MELEE WEAPONS’ CHARACTERISTICS
Class Type Length

Foil T 0.8m 0.7kg 'I D4+1
Longsword 0.8m 1.0kg

Rapier | 0.8m 1.0kg 2041

Bastard Sword v 9 ~ 2D8/2D10
Katana Al2 S 1.4m 1.4kg 25  2D6/2D8 385
Claymore . 2D12+1 174

Bodkin B1 T 0.3m 0.4kg 15 1D6+1

o,

Tanto B1 S 0.3m 0.3kg 20 1D4+1 25
Wakizashi B1 S 0.7m 1.0kg 30 1D6 175
Hatchet c1 S 0.5m 1.7kg 25 2D4-1 9
Tomahawk Ci s 0.4m 1.5kg 25 1D6 6

Beaked Axe c2 S 2.3m 299k 25 2D8+3 67

Pole Axe C‘2 s 21m 2.4kg 25 2D8+1 50
Scythe Axe 24m 2.4kg 4D6-2

Blackjack B 0.3m 1.2kg 15 1D4

Club 1.8kg 1D8
Light Mace E1 B 0.5rn 1.5k 30

Quarterstaff B 1 .Bm 15kg 30

Tetsubo B 2.9kg 45 2D10

Cestus, Medium 1.0kg 5 +2

Cestus, Heavy 1.5kg

Claw F1 0.0m il i I i I
Warglove 1.5kg +1D4+1

Short Spear G1 ¥ 1.3m 0.8k 25

Boar Spear 15m 2.0kg
Harpoon 2 im 1.9kg
Whip 2.5m 1.4kg 204+1
Grappling Chain 5.0m 3.0kg

Battlescythe S 2.1kg 25 1D10
Sickle J1 S/T 0 4m 1.7kg 25 1D4+1

]



CHARACTERISTICS OF ANCIENT BODY ARMOR
Armor Type Mass/Hit number covered Energy

3.0 smu/kilogram mass
4.0 smu/kilogram mass

o e Wi o
Plate 1 1.6% 8

125 smullloqram mass :
15,0 smu/kilogram mass

* = may be worn over or under ancient or modern armor except Webbing.
** = may be worn under ancient body armor.

SHIELDS' CHARACTERISTICS
Name _Protection 01-25 5175 _76-100 101+ R

RS e 400 4AP 20

Tower 24 100 175 250 325 . 400 6AP 30 100kg

CHARACTERISTICS OF MODERN BODY ARMOR
Name Armor Type Mass/Hit no. Energy Protection Imp Cost/Hit number covered

T R PR 15 smu

Shock 3 1.8% 16 16 17.5 smu

CHARACTERISTICS OF MODERN POWERED SUITS
p Description Protection

Full EVA suit (space suit) : Body Weight
Light Combat armor g

Marauder | Suit 60 ; Body Weight
7 Marauder |1 Suit 20 18.00 x Body Weight 400,000

DAMAGE DAMAGE

STR+SIZ (melee weapons) } Iown weapons)

st
+1D3

Each additional +8

SITUATIONAL MODIFIERS FOR ANCIENT MISSILE WEAPONS

Long Range ~ Divide pega by two

. o

Irnmoli ) : +15% . e : ' ' : Wide beam (ene



MISSILE WEAPONS' CHARACTERISTICS
- Weapon Mass HP  Damage Cost Range  Delay
BI n 1.0k 5 1D6

Light Crossbow 3.6kg 20 1D10 160 120m 15 AP
Medium Crossbow  5.2kg 26 2D10 240 150m 30 AP

