victim.

Psy-Type: Telekinesis
Range: Touch
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Duration: Instant
Damage: NA
PEP Cost: See Above

Characters in Training
Prerequisites: None
Exp. Cost: 800

Time to Learn: 4 weeks
Cost to Learn: $15,100

Psychic Heal (Self)
By using the powers of the mind, the Psyonicist is able to
channel healing forces and energies to a wound, thereby
healing it and restoring hit-points to himself. This ability can
seal all cuts and lacerations and can even mend broken bones.
It cannot, however, repair badly damaged organs or regenerate
missing limbs.

This ability costs the Psyonicist 7 PEPs per 1 Hit-Point
(critical or non-critical HP’s) of damage he wishes to heal. It
takes 1 round per every 5 Hit-Points to heal.

Psy-Type: Telekinesis
Range: Self
Duration: Instant
Damage: NA

PEP Cost: See Above

Characters in Training
Prerequisites: None
Exp. Cost: 800

Time to Learn: 4 weeks
Cost to Learn: $15,100

Psychic Blast

This ability allows the Psyonicist to channel a powerful load
of psychic energy into the mind of a victim. This energy
manifests inside the victim’s head causing him to feel great
pain and distress—like an explosion going off in his mind.
This “psychic blast” inflicts damage to the victim and also
causes him to fall to his knees clutching his head, thereby
incapacitating him momentarily.

Victims must be within 25-feet for the ability to work.
Psychic Blast costs 25 PEPs per 1D4 damage that the Psyonicist
wishes to inflict. Damage is instant and automatic and the
victim is powerless against it. No to-hit roll is necessary. After
the attack the victim will be incapacitated for 1 round while
his mind recovers. Damage inflicted is from Critical HP’s.

Psy-Type: Telekinesis

Range: 25-feet

Duration: Instant

Damage: See Above

PEP Cost: 25 PEPs per 1D4 damage
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Characters in Training
Prerequisites: None
Exp. Cost: 500

Time to Learn: 4 weeks
Cost to Learn: $15,000

Psychic Static

Well-trained Psyonicists are able to use their psychic powers
to send out a psyonic-disturbing static. This “psychic static” as
it’s called completely blocks out and interferes with all psyonic
activity within the affected area—including the Psyonicist’s
own. In fact, the only psyonic ability the Psyonicist may
perform while sending out psychic static is just that!

Psychic Static cuts off all telepathic communication,
disturbs all psychic senses (causing false readings), destroys
all attempts at mind reading and body control and interferes
with clairvoyance and even astral projection. Even the
thoughts and minds of people in the area are affected by the
static: thinking becomes more difficult and skills are harder to
perform. In short, no psyonic powers (not even the Psyonicist’s
own) may be used in an area affected with Psychic Static and
all skills are done with a -10% modifier. Likewise, all combat
rolls suffer a -1 due to the fact that the people in the area are
having a hard time focusing and concentrating.

Psychic Static is invisible and cannot be seen. However,
other Psyonicists may be able to determine that there is
psychic static as they will recognize the effects.

Psychic Static costs the Psyonicist 15 PEPs per round, per
25-yard radius around him that he sends out the static. The
static generates in a radius around the Psyonicist himself and
must be within the Psyonicist’s immediate area. The Psychic
Static will linger in the area for 1 round after the Psyonicist
stops sending out the static.

Psy-Type: Telepathy
Range: See Above
Duration: See Above
Damage: NA

PEP Cost: See Above

Characters in Training
Prerequisites: False-Sensory Output
Exp. Cost: 700

Time to Learn: 4 weeks

Cost to Learn: $19,595

1

See Sound

This ability allows the Psyonicist to see different sounds with
his eyes. Thus, the Psyonicist is able to see sounds that he
could normally not hear with his ears and he can also see
from exactly which direction the sound is coming. The sounds
are seen as waves of energy rippling through the air. It works
much like the ability of Feel Sound.

Psy-Type: Empathy
Range: Self

Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 per round

Characters in Training
Prerequisites: None
Exp. Cost: 300

Time to Learn: 2 weeks
Cost to Learn: $8,500

See Scent

Much like See Sound, this ability allows the Psyonicist to
actually see smells and odors. The Psyonicist is able to see
harmful gasses that might otherwise be invisible to him, and
he can also thus detect minute odors that he would normally
not be able to smell. Odors are seen as misty clouds radiating
off of the surfaces they come from. Typically, the more harmful
the gas or more noxious the smell, the darker the color of the
odor will be. In game terms, it should be considered that the
Psyonicist is able to see odors that are more faint than even a
bloodhound could smell.

Psy-Type: Empahty
Range: Self

Duration: Per PEPs spent
Damage: NA

PEP Cost: 5 per round

Characters in Training
Prerequisites: None
Exp. Cost: 300

Time to Learn: 2 weeks
Cost to Learn: $8,500
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Sense Astral Beings

With this ability the Psyonicist is able to sense the presence
of astral beings (such as those using the ability of Astral
Projection) in the immediate area. The Psyonicist is able to
sense that they are within his immediate area and may even
be able to detect a ghostly image of them. This ability also
allows the Psyonicist to see invisible beings.

Psy-Type: Empathy

Range: Self / Immediate Area
Duration: Instant

Damage: NA

PEP Cost: 8

Characters in Training
Prerequisites: Empathy
Exp. Cost: 700

Time to Learn: 3 weeks
Cost to Learn: $10,500

Sense Danger

With this ability the Psyonicist can sense disturbances in the
area around him that may signify danger, ambush or traps.
Such devious and conniving things generally leave a psychic
aura of danger in an area and the Psyonicist is able to detect it.
Things such as traps, bombs and mines all leave an impression
of danger in the area. Ambushes and sneak attacks do as well.
Likewise, a man plotting to kill the Psyonicist will also give a
feeling of danger. While the Psyonicist cannot pinpoint where
the danger comes from, or what type of danger is there, he can
sense that it is near (that is, within 200-feet of him).

