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1 ATTRIBUTES

1A ATTRIBUTE GENERATION
Characters are defined by a series of attributes that numerically rep-
resent physical and mental abilities. These attributes are ennumerated

and discussed below.

Strength {STR)
This is a measure of the character’s physical strength, defining how

.uch weight he or she can lift, and affecting performance of strenuous
ctivities, such as hand-to-hand combat.

Agility (AGL)
This is a measure of body control and balance. It affects the per-

formance of physical activities such as combat and acrobatics.

Dexterity (DEX)
This is a measure of manual coordination. It affects the perform-

ance of most craft, technical, and armed combat skills.

Endurance (END)
This is a measure of the character’s physical resistance and stamina.

It affects the amount of damage the character can withstand.

Intelligence (INT)
This is a measure of the memory, 1.Q., and general mental ability. It

affects the over-all performance of the character.

Will (wiL)
This is a measure of the character's strength of mind, It is used as a

protection against psionic attack.

Psionic Power {PSl)
This is a measure of psionic strength. It is applicable only to psionic
.ayers. See the expanded explanations under Psionics.
1

Characteristics are generated randomly by the use of two ten-sided
dice (2d10). Two methods are recommended, the random method and
the design method,

Random method: 2d10 are rolled and added for each attribute in
order, and the numbers are recorded sequentially,

Design method: 2d10 are rolled and added. This is done six (or sev-
en, for psionics) times, and the numbers recorded, The numbers are
then assigned to the attributes as desired.

Example: To show how character generation works, we will gen-
erate ‘Red’ Larson from the introduction. We will be seeing quite a
bit of Red throughout the rule system as we proceed.

Name: Red Larson Type: Psionic *
g T AR e S R e NS o S P R e 10+8=18
P D e e T i e U T e 7+9=16
DOXIBIN . 5 o . 0t eeeie i b ee ok N S 9+1=10
BRIl . o i T e e B e e ey 0 s 8 6+5=11
Intelligence . . . ... . v veess s ssvsosdossnos 4+1=

e R A e e e D e o R G 7+2=9
T A L R T A R R T e SR e LY e 3+4=7

*Note: The decision as to whether a character is Psi or Norm is
left totally up to the player, although the referee may state a desire
for only one character type for a specific scenario.

Looking at Red’s attributes, we see that he is strong on physical
attributes (STR and AGL are above average, and DEX and END are

average); while his mental attributes are weak (INT is below average,
WIL is average, and PSI is low to average). Thus, Red is more of a
doer than a thinker.

1B ATTRIBUTE SAVING THROWS (AST)

For each attribute, except PSIl, an attribute saving throw will be
generated. This is done by multiplying the stat in question by four.

Attribute saving throws are used when the character wishes to per-
form an action not covered by one of the listed skills. Under no circum-
stances should an AST replace a skill. (i.e. a character may not request
an AST in order to pick a lock when he doesn’t have locksmith skills).
ASTs may be modified by the referee to fit the situation. The player
must roll equal to or less than the AST on d100 to accomplish the
desired action.

Example: Red wishes to leave a bar by jumping through the
plate-glass window as the police have just come through the front
door after him. His AGL is 16, so his AST, in this case, would be 64
{16x4). Now suppose that the lights had just gone out and that
there were four men locked in mortal combat in front of the win-
dow. The referee would probably modify Red’s chances to 48
(16x3) or even 32 (16x2).

Note that modifications can also be expressed as pluses or min-
uses to the AST, such as giving Red a —20 or —30 on his roll.

1C ATTRIBUTE—-BASED MODIFIERS

A character’s attributes will modify his/her performance. These
modifications are explained in the following tables. For more informa-
tion on the functioning of the modifiers, see the appropriate section
under Combat.

1C.1 INITIATIVE FACTOR

Initiative factor is used to determine which character will act first in
a given round. To find the factor, add the AGL and WIL scores and
divide by two, rounding up. (AGL+WIL)/2.

In practice, all characters involved in a given situation will roll a six-
sided die (1d6) and add their initiative factor. The highest number acts
first, then the next highest, and so on. In the case of a tie, the highest
base initiative factor has first action. If both base initiative factors are
equal, then the actions are considered to be simultaneous. i

1C.2 DEFENSE BONUS

In combat, a character’s attributes will make him/her either easier
or harder to hit. To find a character’s defense bonus, consuit the fol-
lowing tables, add the results together. The number may be positive or
negative,

Agility Intelligence

06-07 R 0607 _____H




Note: These bonuses apply only if the character is aware of the at-
tack.

A character’s defense bonus is added to the opponent’s roll to hit
the character. A negative number means your character is harder to hit;
a positive number, easier.

1C.3 BONUS TO HIT

A character’s attributes will modify his/her ability to hit a given
target in a combat situation. These modifiers apply to all attempts to
strike or hit a target.

Dexteri

0

; Intelli

06-07

The results of these tables are added together to get the character’s
bonus to hit. A negative number represents a minus due to poor coordi-
nation.

1C.4 DAMAGE BONUS
In combat, a character's attributes will affect the amount of damage
Qone to an opponent. These bonuses apply to all full-strength or unim-
eded attacks. A character at half hit points or less is not entitled to
these bonuses; any positive bonuses will be forfeited, and negative bon-
uses will be doubled. The referee may also deny these bonuses based on
the situation.

Hand-Held Weapons
(STR + AGL)/2

Y

Projectile Weapons
(DEX +INT)/2

0

This bonus is added to the character's damage roll after a hit has
been scored. Any hit will do a minimum amount of one (1) point of
damage, even if the results of the damage modifiers indicate a negative
number,

Example: Looking at Red’s character sheet . . .

TYPE: Psionic

NAME: Red Larson

AST*
ﬂﬂ _54.

*Attribute Saving Throw

Initiative Factor: (16+5)/2=10.5 round to 11.
Defense Bonuses: AGL=—5, INT=+2, Total -3
Damage Bonuses:

Projectile: (10+5)/2=8 Bonus=0

Hand Held: (18+16)/2=17 Bonus=+4

Bonus to Hit: DEX=0, INT=-2, Total -2

Strength and Will

The hit point bonus from these tables is added to the character's
hit point base. This is the total number of hit points the character
will ever have, unless he/she raises his/her attributes in some way.
Then, the hit points are refigured. Note that any character with zero or
less hit points after modification is considered to have died at birth,
Roll a new character, and better luck next time.

Hit points are also found for specific body areas. This is done using
the following table.

Head: 5 + 10% of total hit points
Chest: 6 + 25% of total hit points
Abdomen: 6 + 25% of total hit points
Each Arm: 4 + 10% of total hit points
Each Leg: 4 +10% of total hit points

Hit points are lost in combat whenever the character sustains dam-
age. The amount of damage is subtracted from both the specific area hit
and the total. If the total hit points are reduced to zero, the character is
considered unconscious, and can be revived only by professional med-
ical attention. If total hit points go into the negative, the character is
considered to be mortally wounded and slowly dying. The character’s
Endurance rating is the number of rounds that the individual can sur-
vive a negative hit point rating without medical attention. Treatment
may be attempted at any time before the endurance limit is reached. If
treatment is not begun in time or is unsuccessful, the character is con-
sidered dead.

A character reduced to negative hit points will continue to lose one
point per round until either he/she dies or gets medical attention.

Effects of wounds to specific areas, when damage is greater than
area hit points are as follows:

Head Unconscious for minimum of one hour, plus one hour
per point over area total.

Chest or Movement, attack, and defense all at one-half normal.
Abdomen ;

Arm Arm disabled, not usable until healed.

Leg* Leg disabled, movement at % normal.

*Note:. If both legs are disabled, character is down, and actions are
severely restricted. For more information on disabling effects of
wounds, see the Combat section. For healing, see Skills.

A character subtracts from his total only the amount of damage the
area could have taken at maximum strength.

1C.5 HIT POINTS

Hit points represent the amount of damage a character can suffer
before being disabled or dying. Hit points are found by adding the
average of Strength and Will to Endurance and dividing by two (e.g.
[(STR+WIL)/2+END] /2) This yields a Hit Point Number (HPN). One
three-sided die (1d3) is rolled for each point of the HPN. This yields a
character’s hit point base, which is modified by the tables below for
each of the three attributes,

Example:

It is time to figure Red’s hit points. The average of his strength
(18) and his will (9) is 13.5, which rounds up to 14. Adding this to
his endurance (11) and dividing by two, we get 12.5, which rounds
up to 13. Red's player now rolis 13 d3 for the hit point base. Hav-
ing a bad day with the dice, he only rolls 18 for the base number of
hit points, 3

Checking the bonus charts, we see that Red receives a bonus of
+3 due to his Strength. Both his Will and Endurance are in the 08-12
range, so he gets no bonuses there. Red has a total of 21 hit paints.

Using the area hit point tables, we get the following area figures:
Head: 7, Chest: 11, Abdomen: 11, R. Arm: 6, L. Arm: 6, R. Leg: 6,
L. Leg:6,

In figuring the percentages for the individual areas, round to the
nearest whole number. Thus 10% of 21 = 2.1 or 2. If the decimal is
.5 or above, round up, if below .5, round down,

Now suppose that Red gets into a fight and sustains ten points of
damage to his right arm. The arm can only take 6 points, so it is
totally disabled, and 6 points are subtracted from the total hit
points for the character.

1C.6 SHOCK RESISTANCE
When a character sustains a disabling wound, there is a chance that
he/she will be knocked out or otherwise rendered inactive, If a disabling



wound is sustained, the character must make a shock resistance roll or
suffer the above consequences. Shock resistance is found by averaging
Endurance and Will and consulting the following table. (END+WIL)/2.

HEAL RATE

RESULT
SRR

Shock resistance can also be applied in any case of strong shock to
the character’s system, such as electric or thermal shock. The exact
result of failing o make the shock resistance roll varies from situation
to situation, and is generally left to the referee to decide. To pass a
shock resistance roll the character must score less than or equal to the
applicable S.R. rating from the table above.

1C.7 HEAL RATE
Heal rate is the number of hit points gained back by the character
with normal bed rest. This is doubled with .professional medical atten-
tion, and tripled with hospitalization. It should also be noted that this
rate is halved for normal activity and quartered for strenuous activity,
che character can remain active after sustaining a wound. Heal rates
listed on the same table as Shock Resistance in section 1C6.

Example:
This completes this section of the character generation process,
so let’s take a look at Red’s sheet before going on.

Name: Red Larson ) Type: Psionic

Defensé Bonus

Pro;ecme R
Hand Held ..
Bonus to Hit

END 'n (44)
INT 5 (200
WILS (36

Heal Rate

1D IMPROVING AN ATTRIBUTE

During the course of the game, a character will be presented with
opportunities to improve his/her basic physical and mental attributes. It
should be noted that certain limitations apply to attribute improve-
ment. First, no attribute may be improved beyond a score of twenty-
five (25). Second, the attributes of Intelligence and Psionics may not
be improved using the following rules,

Improvement in Intelligence is represented indirectly by adding to
the character’s educational base by learning and improving skills (See
section on Skills), Psionics are improved by increasing power through
the use of Psionic power gain rolls (See the section on Psionics), Within
these limitations all other attributes may be improved by either training
or experience.

1D.1 TRAINING

Characters may engage in a wide variety of training programs to
improve attributes. An example of such a training program is working
out with weights in the hope of improving strength.

A character must train for a number of weeks equal to his/her pre-
sent attribute score to gain a chance to improve. After this amount of
time, the chance of improvement is found by subtracting the present
attribute score from 25, and rolling the remainder or less on d100.
Whenever the character successfully improves an attribute in this way,
one (1) point is added to the attribute score. (Note: The character's
scores which are derived from this attribute may need to be refigured).

To help speed play, the following table has been included for the
players and referee,

Attribute Score '
g 13

Tr‘aining Time' L % Chance of

1D.2 EXPERIENCE

During the course of play, the character will be asked to make var-
ious Attribute Saving Throws (AST). Whenever an exceptionally good
AST is made, the character will earn an attribute gain roll. An excep-
tional AST is considered to be any roll of one-half the attribute or less
on d100.

Example: Red is asked to make an unmodified Agility saving
throw, to avoid a speeding car he has observed. Red needs a 64 or
less on d100, as his Agility is 16. He rolls an 06, not only does he
avoid the car with style, he earns an attribute gain roll (06 is less
than half of his base Agility score of 16).

Once an attribute gain roll is earned, the player must find out what |
the character's chances of improving are. This is found by subtracting
the base score from 25 and rolling the remainder or less on d100,

In the example above, Red earned an attribute gain roll. His chance
of improving is found by subtracting his base agility of 16 from 25.
This yields nine. Red must roll 09 or less on d100 to improve his agility
score,

Whenever an attribute gain roll is successful, one (1) point is added
to the base score.



1D.3 MAINTAINING EXCEPTIONAL ATTRIBUTES (Optional Rule)
In the real world, an athlete works long hours to perfect and main-
tain his/her exceptional strength or agility; stage magicians practice
hard to keep up their unusual dexterity. To reflect this, a character
must spend time working to maintain an attribute score of twenty or
above. This time is subtracted from the time available to learn or im-
prove skills and/or attributes, and does not usually count toward the

improvement of the attribute. If maintenance time is not spent, the at-
tribute score will drop one (1) point per game month until it stabilizes
at twenty (20).

It is the referee’s option to rule that studying a skill related to the
attribute can count as both learning the skill and maintaining the at-
tribute. Thus, learning acrobatics may be considered adequate to main-
tain a high agility score.

2 SIKILES

After physical and mental attributes, skills are the next most impor-
tant series of abilities that your character will acquire. They represent
the body of knowledge that your character has learned from his/her
environment, job, and education. Since psionics are limited in advance-
ment within the society postulated by this game, the following table is
slanted toward normal (non-psionic) characters in regard to higher
education and military service, This gives the non-psionic character an
edge roughly equivalent to the special psionic abilities he/she will be
facing.

2A EDUCATIONAL BACKGROUND
—Psionics, roll d100, and add % INT,
—Non-psionics, roll d100, and add 30 plus %2 INT.

Result

General Education. Select one skill from the technical
skill table as the character’s occupation, All other skills
are selected from the general skills table. This represents
the equivalent of a high school education.

Vocational Education, Select skills from both the tech-
nical and general skill tables. The character has received
vocational training beyond the high school level,

86-95 Military. Select skills from both the military and general
and skill tables. The character has served in the military and

Total
02-60

61-85

111-120 has a high school education.
96-105 Advanced Education, Select skills from both the advanced

and education and general skills tables. The character has en-
121-135 gaged in a college degree program,
‘06-110 Spacer. Select skills from both general and spacer skill
d
36-140

tables. The character has served in space and has a high
school education. There is an additional 25% chance of
one advanced education skill,
2B SKILL POINTS — DETERMINATION
After a character’s educational background has been determined,
the next step is to find out exactly which skills are possessed. The
player is allowed to pick the skills he or she wants for the character.
This is done through the use of skill points, which are used to ‘buy’
skills from the appropriate table(s). To find out how many skill points
a character has, roll four ten-sided dice (4d10) and add the results. This
is the number of skill points the character has.

2C USE OF SKILL POINTS
There are two types of skills that can be ‘bought’. Each of these has
a different type of cost. These skill types are non-level and level skills.

Non-level Skills

These are skills that are either known or not known. i.e, a character
either can or cannot swim. While they can be learned during play, they
cannot be improved except through mastery (see Improving Skills). A
non-level skill will cost one (1) skill point to acquire.

Level Skills
These are skills in which different degrees of expertise exist. A level

skill may be bought in ten (10) point blocks at the cost of one skill
point per block. Each 10 point block represents a-base chance of suc-

cess of 10 rolled on d100. A maximum of 10 blocks can be bought in
any one skill before game play begins. These skills may be improved
during the course of play;and can, at high expertise levels, be taught to
other characters. For further information see Skill Use and Improving
Skills.

Example:

Let’s go back to Red now. To determine his educational back-
ground, he rolls d100. The result is a 52. Since Red is a psionic, he
adds half of his intelligence, but no bonus. Half of 5 is 2.5, or 3.
This added to his roll of 52 yields a total of 55. Checking the table,
we see that this puts Red into the General Education category. Rol-
ling 4d10 for his skill points, he gets a total of 18.

Being allowed one technical skill (and keeping in mind Red'’s at-
tributes) his player chooses General Mechanic, Automobile as his
profession.

Red’s player buys eight 10-point blocks of the skill. It seems log-
ical that anyone who can repair a car should also be able to drive
one, so he buys the non-level skill of Driver, Car at one point.
Rounding out the rest of Red’s skills, he chooses Unarmed Combat,
3 blocks; Sporting Weapon (.30 HP rifle), 5 blocks; and Rock Climb-
ing (NL). This uses all his skill points as follows: 1(NL]J+1(NL)=2;
2+3+5+8=18 skill points.

2C.1 SKILL POINTS AND AGE (Optional Rule)

To figure a character’s starting age, start with sixteen and add 1d4
for psionics and 1d6 for non-psionics. This will result in base starting
ages of 17-20 for Psis and 17-22 for Norms. For each five skill points
the character spends, add one year to this base age. This represents the
time spent in learning the skills.

Example: Red Larson rolls 1d4 for his age. The result is a two,
which added t6 16 gives him a base age of 18. He has spent 18 skill
points on his skills. Rounded to the nearest multiple of five, this is
twenty. This is an additional four years (20 divided by 5 is 4) to be
added to his age. Four plus 18 is 22, so Red will be 22 at the start
of the game.




2C SKILL TABLES

2C.1 GENERAL SKILLS

Acrobatics (L), (LoD 2)

Acting (L), (LoD 2)

Art or Craft: Each form counts as a separate skill (NL), (LoD 1)—Skills
such as Blacksmith or Gunsmith are professions and not crafts with-
in the limits of the game. They are level skills on the ‘technical’ list.