22 pistol 0.3kg 10 2D4 150 100m 4 AP
32 pistol 0.5k 10 2

357 magnum 1.2kg 10 4D6 350 100m 4 AP
45 pistol 1.1k 10 3D8 300 100m 4 AP

tangler 1.2kg 10  special
taser 0.4k 10  special

450 80m 4 AP
5m P

LPC-3 13kg 8  1D8 120 160m 1 AP
LPC—4 14kg 8  2D4 140 160m 1 AP
PC—5

-
=

LPP-3 1.2kg 8 2D6 150 160m 3 AP
LPP—4 1.3kg 8 2D6+1 185 160m 3 AP
PP 1.4k

22 rifle 4.3kg 12 1D8+1 500 240m 4 AP
Stoner rifle k 4

308 rifle 4.4kg 12 2D6+1 650 200m 4 AP

Shotgun 3.1kg 12 special 550 40m 4 AP

nade launch

RifleBlaster—3 3.0kg 12 8D6 2400 600m
RifleBlaster—4 3.0k 12 10D6 3750 600m

LRC-2 5.2kg 10  2D4+1 650 380m
LRC-3 5.4k 10 2D6 720 380m

LRP-2 5.2kg 10Ea208 980 380m
LRP-3 5.4k 10 2D8+1 1080 380m

LTC-2 400kg 12 3D4 2400 600m
LTC-3 50.0 ki 12 2D6+1

Shoulder 125kg 15 2D10+20 6500 1000m  2D4+3 AP
Rocket

Rock 0.5kg - 1D6 0 24m 6 AP

Throwing dagger 0.3kg 18 1D6 7 24m 3 AP

Hatchet 1.5kg 25 1D6 6 24m 4 AP
Sling 1.0kg — 1D8 2 50m 2D4+3 AP



NON—COMBAT SKILLS' BASE VALUES AND TRAINING COSTS

L
ANALYSIS 0% KNOWLEDGE 100 250 550 1050 1600
ARCHEOLOGY 0% KNOWLEDGE 100 250 550 1050 1600

BARGAININ % AS| 1 000
BIOCHEMISTRY 0% KNOWLEDGE 100 250 550 1050 1600
BIOLOGY 0% KNOWLEDGE 100 250 550 1050 1600

BUSINESS LAW KNOWLEDGE 100 250 550 1050 1
CAMOUFLAGE 12% STEALTH 75 150 300 600 1200
CARTOGRAPHY 0% KNOWLEDGE 100 250 550 1050 1600

COMMAND SKILL SPECIAL 250 550 800 1050
COMMAND SUIT OPS 0% MANIPULATION 50 100 250 400 550
COMM. SYSTEM OPS 0% KNOWLEDGE 100 250 560 1050 1600

Data Base % - KNO D 00 0 0 050 0
Gen. Prog. 15% KNOWLEDGE 100 250 550 1050 1600
Operating Sys 0% KNOWLEDGE 100 250 550 1050 1600

CNTR—INSURGENCY 0% KNOWLEDGE 100 250 550 1050 1600
CNTR—INTEL. 0% KNOWLEDGE 100 250 550 1050 1600

DIPLOMACY 0% PERSUASION 150 350 1000 1650 2650
ECOLOGY 0% KNOWLEDGE 400 600 800 1000 1200

NOWLE 1 1
Oomm Systems 0% KNOWLEDGE 125 250 500 1000 1500
Computer 0% KNOWLEDGE 125 250 500 1000 1500

Life Support 0% KNOWLEDGE 125 250 500 1000 1500
Mechanical 0% KNOWLEDGE 125 250 500 1000 1500
Naval 0% KNOWLEDGE 1256 250 500 1000 1500

i n. D 1 1000 15
Weapon Sys. 0% KNOWLEDGE 1256 250 500 1000 1500
EVAL. TREASURE 6% KNOWLEDGE 126 250 500 1000 1500

GEOCHEMISTRY 0% KNOWLEDGE 100 250 550 1050 1600
GEOLOGY 0% KNOWLEDGE 100 250 560 1050 1600




COMBAT SKILLS BASE VALUES AND TRAINING COSTS
:3:- Base Category 0025 2650 51.75 76-100 101+

L
LINGUISTICS 0% KNOWLEDGE 150 350 650 1350 2000
LISTEN 30% OBSERVATION 50 100 250 400 550

MARTIAL ARTS

Disarm PARRY
MOLECULAR BIO. KNOWLEDGE
MOVE QUIETLY STEALTH

PATHOLOGY KNOWLEDGE 550
PHARMACOLOGY KNOWLEDGE

PLANETOLOGY KNOWLEDGE

PRIVATE I-S LAW KNOWLEDGE 1%0

L' Doran Univ Intx4 KNOWLEDGE 1350
Other KNOWLEDGE 175 2100

UN 15% MANIPULATION 125 250 500 1000 1500
SCOUT SUIT OPS MANIPULATION
SENSE AMBUSH OBSERVATION
SOCIOLOGY KNOWLEDGE 1050
SPACE LAW KNOWLEDGE