Psy-Type: Empathy
Range: Self
Duration: Instant
Damage: NA

PEP Cost: 8

Characters in Training
Prerequisites: None
Exp. Cost: 400

Time to Learn: 2 weeks
Cost to Learn: $8,600

Telekinesis
Telekinesis is the ability to move matter through space without
the need of physically moving it. By simply concentrating on
the object, the Psyonicist is able to lift, move and even throw
or damage it. The Psyonicist must concentrate fully on what
he is lifting at all times. If his concentration is broken he will
drop what he is lifting.

The Psyonicist is able to lift / move any object—both living
and inanimate—and can do this at will. Living beings are
powerless against it. The amount of weight that the Psyonicist
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is able to move or lift is dependant upon how many PEPs he
wishes to spend. As a rule, the Psyonicist can move up to 100-
lIbs of weight per 30 PEPs he spends, plus 5 PEPs per round
(per 100-1bs) to continue lifting / moving it. For example, to
lift 100-1bs of weight would cost the Psyonicist 30 PEPs plus
5 per round to move it; to lift 200-1bs would cost him 60 PEPs
plus 10 per round to move it. The Psyonicist can steadily move
an object (or move it with precision) 5-feet per round. He can
throw the object at speeds of up to 20-feet per round. Objects
must be within 100-feet of the Psyonicist.

Psy-Type: Telekinesis
Range: 100-feet
Duration: Per PEPs spent
Damage: NA

PEP Cost: See above

Characters in Training
Prerequisites: None
Exp. Cost: 500

Time to Learn: 4 weeks
Cost to Learn: $19,275

Telepathy

This is the ultimate in telepathic ability. The Psyonicist is able
to freely read the minds and thoughts of all people around
him and is able to establish 2-way communication with them.
Telepathic communication even extends beyond the bounds of
language and the Psyonicist can thus talk to those who might
not speak the same languages as he.

Telepathy costs the Psyonicist 25 PEPs per round. The
Psyonicist has full ability to read the minds, thoughts and
wills of all those within 50-feet of him. Likewise, he is also
able to communicate with all beings—even animals—within
this area. Note that this ability does not allow the Psyonicist to
influence, command or implant thoughts to anybody. It only
allows him to read the current thoughts of those around him
and establish telepathic communication with them. While
he can telepathically communicate with animals and non-
intelligent beings, there is no guarantee that these creatures
will listen or communicate back to him.

Psy-Type: Telepathy
Range: 50-feet

Duration: Per PEPs spent
Damage: NA

PEP Cost: 25 per round

Characters in Training
Prerequisites: None
Exp. Cost: 900

Time to Learn: 4 weeks
Cost to Learn: $20,000
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Transmit Thought

This one-way psychic communication is a simple version of
Telepathy. Transmit Thought allows the Psyonicist to send his
thoughts and ideas to another person. In essence, the Psyonicist
is transmitting his thoughts into the minds of another person.
However, the Psyonicist cannot receive messages back. This
ability is only for transmitting thoughts.

There is no range limit as long as the Psyonicist has a
general idea of where the person he wishes to send a thought
to is. The Psyonicist can transmit a thought to any person he
wishes to. However, that person has no obligation to listen
to the Psyonicist. Also, the person receiving the Psyonicist’s
thoughts will know who is sending them (that is, the Psyonicist
cannot secretly send a thought to anybody). This ability does
not implant ideas or thoughts into the minds of others and
cannot be used to influence people to do things.

Psy-Type: Telepathy
Range: See Above
Duration: Per PEPs spent
Damage: NA

PEP Cost: 15 per round

Characters in Training
Prerequisites: None
Exp. Cost: 600

Time to Learn: 3 weeks
Cost to Learn: $13,500
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Combat Rules

In Perfect Blue combat plays a large role. Combat occurs whenever the Players engage an enemy, whether it be with their FTMs
or their Executives. Although combat is mostly reserved for use with FTM characters, even Executive Characters can become
involved in combat if they are double-crossed or ambushed during a political meeting or other diplomatic issue.

For most of this section you will be handed over to Drill Sergeant Corgun. He will train
and shape you into a ruthless killer capable of downing all of the Triaxy invaders who have
D infested our world.

= I am Drill Sergeant Corgun. It is my duty to shape you into a fearsome warrior.

\%“ e I will teach you battlefield tactics and maneuvers. I will show you how to

take down multiple opponents using grenades and explosives. I will show

you how to snipe your opponents one-by-one. I will shape your weak, frail
body into a killing machine!

Right now, you’re a rookie. You don’t know the difference between your gun
and your vibro-blade. A squad of inept Triaxy miners could take you out.

I'm going to change all of that. When I'm done with you, you're going to be a
lean, mean, killing machine! No longer will your enemies send you whimpering
0 back to Mama; No longer will you run in fear when you’re being bullied by

an opponent with a larger gun than yours. When I'm done with you, you’re
! going to kick some ass!

Now, first off, you're going to have to learn the very basics of combat.

Before I can teach you how to take out four opponents at once, I have to
\ 0 teach you how the art of combat works. And you’ll need to master the flow
" v of battlefield combat first. So this section of my training is going to get you
0 familiar with the basics. However it has been broken down into great detail
b to give you a firmer understanding of combat. Without these rudiments
of combat mastered, you’ll never amount to more than the soft-bellied
\ WOI yOu are Now.

However, before we can move on you’re going to have to
L know the terms used in combat. Right now you probably don’t
even know what a battlefield is. Well that’s got to change soldier!

Below I have listed all the words and terms used in combat.

B\ / : YT
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combat.
Terms and
Abbreviations Hit-Points (HPs)

Below is a list of terms and abbreviations used in the combat
rules of Perfect Blue. It will be helpful to read over them and
get a rudimentary understanding of them before delving fully
into the rules system.

1D20

This is the die that is used to determine the outcome of all
hits and dodges and most other rolls in combat. All characters
must roll a 20-sided die to hit and dodge attacks. In most
cases, the highest roll wins.

Actions per Round (APRs)

This is your most important factor in combat. The number of
APRs you have equals the number of turns you get per round.
That means the more APRs you have, the more turns you get.
If your opponent has more APRs than you, that means your
opponent will potentially be able to shoot at you more times
than you can shoot at him. To begin, most characters will
have only 3 APRs. This amount will increase as your character
advances in rank.