Balancing Feats (L), (LoD 2)

Bribery (L), (LoD 1)

Dancing (NL), (LoD 1) ‘

Driver/Pilot (NL): Each vehicie counts as a separate skill, (LoD 1), Bi-
cycle, Moped, Car, Motorcycle, Dirt Bike, ATV, Single-Body Truck,
SAilboat, Motorboat, (LoD 2), Hydrofoil, Hovercraft, Hangglider,
Sailplane, Small Private Plane (Prop.), Small Private Jet, Helicopter

Escape Bonds (L), (LoD 2)

First Aid (NL), (LoD 1)

Forgery/Counterfeiting (L), (LoD 2)

Gambling (NL), (LoD 1)

Hunting (L), (LoD 1)

Merchant (L), (LoD 2)

Parachute (sport) (NL), (LoD 1)

Play Musical Instrument: Specify Instrument: (NL), (LoD 1)

Raock Climbing (NL), (LoD 1)

Scuba: Must first have swimming: (NL), (LoD 1)

nging (NL), (LoD 1)
.ight of Hand (L), (LoD 1)

Sporting/Civilian Weapons: Each weapon is a separate skill. (L), (LoD 2)

Stealth (L), (LoD 1)

Streetwise (L), (LoD 2)

Swimming (NL), (LoD 1)

Unarmed Combat: Throws, strikes, pins, and chokes: (L), (LoD 2)

2C.2 TECHNICAL SKILLS

Blacksmith (L), (LoD 2)

Gommunication Systems (L), (LoD 2)

Computer Programming: Each language counts as a separate skill. (L),
(LoD 2) Languages: UBL (Universal Business Language), PRIMARY
(Simple beginning language), SILANG (Scientific Language), MIL-
CODE (Military Code Language), MECHLANG (Machine code, by
group®, Each group counts as a separate skill).

Computer Repair: Each group counts as a separate skill* (L), (LoD 2)

Driver/Pilot: Each vehicle counts as a separate skill. (NL), (LoD 1)
Tractor-trailer, Construction Vehicle, (LoD2), Commercial ship
pilot, Commercial Plane (Prop.), Commercial Plane (Jet), Railroad
Locomotive, etc,

Electrical Systems (L), (LoD 2)

Emergency Medical Technician (L), (LoD 2)

Forensics (L), (LoD 2)
eral Mechanics (L), (LoD 2)
smith (L), (LoD 2)

Locksmith (L), (LoD 2}

Plumbing (L), (LoD 2)

Police Techniques (L), (LoD 2)

Police Weapons (L), (LoD 2): Each weapon counts as a separate skill.

Security Systems (L), (LoD 2) ;

The referee is encouraged to add any additional occupational skill
he/she sees fit, as needed. This list is by no means to be considered
comprehensive,

*Computer groups: 1. Mini-computer and hand computer; 2, Mark
| to Mark 11: 3. Mark |1l to Mark 1V; 4, Mark V to Mark VI; 5. Special
Systems.

2C.3 MILITARY SKILLS

Artillery (L), (LoD 1)

Combat Driver/Pilot (NL), (LoD 1): Each vechile counts separately
Armored Vehicles, Military Helicopters, Military Plane, Military
Watercraft, etc.

Combat Engineer (L), (LoD 2): Each area is a separate skill. General
Mechanics, Electrical Systems, Security Systems.

Combat Fighter Pilot (L), (LoD 2)

Demolitions (L), (LoD 2}

Forward Observer (NL), (LoD 1)

Interrogations (L), (LoD 2)

Military Personal and Support Weapons (L), (LoD 2): Each weapon is a
separate skill.

L=Level based skill, can be bought in blocks of 10 points each.
NL=Non-level skill.
LoD=Level of Difficulty to learn the skill,

Military Police (L), (LoD 2): Each area or weapon is a separate skill.
Police Techniques (MP), Police Weapons.

Naval Gunnery (L), (LoD 2)

Navigation (L), (LoD 2)

Parachute Assault (NL), (LoD 1)

Scout/Survival (L), (LoD 2): Each terrain type is a separate skill. Artic,
Marine, Temperate, Jungle, Desert.

Street Combat (NL), (LoD 1)

2C.4 SPACER SKILLS

Drive Mechanic (L), (LoD 3)

EVA (extra-vehicular activity) (NL), (LoD 1)

Pilot Space Vehicle (L), (LoD 2) Each vehicle is a separate skill. Shut-
tle, Transport, Scooter,

Space Communication Systems (L), (LoD 2)

Space Electrical Systems (L), (LoD 3)

Space Navigation (L}, (LoD 3)

Vacuum Suit (NL), (LoD 1)

Weightless Combat (L), (LoD 2)

2C.5 ACADEMIC/ADVANCED SKILLS: All are (L) and (LoD 3)
Anthropologist
Architect

Biologist

Computer Engineer
Dentist

Electrical Engineer
Geologist

Lawyer -
Mechanical Engineer
Nurse

Optometrist
Physician
Psychiatrist
Psychologist
Teacher

etc,

Again, this list is just a guideline. The referee is encouraged to add
any other Professional skills he/she deems necessary.

Skill level in terms of academic degrees for Academic skills.

Skill Level Degree

01-20 Associate Degree (2 years)
21-50 Batchelor’s Degree (4 years)
51-90 Masters Degree (6 years)
91+ Doctorate Degree (8 years +)

2D SKILL EXPLANATIONS

2D.1 GENERAL SKILLS (Non-evel)

Art or Craft

Allows the character to perform one art or craft with a Dexterity
AST as the chance of success. Mastery allows a plus 10 to the chance of
success,

Dancing
Allows the character to dance gracefully with an Agility AST for
success. Mastery allows a plus 10 to the AST for chance of success.

Driver/Pilot

The character can operate the chosen vehicle under normal circum-
stances. In unusual conditions, an Attribute Saving Throw (AST) will
be used to determine the character’s control of the vehicle. Mastery al-
lows a +10 on the AST,




First Aid

If applied within 10 minutes of an injury, it allows the character an
Intelligence based saving throw (INT times 4 on d100) of stopping
further damage (from bleeding), and restoring 1d3 hit points to the
base hit point score of the injured character. Mastery allows 1d3+2 re-
stored hit points and a bonus of 10% (not 10 points) to the AST.

Gambling

The character is familiar with recreational gambling and receives a
+10% (or equivalent) modifier when engaged in a game of chance.
Mastery allows a +20% modifier.

Acrobatics
The character is familiar with flips, vaults, and other tumbling-
related activitiés. Loss of control will require an Agility AST to recover.

Acting

The character can convincingly assume a role, to entertain or to
deceive, When trying to assume the identity of a person known to the
audience, they are allowed an INT AST minus % of the actor’s skill
level to see through the act.

Balancing Feats

Allows the character to perform such feats as walking a tightrope,
spinning plates on poles, or stacking awkward items and carrying them,
An AST (DEX or AGL) is needed to recover lost control,

Bribery

Allows the character to detect a victim’s weakness and, through the
offer of service, money, or information, alter the victim’s actions. A
Will AST is used to resist a bribe, but the briber who makes his/her suc-
cess roll may subtract % of his/her skill level from the victim’s AST.

Escape Bonds

This allows the character to escape from physical restraints such as
ropes, chains, handcuffs, straitjackets, nets, etc. The time required will
be 2d3 minutes times the LoD of the bonds,

Forgery/Counterfeiting

The character may create documents money or identification with a
successful skill roll. Suitable materials and sufficient time must be avail-
able. To spot a forgery, an Intelligence AST is required, and one with
the forgery skill may subtract % of his skill level from his victim’s AST
roll.

“Parachute

The character is familiar with sport parachuting, and has a base
chance of 95% to land safely under normal conditions. Mastery allows
special maneuvers and free fall at a base 95% chance of success.

'Play an Instrument

Allows the character to play one instrument with a Dexterity AST
for the chance of success. Mastery allows concert-quality performances
with a plus 10 to the DEX AST,

Rock Climbing

The character is familiar with recreational rock climbing and re-
eives a-+10% bonus on his/her agility AST to succeed. Mastery allows
use of this skill in an urban environment (i.e. climbing buildings) with
a base agility AST to succeed,

Scuba

The character is familiar with recreational scuba diving and has a
base chance of success of 95% (modified by conditions). Mastery allows
lifesaving, deep dives, and bad weather dives with a base chance of suc-
cess of 90%. The character must have taken swimming in order to have
this skill,

Singing
Allows the character a base 80% chance to sing pleasingly. Mastery
allows a base chance of 90%.

Swimming

The character can swim under normal conditions, and is allowed an
agility AST plus a 10% bonus under unusual circumstances. Mastery al-
lows lifesaving, fancy dives, and distance swims with a successful agility
AST plus a 10% bonus.

2D.2 GENERAL SKILLS (Level Based)

-~

Hunting
Allows the character to recognize animals, track, and find likely
places for game. The skill also includes fishing and woodsman'’s lore.
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Merchant

Allows the character to evaluate the price of goods and bargain with
other characters, When bargaining with non-merchants, a will saving
throw is used to resist the sales pitch, but the successful merchant may
subtract % of his/her skill level from this AST.




Sleight of Hand

The character can perform sleight of hand magic tricks, including
misdirection, picking pockets, and concealing small items. An Intelli-
gence AST, minus half of the prestidigitator's skill level, is used to spot
the character using this skill,

Sporting/Civilian Weapons
Allows the character to use either hand-held or projectile weapons.
See the combat section for details.

Stealth

This skill permits the character to conceal him/herself, move quiet-
ly, and cover his/her trail. A character trying to detect a stealthy indi-
vidual must make an INT AST, minus % of the person’s stealth score to
succeed.

skilled characters will have Computer Programming—MECHLANG at %
of their repair skill level,

Communication Systems
Allows troubleshooting, repair, and assembly of communications
systems equipment, such as telephones, radios, televisions, and so on.

Driver/Pilot :
(NL): Identical to General Driver/Pilot, except for the vehicles
covered.

Electrical Systems

The character is capable of understanding, repairing, and building
electrical systems, such as generators, electric heating plants, power
transmission systems, etc.

Streetwise

The character ‘knows his way around’. Successfully using this skill
allows the character to notice unusual conditions or attitudes, find peo-
ple or items, and/or pick up useful information if an urban/suburban
environment.

Unarmed Combat
The character is familiar with throws, pins, chokes, and non-weapon
.ikes. See the combat section for details.
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2D.3 TECHNICAL SKILLS

Blacksmith
This allows the character to work iron in a forge, including repairing
and edging swords and other similar weapons.

Computer Programming :
This allows the character to read, understand, and write instructions
and programs for computer systems, in the language chosen.

Computer Repair

The character may, by use of this skill, troubleshoot, repair, or con-
struct a computer or computerized system. |t should be noted that a
character must begin with the simpler systems and work up; no char-
acter may have a higher skill rating (at the start of the game) in a
complex system than he/she has in the next lowest system. This will
change during play as a character gains experience by specializing in one
group of systems. (Example: John may begin the game with Group 1:
50; Group 2: 40; and Group 3: 30. He may not begin the game with
Group 1: 20; Group 2: 50; and Group 3: 40). All computer Repair-

Emergency Medical Technician (EMT)

Successful use of this skill allows a character to stabilize a wounded
individual and heal 1d4 + 2 points of damage to the total hit points.
This treatment must be applied within 15 minutes of the injury. An
EMT is capable of assisting characters who are below zero hit points,
but not yet below half of the victim’s END into the negative numbers,

Forensics

This skill allows a character to find, evaluate, and collect clues and
physical evidence. To find a clue, the character must announce where
and how he is searching. A skill roll should be granted each time a play-
er states he is searching, even if there is nothing to be found.

To evaluate a clue means to identify it and place it in context, Ex-
ample: Identifying a fingerprint as belonging to a specific individual, or
a soil sample as coming from a certain location, etc. Collection of clues
means that the character has a basic knowledge of how to preserve and
isolate evidence, Example: Dust for fingerprints, search for fibers, and
50 on.

General Mechanics
Allows the character to diagnose, repair, and construct mechanical
systems such as automobile engines, motors, and s0 on,

Gunsmith

The character is familiar with the construction and repair of fire-
arms, The skill also gives the character an understanding of the weapons
laws in the local area.

Locksmith

This skill allows the character to construct, open, and repair lock
systems such as dead bolts, key and combination locks. A character
with this skill may also reproduce keys and other opening devices.

Plumbing
Allows the character to work with piping and circulating systems,

Police Techniques

This skill gives an understanding of basic law, police investigation
techniques, and operating procedures. It does not give police weapon
use, which is a separate skill.

Police Weapons
This is identical to Sporting/Civilian Weapons, except for the weap-
ons available. See combat section for details.

Security Systems

The character may detect, bypass, repair, or construct a security
system, including electric eyes, cameras, etc, Note that a system may
only be detected if it is being searched for, walking past a hidden cam-
era will not automatically reveal it's location.




2D.4 MILITARY SKILLS (Non-level)

Combat Driver/Pilot
This is the same as the General Driver/Pilot, except for the selection
of vehicles available,

Forward Observer

A character using this skill is capable of directing the fire from a
gunner to a target not in the gunners line of sight. The gunner receives a
+5 to hit when a forward observer is assisting, or a +10 when the Ob-
server has attained Mastery.

Parachute Assault :
This skill is the same as Parachute (sport), except that it allows night
jumps and jumps in 8 combat situation at no penalty.

Street Combat

The character is familiar with the methods of fighting used in a
urban/suburban environment. A character with this skill receives an In-
telligence AST to recognize possible enemy positions, possible sniper
positions, and potential ambushes. The AST gets a bonus of +5, and a
+5 is also granted on rolls to hit when fighting in a street combat situa-
tion, Mastery gains a +10 on both the AST and the roll to hit.
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Navigations

The character is familiar with all the techniques and equipment used
to pilot and hold a given course, He/she may, by dead reckoning, esti-
mate his/her present position if the sun, moon, or stars are visible, The
character may attempt to travel by dead reckoning, but the skill roll
should be suitably modified.

Scout/Survival

The character is familiar with survival techniques within the terrain
type chosen. He/she will be able to find food and shelter, if they are
available. The character will also be able to identify plants, animals,
ground formations, and weather conditions within the chosen terrain.
The skill also gives the ability to hide in cover, move quietly, and track
prey.

2D.6 SPACER SKILLS (Non-level)

EVA (Extra-Vehicular Activity)

The character is familiar with working in the environment outside a
space craft, He/she is permitted an Agility AST (with no penalty) to
move and work in this environment. All other characters not having
this skill are at half of their normal AST to move and work. Mastery
allows an additional +10% to the AST.

2D.5 MILITARY SKILLS (Level based)

Artillery

The character is familiar with the normally available forms of infan-
try support artillery. It may be used as a ‘gun combat skill’ in a game
combat situation, if the referee so choses.

Combat Engineer
These skills are identical to the 'Technical’ skills of the same name,
except they were learned while in the military.

Combat Fighter Pilot
The character is familiar with how to pilot a fighter plane, and may
use this skill in game combat situations.

Demolitions

The character is familiar with a wide variety of explosives and their
uses. He/she will know the amount needed and the proper position to
accomplish the objective, provided a successful skill roll is made. A sec-
ond successful skill roll is needed to activate the charge safely. This skill
also allows the recognition and disarming of explosive devices.

Interrogation

The character is acquainted with the techniques of questioning. On
a successful skill roll by the player, the referee should roll percentile
dice (d100) to determine the amount of information gained by the
character., A player with this skill may subtract % of his/her character’s
skill level from the referee’s dice roll when being interrogated.

Military Police
Identical to the ‘Technical’ skills of the same name, but the emph-
asis is on military rather than civilian law,

Military Weapons
Identical to the ‘General’ skill of Civilian/Sporting Weapons, except

for the selection of weapons, The referee should determine which"

branch of the service the character belonged to. This will determine the
weapons he will have had access to.

Naval Gunnery
This is the same as ‘Artillery’, except the systems are naval in
nature,

Vacuum Suit

This skill allows the character to function normally while wearing a
vac, suit. All non-skilled characters suffer a reduction of % in their DEX
and AGL AST's for movement and other activities.

2D.7 SPACER SKILLS (Level based)

Drive Mechanic
This skill allows the operation and repair of the drive engines of a
space craft.

Pilot Space Vehicle

This skill is similar to the General skill Driver/Pilot, but it also al-'
lows the character to make emergency repairs to his/her vehicle. Shuttle
— runs from the ground to a point in space (ship or station). Transport
— runs from point to point in space, and is a large vehicle for carrying
many people. Scooter — A one or two man space-to-space vehicle,

Space Communication Systems
The character is familiar with the operation and repair of the spe-
cialized equipment used to communicate in space,

Space Electrical Systems
The character is familiar with the workings and repair of the elec-
trical systems aboard a space craft or space station,



Space Navigation

The skill allows the character to plot and hold a course in a three-
dimensional mode. If applied to planetside navigation (ground or sea),
the character is at % of his/her normal skill level.

Weightless Combat

The character is familiar with the techniques of fighting in a zero-
gravity environment. This skill is averaged with any attack score to find
the number needed to hit the intended target. Non-proficient characters
wiH suffer a penalty, putting them at only % of their normal score to
hit when fighting in a weightless environment.