wn KNOWLEDGE
SPOT CHEATING 9% OBSERVATION 50 100 350 600 850
SPOT HIDDEN 6% OBSERVATION

MANIPULATION
TAX LAW 0% KNOWLEDGE 400 700 1000 1300 1600
TACTICS 0% KNOWLEDGE 100 250 550 1050 1600

MANIPULATION 250 550
VEHICULAR OPS 15% MANIPULATION 150 350
WEAPONS SYS OPS KNOWLEDGE 150 250 550 1050 1600

1050 IGDD




BONUSES, DAMAGE AND HIT POINTS

ACC = (2x(INT+ DEX))+WIL —52

ATT = STR+ (2 x (INT+DEX)) + WILL — 63

DOD = (2xINT)+WIL + (2 x DEX) — BLD — 42

KNO = (2xINT)+WIL —31

LUC = (INT +WILL)/2

MAN = STR + (2 x (INT + WILL)) + (1.5 x DEX) — 68

OBS = 2x(INT+WIL - 21)

PAR = WIL+ (2 x DEX) + (STR + INT)/2 — 81Z — 22

PER = WIL+CHA + (INT + CHA)/2 — 32

STE = (2x (INT +DEX))— (WIL + (2xSIZ)) +9
HIT POINTS

{a) multiply SIZ by 2/3, and round fractions up;

{b) multiply CON by 1/3, subtract 3, and round fractions up;

{c) multiply END by 1/4, subtract 5, and round fractions up;

{d) multiply WIL by 1/8, subtract 1, and round fractions DOWN;
(NOTE: Fractions are rounded DOWN in this calculation, in direct op-
position to the usual practice throughout the rest of this rule set, where
fractions are typically rounded up).

{e) add the results of calculations (a) through (d) and the result is
the number of hit paints that the character can sustain.

SPECIAL BASE PERCENTAGES FOR WEAPONS

Weapon or Shield Base %
Axes,onehanded. . . . ... .. o vt v it i e e 18%
Axes,twohanded. . . .. .. .. .. ...ttt 15%
Clubs,onehanded ............... e e R 30%
Clubs,twohanded . ... ........ ..o nennennn 24%
CroMbBN. . o + o c s s so v asamoasanaissavsonasasss 12%
Entangling Weapons,onehanded . . . . ... ............. 12%
Entangling Weapons, twohanded . . . . ... .............. 6%
Javelin,thrown . . . . . . . . .. .. it it e e e 18%
KNives . . ..t e e e e e e e e e 30%
Lo T T 6%
Musclepoweredbows . . .. ... ... ... . ... ... 6%
Natural Weapon augmentors, . . .. .. . . v v v v v v v v m e nnan 33%
Natural Weapons . . . .. .. . ... ... ¢t i i insnnnenns 36%
Parrying weapons (Jitte, Sai) . ... ............... v e. 6%
Pistol, machine . . .. ... ... ...t nennnn. 6%
Pistol, recoil type . . . . . . . .. i i e e, 15%
Pistol, recoilless tyPe . . . . . v v v v v v e s e h e e e e s 24%
Rifle,automatiC, . . . . v v v v v v v e e n s e e e 10%
Rifle,recoil type . . . .. . .ot v v i it vt s e s v s s senns . 24%
Rifle, recoilless type . ... . e . 30%
Shield, heater . . . . .. ... .. .. i i ittt s s nnn e 15%
Shield, kite, . . . ............... Phssssans B NS 21%
Shield,round . . . .. . . ... e e e e 12%
Shield, tower . .. ...... e 27%
Shoulder firedrocket. . . . . .. .. ... ot i i e 9%
Sickles,onehanded. . . . ... ... ... 18%
Sickles,two handed. . . . .. ........ ... ..., 12%
R N 6%
Spears,onehanded . . . ... ........ ... inennn. 18%
Spears,oneortwohanded. . .. ... ... ... .. 15%
Spears,twohanded. . . ... .. .... .. ...t 21%
Swords,onehanded . .. ................0..0.... .. 15%
Swords,oneortwohanded . . . ... ... ... ........... 12%
Swords,twohanded . .. .............. e v e an s agie e 9%
Submachine gun. . . . . . .. .. .. i ittt e e 9%
Thrownobjects . . . . . ... it it v i et i e et eee e 30%
Throwndart. . . . ... 0t it it et st et e e 15%
Thrownhatchet., . ... .c.cvvvinsensnssosnnsensns 15%
Thrownknife . . . . ... ............. P AT e 15%
Whips/Flails,onehanded. . . .. ..........00uuuuun.n 18%
Whips/Flails,twohanded .. . ... ........c000ouuuu.. 12%