Aggression Points

All characters get what are known as Aggression Points in
combat. They are used to measure how long your character
can fight at peak performance during combat. They slowly
deplete during the course of a battle, and when they reach 0
your character will become exhausted. They are also used for
special attacks.

Attack
An Attack is the use of a weapon on any person or being in
order to cause harm.

Damage

This is the amount of harm done to a person during combat
by landing a successful attack or hit. Damage will cause the
loss of hit-points and eventually death. Damage can also be
inflicted upon armor and other inanimate objects.

Dodge
A Dodge refers to the act of moving out of harms way.

Hit
A Hit (also known as a strike) is a successful attack made on

an opponent.

Parry
Parrying is the act of blocking an attack with a shield or

izl
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The amount of damage that a character can sustain before
dying. There are two types of Hit-Points: regular Hit-Points
(HPs) and Critical Hit-Points (CHiPs). See pages 16 and 17
earlier in this book for more info.

Initiative

Initiative determines the order in which turns are taken. If
you “have the initiative” over an opponent, it means you get
to act first. Initiative is rolled first, before anything else, in
combat. Characters with higher initiative scores than their
opponents are considered to be in the Aggressive Position while
characters with lower initiative scores than their opponents
are considered to be in the Defensive Position.

Lose a Turn

If a character is said to “lose his turn for a melee ” that character
cannot act or use an APR that melee. All lost turns still count
against the character’s actions per round and they expire just
as if the character had used them. Thus the character loses an
APR for a lost turn even though he didn’t get to act.

Melee

A melee is best described as the time it takes for each person
to use one APR (i.e., take a turn). A new melee will start when
every character has had a turn. Each combatant gets only one
turn per melee. It doesn’t matter if you have 3 APRs or 20—
you only get to use one of them per melee. Thus, you better
learn how to effectively use that one APR! Now, the funny
thing about melees is that the number of them per round is
dictated by the character who has the most APRs. Thus, the
number of melees in a round may vary from fight to fight.
For example, if you have 3 APRs, your buddy has 4 APRs
and your opponent has 6, there will be 6 melees in a round
(you’re opponent has the highest number of APRs). However,
you only have three turns (APRs) and will not be able to act
on the last three!

Round

A round is best described as a group of melees. A round is the
time it takes for all combatants to use all of their APRs. If you
have 3 APRs and your opponent has 3 (for a total of 3 melees),
the round ends after 6 turns (both characters have 3 APRs
which translates to a total of 6 turns—3 turns each). When a
round ends, a new round begins.

Aggressive Position

Having an Aggressive Position is having a higher initiative
score than your opponent. You have the aggressive position
versus all opponents who have a lower initiative score than
you. You will want to maintain an aggressive position as
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opponent (i.e., being in the aggressive position) will grant you
advantages in combat.

Defensive Position

Having a Defensive Position is having a lower initiative score
than your opponent. You are in a defensive position versus all
opponents who have a higher initiative score than you. If you
are in the defensive position, you will want to try to get into
an aggressive position as soon as possible.

Round Change-Over

At the end of a round a new round begins. With the start
of a round comes the Round Change-Over. A round change-
over simply switches the order in which turns are taken. For
example, when combat first starts (the first round of combat)
the highest initiative score acts first. When the round changes-
over (when the second round starts) the lowest initiative score
acts first. On the third round the round changes-over again,
and again the highest initiative score acts first. It continues
in this manner until combat ends. Note however that even
though a round change-over will allow a character with a
lower initiative score than his opponent to act first, it does not
grant him the Aggressive Position. Aggressive and Defensive
positions are determined only by initiative score and never by
order of turns.

Combat: The

VerH Basics

Ok, before we can officially begin your training, let’s clear
up the basic flow of combat. The following pages contain
detailed rules on everything from initiative to special attacks.
After this, you’ll enter my basic training regimen. If at any
time you become confused by the rules or can’t quite grasp
them, read over Training Session 1, on page 139; this will help
to clarify the rules.

Before getting to the actual rules however, I want you to see
the basic flow of combat:

1. Initiative is rolled by each character participating in the
battle.

2. Based on their initiative scores, each character takes his
turn in descending order, expiring a single APR each.
On his turn a character can attack; or if he’s being fired
upon (and has not yet had a turn) he can try to dodge,
take cover or take the shot and return one of his own.

3. After each character has had his turn and used an APR the
melee ends. Repeat step 2 until all characters have used
all of their APRs. Then go to step 4.

4. Once all characters have used all APRs the first round of
combat ends. The round changes-over and a new round
begins. When the round changes-over, initiative runs in
the opposite order, allowing characters with the lowest
scores to act first.

5. Repeat steps 2 - 4 until combat ends (typically when all
enemies have been neutralized).
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Initiative is rolled on a 20-sided die, before combat begins, to
determine the order in which turns are taken. It is done simply
and quickly by all Players and by the GM for each NPC foe.
Each character will keep his initiative score for the entire
duration of combat unless he exits combat (falls unconscious
or otherwise leaves active combat) and reenters, at which
time he must re-roll initiative.

If there is a tie between two or more initiative scores
the character with the higher Leadership (L) stat acts first.
If there is still a tie, the character with the higher Agility (AG)
stat acts first. And, if there’s still a tie, flip a coin.

Combat flows in turns determined by initiative scores.
When the first round of combat begins, the character with the
highest initiative score acts first. After he has had his turn, the
character with the next highest acts. This process is followed
down the line until the character who has the lowest of all
scores gets his turn.

Note that characters are considered to be in the Aggressive
Position versus all characters who have lower scores than
they. If a character has a lower initiative score than the foe
he is facing, he is considered to be in the Defensive Position
versus that foe.

As a character in the Aggressive Position makes an attack
against his opponent, that opponent gets to act immediately.
That is, he doesn’t wait until his turn to attempt to dodge. All
characters who are attacked get to attempt their defensive
move at that time (if they choose to use their APR on a
defensive move).

When a character takes his turn, he expires an APR. Once
this APR is used (i.e., the character has taken his turn), he can
no longer act on the current melee. For example, if Character
A shoots at Character B and Character B attempts to dodge
out of the way, Character B will no longer be able to perform
an action when it does get to his turn. Thus, many characters
who have the lowest initiative scores will have expired their
turns dodging bullets long before their actual turn comes up.
When this happens, the character’s turn is skipped. The only
exception to this is if the character with the lower initiative
score wants to return an attack rather than dodge. If the
character “takes the hit” (that is, he does not attempt to dodge
the attack), he must wait until his turn to make an attack of
his own.