2D.8 ACADEMIC/ADVANCED SKILLS

These skills represent, for the most part, areas of knowledge which
require a high skill level to function properly, as most require creativity,
research, or original investigation. Except for a physician or lawyer,
most characters with academic degrees will not work directly in their
degree field but in a related field (a character with a degree in geology
may in reality work as a surveyor, a character with a degree in engineer-
ing as a factory supervisor). When a character works in a related field,
the player and referee should feel free to design new skills as needed to
cover the situations.

if a character desires to work directly in his/her degree field, the
options will usually be either teaching or research/consulting. A high
Qilt level (90+) will be needed to accomplish this, When a player en-

ged in research attempts an original discovery or scientific break-
through, the section on Level of Difficulty is used for modifying skill
rolls,

Engineer

A character with a skill in one of the engineering fields will be able
to analyze the function and operation of a device covered by his/her
field, or to design modifications to existing devices, This does not imply
that the engineer will be able to either repair or use the device, although
he/she may be able to suggest applications or changes to appropriately
skilled characters. Individuals with these skills will be most valuable at
higher levels when they wiil be able to create new technologies and
design new devices.

Lawyer

A character with this skill is familiar with the Law, legal documents,
and court procedures, His/her skill level is used to understand the legal
aspects of a given situation, construct a viable legal document (i.e., a

contract or petition to the Court), and conduct a proper defense/prose-

cution in a court of law. When, as often happens, two lawyers meet in
an opposing or adversary situation, the referee may decide the case
either through role play (with him/herself as judge and the other play-
s as jury), or by rolling dice. If dice are rolled, subtract % of the op-
.:siticm's skill level from that of the charagter. This becomes a new
baseskill level upon which the character’s success roll will be based.
After figuring the same new base skill level for the opposition, have the
players roll initiative (add the result of 1d6 to the Initiative factor).
The characters then alternate skill rolls until one or the other is success-
ful. The referee should remember to modify the skill rolls based upon
the situation (weight of evidence, social environment, publicity, etc.).

Physician

The character is familiar with medicine, When attempting to help an
injured character, a physician functions on one of several different
levels, depending on his/her skill level. With a skill level of 50 or below
(4 years of training or less), the physician acts as if he/she were using
the skill First Aid. If the skill level is between 51 and 90 (4 to 6 years
of training), the physician will operate as if using the skill EMT. At a
skill level of 91 or more (8 years of training or more), the character can
heal 1d6+2 points of damage, can reverse the effects of a major wound,
and can treat patients who are up to but not over their END score neg-
ative hit points. A physician's care will also double the heal rate of an

injured character.

Scientist

Characters with degrees in the ‘hard’ sciences are almost entirely
limited to an information source function until high levels (90+) are
reached. At higher level, when research and discovery are possible, these
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characters will become very valuable in a campaign setting.

Until these levels are reached, these characters will act as a walking
library within their chosen field. They may attempt a skill roll, modi-
fied by the situation, to analyze any pertinent occurance and under-
stand its function and ramifications, Thus a character with a skill field
of Nuclear Physics, while not able to design a new form of reactor,
would be able to diagnose that an existing reactor was about to go
critical and what effects it would have, He/she might also roll to deter-
mine what, if any, method could be used to stop the critical reaction,

—

2E USE OF SKILLS

During the course of the game, the characters will attempt to per-
form certain actions to achieve the goals of the scenario. The majority
of these actions are covered by specific skills, The use of skills is divided
into two major areas, Skill Level and Level of Difficulty,

Skill Level: This indicates how proficient the character is in a given
skill. It is the unmodified number which the character must roll less
than or equal to on d100 to accomplish the action in question. In level
skills the number of skill points one has for the appropriate skill indi-
cates the skill roll number. (i.e. If the character has bought five 10-
point blocks of the skill acting, he has a skill level of 50 in acting. See
also Chance of Success), For non-level skills, the skill level and unmod-
ified chance of success is indicated on the skill tables.

Level of Difficulty (LoD): This indicates how difficult the task is,
within a given situation, This modifies the character’s skill level, reduc-
ing or increasing the chance of success on d100.

2E.1 LEVEL OF DIFFICULTY (LoD)

When a player announces that his character is going to try and use
one of his skills, the referee’s first action is to decide on the LoD of the
task the character will be attempting. Level of Difficulty should be
based on the complexity of the task. The following table is given as a
guideline for the referee.

LoD Modifier To Description
Skill Level

*-2 +20 The LoD’s —2 and —1 represent the dull, rou-

-1 +10 tine actions that are used daily within the skill,
such as maintaining tools or checking safety

v factors. ;

0 0 LoD zero is used for simple, basic, easy tasks
within the skill, such as a mechanic changing
spark plugs, or a med tech taking a routine
blood sample,

1 -10 The LoD’s 1 thru 4 represent normally encoun-

2 -20 tered problems that occur in the normal use of

3 -30 the skill. Examples are working in unusual

4 —-40 weather conditions such as rain, or using non-

, standard equipment,

=) —-50 LoD 5 represents hard, unusual, or uncommon
problems, such as a physician analyzing a pre-
viously unknown virus.

B —60 LoD’s 6 thru 9. are used for rarely encountered
7 —-70 or extremely hard problems such as jury-rigging
8 —80 equipment without proper parts, or altering one
ol —90 piece of equipment to perform a different func-

tion, :

*10 —100 LoD’s of 10 or higher are used for once-in-a-

lifetime situations or for almost impossible
tasks, They are used primarily when the char-
acters attempt original research to design new
technologies or develop radically different tech-
niques,

*Note: This table is open-ended. Higher and/or lower LoD's are pos-
sible and may be applied when the referee deems them necessary.

2E.1a General Rules for LoD's
1. For each new complicating factor, the referee should add one

!'Ievel of difficulty to the task.

Example: Red Larson decides to climb an easy rock face, to ob-
tain a better view of the area. As this is a simple task within the skill
‘rock climbing’, the referee assigns the LoD of zero, giving Red his
full skill level of 70. Now suppose Red desired to climb the same
easy rock face at night, with a mild wind, and that the rocks were
slightly slippery from an afternoon rain. In this case, the referee



could assign an LoD of 3 (one for dark, one for wind, and one
for slippery). An LoD of 3 gives a —30 to Red’s skill level of 70, so
that now Red has to roll a 40 or less on d100 to climb the rock face
(70-30=40).
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Joe Green has a skill level of 115 in electrical systems. After LoD
modifications, his chance of success is 100. He must still roll d100,
because a roll of 95 to 100 is still a failure.

2. As a complicating factor becomes stronger, the referee should
assign a higher level of difficulty to the factor.

Example: In the above example, Red was faced by several fac-
tors such as angle of climb (easy), wind (mild), and night (partial
darkness). If these factors became more severe, the referee would
probably assign higher levels of difficulty to each of them. If the
mild wind increased to strong, a LoD of 3 (—30) could be assigned
(mild=1, moderate=2, strong=3). A moonless night could be con-
sidered a LoD of 2 (night=1, no moon=2). The mild angle of climb
could be increased to steep, and an LoD of 1 assigned (easy=0,
steep=1). As can be seen, the severity of the factor increases the
level of difficulty and makes Red’s simple climb into a hazardous
undertaking.
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2E.2a Effects of Missed Skill Rolls
It is obvious that when a character successfully rolls his/her chance
of success, he/she has accomplished the task. It is also obvious that
when a character fails to roll his/her chance of success that character
has failed to achieve the original goal. Quite often a failed roll will mean
more than just simple failure. In many instances it will place the char-
acter in physical danger or threaten to damage the materials or equip-
ment that the character was working with, In a case such as this the
character is allowed an attribute saving throw. This saving throw is
modified as follows:
1. It is always a full attribute saving throw (attribute times 4 on
d100).
2. The amount needed to successfully use the skill is subtracted
from the number actually rolled. The resulting number is sub-
tracted from the AST.

Red Needed a 40 or less to successfully fix a delicate piece of
electrical equipment. He rolled a 65 on d100. The referee ruled that
there was a chance that Red damaged the equipment due to his fail-
ure. Red is allowed a dexterity saving throw to prevent this damage.
His base DEX saving throw is 40 (DEX of 10x4). The amount he
failed by is 25 (65—40). Red needs a 15 or less on d100 to not dam-
age the equipment (DE X save of 40—25).

3. Whenever an AST is modified in this way to zero or less, the
character still has 5% of his/her base as a saving throw.

In the gamble above, if Red’s DEX saving throw was modified
to zero or less, he would still be allowed a saving throw of 2 or less
on d100 (5% of 40 (base chance) is 2).

4. A skill roll of a natural 100 indicates a major failure and auto-
matically halves any saving throw.

If a character would normally be granted an AST of 30 after all
modifications, on a skill roll of a natural 100 this saving roll would
be reduced to 15 (half of 30 is 15).

2E.2 SKILL LEVEL AND CHANCE OF SUCCESS
After the level of difficulty has been determined, the next step is to
apply it to the character’s skill level, Skill level represents how good the
haracter is within a given skill under normal conditions. Level of dif-
.icultv represents the effects of complicating factors beyond normal
conditions, The two are combined, and the character’s chance of suc-
cess on d100 is found. All skill rolls’are made on d100.

Example: Red wished to repair an engine which has been dam-
aged in a battle. His Mechanic skill level is 80. The referee rules that
the level of difficulty is 3, giving a —30 to Red’s skill level. 80—30=
50, giving Red a roll of 50 or less on d100 as his chance of success.

As can be seen, LoD can drastically reduce a character's chance of
success. This allows a realistic flow of play, with the characters attempt-
ing more difficult actions as they become better. But at times skill level
will be modified to zero, or below; or to 100, or above. This does not
mean that the character is an automatic failure or success. In situations
such as this the following rules apply.

1, The character always has 5% of his/her skill level as a chance of
success.

Red has a skill level of 80 in general mechanics. Regardiess of
LoD madifications, he will always have a 4 or less on d100 as his
chance of success. (5% of 80 is 4).

2. Rolls on d100 of 95 to 100 (00) are always a failure, regardless
of skill level and LoD modifications.

2F LEARNING/IMPROVING THROUGH TRAINING

As the game is designed to be played in a roughly contemporary set-
ting, it is assumed that characters will be spending between eight and
ten hours of any given day on personal survival (jobs, criminal activity,
etc.). This leaves a limited amount of time to engage in self-improve-
ment training. Based on this assumption, (which may be altered by ref-
eree world design or special considerations which develop during the
course of play) the following limitations have been placed on improve-
ment through training.

1. Only two areas of training may be engaged in at any one time,
including training designed to improve attributes.

2. Training may not be interrupted for long periods of time (no
more than 3 consecutive missed classes).

3. Appropriate hardware and facilities must be available. ‘

4. A teacher of suitable skill level must be available. (This implies a
skill level of at least 90, or above).

5. Training may not be obtained in a skill in which the character
has a skill level of 90 or above (see Mastery).

Within these limitations any level-based skill may be improved
through training. Non-level skills may be improved only through exper-
ience (see Improving through Experience).

As noted on the skill table, each skill is assigned a learning Level
of Difficulty. This is a measure of how hard the skill is to learn.
Learning level will be used in the following rules to modify learning
time and chance of success,

2E.1 LEARNING TIME
The amount of time spent to learn or improve a skill through train-



ing varies depending upon the learning level of the subject. Time spent
in training is expressed in terms of classes. A class is considered as a 3
hour block of time spent in training with an instructor. Details of
schedule and place will be worked out within the course of the game by
the referee and players. Consult the following table to find the exact
number of classes which must be attended to attempt to learn or im-
prove a specific skill.

Learning Time Table
Learning Level of Skill

To Learn Tol pr

2E.2 CHANCE OF IMPROVEMENT AND AMOUNT GAINED

Whenever a character completes a series of classes, he/she has a
chance of learning or improving the skill in question. This chance of
success is different depending upon whether the character is learning a
new skill or improving an old skill.

Learning: To learn a new skill, after the training time is completed,
the character must roll an unmodified Intelligence saving throw. If this
roll is successful, the character will be able to use the new skill with a
skill level of 15.

Improvement: To improve a previously known skill, after the train-
.g period is over, the character must make a skill improvement roll. To

"nd the character’s chance of success, subtract the present skill level
from 100 and then add to this one-half of the character’s intelligence
score. The resulting number or less must be rolled on d100. (100-pres-
ent skill level) + (INT/2) = No.to roll. If this roll is successful, the char-
acter will gain from one to ten points, which will be added to the pres-
ent skill level. To find exactly how many points are gained, roll 2d6 and
consult the following table.

2d6 Points Gained
B R e e I Tl e e 1
Sk R e R e R e o 3
Bl s TR s B T e e e S S ey 5
M e R R e e e L R D R 7
L e S R RNl SRR S R W e Ty Ry 10

2E.3 LEARNING/IMPROVING THROUGH EXPERIENCE

During the course of play, the character will be called upon to use
his/her skills to achieve the goals of the game. Whenever a skill is suc-
cessfully used, there is a chance that the character will benefit from the
experience. The character can either learn a new skill or improve an
already known skill by using it within the course of the game.

Learning through Experience
At times during the game, a character will be in a position where he/
. is called upon to attempt a previously unlearned skill. In a situation
h as this, the character's chance of success is found by dividing his/
her INT score by the learning level of the skill. The resulting number or
less must be rolled on d100 for the attempt to succeed. If successful,
he/she has a 95% chance of gaining a skill level of 5 for the skill in
question, From this point on, success and improvement. is as per a nor-
mally learned skill with a skill level of 5. To speed play, the following

table is provided.
LoD1

E LoD2 LoD3
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Improving through Experience

Whenever a character uses a skill in the course of an adventure, there
is a chance that he/she will benefit from the experience. At the end of
each adventure; or, in the case of a long-running campaign, at the end
of each game week, the characters should check to see if they have
learned from the use of their skills. To see if a skill has improved from
use, subtract the present skill level from 100 and add one-half of the
character’s INT score, The result is then modified by adding the num-
ber of times the skill was successfully used during the time period. The
result or less must be rolled on d100 to improve. (100 — present skill
level) + (INT/2) + (number of successful uses) = No. on d100.

If this roll indicates that the skill has improved, roll 2d6 and consult
the following table to see how much improvement has occured.

2d6 Points Gained
L e e i e O e L o el 1
o L e e s S T e R R R S R 3
B e N e R B e e R e 5
e e e e e e O R S e T b 7
Y e e s A0 e R e e B B e B e 10

Example: During the course of the game, Red Larson was called
upon to fix three broken pieces of equipment. He succeeded in re-
pairing two of them. At the end of the game, Red's player checks to
see if he learned from the experience. To find out if his general
mechanics skill has improved, he first subtracts his present skill level
(80) from 100. This gives Red a base of 20. To this he adds one-half
of his INT score of five (2.5, rounded up to 3). He also adds the
number of times he successfully used the skill, which was 2. This
gives Red a roll of 25 (20 + 3 + 2 = 25) or less on d100 to improve.
Red rolls a 21 on d100. He did improve. Rolling 2d6 for the number
of points he has gained, he gets a 5. Consulting the chart, we see
that a roll of 5 gives Red a five-point gain in the skill of general
mechanics. His general mechanics skill level is now 85.

Red also successfully used his unarmed combat skill one time
during the adventure. His skill level in unarmed combat is 30. One
hundred minus 30 is 70, Add this to % of his INT, and the number
of times he used the skill successfully (1) and we get a result of 74
(70 + 3 + 1 = 74). This seems like a sure thing, but Red rolls a 93,
and therefore learns noe new techniques in unarmed combat, his skill
level remains at 30.

2E.4 SKILL MASTERY

The term ‘mastery’ is used to represent a skill developed, by the
character, to a very high level. It's exact meaning changes slightly de-
pending upon whether a non-level or level skill is being discussed.

Mastery of a non-level skill can be obtained only through exper-
ience. Whenever a character successfully makes a roll for the skill in an
actual game situation, he/she gains a chance of 5% on d100 to attain
mastery, This chance is cumulative, so that the second time that the
same skill is successfully used a chance of 10 on d100 is gained. For the
effects of non-level skill mastery, see the listing for the skill in the skill
description list.

Note that even if a character misses his mastery roll for a non-level
skill 19 times in a row, so that his cumulative chance is now 100; he/
she will still fail the roll if he/she rolls between 95 and 100 on d100. In
any skill-related roll on d100 a roll of 95-100 is an automatic failure.

Mastery of a level-based skill is gained in two steps. The first stage of
mastery is when a character reaches a skill level of 90. At this point the
character can teach the skill to other characters and non-player char-
acters. The second stage comes when the character’s skill level goes over
100. Due to LoD modifiers, the character’s chances of doing creative
research or tackeling really tough problems is almost non-existent until
this skill level is reached.

2E.5 TEACHING BY PLAYER CHARACTERS

It should be noted that, when a character decides to teach a skill
that he/she has mastered, the time spent in teaching is counted against
the time the character can spend in self-improvement training, unless
the character desires to make the teaching of the skill his profession.

2E6 MAINTAINING EXCEPTIONAL SKILL LEVELS (Optional
Rule)

In the real world, a person can attain a high degree of skill in a par-
ticular area, but if this skill is not used frequently, the ability will soon
be lost. To reflect this in Psi Wars, the referee may choose to use this
optional set of rules.



A player has three ways in which to maintain a skill level of one
hundred or above: declare the skill to be his/her main occupation, ex-
pend time to maintain the level, or use the skill frequently. Each of
these cases is dealt with separately below.

2E.6a Occupational Skills

When the character is first designed, the player will have a good idea
of his/her occupation from the skill selection. |f the referee decided to
use this optional rule, he/she should ask each player to declare the oc-
cupation of his/her character (this will also help the player visualize the
character better). During the course of play, as skill levels advance be-
yond 100, the player may choose up to two specific skills, which relate
to the character’s job, as occupational skills, Occupational skills are ex-
empt from maintenance as they are assumed to be regularly practiced
in day-to-day existence,

The final decision as to whether a skill relates to the character’s
stated occupation is left solely to the referee. It should be noted that
changing occupational fields can only be accomplished if a non-occupa-
tional skill level is developed to a higher level than the previously stated
occupational skillls).

