
Rival Company skill description is not mentioned in the
SLAIndustries rulebook. The description is as follows:
"This skill represents the characters' knowledge of the
companies who oppose SIA Industries. This is a
generic knowledge of company workings, recognition
of company figures and associated symbols and
equipment used try these companies."

Electronic Forgery skill description is not mentioned in
the SLAIndustries rulebook. The description is as
follows:
"This skill is the next step up from Manual Forgery.It
allows the character to create fraudulent documents
which will fool most humans and some machines, eg
credit cards and electronic lock passes for door entry
systems."

The money mentioned under the Advantage /
Disadvantage of Finance should be in ~, and not in 11 as
stated.

The Advantage / Disadvantage of Income is described at
the end of the Housing Advantage / Disadvantage.

The Vehicle Advantage can be taken and the character
can then sell the vehicle, but only for Ranks 1 to 3, as
the other ranks are vehicles which are only leased to
you from the company and therefore are not truly
owned by you. This rule was being taken to extremes
in some cases with Players taking Vehicle Rank 10 and
selling it, then starting play with Dogeybone armour
and 17mm rifles!

Formulae can be increased through experience but not
during Character Generation. This reflects the
Characters' increasing knowledge through the use of
the Ebb (similar to a ~ordsman practising his craft-
learning through experience)

Ebb Ability Blast: Rank 5 (Blast 3) should cost 5 Flux
and not 4 as listed.

The Thermal gauge functions in the same way for both
Thermal powers (Blue and Red) as the Flintlock does
for Blast (page 222 SLAIndustries rulebook).

EQUIPMENT & HARDWARE:

The FEN 204 'Gunhead' IOmm SMG, KK20 'Panther'
and KK30 'Ripper' all use the Pistol skill instead of
Rifle.

The armour descriptions on Page 252 ilre incorrect.
The top picture shows 'Heavy Exo' armour and not
'HARD' armour as stated. The bottom picture shows
'Powercell' and not 'Crackshot'.

Pages 258-260: The prices listed for equipment are in
Dollars, they should be in Credits.

COMPANY RIvALS:

Thresher weaponry recoil: The need to give this
weaponry recoil was removed because it was being
wielded by troops in power assisted armour which due
to its size and strength, effectively reduces the recoil to
zero (the armour can take the kick back with ease).
Most of the weaponry of this type is actually powered
by the armour instead of having a separate power
supply. Some of the weapons are independent of the
suit however and could be picked up by a player in a

. gun battle situation. These weapons and their recoils
are as follows:

SHEER0023/Bl Assault Rifle RECOIL: 12
FLAYAUTO 1701/c6 Automatic Pistol RECOIL: 9
VAPH III 0600/C12 Assault Cannon RECOIL: 21

The Tek Trex drones (page 281-282) are fitted with
5mm Sub Machine guns. These SMGs have the
following Statistics:

CAL ROF

5mm 10

RCL

7

WGT

lkg

*The clip size differs per drone. The Vito and the
Buzzard have 200 round ammunition bins, and the
Scarab has a 300 round ammunition bin.