Once all characters have had their turn (i.e., used their
APR), a new melee will begin. Again, the character with the
highest initiative goes first, followed on down the line. This
process will continue until all characters have used all of their
APRs.

You will note that there are as many melees in a round
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Whenever a character runs out of APRs the round ends for
him. If other combatants still have more than one APR left,
that character who is out of APRs must go Submissive or take
a Barrage until all characters are out of actions. See below for
info on Barrage and Submission.

Once all characters have expired all of their APRs the
round ends and a new round begins. Remember, a melee is
a fraction of a round in which each character can act once.
A round is the time it takes for all combatants to expire all
APRs.

When the entire round ends, a new round begins. On a
new round, there is a Round Change-Over. When a round
changes-over, combat flows in the exact opposite order,
allowing the character with the lowest initiative score to
act first. When the round changes over again, combat flows
in the opposite manner again (highest initiative first). This
process is repeated until combat is over.

Note however that during a round change-over, while
characters with lower initiative scores might get to act first, they
do not have the Aggressive Position. Only characters with the
highest initiative score can exercise the Aggressive Advantage
(see Aggressive Advantage below).

Bonuses (+) to Initiative Scores

Some PCs and enemies may have a bonus (such as a +2) to
their initiative roll as might be gained through their CC. These
bonuses are added to the number rolled by the character for
his initiative, thus giving him an advantage.

Ambush And Initiative

An ambush, sneak attack or surprise attack is a good way to
catch an opponent off guard, get the initiative and shoot him
to pieces.

Ambushes and sneak attacks occur when somebody is
crept up on from behind or is suddenly shot at by unseen
assailants. To ambush an opponent the opponent must be
completely unaware of an attack; he must have no clue that
somebody is going to jump out and launch an attack at him.
If the opponent does suspect a possible ambush and makes
himself ready to fight, then that opponent is merely surprised.
There is a difference between ambushes and surprise attacks.
Both are detailed below.

Ambushing
Ambushing a person or group of people does not require
combatants to roll for initiative to begin combat. This is because
the ambushed opponents have been taken by total surprise
and the ambushers automatically win initiative; they get to
attack first and take the aggressive. But because initiative
scores will still be needed, each ambusher’s initiative score
is given to him based upon his Leadership stat with any +
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with an L stat of 12 who has a combat initiative bonus of +3
would have an initiative score of 15.)

Upon ambushing, the ambushers get to attack in order
of their initiative scores. Note that the ambushers must still
roll to hit. Ambushers, however, receive a +3 bonus to
their hit rolls for the entire first round because they are
prepared and have surprised their foes. The characters being
ambushed may not defend or return attacks on the first melee
(they lose their turns). This is because they have been taken
totally off guard and they are not prepared to react. Note that
the ambushers’ + 3 to hit only applies on the first round; the
ambushees lose their turns only on the first melee, as per the
below rules.

After the first melee is over, those being ambushed must
each roll a Leadership (L) stat check. Those who pass their
stat check then get to roll initiative and act on the next melee
as normal, in order of initiative scores. However, those who
fail their L stat check are still in shock and they again lose
their ability to act against attacks made on them for yet
another melee.

This process will continue until all who were ambushed
pass their L check. If one round goes by and those ambushed
still have not passed an L check, they then automatically come
out of their confusion at the start of the second round but
must roll for initiative with a -5 modifier. Combat will then
proceed as normal.

Note: Ambush or sneak attacks can come in many forms—they
don’t necessarily occur only when a group of attackers start
firing from behind some boulders. Ambush can occur while
a guard is sleeping or daydreaming. It can also occur while
talking with somebody if that somebody suddenly lashes out
with a dagger or pistol. As a rule, an ambush occurs whenever
a person is taken totally off guard.

Surprise Attacks

Being surprised is a little different from being ambushed. A
surprised character is suspicious of his surroundings or the
people in it and suspects a possible attack. Most guards and
sentries are in a constant state of suspicion. If a character
wishes to avoid being completely ambushed, he must state
that he is suspicious of an ambush and make himself ready to
act just in case one does occur.

The character can do this by taking out a weapon, getting
a weapon loaded or explosive device ready, etc. As long as the
character is ready to act against a possible attack or is wary of
his surroundings he will not be ambushed by a sneak attack;
he will merely be surprised.

Ambushers who merely surprise their opponents only
win initiative (ambushers roll for initiative and act in order
of their scores while the ambushees lose their turns). After
this first melee, initiative is rolled normally by all combatants
(although the ambushers have a + 3 to their roll) and combat
resumes as normal.

Attacking And
Taking The

Aﬂaressive

Attacking is done in order to harm or kill an opponent or to
cause damage to him in some other way. This section will
detail the rules for attacking opponents and being in the
aggressive position. But first it will be necessary to learn about
Aggression Points.

Aggression And Morale

All characters have what will be known as Aggression
Points and they will slowly deplete during combat. Once all
Aggression Points are gone or used, the character will become
exhausted and will not be able to fight very well.

To begin with, all characters have as many Aggression
Points as equal to their combined ST and E stats, +5. Thus,
a character who has a ST of 13 and an E of 10 will have 28
Aggression Points to start the game with. This amount will
increase with the character’s CC experience levels as listed
with each CC.

Using Aggression Points

In combat these Aggression Points will slowly deplete until
they reach 0. At 0 Aggression Points your character will
become exhausted and he will begin to falter in combat (see
Exhaustion below).

For the most part, your character will lose only one
Aggression Point per round during normal combat. This is
regardless of how many APRs he has or how many attacks
he must defend against every round. Thus, a character with
29 Aggression Points could fight at peak performance for 29
rounds. This may seem like a lot of rounds, however it should
be noted that this is the character’s amount for the entire day.
Once an Aggression Point is expired it is gone until replenished
by resting (see below).

There are also a few types of attacks that will cause your
character to lose even more Aggression Points per round (such
as firing and carrying heavy weapons). If a certain move,
attack, etc. does cost a character additional Aggression Points
it will be stated with the move.