Example: When designing the character Red Larson, it was
stated that he would have ‘mechanic’ as his occupation, and that
General Mechanics would be an occupational skill. As Red progres-
ses as a character, he will not have to worry about maintairing his
General Mechanics score when it climbs above one hundred. If Red
should desire to change jobs to, say, an electrician, he would first
have to develop his Electrical Systems score to a skill level higher
than his General Mechanics score. At that time, General Mechanics
would cease to be an occupational skill and would have to be main-
tained.

2E .6b Non-Occupational Skills

A character may also maintain an exceptianal skill level by contin-
uing to work at or study the skill in his/her free time. Time spent on
maintaining non-occupational skills is subtracted from the time avail-
able to the character for learning or improving skills. If this time is in-
terrupted for more than one month, the skill level will decline. To im-
prove an exceptional skill, two blocks of time must be set aside by the
character, one to maintain the present level, and one to attempt to im-
prove the skill to a higher level,

Exceptional skill levels may also be maintained by frequent use in a
real-life situation, To determine if a character is using a skill often
enough to maintain it, check the following table.
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Skill Level No. of Uses*
100-125
126-150
151-165
166-175
176-185
186-195
196-200
201+

O~ S WN =

* In two game months,

Note: These uses should occur in referee-monitored play and be
noted on the players’ character sheet, If the referee decides to acceler-
ate time, as sometimes happens in a long-running campaign, he/she
should determine, based upon the situation, whether the characters
have had ample opportunities to use their exceptional skills (both oc-
cupational and non-occupational).

2E .6¢ Decline of Exceptional Skill Levels Due to Non-Maintenance

A neglected exceptional skill rating will lose five skill points per two
game months until it reaches a base of 100, at which time it will remain
stable. A skill level can only remain above 100 through maintenance (or
attribute bonuses, if that optional rule is used — see below).

2E.7 ATTRIBUTES AND-SKILL LEVELS (Optional Rule)

It is obvious that certain skills will be affected by high attribute
scores, The referee may rule that a high attribute score will improve the
character’s skill level in a particular field. If this is the case, one point
will be added to the initial skill level for each point of the attribute
greater than 15, or subtracted for each point of the attribute less than
six. If the attribute changes, then this bonus will also change on a point-
for:point basis.

Example: A starting character named Joan has an AGL score of
19, and desires to take three blocks of the skill Acrobatics, for a
skill level of 30. The referee, using this optional rule, declares that
Joan’s Agility score will affect her acrobatics skill. Nineteen is four
points above the base of 15, so Joan may add four points to her
starting skill level of 30. This will give her a total skill level of 34.

Similarly, Frank wishes to take the skill Forgery/Counterfeiting.
His Dexterity score is 3, so the referee rules that he will suffer a pen-
alty of 3 points from his initial score. If Frank takes four blocks of
the skill Forgery/Counterfeiting, his starting skill level will be 37
(40 — 3 =37).

'S PSIONICS

3A DETERMINING PSIONIC DISCIPLINES

The decision to be psionic or normal is left totally up to the player.
If the player choses to run a psionic character, the first step is to roll
the character’s psionic attribute score. This is done in the same way the
physical attributes were generated, by rolling 2d10, and adding the
results. The attribute score should be recorded on the character sheet in
the space provided. It should be noted that PS| is the only attribute for
which there is no AST generated.

After finding the character’s PSI score, the next step is to determine
the psionic disciplines that the character possesses. Two methods are
available, design and random roll.

Design Method
The player may select either one Major or two Minor disciplines of
his/her choice,

Random Roll Method
The player may choose to roll on either the Major or Minor disci-

pline table in hopes of gaining additional abilities. He/she will get either
one (1) roll on the Major table or 1d2+1 rolls on the Minor table.

3A.1 DEFINITIONS OF DISCIPLINES (Major and Minor)

Major disciplines are broad fields under which are grouped several
small related abilities. These abilities may be expanded as the Psi be-
comes more experienced during the course of the game (see Designing
New Psionic Abilities at the end of this section).

Minor disciplines are abilities with one or two basic functions. Some
of them represent permanent changes in the character, such as Genius
or Forgotten. Minor disciplines can also be expanded by design.

Note: The vast majority of NPC Psionics in most compaigns have
extremely limited or marginal psionic abilities, such as causing water to
boil (one cupful at a time) or creating a ball of colored light. Player
characters are considered to be part of the upper 10% of the psionic
community as far as powers are concerned.
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MAJOR PSIONIC DISCIPLINES
- d100

Discipline

MINOR PSIONIC DISCIPLINES
d20
Roll

Discipline

Null Psi

Roll once on 1hemMa|or table

3B DESCRIPTIONS AND EXPLANATIONS OF MAJOR DISCI-
PLINES

3B.1 PRECOG
Ability

¥+

5 10ft. radius
10ft. radius

Sense Danger
Locate Danger

1 use
1d3+1 turns

1 object
Personal

Psycometry
Pathfind

1d3+1 turns
1 turn

‘One person
One person

-t rg
Luck

Clairvoyance

The ability to separate the point of view from the physical eyes
temporarily, The exact placement of the new point of view must be
stated by the precog (as: 15ft, in front of me, and 10ft. above me). The
user will then be able to view his/her surroundings as if actually stand-
ing in that position. The point of view may not be changed except by a
second use of the ability.

Clairaudience

Basically the same as Clairvoyance, with the exception that hearing
is the projected sense. All of the other limitations are identical to Clair-
voyance,

Locate Danger

When this ability is used, the nature and position of the greatest
potential danger within the area of effect will be known to the precog.
Other threats of lesser potential danger will not be revealed,

Detect Psi

When this ability is used, the general location of any source of
psionic power will be revealed, The area of effect is 100 feet within the
user's line of sight at the time the ability is used. Thus the precog can-
not tell if there is a psionic inside a certain building.

Detect Life

Will reveal the general location of all major life forms within the
area of effect. Major life forms would include all mammals and birds,
as well as large specimens of other species. No other information will
be gained from the use of the ability, such as type of life-form.

Psycometry

This is the ability to receive residual psionic impressions from an ob-
ject, The object must be touched for the ability to work. To determine
the amount of information gained, percentile dice are rolled and the
following chart consulted,

% Roll Amount of Information

01-40 Basic, strong impressions, leaving events vague, little or no
detail.

41-60 As above, but with more detail.

61-80 Strong impressions with clear detail. Some visual and
audio also.

81-90 Information nearly compiete, names and dates may be in-
correct or lacking.

91-00 Total history of object, with names, dates, places, etc.

Pathfind

When this ability is used, the precog will enter into a trance state.
During this trance, he/she will describe the route between two stated
points. Only one type of path may be described per use. Path ‘type’
means that a one-word descriptive title may be used in designating the
desired path. Such one-word descriptions include ‘quickest’, ‘safest’,
‘longest’, or ‘sheltered’.

As the precog will not remember what he/she says while in trance,
other characters must be present to record the information. The precog
will describe the route once, slowly and clearly. He/she will note major
landmarks and turnings. The precog may not be questioned about the
route and will not repeat instructions,

Augury
This ability allows the precog to ask any question to which a one
word answer may be given. The answer will be accurate and truthful.

Vision E

This ability allows the precog to see in a 360° arc from his/her
body. It also negates the effects of darkness, smoke, fog, and other
vision-obscuring phenomena. It does not allow the precog to see
through solid objects. 3

Combat Precog

When this ability is used, the precog is made aware of his/her op-
ponent’s actions micro-seconds before they actually happen. Due to
this effect, the precog gains one (1) point to his/her base scores to hit
and defense for each point of psi power invested in the ability above
the base cost of 5 points. Thus a 10 point investment would make the
precog +5 to hit and also improve the defense score by 5 points,

Sense Danger

When this ability is used, anything within the 10ft. radius which is
of direct potential danger to the precog will give a premonition of
danger. The precog will not know the nature or the location of the
threat, but will know only that the threat exists.

Luck

This ability is similar to Combat Precog except it will affect any sav-
ing throw made by the person affected. The cost is a base of 5 points,
plus 1 point of psi power for each additional point added to the saving
roll, It should be noted that a roll of 96 to 00 is always a failure, regard-
less of any additions.
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3B.2 TELEPATHY
Ability Cost Range Duration AST
Detect:Life &5 60 7 i100f: #1d3rnds:. . -
Mind Shield 10 Personal 1d6+1 rnds  ——
Siiggessiont T T B EOS R T use i WL G
Detect Lie 5 1 person/LOS 1d3+1rnds ——
Mental Attack 1=1 " 1 person/LOS Tuse EE WL
Area ; 5+1=1 5ft. radius Faise o Wik
Distant 10+1=1 LOS/S5ft.radius Tuse WIL '
Stun 15 1 person/LOS 1 use WIL
Communication CinMiles 7 0 1d6+1 turns - WIL+
0-10 Mi 5 —— 1d6+1 turns WIL+
1 Rt Sildie 1)) SRR S e Pk iR ILE
26-50 15 - 1d6+1 turns WIL+
SEH00EITTag L i —— 1d6+1 turns | WIL+
101-500 25 Sl 1d6+1 turns  WIL+
501-1000 = 30 — | 1d6+1 turns | WIL+
1001-5000 35 —— ~ 1d6+1 turns WL+
SO0 SR T e L G dB 1 s WL
lllusion =20 30ft. radius 1d4+1 rnds ~ WIL
Mind Probe. 20 TJouch _1d3turns  WIL
Locate Mind B As per Com 1 use =
Mind Transfer 30 S S Fouch: e 1d6+1 turns  WIL
Control 25 Touch 1d6+1 turns  WIL
Use Senses 5% As per Comm 1d3+1 turns = WIL
Nightmare 20 LOS 1 use WiL
Key:

+ AST allowed only if requested by target.
* Plus communication cost,

Detect Life

Will reveal the general location of all major life forms within the
area of effect, Major life forms would include all mammals and birds, as
well as large specimens of other species, This ability is identical to the
Precog ability Detect Life, except for the difference in duration,

Mind Shield

Gives the user a 95% chance to block all incoming mental contact.
It will not block physical objects or manifestations (such as sound,
light, etc.). No other mental or psionic ability may be used while a
mind shield is in effect,

Suggestion

Allows the telepath to attempt to place one mental suggestion into
the target's mind. If the target fails his/her AST, he/she will follow the
suggestion. Suggestions which are totally against the target’s way of
thinking will be ignored (i.e. self-destructive commands or the sugges-
tion to harm a friend).

Detect Lie

Will allow the telepath to tell if a character is telling the truth. Only
the information that the target is lying will be obtained, not the correct
information,

Mental Attack

The user attempts to harm the target with a direct blast of mental
energy. If the target fails his/her AST, he/she will take one point of
damage for each point of psionic power the telepath put into the at-
tack. This damage is subtracted directly from the hit point total.

Area Mental Attack

Similar to the above, except that all persons within a 5 foot radius
of the telepath will sustain damage if the AST is missed. The cost is a
base of 5 points, plus 1 point per point of damage the telepath wishes
to inflict.

Distant Mental Attack

Identical to ‘Area Mental Attack’, with the exception that the tele-
path may locate the center of the blast anywhere within his/her line of
sight. All persons within 5 feet of the center of the area of effect must
make a WIL AST or take damage. Cost is a base of 10 points, plus 1
point per point of damage the telepath wishes to inflict,

Stun

The psionic attempts to overload the opponent’s mind with random
images and indecipherable sounds. If the target fails a WIL AST, he/she
will be stunned for 1d4 rounds, during which he/she will be unable to
perform any action. The target will be unable to remember anything
which took place while stunned, although the attack itself will be re-
membered. i

Communication

Allows the exchange of surface thoughts and emotions. This will in-
clude pictures, sounds, and other sensory information, although direct
impressions of the individual's environment cannot be gained. Only one
individual may be contacted per use of the power,

lilusion

By use of this ability, the telepath attempts to implant false sensory
impressions into the target's mind. All of the sense may be affected.
Physical reality will not be affected and may disrupt the illusion (i.e.
The illusion of a door does not create a real door. A character attempt-
ing to open an illusionary door will be stopped by physical reality and
the illusion will be destroyed). Damage inflicted by illusions will affect
the target individual, due to the power of belief.

Mind Probe

A mind probe is an attempt to go deeper into the target’s mind than
the surface thoughts allowed by the Communication ability. Areas such
as the memory, the subconscious, and other hidden areas of the sub-
ject’s mind may be available to the telepath.

Locate Mind

This ability will give the telepath the exact location of a specific
mind. Basically an extension of the Communication ability, the cost for
merely locating a known mind is proportionate to the distance involved
(use the cost for Communication at the same range). When combined
with Communication, however, the cost of locating the mind is only 5
points, and the cost of the Communication is added to this.

Mind Transfer .

This allows the total transfer of minds between the telepath and the
target. After a one-round adjustment period, both badies will be able to
function normally. At the end of the ability’s duration, both minds
will return to their appropriate bodies (as long as both characters are
still alive), If one of the mind/body combinations should die, the re-
maining. mind is trapped in it's new body.

Control

Allows the telepath to assume control of the target individual. This
control is total with the following exception: Any time the controller
attempts to perform an action which is totally against the beliefs of the
controlled, the target is allowed a saving throw of twice their will at-
tribute (2 x WIL) on d100. This is in addition to the WIL AST granted
when the telepath first attempts to initiate Control. If the target makes
either save, the control is broken, :

To initiate control, the target must be touched. If the attempt is
successful, the controller’s body falls into a sleep-like state from which:
it cannot be roused until the Control has ended. After the initial touch,
the controlled individual may move normally away from the control-
ler's body. After Control is broken, the controller’s mind will return to
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it's body and he/she will be able to function normally in the following
round.

Use Senses

This ability is basically an extension of the Communication ability,
and allows the telepath to receive sensory information from the subject
which he/she is not consciously aware of, such as relative air tempera-
ture, humidity, etc, This information can be useful in determining the
subject’s location or condition. When used alone, refer to the Com-
munication Table for cost at the range used; when combined with the
Communication ability, the cost is only 5 points, plus the normal Com-
munication cost,

Nightmare

With this ability, the telepath attempts tD unlock the target’s sub-
conscious, bringing to the surface all the hidden fears, aggressions, and
secrets. The effects of this are grave; first, the target will be in shock
and unable to act for 1d10 minutes. Second, the target must make a
second WIL AST or go insane. A character going insane in this manner
must roll on the following table.

Effect

fall targets :
RO R

.%-m,_ - :ﬁgferég:saqm‘rne

It should be noted that these effects are permanent unless/until
psychiatric help is found, and then the cure may take a good deal of
time.

This will allow an object to be summoned to the teleporter’s hand.

Teleport Attack

By using this ability, the teleporter attempts to directly harm an-
other living being by the use of his/her ability. The target is allowed a
WIL AST to avoid damage. If the target fails to save, hit location is
rolled and 2d6+2 points of damage are applied to that location, and to
total hit points (see combat section for details of hit location and
wounds). Aimed shots are not allowed.

Out of Phase

This ability allows the teleporter to shift the physical substance of
his/her body and equipment into a non-material state. In this state he/
she may see, hear, and otherwise use normal senses. He/she may not
speak, but may move at normal movement rates, even through physical
obstacles. The teleporter may neither attack nor be attacked; either
physically or psionically. If the duration of the ability reaches it’s limit
while the user is inside a physical object, he/she will be pushed out of
the object along the shortest path.

2B.3a General Notes Regarding Teleportation

No two objects may occupy or attempt to occupy the same space.
If a teleporter should attempt this either by accident or design, the tele-
ported object or person will appear next to the target item. This will
also apply if the space available at the target location is not physically
large enough to hold the body/object.

Whenever an item or person is teleported, a loud popping sound is
heard as air rushes in to fill the void left by the teleported object. This
also occurs at the destination as air is forced out of the space newly oc-
cupied by the object or person just teleported.

2B.3 TELEPORTATION

Ability ~ Cost Range Duration AST
Personal Teleport 20 pts. LOS or Known" 1 use/t rnd « —
Teleport Other 30 pts LOS or Known 1 use/1rnd *
Teleport Object . 1pt/Sibs LOSor Known 1 use/l md
Summon Object 10 +1pt/5!bs LOS or Known 1 use/1rmd —
Teleport Attack 5 pts oS, fases Wil

1+1d3 turns

Qut of Phase 10 pts SR Personal

*Will AST given to unwilling target.

Personal Teleport

This ability allows the psionic to transfer him/her self from one
point to another point that is either within his/her line of sight or
known personality, When teleportation is used, the person vanishes
from the present location and appears in the chosen location. The tele-
porter may carry with him/her all personal gear which he/she is holding

or wearing at the time the ability is used. The weight limit is based
.upon what the character could normally carry, and is dependent upon
the physical attributes of the character. Only one living being may be
transported by a single teleport.

Teleport Other

This ability allows the Teleporter to transport another living being
other than him/herself. The same rules as for Personal Teleport apply.
Unwilling targets are allowed a WIL AST to avoid being teleported, and
all persons teleported by this means must be touched by the teleporter.

Teleport Object

This allows the psionic to teleport inanimate objects in the same
manner as living beings. The object to be teleported must be touched.
To determine the cost of the ability, divide the weight of the object
{in pounds) by 5, rounding up. The resuit is the cost in Psi power
points. The destination must be within the teleporter’s line of sight,
or a location known personally by the psionic.

Summon Object

Allows the teleporter to transport an inanimate object to him/her-
self from a distant location. The summoned object must be within the
user’s line of sight or well known by the teleporter personally. As much
of the object as possible will appear within three feet of the summoner.