For tailless bipeds (Bjora, Humans):

1D20 roll Specific Area Hit Points and END points/Total
0102 Head 0.25 (round fractions up)
03-05 Right Arm 0.30 (round fractions up)
06-08 Left Arm 0.30 (round fractions up)
09 Chest 0.45 (round fractions up)
10-12 Abdomen 0.40 (round fractions up)
13-16 Right Leg 0.35 (round fractions up)
17-20 Left Leg 0.35 (round fractions up)

HIT LOCATION AND POINT DISTRIBUTION TABLES
For tailed bipeds (Altani, H Reli, Korli, L'Drey, Sanchenzii, and
Uquoi):

1D20 roll Specific Area Hit Points and END points/Total
01-02 Head 0.25 {round fractions up)
03-05 Right Arm 0.30 (round fractions up)
06-08 Left Arm 0.30 (round fractions up)
09 Chest 0.45 (round fractions up)
10-11 Abdomen 0.40 (round fractions up)
12-15 Right Leg 0.35 {round fractions up)
16-19 Left Leg 0.35 (round fractions up)
20 Tail 0.25 (round fractions up)

For tailed quadrupeds (Skiltaire and Stage 1 Dakti):

1D20 roll  Specific Area Hit Points and END points/Total
01-02 Head 0.25 (round fractions up)
03-06 Right Fore Leg 0.35 (round fractions up)
07-09 Left Fore Leg 0.35 (round fractions up)
10-11 Forequarters 0.45 (round fractions up)
12-13 Hindquarters 0.45 (round fractions up)
14-16 Right Hind Leg 0.35 (round fractions up)
17-19 Left Hind Leg 0.35 (round fractions up)
20 Tail 0.25 (round fractions up)

For tailed centauroids (Ata’a):

1D20 roll Specific Area Hit Points and END points/Total
01-02 Head 0.25 (round fractions up)
03-04 Right Arm 0.30 (round fractions up)
05-06 Left Arm 0.30 (round fractions up)
07-08 Chest 0.45 (round fractions up)
09-10 Right fore leg 0.35 (round fractions up)
1112 Left fore leg 0.35 (round fractions up)
13 Forequarters 0.40 (round fractions up)
14-15 Hindquarters 0.40 (round fractions up)
1617 Right hind Leg 0.35 (round fractions up)
18-19 Left hind Leg 0.35 (round fractions up)
20 Tail 0.25 (round fractions up)

For Insectoid Flyers (Stage 2 Dakti):

1D20 roll  Specific Area Hit Points and END points/Total
01-03 Head 0.25 (round fractions up)
04 Right Fore Leg 0.20 (round fractions up)
05 Left Fore Leg 0.20 (round fractions up)
06 Right Fore Wing 0.10 (round fractions up)
07 Left Fore Wing 0.10 (round fractions up)
08-11 Thorax 0.40 (round fractions ap)
12 Right Rear Wing 0.10 (round fractions up)
13 Left Rear Wing 0.10 (round fractions up)
14 Right Middle Leg 0.20 (round fractions up)
15 Left Middle Leg 0.20 (round fractions up)
16 Right Rear Leg 0.20 (round fratcions up)
17 Left Rear Leg 0.20 (round fractions up)
18-20 Abdomen 0.45 (round fractions up)

Treat damage to the abdomen area as per damage to the chest area
of humanoids; treat damage to the thorax as per damage to the abdo-
men area of humanoids,

For Crablike octopods (Stage 3 Dakti):

1D20 roll Specific Area Hit Points and END points/Total
01-02 Head 0.25 (round fractions up)
03-04 Right Arm 0.35 (round fractions up)
05-06 Left Arm 0.35 (round fractions up)
07-14 Body 0.50 (round fractions up)
15 Right Fore Leg 0.30 (round fractions up)
16 Left Fore Leg 0.30 (round fractions up)
17 Right Middle Leg 0.30 (round fractions up)
18 Left Middle Leg 0.30 (round fractions up)
19 Right Rear Leg 0.30 (round fractions up)
20 Left Rear Leg 0.30 (round fractions up)

Treat damage to Body as per damage to Chest in humanoids.