Other extra-strenuous activities, if performed during
combat, that may also cause the loss of additional points are:

1. Climbing a rope or wall: 1 extra point per round

2. Physical, hand-to-hand wrestling: 1 extra point per round

3. Fighting underwater missions will deplete 2 points per
round

4. Performing any other action that requires extra strength or
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power to perform will drain an additional 1 point per
round

Although combat can be very draining and tiresome, there
are a few things that will not deplete a character’s Aggression
Points during combat. They are:

1. Standing still or not performing any aggressive or violent
action (including talking\shouting to somebody, looking
around, loading a gun, pick up or drop an item, etc.)
does not cause the loss of Aggression Points.

2. Performing any action that requires little or no physical
strength to perform will not deplete Aggression Points
as long as the lack of physical exertion equals a greater
portion of the round than the physical exertion.

Because the above lists are in no way complete, you should
keep in mind these simple rules for the loss of Aggression
Points:

1. Normal combat activities (i.e., attacking with normal force,
dodging, etc.) will deplete only one point per round
Legardless of how many actions per round the character

as.

2. Extra strenuous combat activities (such as physical wrestling
or performing draining feats such as back-flips) will
drain 1 extra point per round.

3. Lack of physical exertion during any round will not cause
the loss of an Aggression Point so long as lack of exertion
equals a greater portion of the round than physical
exertion.

Note: Aggression Points are only lost during combat—they
do not deplete outside of combat. For example, sitting down at
a meeting, traveling around in a vehicle, exploring a building,
etc. will not cause the loss of Aggression Points. Points are
only subtracted during combat to measure the fatigue level
of the warrior. For rules on tiring outside of combat, see the
Strength, Weight and Encumbrance section.

Exhaustion

When a character’s Aggression Points reach 0 he becomes
exhausted from combat. When this happens the number of
APRs that the character has is reduced by one. Also, any
bonuses that the character may have to hit, dodge, etc. as
gained through his CC are reduced by half (always round up
and not to go below a + 1). Characters can still fire and use
weapons that require additional Aggression Points to wield
(such as heavy weapons) however they receive a -3 to their
hit rolls. The character will remain in this exhausted and
dangerous state until more Aggression Points are regained.

Regaining Aggression Points

Aggression Points can be regained through rest and sleep.
When a character’s Aggression Points are back above 5, all
exhaustion modifiers and penalties are gone. Points regain as
follows:

Resting: 2 Aggression Points are restored for every % hour of
rest that a character gets.

Sleeping: 4 Aggression Points are restored for every hour of
sleep that the character gets, or all points are restored
every 8 - 10 hours of consecutive sleeping.

Eating: eating a snack will restore 1 point, eating a meal will
restore 3 points.

Medi-Pack: Using a Medi-Pack (see equipment section) will
restore 5 points.

Note that a character cannot regain more Aggression Points
than his total maximum amount.

Keeping Track of Aggression Points

As a quick note, the easiest way for keeping track of how
many Aggression Points a character has and\or has used is
for every Player to make a little tick mark for every round or
turn that an Aggression Point is used. When the number of
marks equals that of the character’s total Aggression Points,
he knows that he is out. This can and should be done on the
same scrap piece of paper that the Player uses for keeping
track of his hit-points.
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Making An Attack

Actions Per Round

To be put simply, Actions per Round (or APRs for short) are
the number of times that a character may act in one round.
APR does not necessarily mean how many times the character
gets to shoot at an opponent or defend attacks made on
him, for APRs will deplete with any action performed by a
character. Using a Medi-Pack, dragging a downed comrade
out of harm’s way, or even uncoiling a length of rope will
deplete APRs during combat. However, it should be noted that
characters will want to try to use as many APRs for attacking
as possible.

Most characters will have at least 3 APRs to begin the
game with. This means that the character may only attempt
to shoot or strike his opponent or perform some other action
three times in one round. However, as the character advances
in his CC’s experience levels, the more APRs the character will
get. A character who has 6 APRs is a tough opponent indeed
and will be able to perform 6 actions in a single round. Note
that the number of actions per round that a character has is
detailed in his CC’s Advancement Table.

All characters can only use one APR per melee regardless
of how many APRs they have. On one turn (melee), the
character is able to use one—and only one—of his APRs. The
only exception to this rule is for those characters who have
an Aggressive Position versus their opponent and exercise their
Aggressive Advantage (more details later). If a character does
not use an APR during a melee (either by choice or because
he was unable to act due to unconsciousness or some other
disability) he then forfeits his APR. APRs cannot be “saved”
until the end of a round and then used. Forfeited APRs are lost
every melee.

So what exactly can be accomplished or performed in
one turn / melee? Below is a very short list that details some
of the actions that a character can fully accomplish in one
turn and some actions that require more than one turn to
accomplish. Characters who wish to perform an action that
requires 2 or more APRs must accomplish the task over a
number of melees. Remember, the term Actions per Round
does not necessarily mean that the character must use his
APRs to attack and defend with; they can be used to perform
other actions as well.

Actions that count as one APR and can be performed in
one melee:

1. Making one attack OR parry OR dodge.
2. Draw a weapon from a holster or grab some ammo and
reload a gun
3. Take aim and fire a shot.
4. Drink or take medicine
. Light a fuse

1

6. Move the number of feet as equal to your character’s SPD
stat divided by the number of APRs you have. See the
Strength, Weight and Encumbrance section.