2B.4 TELEKENISIS (TK)
Ability Cost
Move Object
Mampulate

5 pts/rnd

TK M|55|Ie
TK Shield
Levitate
Levitate Other 10 pts :
Flight 10 pts/tum :

Personal

Vénable

L TITLOSIS fr.radiug T use

LOS RGBT Tt

5 pts,"5 sq. ft.
per round

Cold

Blast
TK Light

* An unwilling target must make a WIL AST to avoid the effects of
the power,

+ The Telekenitic must make a DEX AST to successfully manipulate
the object.

Move Object

Allows the Telekenitic to move objects from place to place. Objects
will move at 15ft. per round (a slow walking speed). Only gross control
of the object’s movement is allowed by this ability. Cost is computed
based upon the weight of the object, on the following chart.

Wanght (Ibs.}

35 pts
5 pts

501-1000
each additional 500 Ibs.

If the TK attempts to move a living being by this method, a WIL
AST is allowed the subject to avoid being moved.

Manipulate Object
By the use of this power, the TK gains fine control over an object.

e



The object must weigh less than one pound and be within the TK's
clear line of sight. This ability would allow such actions as the untying
of knots or the manipulation of dials and switches, The TK must make
a DEX AST to successfully manipulate the object.

Sound

This ability allows the TK to produce voices and other sounds by
vibrating the molecules within a small section of air. Only a voice which
the character can recall vividly in his/her own mind can be reproduced.

TK Missile

By using this ability the TK attempts to harm an opponent by ac-
celerating a small object at the target, If the target fails the AGL AST
to dodge the missile, roll hit location and apply 1d6+2 points of dam-
age. The accelerated object must be touched by the Telekenitic, and
must weigh less than eight ounces (% pound).

TK Shield

This ability forms a telekenitic shield around the user about 1 foot
from the body. This shield acts as improved ballistic cloth for purposes
of computing defense and damage (see combat section for details). It
covers all hit locations.

..avitate

Aliows the telekenitic to rise up or down in mid-air. If the TK is
near a solid surface such as a wall or ceiling, he/she may pull him/her-
self along. The speed one will travel using this method is 15 per round
(a slow walk). A levitating individual may be towed by other peopie
on the ground, in which case the speed will be that of the person tow-
ing. It should be noted that levitating individuals can be greatly affected
by strong winds and shock waves unless they have a steady anchor
point.

@MNUNE /Rankin 84

Levitate Other :
|dentical to Levitate, except that the TK is levitating another per-
son. An unwilling person will receive a WIL AST to avoid being levi-

tated.

Flight

Allows the TK controlled flight at a top speed of 225’ per round (a
dead runj. An AGL AST should be called for by the referee whenever
the character attempts a complicated or difficult maneuver.

Heat
By concentrating on a specific area, the TK can cause it to heat up
by the speeding up of the normal motion of the molecules. The cost is
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5 points per round per 5 square feet being heated. Damage caused by
this ability is 1d6 per round, cumulative until the tenth round, where-
upon it will remain a steady 10d6 per round thereafter.

After the fifth round, there is a 25% chance that flammable material
will ignite, and this percentage increases by 10% per round until the
tenth, when it remains at a steady 75%. Characters within the area of
effect have an AGL AST to avoid taking damage on the first round, and
may leave the area normally on the second round, regardless of the
result of the AST in the first round.

The psionic must remain concentrating while the ability is in opera-
tion, and may take no other actions of any kind, If the character is
wounded while concentrating on this ability, a WIL AST is required to
retain concentration.

Cold

This is the reverse of Heat, and most of the same rules apply. The
TK produces an area of cold by slowing down the movement of mole-
cules within the target area. Cost and damage are the same as Heat, 1d6
per round cumulative until the tenth. At the 5th round there is a 25%
chance of water freezing. This chance increases by 10% per round until
75% is reached on the 10th round. After the 10th round both the
freezing percentage and the damage remain steady.

Note: The reason for percentage chances in ignition/freezing instead
of having them happen automatically is that the TK’s control is not per-
fect, and due to fluctuations, he/she may not maintain the required
temperature for a long enough period. Damage escalates due to con-
tinued exposure,

Blast

This allows the Telekenitic to rapidly excite the molecules in an ob-
ject, causing it to explode. This explosion has a 3 foot radius and will
cause 3d6 of damage to anyone in the blast area. Living targets will re-
ceive an AGL AST to avoid damage. The object exploded may not be
larger than 1 ft square or weigh more than 5 pounds. Living tissue may
not be exploded. Hit location is determined on the ‘Explosives’ hit
location table (see combat section for details),

TK Light

This ability causes the molecules in a 10 foot radius to become
mildly excited, causing a slight glow. While‘this ability will generate
good illumination in a dark situation, it is not strong enough to inflict
any form of damage.

3B.5 SELF-AWARENESS
Ability Duration ;

¥

Permanent

1pt/5 Ib. 1d3+1 turns

20 pts. up to 1 day

1d3+1 turns

_o w/o DDd & Water .

1 day (max 3)
Resist Heat “1d3+1 turns

‘Resist Pain 5 pts. 1d3+1 turns
Note: All of these abilities are of ‘personal’ range, and therefore no

AST is needed.

Raise Attribute

This allows the psionic to temporarily raise one attribute per use.
INT and PSI may not be affected by this means, and no attribute may
be raised above a score of 25.

Heal Self

By use of this ability, the Self-Aware may heal damage to his/her
body. Damage is restored both to the area healed and to the total hit
points. Minor wounds require one point of Psi power be expended per
point of damage healed. Major wounds require two Psi points be ex-
pended per point of damage healed.
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Alter Mass

Allows the Psionic to change the density of his/her body mass. As
density becomes lighter, the character will become taller, and as density
becomes heavier the character will become shorter, The character’s
weight will stay the same at all times.

A maximum height of twice normal (half normal density) and a
minimum of half normal height (twice normal density) is permitted.
Please note that this ability will affect only the character's physical
body, not any clothing or equipment in contact with him/her. The cost
is one point per each inch the character becomes taller/shorter.

Change Appearance
By use of this ability, the character may change the appearance of

his/her skin surface. Pigmentation, texture, distribution of fatty tissue,
wrinkles, etc. may be affected. Height, weight, and bone structure may
not be changed.

Feign Death

Allows the psionic to enter into a death-like trance. Only a trained
medical person (EMT, physician, or nurse} will be able to detect the
deception. The user must state the time duration of the trance before
entering into this state. While in the death trance, the user is not aware
of anything happening around him/her. Trance will be broken if the
psionic suffers more than 3 hp worth of damage (whether it is taken
all at one time or not).

Stasis

Places the psionic in deep suspended animation. While in this state
he/she will not age, and progressive damage (as from disease or severe
wounds) will be stable. A person in Stasis requires little air and no food
and water, The Stasis will be broken if the character receives a total of
six points of damage while in this state. Before entering the trance, the
psionic must state the time period the trance will last. There are no
known limits to the duration of the Stasis, but thorough research into
this matter has not been done.

Speed

: Allows the Self-Aware to double his/her movement rate or the num-
ber of rounds he can travel at a normal movement rate. (See the Com-
bat section for movement rates). Speed also will permit twice the nor-
mal number of actions per round.

Forced March

This will allow the psionic to double the amount of ground covered
in a strategic turn. To accomplish this, the character enters into an act-
ive trance state and sets out toward a stated destination. The character
will ignore all outside stimuli that do not pertain to reaching his/her
goal. Upon reaching the stated goal the ability will terminate.

Go Without Food and Water

This ability allows the character to ignore the body's need for food
or water for a maximum of three consecutive days. If the psionic tries
to go beyond this limit, he/she will lose 1 point of END per hour of the
fourth day. Should the END score reach zero, the character will fall
into a coma for 1d3+1 days, and require medical attention and intra-
venous feeding. If such medical attention is not available, the character
will die rather than emerge from the coma state.

Go Without Sleep

The character can ignore his/her body’s need for rest or sleep for up
to three consecutive days. The consequences of trying to push beyond
this three-day limit are identical to those stated above for ‘Go Without
Food and Water’,

Resist Heat

The character can ignore the effects of working in an unusually hot
environment. Note that the ability will not prevent the character from
suffering burn damage, but he/she will not be aware of it until the dura-
tion of the ability expires.

Resist Cold
Identical to Resist Heat, above, except that the effects of cold tem-
perature is ignored,

Resist Pain

Allows the psionic to ignore the effects of pain upon the body.
Limbs (not including the head) may be forced to function normally
after a major wound at the cost of 1 hp per round from the total hit
points. The character will also gain a bonus of +5 to his/her shock
resistance roll, No subtractions from the roll to hit are made due to loss
of hit points while this ability is functioning.

3B.6 HEALER

C;'qu Major Wound
Cause Disease _
Cure Blindness

Cause Blindness

o

DrainSiEE WL
Return Life Special

Notes: All abilities have a range of ‘Touch’ and a duration of ‘Per-
manent’, except for '‘Drain’, which has a special duration, explained
under the ability’s heading.

* Limit of ten points per use.
+ Cost is 2 pts. = 1 HP if the character goes into negative HPs,

Heal

This ability will restore lost hit points and reverse the effects of
damage to the hit point total. It will not restore the use of a disabled
area due to a major wound, This ability may be used on characters who
are up to, but not over, their endurance score in negative hit points.
Note: To stabilize a character, so that he/she is no longer losing hit
points, the HP score must be raised to zero or above.

Harm

By means of this ability, the character attempts to use his/her
psionic powers to subtract hit points from an opponent. The subtrac-
tion is from the hit point total only, not from any specific area. The
psionic can bring an opponent into negative hit points, at a cost of 2 Psi
power points per hit point the character goes into the negatives,

Reverse Major Wounds

This ability will restore damage to a specific area, raising the total
HP of the area to its normal maximum and restoring the full use of the
area. An area which has suffered additional damage after the major
wound was inflicted will require two applications of this ability to re-
store full hit points and functioning. Death cannot be reversed.

Cause Major Wounds

Will reduce the hit points of one area to zero. The target must roll
shock resistance and follow all other procedures just as if a major
wound had been suffered from a combat hit. It should be noted that
the psionic has no way of knowing the target's number of hit points, so
the power points will be expended after the damage has been inflicted.

Cure Disaa.se

This ability will eliminate one disease, including cancers, as well as
all accompanying symptoms. .

Cause Disease

Use of this ability will cause a quick-acting, cancer-like disease based
on rapid random cell growth. |f the AST is failed, the target will fall un-
conscious in 3d10 rounds and will waste away and die within 3d6 days.



The only known cure is to have a psionic healer use his/her ‘Cure

Disease’ ability.

Cure Blindness

This ability will restore the sight in one eye, provided that the opti-
cal tissue is present, If the eye has been totally lost, a ‘restore’ is needed
(see below).

Cause Blindness

Will destroy sight in one eye by scrambling the message-carrying
impulses in the optic nerves. This does not affect the optical tissues
themselves, The only known cure is ‘Cure Blindness’ from a psionic
healer,

Restore

This ability will cause lost or destroyed areas of the character’s body
to regenerate. This process requires 1d6+1 weeks. The character must
be alive for this ability to work, it will not restore life to a dead body.

Wither
Will cause a specified area to shrivel and become inoperative, This
will take 1d6+1 weeks to fully take effect, although symptoms are
oticed almost immediately. This ability may not be used to cause
meath in a character (as by withering the heart or head). The only
known cure is a psionic Healer’s ‘Restore’,

Drain

Allows the healer to take hit points from the target's total and add
them to his/her total hit points, This will first heal any damage the
healer has suffered, including major wounds. Hit points gained above
the healer's maximum will 1) not affect area totals, 2) Last only until
the healer sleeps or a maximum of 24 hours, and 3) Can be used, in-
stead of Psi power points, to heal other characters (as if a ‘Heal’ ability
were used). The healer may not drain a victim below zero hit points.

L]

Return Life

This ability allows the healer to restore a slain character to life. The
cost is a base of 40 power points, plus 10 points for each day the char-
acter has been dead (after the first). Characters may not be returned to
life after the fifth day.

Characters returned to life by means of this ability any time after
the first day of death will suffer the following penalties: They will lose
all increases in psionic power, falling back to the level at which they
started the game. An INT AST must be rolled for each skill. If any roll
is missed, that skill is at % the previous level due to memory loss, If the

ill is a non-level skill, it will be reduced from Mastery to normal, or
.at normal, it is lost. Skills lost in this way may be relearned in ' the

normal learning time, and at a +10 to the learning roll, The character
will also suffer a loss of one point to END if they are dead longer than
one day.
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3B.7 EMPATHY
Ability = -
Intensnfv Emotro
Area Intensify’
Create Emotlon
Emotional Overioad i 15 pts

Empathic Trar
Empathic Healmg

1 pt=1 pt. 1 person

Detect Emotion

Allows the Empath to detect the existence of a specific emotion
within the range/duration constraints. The emotion detected for must
be stated before the ability is used. (Usual emotions looked for are love,
fear, anger, etc.).

Intensify Emotion

Allows the empath to exaggerate an existing emotion until it be-
comes almost overwhelming in the target individual. When the duration
of the ability is reached, the effected emotion will return to normal,
but may continue to sway the individual (this is because the emotion
already existed, see ‘Create Emotion’ for further details).

Area Intensify
The same as Intensify Emotion, above, but all individuals within a
10’ radius of the empath are affected.

Create Emotion

1) It will create the desired emotional state in an individual who has
no strong emotional feelings at the time. 2) It will neutralize an existing
emotion, if the opposite is created (as ‘calm’ to remove fear, or ‘peace’
to neutralize ‘anger’).

There is a chance that a created emotion will continue to affect an
individual after the normal duration has expired. The victim must roll
an INT AST (INT x 4, or less, on d100) or the emotion will continue to
affect the individual for 1d6 weeks. Unless continuing reinforcement is
received, the individual will revert to his/her normal emotional state at
the end of this time.

Area Create
Identical to Create Emotion, above, but all individuals withina 10’
radius of the empath are affected.

Emotional Overload

This ability releases all the target's emotions and subconscious feel-
ings in one great flood. To escape this onslought, the mind ‘switches
off’, rendering the individual unconscious. There is also a chance that
the victim will go mad. The chance is found by subtracting the char-
acter’s INT AST score (INT x 4) from 100, and dividing the result by 2.
Unless the resulting number, or less, is rolled on d100, the character
will fall into a E:atatoni.c trance until cured.

Empathic Transfer

Permits the empath to cure him/herself by transferring the damage
to another character, The damage will be transferred in exactly the
form it was inflicted, so a broken bone in the empath will become a °
broken bone in the target. The target individual is allowed all normal
saving throws, but will suffer the full effects of the wound just as if he/
she was the one initially wounded.

Empathic Healing

Allows the empath to heal another character by accepting the dam-
age onto his/her own body. The empath will suffer from the damage as
if he/she were the one who was originally hurt. Due to the self-preserva-
tion instinct, the empath must make a WIL AST to accept a major
wound. There are few, if any, circumstances under which an empath
can be persuaded to accept a killing wound. If he/she does, a saving
throw of WIL or less on d100 is required to do so.




3C DESCRIPTIONS AND EXPLANATIONS OF MINOR DISCI-

PLINES

Time Shifter

The psionic may travel in time. The cost is 5 points per day traveled,
plus 5 points per hour stayed. The past is fixed, and may not be
changed. The future is not fixed, and the psionic must state which of
the infinite number of possibilities are being checked (ex. In exactly 3
minutes | will shoot that guard and wound him, What happens?), For
each day traveled and each hour stayed, the character will be dazed for
one round.

Pyrokenitic

Two abilities. 1. Create flame in any location within his/her line of
sight. A volume of fire equal to a sphere 3 feet in diameter may be
created, the shape is variable, Damage done by this fire is 3d6, duration
1 rnd. Cost-10 pts. 2. Create a small area of intense heat, 6" diameter,
doing 2d6. Cost, 5 pts./rnd. (Note: Flame has a chance of igniting flam-
mable objects/fluids),

Cryokenitic
Two abilities. 1. Create ice in any location within LoS. Three foot
.diameter area, shape variable, doing 3d6. It lasts until melted. 2. Create
small area of intense cold, 6" diameter, doing 2d6. Duration 1 rnd.,
cost 5 pts.

Directional Sense

The character will never become lost, and is able to retrace his/her
path even in the dark or while blindfolded. Duration is permanent. Cost
is % of the Psi's base PS| score, for life. This is subtracted from the
character’s initial PS| attribute score, and not worried about there after.
(Ex. Joe has a PSI score of 16. He rolls for his Psi ability, and gets Di-
rectional Sense, Joe's PSI| score is now 12, and he will never get lost).

Radar/Sonar

This is the ability to detect unseen opponents or see in the dark,
fog, or smoke. It operates in a 360° field around the Psionic and costs
5 pts per turn, In the attack mode, 1 point of Psi power expended = +1
to hit with a projectile weapon.

Forgotten

A person will completely forget this Psionic character after an
amount of time equal to the time spent with him/her, or after 8 hours
of sleep. Duration is permanent, and the cost is % of the Psionic’s base
.PSI score for life. (See Directional Sense, above, for an example of how
this cost is worked).

Ghost

Nearly identical to the Teleporter ability of ‘Out of Phase’, this
ability allows the psionic to become insubstantial, He/She can see and
hear normally, may pass through material objects and is not affected by
material objects, He/she may not affect material objects or speak, Cost
— 10 pts., duration, 1d10+2 turns, Range: Personal,

Astral Projection

Allows the character to shift his/her life energy to a point separate
from the body. This separation takes 1 round, during which time the
body slips into a deep trance state and a shimmering replica appears
within 3 feet of the body. This energy clone may move normally, see,
hear, and communicate telepathically with anyone within 10 feet, The
duplicate is composed entirely of energy, so physical barriers and at-
tacks have no effect, and it cannot attack physically. Psionic attacks,
or energy attacks will do normal damage, and the character may attack
psionicly through the projection. Any damage done to the projection
will affect the material body, and any damage done to the material
body will recall the clone, The cost is 15 points, duration is up to 1
strategic unit (1hr.).