7. Pick up a dropped weapon or item that is on the ground
(within reaching distance)

8. Stand up from the ground

9. Get on a small motorcycle or similar vehicle

10. Grab an item from your belt or pack (so long as it is in easy
reach and no fumbling around or searching is required)

11. Take off a pack or loose article (so long as it does not
require any unbuckling or unbuttoning, etc.)

12. Cautiously look around

13. Tie a knot

14. Turn your character 360 degrees around or turn to face a
nearby opponent

15. Just about any action that requires about 1 or 2-seconds
to perform.

Actions that would require 2 or more APRs to accomplish:

1. Draw a gun from a holster, reload and take aim and fire
(takes 2 APRs)

2. Grab a piece of equipment from a belt or easily accessible
area and use it (takes 2 or more APRs)

w

. Take off a shirt or article of clothing that requires a lot of
unbuttoning and\or unfastening (takes 2 - 3 APRs)

wul

. Stand up from the ground, grab a nearby weapon and make
an attack (requires 2 - 3 APRs)

6. Jump onto a motorcycle, start it and speed away (takes 2
APRs)

7. Turn around and shoot at a nearby foe (requires 2 APRs,
one to turn around and one to shoot)

Actions that require a negligible amount of time (actions
that do not count as a turn or that can be performed along
with an APR):

1. Shouting a command \ warning or yelling at a person

2. Switching weapon hands

3. Dropping an item to the ground

4. Spitting blood from one’s mouth

5. Taking one step forward or backward while taking a shot
6

. Any action that can be performed while another action
is being carried out or any action that requires little
concentration and less than a second to perform
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Striking And Shooting

A “strike”, or what is more commonly referred to as a “hit”,
is attempted in order to cause damage to (and hopefully kill)
an opponent. To attempt a hit, the Attacker rolls a 20-sided die
(1D20). Any roll of a 10 or higher is a successful hit and any
roll of a 9 or lower is a sheer miss. Note however that if a
character is attacking by hand (i.e., by punch, kick or bite)
any roll of a 6 or higher is a successful hit.

Also note that characters using a weapon that they have
a WE skill in will have a better chance of hitting (a WE Level
1 [or a standard WE] hits on a roll of a 9 and higher). Thus
a truly wise warrior always fights using a weapon that he
is trained with a WE in, for this gives him an advantage to
hit! For more info on WEs and their bonuses, see the Skills
section. If an attacker rolls lower than his WE Proficiency
it is assumed that his attack either missed his opponent or
failed in some other manner.

If the Attacker rolls a successful hit, the opponent
(Defender) then gets to roll for a dodge or parry OR can
choose to take the hit and return an attack on his turn. If the
dodge or parry roll is higher than the Attacker’s hit roll, the
Defender successfully defends the attack.

Note that if the Attacker missed his attack (i.e., rolled
below a 10 or below his WE proficiency) the Defender does
not need to attempt to defend—see Sheer Miss for details. For
more info on defending, see the Defending section.

However, saying that the Attacker does hit and the
Defender does not successfully dodge or parry, damage will
be caused to the Defender. See the Damage and Protection
section for details.

In the event that the Attacker and the Defender roll a tie
(i.e., the Attacker rolls an 11 to hit and the Defender rolls an
11 to dodge) the Attacker always wins. The only exception
is on a tie roll of a natural 20. When both combatants tie on
a natural 20, the Defender always wins.

Aggressive Advantage

If your character has a higher initiative score than his foe, he
has the Aggressive Position (he’s considered the “Attacker”)—
an important advantage. You will note that all characters
with a lower initiative score than you are considered in the
Defensive Position, or “Defenders”. You have the Aggressive
Position versus all opponents with a lower initiative score
than you. Aside from being able to act first, the character who
has the Aggressive Position is able to exercise what is known
as the Aggressive Advantage.

During a round change-over, characters with a lower
initiative score may be able to act first, however they do
not have, nor can they exercise, an Aggressive Advantage!

e
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opponent can use this advantage.

The Aggressive Advantage allows the Attacker to shoot
at his opponent, dodge his opponent’s counter strike (if the
opponent chooses to shoot back rather than dodge your shot)
and return yet another shot—all on the same turn! In this way,
the character in the Aggressive Position can use as many as 3
APRs in one melee! Defenders can only use 1 APR regardless
of what they do with it.

If, however, the Aggressive character rolls a hit and the
Defending character rolls to parry or dodge that hit, the melee
ends right there for both combatants and the Aggressive
Advantage cannot be used. The only time the Aggressive
Advantage can be used is when the Defending character
chooses to take the hit (damage is then rolled by the Attacker)
and return the attack on his turn (i.e., both combatants
attack each other).

If you have an Aggressive Advantage over your opponent
during a round change-over, you can still use this advantage!
However, you use it in an almost backwards way. During a
round change-over, you can use this advantage to defend your
opponent’s attack and then attack him back—all on the same
turn! During a round change-over, you only have the option to
use 2 APRs rather than 3. See below.

Basic Strategy: You will want to try to attack the enemies that
have lower initiative scores than you. Attacking a foe who has
a higher initiative score than you places you in a defensive
position. Always try to keep the aggressive position!

Using the Aggressive
Advantage

If the Defender returns the attack, the Aggressive character can
choose to roll to parry or dodge that attack even though he has
already attacked his opponent. (If the Aggressive character
does not choose to exercise his Aggressive Advantage the
melee ends for him and no further actions are allowed; the
Aggressive character must then subtract damage from the
attack.)

However, if the Aggressive character does choose to roll
a parry or dodge to defend the counter attack (exercising his
Aggressive Advantage), he expires another APR and must roll
a successful defense roll. If the parry or dodge succeeds then
the Aggressive character can also return a second attack—
which the Defensive character cannot defend against. This
will cost yet another APR.

The Aggressive character does not have to exercise his
Aggressive Advantage if he does not wish too and it should
also be noted that he can only do so if he has enough APRs
remaining. If a character is out of APRs he cannot use this
advantage; if he only has one left, he will not be able to fully
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if your opponent has more APRs than you.

Here is a breakdown of how the Aggressive Advantage
works:

1) Aggressive Character Attacks > Defensive Character
Dodges > Advantage cannot be used

2) Aggressive Character Attacks > Defensive Character Takes
Hit > Defensive Character Returns Attack > Advantage
can be used to defend > If defense is successful
Advantage can further be used to Re-Attack.

When the round changes over, those with higher initiative
scores are still considered in the aggressive position over
their opponents, even though turns flow in the reverse
order. Thus, you can still use your aggressive advantage!
During these times, you can use the advantage to defend your
opponent’s attack and then immediately return one of your
own! This allows you to use 2 APRs on a single turn.

Here is a breakdown of how it works:

1) Defensive Character Attacks > Aggressive Character
defends > If defense is successful Aggressive Advantage
can be used to make an attack.

2) Defensive Character Attacks > Aggressive Character takes
hit and returns an attack of his own > Advantage cannot
be used.

Bonuses And
Negatives To Hit

Sometimes a character will have a bonus (+) to hit or a
negative (-) penalty to do so. Bonuses (such as a +3 to hit)
are always added to the hit roll and negatives (such as a -3 to
hit) are always subtracted from the hit roll.

For example, if a character has a + 3 to hit and rolls a 12,
he has actually hit his opponent with a score of a 15. On the
other hand, if the character has a -5 to hit and rolls an 18, he
has then only hit his opponent with a 13. Always treat the
die roll as it stands with the modifiers added or subtracted
from the actual roll.

Rolling “Natural” Numbers

Note that in some instances a certain combat move, bonus, or
the like might require you to roll a “natural” number on the
die (i.e., it might read: “on a natural roll of a 20”). A “natural
roll” is the actual number rolled on the die without any
modifiers added or subtracted to it.
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For example, to roll an Excellent Hit (see below) a character
must roll a “natural 20“—in other words, have the die roll
come up a 20 without any bonuses added to it. A character
who has a +4 to hit and rolls a 16 has, in a sense, rolled a 20
but he has not rolled a “natural” 20. If he has rolled a 20 and
has a +3 bonus (making the roll a 23), the roll is still counted
as a “natural 20” roll.

Note that you cannot roll a true natural number while
fighting with a negative combat modifier. A character who
has a -2 to hit and rolls a 20 is not considered to have rolled
a natural 20. The roll is considered an 18 none-the-less and
should be treated as an 18.

Modified Bonuses and
Negatives

At some point, a character who has a + 8 bonus to hit might
find that he is (let’s say) blinded by a flash grenade and thus
suffers a -5 to hit. Because his bonus outweighs the negative,
the character still fights with a + 3 to hit. Likewise, if a character
has a -5 to hit but (let’s say) puts on a vision enhancing visor
that bestows to him a + 3 to hit, that character still fights with
a -2 to hit because the negative outweighs the bonus.

Rolling a Natural 1

If a character rolls a natural 1, that roll is considered a 1
regardless of any bonuses that the character is fighting with.
For example, even if a character has a + 10 to hit but rolls a 1,
that roll is still considered a 1. For any roll above a 1, bonuses
are still added.
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Hit Location

Hit location is determined by the character’s natural hit roll
on the D20 (i.e. the character’s to-hit roll not including any
bonuses or negatives). The hit locations are as follows:

20: Head / Neck

9 - 19: Torso (Chest and Stomach)
7 -8: Right Arm

5 - 6: Left Arm

3 - 4: Right Leg

1 - 2: Left Leg

For example, if a character is shooting at an opponent and
rolls a 15 to hit, he will have shot his victim in the torso (per
the above table). Likewise, if a character has a -4 modifier to
his hit roll, and rolls a 12 to hit, making his actual hit roll an
8, he will still have shot his victim in the torso rather than the
arm (remember, hit location is determined by the character’s
natural to-hit roll).

Along the same line, if a character rolls a 3 to hit but has a
+ 7 bonus to hit (making his score a 10), he will have shot his
victim in the right leg. Hit location is determined only by the
character’s natural to-hit score! While bonuses and negatives
to hit may affect the character’s overall to-hit score, it does not
affect the hit location on his enemy.

If a character is expressly attempting to hit a specific area
of a victim’s body, he will have a negative to his hit roll as
follows. If the character’s hit-roll passes and the victim does
not defend the attack, the victim is hit in the location stated by
the character regardless of the above hit location table.

Head / Neck: -6

Torso / Body: No Modifier
Arm: -4

Leg: -4

For example, if a character states that he wishes to shoot his
opponent in the head, he will have a -6 modifier to his hit-roll.
If he rolls a 16 to hit, making his actual hit-roll a 10 (16 - 6
= 10), he will have successfully shot his victim in the head
despite the fact that the hit location table shows a 16 to be a
torso shot. However, the lowered hit score makes it easier for
the victim to defend the attack and increases the chance of
missing the shot all together.

Victims will take damage only to the body part in which
they were shot. For more info, see the Damage section later
in this chapter.

= SO
Full-Body Damage

Note that some weapons—especially weapons that cause
explosions—might inflict full-body damage. If a weapon is
said to inflict full-body damage, the damage from the attack is
divided as follows amongst all hit location areas:

Body: 55%
Head: 5%

Right Leg: 10%
Left Leg: 10%
Right Arm: 10%
Left Arm: 10%

Of course, during game play you won’t want to have to sit
there calculating fractions of hit-points and exact numbers.
For ease of play, simply round the damage out as best you can
(or as determined by the GM) without using any fractions of
hit-points. Fractions of hit-points should not be used in the
game.

For example, if a character sustained 15-points of damage
to his entire body (full-body damage), you might divide the
damage to the body parts as follows:

Body = 6 damage
Head = 1 damage
Right Leg = 2 damage
Left Leg = 2 damage
Right Arm = 2 damage
Left Arm = 2 damage

Multiple Hit Locations

Some attack styles (see below) allow you to hit your opponent
in multiple areas of his body. Such attack styles are the Semi-
Automatic shot and Fully-Automatic fire. In such cases, the
primary hit location is the hit location determined by the
character’s to-hit roll (i.e., if you are using an attack style
that allows you to hit your opponent in multiple hit locations,
and you roll a 12 for your to-hit roll, the primary hit location
is the torso [per the hit location table above]). The primary
hit location counts as two hit locations. All other hit
locations are made in descending order from the primary
hit location.

For example, let’s say you are firing a semi-automatic
weapon (using a semi-auto shot) which allows you to hit your
opponent in three locations. You roll to hit, and get a 10. Your
primary hit location would be the torso (per the hit location
table). Thus, you will have hit your opponent in the torso and
right arm (torso was primary so it counts as two locations and
the third location—in descending order from the torso on the
hit location table—is the right arm)

\)
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Victims take full damage to each hit location that they
are hit at. Thus, using the above example, the victim would
take full damage to the body and his right arm. Note that the
Primary Hit Location takes damage twice because it counts as
two hit locations! For more info, see the Damage section later
in this chapter.