Poltergeist
The character can cause poltergeist phenomena to occur anywhere

in his/her line of sight at a cost of 5 pts per use. Each use lasts 1d3+1
turns. The poltergeist has no control over which power is manifested,
nor how long it will last, All he/she can do is start the effect, and a ran-
dom roll will be used to determine which effect takes place. The follow-
ing table is provided for the referee’'s convenience. It contains most of
the major documented poltergeist effects. Roll 1d8, and check below
for result.

Knocking/Tapping on walls, furniture, etc.

Objects flying around (usually small)

Windows being broken

Glassware breaking (flying to the floor)

Stones falling from the air (do 1d3 if they hit anyone)

Lights and other electrical switches turned on (if they're off) and

off (if they're on)

7. Small fires starting (size of a candle flame), with a chance of igniting
flammables

8. Random gusts of wind (indoors); Dust devils (outdoors)

B T B

If the table gives a result that is impossible, use No. 2, roll again, or
whatever you want, If there are no windows left, perhaps No. 4 would
be appropriate. Note that while the Psionic may turn the effect on, he/
she cannot turn it off, the full time must elapse.

Mind Melder

Acts as a central channel through which other Psis may combine
abilities. Cost — 15 pts, duration — 1d6+1 turns, range — touch. Ex-
ample — A teleporter and a pyrokenitic could link through the Meider
to cause the pyro's fire to appear in a distant place, or two telepaths
could combine to double their range. This ability also allows one psi to
supply power points for a second psi's ability. 3

While melded, anything affecting the Melder will affect the two psis
he/she is in contact with (note that the Melder must be in physical con-
tact with both psis). The Melder’s mind will be dominant, so he/she can
use other psis’s abilities.

Color Distortion

A globe of shimmering colors surround the psionic, making him
harder to hit in combat (—25% defense). The cost is 5 points per 5 ft.
radius, range is variable, and duration is 1d3+1 turns, This ability can
also be used to change temporarily the color of objects within the area
of effect, :

Invisibility
The character can make him/her self invisible. This will give him/her
a —50% on defense. Cost is 10 points per turn, and range is personal.

Psi Blast

Translates psi power points directly into damage points, This may
be done one of two ways:

1. Local Blast — This will affect all creatures within 5’ of the
psionic. Damage — 1psi pt=1hp (from total hp). Duration is 1 round.

2. Distance Blast — This will affect all creatures within 5’ of a point
designated by the psionic. Cost is a base of 10 points, plus 1 pt per
point of damage inflicted. Range — LOS, Duration — 1 rnd,

Genius -

Will add 2d6 to the character’s INT score, not to exceed 25. It will
allow the psionic to add 1d10 to his/her initial number of skill points,
give a 10% bonus to all skill improvement rolls, and give the character
the ability to be a ‘lightning calculator’, as fast as a hand computer, The
cost is % of the initial PSI attribute score (subtracted at the start of the
game), and the duration is the lifetime of the character.

Weakness Understanding

The psionic instinctively knows exactly where and how to hit his/
her target (be it door, human, or whatever) to cause the most damage.
The cost is a base of 5 points, plus one point per point of extra damage
the psionic wishes to inflict, This bonus is in addition to the damage
normally done by whatever weapon/object the psionic is using. Dura-
tion is 1 round, range is LOS.




Psi Amplifier

‘The character has the ability to double one effect of another’s
psionic ability. This may be range, duration, amount of damage, or ef-
fect (amount of weight lifted, etc.). They may also maintain the ability
as it is, but halve the cost to the other psionic. This cannot be used to
increase the Psi Amp’'s own powers. Cost — 10 pts, duration — as per
the ability amplified, range — touch,

Null Psi

Two abilities: 1. The character may create an area in which psionic
activity cannot be detected, either by another psionic or by electronic
detection devices. Cost 5 pts per 10 square feet, range — variable, dura-
tion 1d3 turns. 2. The character may create an area where all psionic
abilities -(including the ones with a duration of ‘lifetime’) are negated,
Cost — 10 pts per 5 square feet, range — variable, duration is 1d3 turns.

3D PSIONIC POWER POINTS

To use or activate psionic abilities, the character has to expend
power points. The number of starting power points is found by doub-
ling the characters PS| attribute score. This is also referred to as the
individual’s base power rating.

As points are used, the amount is subtracted from the base power
rating. Points are regained after sleep and/or rest. After a normal 8
.‘wours uninterrupted sleep, the character’'s power points are entirely

restored. If a complete rest is not possible, the following table must be
consulted for the percentage of power points regained,

Hours of Rest or Sleep % of Psi Points Restored

ks than & . 0 oo 05 ol S e dae e ST O 0%
Bl e e N T e S A ey L AR e R 25%
By e e T s Ty g e e e . 50%
TG, s e A e e R e Bt A TR S S Fr R L 75%
[ R e SR T R T T s e oo e IR O i 100%

Note that fractions of an hour do not count. If a character sleeps for
7 hours 45 minutes, he/she only receives 75% of his/her psi points re-
stored. It is therefore strongly advised that the character stay in bed as
long as possible in order to regain as much power as he/she can.

A character’'s psionic power rating may be improved. As the char-
acter exercises his/her abilities, there is a chance of being able to in-
crease the base power rating. Whenever the character has used 250
power points in game situations, the player may have an improvement
roll. (Thus it is advised that the players keep a running total of Psi
Points used from game to game).

To find the chance of improving, subtract the present power rating
from 100, and then add the base PSI| attribute score. It is the resulting
number (or less) which must be rolled on d100 in order to improve the
power rating, If this roll is successful, the following chart is consulted.

.

oll 2d6 Power Gained
2 1
3 2
4 3
5-9 5
10 7
1 9
12 10

3E DESIGNING NEW PSIONIC ABILITIES

As mentioned at the beginning of this section, psionic abilities may
be expanded upon. This is accomplished by creating new uses for the
talent within the limitations of the discipline,

Only two general rules are offered to the referee whose players are
dreaming up new variations of their powers:

1. New abilities must remain within the scope of the general field
(thus a telepath would not be allowed to create a fire-based ability,
while a pyrokenitic would be permitted to do so).

2. New abilities should be consistent with existing abilities in terms
of cost, range, duration, effects, and limits,

The following is an example from the authors’' playtest campaign
which may help to illustrate how an ability may be designed and kept
within game balance.

After one of our games, one of the players whose character was a
Self-Aware, stated that his character would like to work on a new abil-
ity. This he called ‘Skill Trance’, and it was stated in the initial discus-
sion that this ability would allow the character to improve his skill rolls
by permitting him to ‘center’, through trance, on the operation being
performed. As this sounded like a logical extension of the general field
of ‘Self Awareness’, we sat down the next evening and worked out the
details.

First the basics . . .

Description: By entering into an active trance state (as in ‘Forced
March’), the character centers himself on a pre-stated task. By doing
this, the character will gain an improved chance of success on the skill
roll connected with the task.

Effects: For each power point spent, a +1 is added to the skill roll
(as in many of the abilities already described).

Limitations: The task must be announced before the ability is used.
While the character is attempting to accomplish the task, he will be un-
aware and unable to respond to any outside stimulation not immediate-
ly involved with the task (as in ‘Forced March’). As in several other ‘in-
trance’' abilities, if the character sustains damage, the trance will be
broken, .

Now to the details . . .

Cost: A base of 5 points to achieve the trance, plus one power point
per point added to the skill roll.

Duration: As many of the skill tasks require a fair amount of time,
it was decided that 1 strategic unit (1 hour), or until the task was com-
pleted (whichever came first) would be right. This longer-than-normal
duration is the reason for the base of 5 power points),

Range: Personal, as in all ‘Self-Aware’ abilities.

Saving Throw: None, as in most ‘Personal’ abilities.

And so, a finished new ability. Hopefully this example will be help-
ful to other referees.

3E.1 TIME NEEDED TO DESIGN A NEW ABILITY

It takes a psionic 30 + 3d10 days to experiment and learn to control
a new ability. From this base number is subtracted the average of PSI
and INT. The result is the amount of time the character must be out of
regular game play in order to research a new ability. The character may
continue his/her occupation and training, but will have no free time for
adventuring.

3E.2 CHANCE OF SUCCESS

The possibility of a character ‘discovering’ a new ability is an aver-
age of INT and PSI or less on d100. Success indicates that the character
has indeed discovered and mastered the new ability. Failure means that
the character must spend ‘more time attempting to make a break-
through,
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4 C(OMBAT

During the course of most good adventure games, characters will be
found in a combat situation at some time. The following rules are de-
signed to cover most combat situations, and will be presented in a step-
by-step and area-by-area format,

4A TIME AND ACTIONS

Combat is divided into rounds of ten (10) seconds each. Six rounds
equal one turn (one minute}, and 60 turns equal one strategic unit (one
hour),

During any given round, a character can perform several types of

tions, such as move, fire, speak, use psionics, and so forth, The char-
acter may combine any of these, such as fire on the move, use a skill
and speak, etc. Which actions may be combined in any given situation
are left up to the referee. It should be noted that certain actions within
a situation are mutually exclusive and should not be allowed. An ex-
ample of this type of combination of actions would be playing a mus-
ical instrument while attempting to move silently.

The other limiting factor on what actions can be taken within a
round is, of course, the ten-second time limit, As a general rule, a char-
acter will be able to fire one shotor use one psi ability within a round,
Certain actions will take more than one round to complete, such as
covering large areas of ground or reloading some of the heavier weap-
ons.

Actions such as these are handled by reminding the player about the
amount of time needed, and considering his/her character to be per-
forming that action for the specified number of rounds. Any action by
the character during that set number of rounds prevents the original
action from being completed. The exception to this is a ruling by the
referee that a second action can be combined with the first, such as fir-
ing during the time he is crossing ground (firing on the move) or giving
orders to the gun crew while reloading. The final decision on what ac-
tions may be attempted within a round is left solely to the referee and
the specific game situation.

uivalent Times Chart
ound -

1 turn
1 strategic unit

10 seconds
6 rounds/ 1 minute/ 60 seconds
60 turns/ 1 hour/ 360 rounds/ 60 minutes

4B INITIATIVE FACTOR

To discover the sequence of action within a round, initiative factors
are used. At the beginning of a round, each player and NPC will roll
1d6. The resulting number will be added to the character’s base initia-
tive factor. (For generation of initiative factor, see the section under
Attributes). The character with the highest combined total will act
first, followed by the next highest, and so on through the remaining
characters. In the event of a tie, the character with the highest base
initiative factor has the first action. If both base initiative factors are
equal, then the actions are considered to be simultaneous and either
character may act first, but no results are implemented until both char-
acters have acted.

Two exceptions to the above rule should be noted, First, a player is
not forced to act in this sequence, he/she may elect to ‘hold’ when his/
her turn to act comes. By holding, a character can choose to react later
in the round as the situation develops. A holding character will have
first action over characters with lower initiative factors. A character
who does choose to ‘hold’ will lose all action for the round if he/she has
not chosen to act by the end of the round.

The second exception is when a character has an obvious positional
advantage. That character should be allowed an AST to preempt a
faster character. Therefore, a character who is aiming a gun at the back
of another (faster) character should be given either an INT or AGL sav-
ing throw to fire before the second character can act. If this AST is

missed, action will take place in the normal sequence based on initiative
factors,

4C MOVEMENT
The amount of distance a character can cover within a given time
period can be found using the following chart.

MOVEMENT CHART
Type of Movement Round

(10 sec)

Turn
(1 min.)

Strategic
Unit (1hr)

Trot 90ft. 528ft. 6 mph
with observation 60ft. 352ft, 4 mph
with fire 30ft L i

225ft, 1320ft.+

* As most weapons will need reloading during this long a period of
continuous fire, this action should be plotted in rounds. The other op-
tion is to allow the character snap shots while moving.

** For a number of turns equal to END.

*** No other action allowed.

+ For a number of turns equal to ¥% END.

——— Not allowed,

4D COMBAT RESOLUTION

After deciding order of action and defining movement, the next step
is to resolve combat. There are three basic styles of combat; unarmed,
hand-to-hand with weapons, and projectile. Although similar, the steps
taken to resolve each form will be treated separately. The format used
is an extended sentence outline that should be easy to reference for the
referee during the course of play. Charts used for each particular form
can be found immediately following the outline.

At the beginning of the round, the referee will begin working down
through the initiative factors. As he/she comes to each player, that
player should indicate which (if any) of the styles of combat his/her
character is using. After reviewing the situation, and making sure the
attack form is usable (it's hard to use unarmed combat when the op-
ponent is 80ft. away), the referee should run through the attack pro-
cedure for the specified form and apply any effects of the action,

This series of events can be interrupted in two manners, First, a
character who desired to hold earlier in the round, and second, a char-
acter with an obvious advantage who attempts to interceed by the use
of an attribute saving throw and thereby exploit his/her advantage. (See
the section on initiative factors). Except for the above two instances, a
smooth flow of play should be achieved by going to each player in turn,
based upon initiative factor, and following through the entire attack
procedure for the style chosen by that player.

4D.1 UNARMED ATTACKS

Whenever a character attempts an unarmed attack, he/she has the
choice of two basic styles, the throw or the strike. The style should be
announced at the beginning of the player's action. Based upon this
choice, one of the following procedures will be used.



A. Determine the attacker's chance to hit,

. 1. Add attacker’s skill level to any attribute bonuses that are
applicable.

2. Subtract the defender’s personal defense score, and one of
the following:
a. Untrained target — AGL score.
b. Trained target — % unarmed combat score.
Note: Personal armor does not count as a defense against
this attack form,

3. Apply any situational modifiers applicable.

4. The result is the attacker’s chance of success on d100.

B. Roll the attacker’s chance of success (or less) on d100.

1. A roll of 5% or less of the attacker’s skill level is always a
hit, regardless of modifications.

2. A roll of 96 to 100 is always a miss, regardless of modif-
ications,

3. A roll of 100 always represents a fumble by the attacker,
which will leave him/her off balance and unable to act in
the next round,

C. If a hit is scored:

1. Hit locations do not apply to this attack form. Instead,
the target is considered thrown to the ground.

2. One point of damage due to impact with the ground is
subtracted from the hit point total of the individual hit.

3. The target may perform only one of two actions in the

. next round; stand up, or fight from the ground.

4. The target must make and END saving throw (ENDx4) or
be stunned for 1d4 rounds.

5, A person trained in unarmed attack who makes the above

saving throw has to roll % of his/her skill level to regain
his/her feet in the same round he was hit.

Throws/Pins:

After a target has been thrown, the character may wish to continue
the attack by attempting to pin or immobilize his/her target. This op-
tion may be attempted on any prone target, and the target must be
prone to attempt it.

A. Determine the attacker’s chance to hit.

1. Add the attacker's skill level to appropriate attribute bon-
uses,

2. Subtract the opponent’s defense score and one of the fol-
lowing:
a. Untrained target — AGL score.
b, Trained target — % unarmed attack skill level,
Note that armor does not count towards defense.

3. Apply situational modifiers.

4, The result is the attacker’s chance of success on d100.

B. Roll attacker's chance of success (or less) on d100.
1. 5% or less of attacker’s skill level always hits.
2. Aroll of 96 to 100 always misses.
3. A roll of 100 indicates a fumble by the attacker, which
will leave him/her unable to act in the next round.
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C. If a hit is scored:

1. Hit locations do not apply.

2. The target is considered immobilized until the hold is
broken, unless the following save is made.

a. Untrained target — AGL x 1 on d100.
b. Trained target — % unarmed attack skill level or the
above AST, whichever is most favorable. Note that only
one of the two saves may be attempted.

3. The target takes one point of damage to his/her total hit
points. The damage occurs in the first round only, not in
subsequent rounds.

4. The target may continue to attempt to break the hold in
subsequent rounds by making the following saving throw:
a. Untrained target — STR x 2 on d100.

b. Trained target — ! unarmed attack skill level, or the
above, whichever is most favorable. (See note above).

Throws/Chokes:

The third attack form allowed under the throw option is the choke
hold. To obtain a choke hold, the attacking character must first score a
hit using the pin option. A character using the pin procedure to obtain
a choke hold may apply the procedure to targets in any position, ignor-
ing the restriction on prone targets. Choke hold procedures apply in the
second round of combat and continue from that point.

A. Determine if a hit is scored.
Using procedure outlined under Pins, ignoring restriction to
prone targets.

B. If hold is maintained:
For each round the hold is maintained, the target must make
an END x 2 saving throw, or be rendered unconscious for
2d6 turns.,

C. To break the choke hold:
Each round that a character is conscious, he/she is allowed a
saving throw to break the hold.
1. Untrained target — STR x 1 on d100.
2. Trained target — % unarmed combat skill level on d100,
or the above, whichever is most favorable,

Strikes:
The second major unarmed attack style is strikes, When a character
decides to use this option, the following sequence of events is initiated:

A. Determine the attacker’s chance to hit,

1. Add the attacker’s skill level to any appropriate attribute
modifier(s),

2. Subtract from this the target’s personal defense, half of
any armor bonus, and one of the following:
a. Untrained target — AGL score,
b. Trained target — % of unarmed combat score.

3. Apply any situational modifications necessary.

4. Result is attackers chance to hit on d100.

B. Roll attacker’s chance of success (or less) on d100.
1. 5% or less of the attacker’s skill level always hits, regard-
less of modifications.
2. Aroll of 96 to 100 is always a miss.
3. A roll of 100 indicates the attacker fumbles, and will lose
all actions in the next round.