If one of your hit locations ends up “falling off” the hit
locations table, it is assumed that the shot hits the ground,
therefore missing your opponent. For example, let’s say your
primary hit location is the Left Leg—the last location on
the table. That means any subsequent hit locations fall off
the table. Assume that they hit the ground in front of your
opponent and do not cause damage to him.

If you fire a weapon that strikes multiple hit locations and
your opponent dodges, all hit locations miss.

Barraging
Helpless
Opponents
Vs. Attacking
Submissive

DEEnnents

Whenever a character runs out of APRs but his opponent
(or opponents combined) have more than one APR left, that
character must choose to go Submissive or choose to take a
Barrage.

Submission

A character (both Attacking and Defending characters) can
be thrown into submission when he reaches 0 APRs during
any round in which his adversaries still have 2 or more APRs.
Characters in submission have essentially been overwhelmed;
they fought quick and hard against their opponents but are
now coming to the horrible realization that they can no longer
fend off the onslaught of attacks. Submissive characters are
faltering in combat, losing their footing and ground, unable to
gain or keep any kind of advantage or position. The shots just
keep coming and coming and the character is too overwhelmed
by the onslaught to properly defend himself, let alone make
any type of aggressive move.

When a Player falls into a Submissive Position in combat
it is assumed he is being overwhelmed (he has 0 APRs to
act with but is still being bombarded by attacks from his
opponents). During Submission the Player can still dodge
attacks even though he has no APRs. However, the Player
can only perform Submissive Dodges—desperate leaps and

1

ducks to avoid being hit. Submissive characters can only
perform submissive dodges and no other moves.

Characters in submission cannot use any bonuses they
might have to their dodge roll. Submissive dodges are
made with an accumulative -1. That is, each melee that the
character is in submission, and for every attack made on him
during submission, he will gain another -1 modifier to his
dodge roll. However, for every melee during submission that
the character is not attacked he regains 1 point to his dodge
roll (to his normal maximum only).

The character can make as many submissive dodges
per melee as he is attacked! Thus, if he is shot at by three
different opponents on the same melee, he can make 3
submissive dodges. However, each dodge is made with an
accumulative -1.

If at any time during submission the character reaches
-10 to his dodge roll he is instantly Overwhelmed. If a
character becomes overwhelmed he falls to the ground—
crushed under the onslaught of attacks—curls up in a ball
and must take what comes; he is completely helpless until
the next round and cannot even make submissive dodges.
All attacks made upon an overwhelmed character inflict full
damage (minus armor only) and the character can do nothing
to defend himself.

At the start of the next round (when the character’s
APRs are replenished) he is able to regain his footing and
comes out of submission \ overwhelming but automatically
loses 3 points to his initiative score as well as 1 APR. Thus,
those characters who choose to go submissive sacrifice their
initiative score and 1 APR. They lose the APR because they
must use it to re-foot themselves to get out of submission; if
overwhelmed the character is out of submission but remains
on the ground. This process continues and compounds every
round until the character is down to only 1 APR (his APRs
cannot go below 1). If the character makes it through an entire
round without going Submissive, he automatically regains all
of his APRs back on the next round, although his initiative
score will remain lowered.

Note that if the character is being attacked by a hand-to-
hand weapon (such as a vibro-blade or knife), he can attempt
submissive parries as well (although he must have a shield or
suitable item to parry with). A submissive parry works in the
same manner as a submissive dodge, following all of the same
rules. However, the negative modifiers for both the dodges
and parries accumulate together.

Barraged
Rather than go submissive a character can choose to get
barraged. Taking a barrage the character just stands there or
ducks behind some cover while he is ruthlessly shot at by his
opponent(s). The character is out of APRs, unable to act, and
is under a barrage of fire by his foes. The character does not
even attempt to submissively dodge.

All attacks made while being barraged inflict normal

Perfect Blue
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damage (minus armor only) and the barraged character can
do nothing—he is out of actions and cannot get any moves in
on his opponent(s) until the next round.

The benefits of choosing to take a barrage are that the
character does not run the risk of being overwhelmed, it
does not cost the character an APR on the next round (like
submission does) and the barraged character does not lose
any points to his initiative score. Note that deciding to take
a barrage is only wise if your opponents only have a couple
APRs left. If your foes have more than 3 APRs and you are out,
consider going submissive.

Note: Characters out of APRs for the round only have to
choose submission or the barrage if their opponent (or
multiple opponents combined) have more than one APR each.
The round changes-over automatically when all combatants
have 0 APRs.

Jason Howard (order #809507)
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Attack StHles

In Perfect Blue, there are 6 types of attack styles that can be
made. They are as follows:

. Single Shot / Snipe Shot

. Buckshot / Scatter Shot

. Semi-Auto Shot (Burst Fire)

. Full-Auto Shot (Repeated Fire)
. Explosive

. Punch / kick or hand-weapon

1
2
3
4
5
6

Single Shot / Snipe Shot

This type of attack can be made with just about any weapon—
even machine guns and fully automatic weapons. With some
weapons, such as certain sniper rifles and most handguns,
this is the only type of attack available. This attack consists of
a single shot fired from the weapon. On a successful hit, the
victim sustains damage to a single hit location.

Buckshot / Scatter Shot

This is the type of round fired by most shotguns and certain
special weapons that can fire “scatter shot” at an enemy. On a
successful hit, the victim sustains damage to two hit locations
(note that these are 2 separate locations; for buckshot the
primary hit location counts as only one location).

Semi-Auto Shot (Burst Fire)

This is the type of attack fired by all semi-automatic and fully
automatic weapons. It is a short burst of repeating rounds that
lasts for a single attack. On a successful hit, the victim sustains
damage to three hit locations.

Full-Auto Shot

This is the type of attack made by all machine guns and fully
automatic weapons. It is a sustained stream of repeating fire
that can last melee after melee until the weapon is out of
ammo. On a successful hit, the victim sustains damage to four
hit locations. Full-Auto attacks afford the attacker a +4 to
hit on the second melee of fire and all consecutive melees
after which the gun is in full-auto fire mode. Ammo will be
exhausted very quickly.

Explosive

All grenades, bombs and other explosive weapons inflict
this type of damage. Certain guns, such as heavy cannons,
can also be armed w