C. If a hit is scored:

1. Unless an airped attack was used, roll on the hit location
chart to determine area hit.

2. An attacker skilled in unarmed combat will inflict 1d6 +
any bonuses in damage to the target.

3. In addition to the above damage, one of the following will
be applicable.

Area Hit: Head/chest/abdomen — AST (END x 4) or stunned

for 1d3 rounds.

Arm/leg — AST (END x 4) or area disabled for 1d3 rounds,

Disability is temporary.

4. Half damage from armor protection applies only to direct
damage, not to stunning damage.

5. Regardless of modifications, any hit will score a minimum
of one point of damage.



4D.2 HAND-TO-HAND WITH WEAPON
Whenever a character decides to attack with a hand-to-hand weapon,
the following sequence of events occur:

A. Determine the attacker’s chance to hit,

1. Add attacker’s skill with the weapon, physical bonuses,
and any equipment bonuses.
Subtract from this the target’s personal defense and de--
fense from protective armor,
3. Modify the results by any situational modifiers,
4. Result is the attacker’s chance to hit, on d100.
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B. Roll attacker’s chance to hit (or less) on.d100.

1. Regardiess of modification, a roll of 5% or less of the at-
tacker’s skill level will always hit,

2. Regardless of modifications, a roll of 96 to 100 will al-
ways miss,

3. A roll of 100 always indicates that the attacker has fum-
bled, and will lose all actions for the next round while he/
she tries to regain balance.

C. If a hit is scored:

1. Determine hit location by rolling on hit location chart.
This does not apply to aimed shots which always hit the
targeted area when a hit is made.
Roll damage for the weapon, computing any applicable
modification(s), such as attribute bonuses for the at-
tacker, or half damage due to protective armor for the
defender.
3. Apply damage to hit location and determine effect of

ddmage to hit location.
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4, Apply damage to total hit points of target and determine
effect to the individual.
5. Regardless of modifications, any hit will always score

a minimum of one point of damage.

4D.3 PROJECTILE WEAPON
Whenever a character decides to attack with a projectile weapon,
the following sequence of events is initiated.

A, Determine the attacker’s chance to hit.

1. Add attacker’s skill in the attack form, his/her physical
and equipment modifications (if any).

2 Subtract from this the target's defense from attributes
and equipment (such as armor).

3. Modify the result by any situational modifiers.

4. Result is the attacker’s chance on d100 to hit,

B. Roll the attacker's chance to hit (or less) on d100.

1. Regardiess of modification, a roll of 5% of the attacker's
skill level or less will always hit.

2. A roll of 96 to 100 will always miss, a higher chance to
hit notwithstanding.

3. A roll of 100 when using a mechanical weapon will re-
present a malfunction of the weapon (jammed gun,
broken bowstring, etc.) which will take 1d6 rounds to
correct. If the attacker is not using a mechanical weapon
(such as a thrown dagger or rock) a roll of 100 represents
a fumble which will take the next round to recover from,
as in the above attack forms.

C. If the attacker hits:

1. Determine hit location by rolling on the hit location

chart. (This does not apply to an aimed shot which will

hit the targeted area, if a hit is rolled).

Roll damage for the attack form, adding in all modifi=

cations applicable, including 2 damage due to armor, etc.

3. Apply damage to the hit location and determine the ef-
fect of damage to that location.

4. Apply damage to hit point total of target and apply ef-
fects resulting from the damage.
5. Regardless of any modification, any hit will score a mini-

mum of one point of damage.

4D.4 UNTRAINED ATTACKS

Whenever a character attempts to employ either a weapon or an
attack form in which he/she does not have a skill level, that character
is attempting an untrained attack. These attacks use the same pdb-
cedures as trained attacks discussed in the preceding sections, but the
following modifications are made, generally in the areas of determining
chance of success and damage.
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Unarmed Attacks/Throws

The attacker’s skill level is figured as the average of STR and END
times two ([(STR + END)/2] x 2 = number to roll on d100 for suc-
cess).

Unarmed Attacks/Pins

The attbcker’s skill level is figured as the average of STR and AGL,
times two ([(STR + AGL)/2] x 2 = the number to roll on d100 for suc-
Ccess.

Unarmed Attacks/Chokes
The attacker’s skill level is figured as the average of STR and DEX
times two. [(STR + DEX)/2] x 2 = base chance of success on d100.

Unarmed Attacks/Strikes h

1. The attacker's skill level is figured as the average of STR and
AGL, times two. [ (STR + AGL)/2] x2 = base chance of success on
d100.

2. Damage is 1d3 plus any applicable damage bonuses.

3. Stunning damage is for one (1) round only.

Hand-to-Hand with Weapon
The attacker’s skill level is figured as the average of STR and AGL
times two. ( [STR + AGL] /2) x2 = base chance of success on d100.

Projectile Weapons

The attacker’s skill level is found in one of two ways, depending
upon the situation, The first is based on the character’s having a skill in
a similar weapon. If the referee rules that the weapon the character is
attempting to use is similar to a weapon that the character has skill
with, then the character may use the weapon in question at % his/her
skill level in the primary weapon,

The secand method is used when the character attempts to use a
totally unfamilliar weapon. In this case, the average of DEX and INT
times two is used in place of the skill level, { [DEX + INT) /2) x2 = base
chance of success on d100). :

It should be noted that the figures used in the foregoing are not skill
levels. They may not be improved by training, nor do they have any of
the benefits of a skill level. A skill level may be gained only through
training. (See the section on skills),

4D.5 GRENADES AND SIMILAR WEAPONS

Whenever a character wishes to use a grenade or similar weapon
(such as a Molotov cocktail), his/her base chance of success is found by
multiplying the average of Agility and Dexterity by four. The resulting
number or less must be rolled on d100 to achieve success, [AGL +
DEX] /2 x4 = base no. to hit. This is not modified by either the per-
sonal or armor defense of the target, as these weapons are area effect
devices. Situational modifiers do apply, however.

The range such a missile can be hurled is a base of 50 feet, plus 1
foot for each point of strength over 10.

Damage from a grenade or similar weapon is found somewhat dif-
ferently from other weapons, The hit locations table for area effect
weapons is used instead of the normal hit location table. The blast
radius of most of these weapons is ten feet from the point of impact.
All characters in the blast area should be rolled for, in regard to hit
location,

If a miss occurs, the following table should be consulted to deter-
mine the location the weapon landed, with respect to the intended tar-
get, =
Roll 1d8 Direction of grenade
Short, in front of target
Short, to right of target
To the right of target
Long, to right of target
Long, to rear of target
Long, to left of target
To the left of target
Short, to left of target

DN AWN =
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Now that the direction from the target has been determined find the

.Jistance from the target that the weapon landed. To do this, roll 1d20

and add 10. The result is read in feet, and will be from 11 to 30 feet
away from the intended target.

4E EFFECTS OF DAMAGE

4E.1 WOUNDS AND HIT POINTS

During the course of combat, whenever a hit is scored on a char-
acter, that character is considered to have suffered a wound. Wounds
are defined as any damage for which a number is generated (usually by
rolling dice). Although wounds are divided into two types (major and
minor wounds), three general rules apply to both kinds,

1. Damage from wounds is subtracted immediately from both area
and total hit points,

2. Damage from wounds is cumulative.

3. Whenever damage to a specific area exceeds the total number of
hit points of that area, only the maximum for the area is subtracted
from the total hit points. (i.e. if a character is struck in the arm for ten
points of damage, and the arm is rated at 8 points, only 8 points will be
subtracted from the hit point total, and the area hit points for the arm
are reduced to zero).

4E.2 MAJOR WOUNDS

Whenever a character sustains any wound or collection of wounds
qualing or exceeding the total hit points for a specific area, a major
.found has been inflicted. Major wounds have effects above and beyond
just the loss of hit points, First, at any time a major wound is inflicted,
the stricken character has to roll his shock resistance percentage or less
on d100, or fall unconscious for 3d20 rounds. Second, the area struck
has received a massive amount of damage. Consult the following chart

for the specific effects of this damage.
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All movement, defense, and ‘to hit’ scores are halved

1! aled,

Leg is disabled and cannot be used until all hit point
damage is healed, Movement is halved until area total-
ly healed.

*Movement effects are cumulative, If the character manages to sur-
vive major wounds to both legs without becoming unconscious, his
movement rate is quartered. This means that he/she is pulling him/her-
self along on hands and arms.

If a character should suffer further wounds to an area which has al-
ready been disabled by a major wound, two effects take place. First, all
damage inflicted to the area is subtracted from the total hit points. Sec-
ond, due to the amount of damage, certain specific effects will occur,
consult the following chart for these effects.

Area Hit Damage Over

Area Total

Damage Under
Area Tota

Out for 3d20 turns, roll

Qut for 3d20 turns, roll
i % shock resistan d

shock tance or die.

Out for 3d10 turns, roll
% shock resistance or lose
limb

Out for 3d10 turns, roll
shock resistance or lose
lim

Note: Based upon referee world design, replacement limbs and
organs may be available either as mechanical devices or grafts. Also
dependent upon referee design, a ‘dead’ character may be restored to
play through medical means. 'Dead’ characters can be restored by a
healer {(major psionic discipline) within certain limitations.

4E.3 WOUNDS AND TOTAL HIT POINTS

Damage, in lost hit points from wounds, is also subtracted from the
total hit points of the character. The effects of wounds on total hit
points is somewhat different than the effects of wounds of specific
areas, as total hit points refiect the well-being of the entire individual.

If the total hit points are reduced to % of their whole value, without
the character suffering a major wound, the character will suffer the fol-
lowing effects:

1. Movement reduced to % of normal.

2. Personal defense reduced to % of normal.

3. Ability to hit in combat reduced to % of skill level,

4. Damage from physical attacks reduced to % of normal.

It should be noted that these effects are not cumulative with the ef-
fects of major wounds to the chest or abdomen. They are added to the
effects of major wounds to arms or legs.

If the total hit points are reduced to zero or less, the character is
considered to be mortally wounded and slowly dying. The character is
unconscious, and his/her END rating is the number of rounds that the
individual can survive without medical attention. Treatment may be at-
tempted at any time before the endurance limit is reached. If treatment
is not begun in time, or is unsuccessful, the character is considered to
have bled to death. :

A character reduced to zero hit points or below will continue to lose
one point per round until either he/she dies or receives medical atten-
tion.

4F WEAPONS TABLES

4F.1 HAND-TO-HAND WEAPONS
Damage Rating

1d4+1

1d8+1

Blakack : 2d3-1

Cane ‘

1d3, and make shock resistance
roll, or unconscious.

' Electro-ton (}" :

*All weapons are civilian-available, except the Electro-Baton, which
is restricted to law enforcement personnel.

Antique weapons such as maces, battle axes, spears, etc, at the
referee’s option.



4F.2 CIVILIAN-AVAILABLE WEAPONS
Antique Weapons
Man Powered

Nam

Wrist Rocket
Self Bow

Y - i
Thrown Rock
Thrown Knife

2d3-2 1 1
1d4 1 1

'5/10/25/50/75
5/10/15/20/25

*Ranges are given in five increments; point blank, short, medium,
long, and extreme. See Situational Modifier table for how to apply
ranges.

Reload
_ Tie

No. of
Shots

Black Powder Weapons
Name

Ranges (Yards)  Damage

2d4—1 2 6
1d6—1 2 1

5/25/35/50/75
10/50/75/100/1

..45 Revolver
-75 Musket

aWeapon may be either single or doubte-barrel variety. Double bar-
has.two shots available before reloading,

bThis is the classic ‘pirate pistol’.

€This weapon is a double-barrel weapon,

Shotguns
Reload

Time

No. of

Weapon Type Shots

Ranges (Yards)

Damage

C 50175
10/50/75/100/150
10/25/50/75/100

2d6+1
2d6+1

Pistols

No. of

Name Ranges (Yards)  Shots Damage

“2d4
2d4

10/clip 1
10/clip 1

5/25/50/75/100
5/15/25/50/75

.32 Auto Pistol
gnm Auto Pistol

.45 Revolver

45 Auto Pistol 5/15/35/60/75
‘44 Mag, Revolver  5/25/50/75/125 ;

.44 Auto Mag. 5/25/50/75/125 10/clip 1 2d4+2
Rifles

Reload
Name Ranges (Yards)

10/100/200/300/400

.30 Carbine

.30 HP Rifle 10/100/300/500/800 10/clip 1 2d6+1
2d6+1

30 HP Carbine 10/100/200/350/500 1Ullip 1

10/clip
10/clip 1
10/clip

10/100/300/500/80
10/100/200/300/500
10/100/300/500/800

0O

Smm HP Rifle
5mm HP Carbine
7mm HP Rifle

4F.3 POLICE WEAPONS

Pistols

No. of
Shots

Reload

nma Ranges Yardsl _ Time Damage

44 AutoMag  5/25/50/75/125  10/clip 1 2d4+2

75/100/150 20/clip

aSemi-Automatic

bonly three ranges are given for this weapon, due to it's special
design. For more information, see the description of Unusual Weapons,
following the weapons charts.

Shotgun

.12 Pellet 10/25/50/75/100 5/clip 1 2d6—1

Rifles
10
2mm Needle Rif

00

00/1200/1500 40/cli

25/400/8

Tangle Rifle g 230/75[100 1 shot 1 tangle
Notes: The first three rifles are generally used by the SWAT teams,

while the Tangler is a riot-control weapon.

Special Weapons

Singl Shot Grenade 30/100/200/300/400 1 shot Tear Gas

Launcher 40mm

4F.4 OUTLAWED OR RESTRICTED WEAPONS

All weapons appearing on any list aside from civilian-available are
considered restricted and can be obtained only by government licensed
gun dealers and collectors. A small number of military, police, and out-
lawed weapons would be available to criminal and other underground
elements. On the following table, a '*' indicates that the ownership is
restricted to collectors/dealers, and a ‘+’ indicates an illegal weapon, be-
cause of concealability or for other reasons.

Outlawed or Restricted Weapons
No. of
Shots

Name Range (Yards)

Damga

50/drum 2d6
5/clip 2d4

10/50/100/125/150
5/15/25/50/75

*.45 Thompson SMG
+5mm Plastic Frame

2d3, & roll
shock resist.
By type-Civilian table,

1 sht

1/2/3/4/5

+5mm Shock Dart

+Sawed-off Shotgun  5/15/25/35/50

4F.5 CLASS |l MILITARY WEAPONS
Pistols
No. of

Name Shots

Ranges (Y ards) : Dama

10/clip _2d4+2

2d6+1

*(FA) — Fully-Automatic action with selector switch.

Shotguns




Satchel Charge

All weapons on this page have a reload time of one round.

4F.6 CLASS | MILITARY WEAPONS

Pistols

No. of Reload
Name Ranges (Yards)  Shots Time Damage
Tmem HP 0/25/75/100/175 716

2mm Need 10/clip 1

0 L e
"’mm Needler SMG

*Fully-Automatic Weapon with selector switch,

Shotgun
No. of
Shots

Reload
Time

Damage

No. of Reload

Shots Time Damage .

4F.7 CLASS | SPECIAL FORCES WEAPONS
Class | Special Forces use the many of the same weapons as the
Class | Military (above), with the following additions:

nges (Yards)

20mm MagJet MG Tripod 50/300/800/1700/3600 50/belt 2

No. of
Shots

Reload
Time

2d8+5

4F .8 DESCRIPTIONS OF SPECIAL WEAPONS

20mm MagJet Weapons

MagJet is an abbreviation for Magnetic Field Assisted Gyro-Jet
weapons, A strong magnetic field is used initially to accelerate the pro-
jectile. This projectile is a gyro-jet (gyroscopically-stabilized, jet propel-
led) type of ammunition which fires after leaving the barrel of the
weapon.

While this results in a slow rate of fire, it does produce-an extremely
accurate round which retains a greater penetrating power over a langer
range, A power pack is needed to maintain the magnetic field. These
power packs last for 100 shots before losing their charge, and may be
‘echarged as any other battery.

2mm Needler Weapons .

These weapons fire a multiple projectile round. Seven individual
gyro-jet mini rounds are mounted on a fairly standard initial round. The
initial round detonates in the chamber of the weapon, propelling the
mini-rounds down individual clustered barrels. After leaving the barrels,
these mini-rounds, being gyro-jet, fire; thus giving more power to the
shells. This provides a normal rate of fire, with very high accuracy. Due
to the size of the shells, the ranges are not as great as other weapons,
but have excellent anti-personnel impact due to the clustered multi-pro-
jectile,

4F.9 OUTLAWED WEAPONS

2mm Mini-Needler

This is a small derringer-type pistol which fires 1 round of 2mm
needler (cluster) ammunition. Its high concealability and devastating
fire power resulted in its being outlawed.

5mm and 7mm Plastic-Body Pistols

These weapons are similar to their normal counterparts, except they
are constructed from high-impact plastic which is undetectable by most
security systems, Due to the fragility of the plastic body, they are only
good for one clip (5 shots) before the body either cracks or melts. This
ease of concealment and the ‘fire and forget’ nature of the weapon led
to its being banned.

4F.10 TANGLE WEAPONS

These weapons fire a specially-designed plastic pellet, Upon contact
with air, this pellet expands to form a strong webbing which will cover
‘an area of five feet by five feet and is extremely sticky, To determine
what areas are hit by tangle webs, roll on the following table (note that
if an aimed shot is attempted, the area aimed for will be hit if a hit is
scared). Roll one twelve-sided die and read the result below:

12 Special — Roll 1d4
1 Head, blinded
2 Head, choking, WIL AST needed to avoid unconsciousness.

3 Hand, jamming weapon. 1d6 rounds required to clear
4 Roll 2 locations, ignore roll of 12

When first hit by a tangle web, the character is allowed a saving
throw. To find what is needed to break free, average the character’s
STR and AGL. This number or less is to be rolled if the character
wishes to break free. On subsequent rounds the character is allowed a
saving throw of % of the above figure on d100. ;

Tangle webs become extremely brittle after 10+1d10 turns of ex-
posure to air, and will fall apart on their own at that time, There is
rumared to be a solvent to dissolve tangle webbing, but no one has ever
seen it in use,

4G EQUIPMENT AND ACCESSORIES

Sights
Telescopic: Adds a +10 to hit when gun is braced.
Electronic: Adds a +15 to hit when gun is braced.
Laser: Adds a +20 to hit when gun is braced.



Folding Stocks
Shortens gun length, Penalty of —10 to hit when folded.

Pistol Stock

Allows pistol to be fired from shoulder, +10 to hit when used.
Shotgun Light -
+10 to hit when used, does not work in bright light.

Communications Units
Short range: 2 mile limit.
Medium range: 5 mile limit,
Long range: 10 mile limit.

Infrared Goggles (IR) : ;
Allows viewer to see heat patterns. Does not work in bright light.

Gas Masks
Stops the effects of tear gas and similar substances.

Leather Jacket
—10 on defense, 20% chance of only taking 2 damage from a hit in
the areas covered.

29

Motorcycle Helmet
—5 on defense, 20% chance of % damage to area.

Lexan Shield
Police Use. —20 defense, 30% chance of % damage to area.

Ballistic Cloth Suits
Police type: —20 defense, 20% chance % damage to area.
Improved: Psi Police —30 defense, 25% chance % damage.
Military Field Uniform: —20 defense, 30% chance of % damage.
Special Forces Uniform: Improved — —25 defense, 35% % damage.
May be sealed against environment with Spec. Force. Helmet
(below).

Helmets
Military: —5 defense, 25% chance % damage.
Special Forces: —10 defense, 35% chance % damage to area.

Flak Jacket
Military use. —15 defense, 30% chance of % damage.

Lexan Mesh Armor
Covers chest, abdomen, upper arms, and thighs, —25 defense, 35%
chance of only taking % damage in areas covered.

4H COMBAT TABLES

4H.1 SITUATIONAL MODIFIERS
tt ke

Tarrr d

Target in Cover

Hard Target will not sustain damage if
: hit location blocked by hard

cover,

Range Modifications

POIREBIANK. s v i i e e e e e +20
BOBELes e s e R e .. H0
T T e S R e s R el Bt s S ]
B e LR S S S e R Sl A S A -10
BT T i e S S e = -20

76-00 Front

4H.2 HIT LOCATIONS
R

Area

4H.3 HIT LOCATIONS — AREA EFFECT WEAPONS
Specific % of Total Damage
Location Applied to Area

D100* Areas Hit

10% Totax.1.rut>l
" otaix A oud n

% (Total x .3, round up)

Abdomen 2096 (Total %2, raund up)

Chest (Back) 3096 (Total x .3, round up)

Both Arms 5% Each (Total x .05, round up)

10% (Total x .1, round up)

: omen 30% (Total x .3, round up)

" Both Legs 5% Each (Total x .05, round up)

*If figures or counters are used, the areas hit will be obvious due to
the position on the map board, and this column will not be necessary.

4H.4 AUTOMATIC WEAPONS FIRE
Length + To Damage & No. of Shells Fired*

of Burst + To Hit Hand Held Tri- or Bi-pod Mounted

Medium

Single

* The indicated number of dice are rolled. This will give both the
number of shots fired and the number of points additional damage in-
flicted if a hit is scored.

** Impossible for Automatic Shotgun.



5 THE WORLD

5A BACKGROUND

5A.1 Time and Setting

It must be remembered that Psi World takes place in our own
world, the Earth, in the not too distant future. It is quite probable
that the genetic changes leading to the development of psionic powers
are already in effect and growing year by year.

The establishment of a date for the campaign is left to the Game-
master. This should be some time in the next ten to fifty years. The
world is still basically the world we all know well, with some easily
predictable changes included, depending upon how far in the future
the game is set. #

The major impact of these changes will be reflected in the some-

at more advanced technology (already built into the rules) and
the nature of government. The changes in government will be de-
termined by which of the two basic styles of campaigns is chosen by
the GM; either the repressive government attempting to destroy the
psionics or the legitimate government on the defensive that is des-
perately attempting to deal with the challenge posed by the psionic
threat to democratic rule,

The final area most effected by these changes will be in the locale
in which the adventure or campaign is set. The most effective way to
play or gamemaster Psi World is to have a campaign set in one's own
geographic area or in one’'s own home town. The changes that have
had impact on the country and the world will also have similar impact
on every city, town, and village. Government, police, technology,
and even the presence of Psionically gifted individuals will all be dif-
ferent from today, but only in the ways determined by the nature
of your campaign.

As characters should be familiar with their own home regions,
this system allows players to adequately know their character’s own
homes without constantly having to refer to the gamemaster to ask
questions that the character would logically know from simply living
in the area,

The task of preparing a ‘world’ is also made easier for the Game-
master in that he/she already knows the geographic layout, the true
locations of major businesses and residential districts, and even the

d and transportation networks available to the players and their

C opponents. Most major roads will continue to be major roads,
public transportation will continue to operate (and some such systems
that are being planned now may well be fully operational, at the
GM'’s discretion).

Built up urban areas will probably change less than more rural
or suburban areas over any span of time, Cities may add taller struc-
tures in locations where smaller buildings once stood, but little else
really changes. Suburban areas may find entire new developments
of both homes and industrial parks to cause changes to traffic flow,
population, and lifestyle, Yet, these changes can be kept to a minimum
and the planning of a world for the game can be simply accomplished
by making minor alterations to a local street map.

In many areas of the US there are conveniently scaled local street
maps in local telephone directories. Similar maps are easily obtained
in any good stationery store as part of county or regional road maps.
Total familiarity with the area allows the Gamemaster to fill in actual
buildings, shopping malls, police precincts, courthouses, etc. Players
will also know where these various structures are located and need
only be updated on the changes to the neighborhood that have been
mandated by the GM. Such changes can be sketched onto the map.

5A.2 Prices and Cost of Living

In most cases prices are set at levels approximately the same as
those we find today. Though inflationary trends persist in the modern
warld, it is easiest in game terms to simply apply current prices and

costs so as to make establishing new prices easier for the Gamemaster.
All characters should have jobs or professions with which they earn
their daily bread. In the case of police characters in a world with a
true ‘threat of psionic domination’ these characters will be paid their
normal salaries as government employees, police officers, FBI agents,
etc.

Even psionic characters will have ‘cover’ identities and jobs in a
world where their very existance is threatened. They will not pub-
lically advertise their powers and will have daily work to earn a living,
though they might secretly meet with other psionically gifted char-
acters in an attempt to keep up with the latest developments and
threats to their survival., Such groups would be organized like under-
ground revolutionary ’‘cells’ and would assist each other to escape
and find new identities whenever the psionic abilities of a member
were discovered by the authorities. They would also be expected to
help other psionic characters (NPCs) in time of need.

In each case, the salaries earned by a character will determine
that character’s financial ability to purchase things, travel, or sim-
ply survive. Earnings from any given job or profession can be roughly
estimated by simply checking the Help Wanted section of any decent
sized newspaper. It can be assumed that characters have been able
to save up to 10% of their annual earnings from past years in a savings
account.

All characters should have jobs or professions that logically fit
some of their skills and abilities. These should be chosen by the players
and approved by the gamemaster as possible,

This all establishes the capital available to the player characters
and their basic income during times when they are actively pursuing
their careers. Such income will not continue for characters who are
no longer working in their professions and are ‘on the run.’

Similarly, the prices of most items, housing, and transportation
should be kept in line with current costs. Such prices can be deter-
mined by referring to newspaper ads or simply checking prices in
local stores and catalogues. Prices might be set somewhat higher or
lower than current prices for certain categories of goods or services
to reflect government attitudes, as the Gamemaster determines for
his/her specific campaign. Obviously, repressive governments would
institute laws to make legal purchasing of firearms impossible and
cause prices to rise since only the ‘black market’ would have such
weapons available for sale. Similarly, transportation costs could go
up if a government wished to inhibit the ability of average citizens
to travel outside of their own local areas.

5B SAMPLE PRICES FOR GOODS & SERVICES

The following section includes lists of goods and services with
guidelines for costs in the game. Note that all prices are listed in US
dollars and that all prices are roughly those one would expect to
find for those items in the current day. Campaigns in areas outside :
of the US should convert these prices to local currencies and ap-
proximately current costs for these same goods and services today or
do this by use of current rates of exchange (again, easily found in
major newspapers),

Housing:

Single Bedroom Apartment . . . .. ....... $450.00/month and up
Average Home, new (3 bedrooms) . . . ... ...... $80,000 and up*
Motel Raom, singlesi o0 o e e R i e $25.00/night
Metal Hoonr=toubie® a0 o e sipane Ui e SR $35.00/night

* Depending upon location, etc.



STANDARDS FOR COMPARISON

SRHper BUNCES - e Al & i, et $500.00
BIRG DO DURNE” .- . L i S e s N s 50.00
Minimiioawage, nets= . Coa S S e e $4 50/hour
Food:

Factiond DSl Der person . oo G B . i e $5.00
Average restaurant meal, per person . . . . . . . ... e . $10-15.00
Expensive restaurant meal, perperson . . . . . . ... ... . $50-100.00
b.argeiPizzn with sverithing A cfiassrs ol T s e $12.00
Pitehar Ol BEaD v b wiaes i e S e S SR T S $4.00
ERatmr e o, e e e e $10.00
(oo o e M2 7 o e R e T $1.50
CandVe B e e e e s e $ .50

Electronic Equipment:
Home Computer (64KE - 0 - ir e s o i iy
Ealor T alSmS BN e s A

$300.00 and up
$300-800.00

Hand-held Computer (16K)
Professional 35mm Camera Qutfit (complete). . . . . .

Clothing:
BntsSlaeks - o e e e i s $30.00
LT Y D T R el T S e T G e S R e e S $15.00
%amen's Blooses andiSKIrts - v o= S0 R o $30.00 each
OMENSELINesses =k iad S ol s e T S T e $50.00
BIORE . nn e R R e R S R S $40.00
Hand-to-Hand Weapons:
Game S e T e S e e L e $30-60.00
Biath Knuckiosnis it s e o et o R $20.00
I SO e s e T e 5 i e i, $35.00
SaardciMadenn e il e s R T e e $200.00
Sword Cane:(Mederhl 5y amers S e oo s R iR $225.00
Bighing N e e e R $50-150.00
Human Powered Projectile Weapons:
WhsT Rocket BHNOshot) S 0 S0 1 i e o e aia s $15.00
Stingtoaid’s). =re o ol e e L $5-10.00*
G R R R SR R e e e $25.00*
CampotintiBow 7 0 a e e e R N et $200.00
DRSS BaWEES e S SR SR $175.00
Aeroas = Brpadiesel b T i Tl S e e $4.00 each
R R T i D e e PRI T o e s $2.00 each
T o e e s ol D $3.00 each

SRR OWing nife i e e $25-50.00

* Costs are for materials only, each weapon will have to be indi-
vidually constructed, Double or triple these costs for a finished
product.

ntique Firearms:

As antique firearms are difficult to find, prices will vary due to con-
dition, collectability, and style. Players characters seeking one of these
weapons are encouraged to consult with the gamemaster for prices,
The gamemaster will have final judgement on whether a particular
piece is available and what the price is, based on his/her world design.

Civilian Available Weapons:

Small Caliber Handgun (.22-32) . . . . ... ......... $75-150.00
Large Caliber Handgun (.38/9mm+) . ., .. . ... ... .. $100-200.00
Small Caliber Rifle (.22/5mm-30) . . ... ......... $125-175.00
Large Caliber Rifle (30HP/7mm+) ., .. . ... ... .... $150-250.00
Shor GunsiSrolndichipl. ot Gl T v e B, $125-225.00

Notes on the Black Market:

The gamemaster must decide if the character has made a successful
black market contact, Remember, there is a chance that the contact
is really a police ‘plant.’ Weapons are not ‘in stock’ for over-the-counter
sales and will take from 2-10 days to obtain. Any of the Civilian Avail-
able weapons are also available on the black market. For about fifty
percent over the normal selling price, a character may obtain an un-
registered, untraceable weapon.

Police Protective Clothing is also a standard black market item.
There is a base cost of $100.00 and an additional cost of $50.00
for.each 5% bonus the character gains to his/her defense. Rifle sights
range from $100.00 for a simple telescope to $300.00 for a deluxe
laser sighting system,
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Police and Military Weapons:

These weapons are available only on the black market, As a result,
prices will be very high. Fully automatic weapons will start at a base
of $500.00; needler weapons run at least $800.00; MagJet weapons
will have a base price above $1000.00. The Electro-Baton will sell
for between $250 and $300, as will the tangler weapons.

Outlawed Weapons:

Sramm Moclime Bistalie s e i 0o e R S e e $525.00
Sigrys st RS R I AT o, S S R I S $575.00
b PhompsaE SAIGE s e e e R $650.00
Savn Pietokiplathediome). .ol e s Lol el s $375.00
T Ristaittplastic trame). . Soiid s e L a e T e s $400.00
T TR T e e R e R $475.00
e SR e T | e A e e S S s T e $150.00
T T T i et e e Gl - $225.00

Note that these weapons are only available on the black market,

Ammunition:
Small Caliber (,22-.32/2-5mm)
High Caliber (.38/5mm HP+)

.............. $8.00/50 rounds
$15.00/25 rounds

Shotgun 100 BUekEhOt). '0 . . . . L v e e $8.00/25 rounds
b 11 (1L e A T R e SR e AR $15.00/10 rounds
*Needigefatlslzesl ranai = oo o Ry $65.00/50 rounds
o R R e S SR S A e $60.00/25 rounds
] s T B L s S e e B e e $5.00/round

* Available on the black market only.

Miscelaneous:

Gasoline, gallon , . el e v AT 1)
LG A e e e e e e T $20.00
New:CarsAverane .. o s B os o s e i s e $10,000.00
EipstofidiiConmmiiaes St ot o i el i e $15.00
Brtefcase i s oRl e T se i bt T e LT $40.00
Eugepnan b pisossalicl weho Lo e L i Caas 025000

College Course, per semester. . . . . . . . . .. ... .. $350.00 and up

The prices listed in this section for common items are appropriate
for use with the adventures included in Psi World. Note that these are
all average prices, More elaborate or top quality items will cost up to
twice as much as the listed prices. Lower quality, discount, or bottom-
of-the-line items are available for less, of course,

5C OUTSIDE THE HOME REGION

A campaign will probably take the player-characters to locations
beyond their home areas as events progress. This will require that the
Gamemaster create other areas in somewhat less detail than the home
area that is already well-known to the player-characters,

The need by the players to constantly ask the gamemaster about
such new areas is not inappropriate in that these areas would be new
to the characters and should not be automatically or innately known
to them, as is their hometown,

Such additional areas mapped for the campaign need not be modi-
fied by the GM from any maps available commercially. If the characters
travel to another town the maps used can be those of any other town
available to the GM that is not instantly recognizable to the players
as being a nearby village or town that they know personally, Such
town or village maps need not be modified to reflect the changes of
time from the current day -in that the players are not familiar with
the nature of these locations in the current day. These maps can then
represent the institutions of those locations at the time of the cam-
paign. Ideally, such locations would be chosen from places well-known
to the Gamemaster, but relatively unknown to the players. Examples
of this would be the site of the GM’s school, if it were not also at-
tended by the players,, an earlier hometown, the town where the GM
works, etc,

Excellent maps of most urban centers in the US are readily available
from a variety of sources. Such maps can be found quite easily at
any time when the GM is visiting such locales on vacation or for busi-
ness. Many atlases include such detailed maps of some cities. Similar
maps can even be obtained from the Automobile Association (AAA)
through their travel service. All such maps have in common that they
detail transportation networks and show major attractions like parks,
museums, convention centers and other well known buildings. Other
specifics will have to be filled in by the GM as the adventure proceeds,
but most of these can be filled in on the spot.

Finally, entirely new areas and towns can be mapped from the



imagination. This is not terribly difficult and examples of this sort
of locale are provided within the adventures included in this package.

5D THINGS NOT COVERED BY RULES

Many specifics about the world have been left to the Gamemaster,
This is for several reasons. The first is that. the GM has a wide choice
in determining the nature of the world and its technology. Equally
important is the fact that some things are just plain common know-
ledge and do not need pages of rules and tables.

It is unnecessary to include large sections on vehicles and travel
since such things are based on the current world, We all know how
roads and cars work and travel time and expense to be expected from
the use of such vehicles, or other vehicles for public transportation.
The skills included in Psi World allow for the use of vehicles and the
successful use of any such means of transportation is simply dependent
upon the skill level of the character, Maximum speeds, safe speeds,
and modifiers for unusual or hazardous use of vehicles is left to the
Gamemaster, as only the Gamemaster knows the goals and plot of
the adventure involved,
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How to actually run and plan an adventure is best demonstrated
by example, The game includes an adventure pack with several types
of adventures. These will show how an adventure is prepared and what
is required better than any section of rules could hope to do.

The major decision to be made by the GM is which of the twao
basic types of worlds he wishes to use for his campaign. This might
be decided by consulting with the players to determine which types
of characters they would find most attractive. Strong preferences
on the part of the GM should be pointed out to the piayers as the
game will only be as enjoyable for them as it is for the Gamemaster
to prepare their adventures,

As with most role playing games, the first session of the players
with the GM should be spent in the creation of characters. This is
an ideal time to discuss the type of campaign everyone will enjoy.
Since the initial adventure will probably be located in the PCs’ home-
town or one of those included with this game, this will allow adequate
time for the GM to prepare the adventure by the next meeting of
the group (on the assumption that the group meets once a week, as
is the case with most such clubs or groups).
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