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INTRODUCTION

Welcome to Space Master Companion | (SpaMCo 1). This is the firstin a projected series |
of SpaMCos which are intsnded to provide Space Masisr ptayers and GMs with new col-
tections of optional rules and game sub-systems. Optional is the key word here; 3 GM
should carefutly éxamine each saction of material before using it in a campaign.

Acursoryinspection of SpaMCo lis enough to show ytu that the bulk of the material deals
with new gharacter professions and skitls. Most GMs will not use ail of this material —
there’s just so much of it. it was designed to cover & wide diversity of playing styles, and
it's likety that some of thess won't be right for you.

A GM must decide which parts of this material will be use in his campaign; this is not
a decisien for the players to make. The GM shouid aiways be the final authority in any roie
playing session that invoives his world. The manner in which a GM interprets, modifies,
excludes or includes rules and guidelines is entirely up to him,

A GM should never feel that any collection of rules {whether core-based, or SpaMCo =

options), are an etched-in-stone, unbreakable, uribendable, absotutely fixed set. They are ::players know a iot about Rolemaster, be-

only provided as an aid to help GMs develop, manage and run their universes.

of the rules.
Asout Tuis Proouct

foid.

bonus for Space Master GMs and players. Why? Weli, the guys who dreamed-up this stuff
arejust like you, They've read the core ruies and have come up with alternate or more detaited
ways of hangling situations that have come ugp in play. Is their solution the one you would

group might handle things better, or just differently.

Secondly, compendiums like this help generate a feeling of “role playing community”. :
Ours is a peculiar industry. It's stifl small enough so that the players invoived in it can feel - 'toetgg ‘1’”{ 322121?3’ SPT;'IG o;l;er gg‘)kstlggtm
fike they are part of the process of its evolution. With an ongoing series of SpaMCos, <961 8 1EW rererenc rget ano

contributors and readers alike get a better idea of where our game ¢ame from and where it
is headed. Enjoy it

Reaarping THE ORiciNaL Space Master Companion
Yes, ICE did put cut a product some time ago called the Space Master Companion. Don't

get it confused with this product: Space Master Companion §. There is, in fact, a significant : '

REFERENCING
ROLEMASTER PRODUCTS

Thoughthis book is about Space Master,

;.we must not forget that the game evolved
from ICE's fantasy rote playing game,
- Rolemasier. As a result, the materiat in

- SpaMCo [ draws heavily on the series of
- Rolemaster Gompanions, as wetl as the core
- Roismastarrules. Whena particular section
-of this product references you 10 an AMC
-instaliment or an RMbook, like Spelf Law or

:Arms Law, what are you supposed to de;
S+ particularly when you don’t own the product
-1in guestion? Weli, first of all, don’t panic!

We've found that most Space Master

- cause they got into that system first. But if

On the other hand, a GM has an obligation to make clear exactly what game mechanics | Y0U aré one of the few who play Space

are atworkin his science-fiction worid. He must strive to be consistentin his interpretations - M@star to the exclusion of RM, just ignore

- "'those sections that reference RM products,

- This is an optionai rules compitation after alt,
. Think of the AM -referenced rules as more

SpaMCo l, like its sisters inthe Rolemaster Corpanionseries, isa compilation of material | ‘Optionai than the others — you don't need

generated by players of the game — not in-house design staff. The sffects of this are twe- - them. Ifyouthinkthis isacheap cop-outand

“that all relevant and previously published

difference between the two. The original Space Master Companionwas a rules addendum :
for the firstedition of Space Master(which contained the original Tech Lawand Future Law),
and is completely superceded by the second edition Space Master: The Role Playing Game -
(inthe blug box). It you don’t have the original Space Master Companion, dor’t try to acquire :
it —it's obsolete. if you have Space Master: The Role Plaving Game, you don't need the -

original Gompanion,

1.1 I
RPG )

NOTATION _
The materialin Space Master Companioni . 78— Tech Book (in Space Master: The R PG)
Cht — Character Law

often uses the standard referencing riotation

for IGE products: Cal — Campaign Law

SM—Space Master: The Role Playing Game AMC! — Rolemaster Companion
RIMCI!— Rotemaster Gompanion il

RAM — Rolemaster
RIMCHI— Rotemaster Companion il

GMB GM's Book (in Space Master, The

SpaMCo | — Space Master Companion |

PB — Player Book (in Space Master: The
RFG)

R 2

. — . i o - AMC material shouid have been included in
First, the material within has been generated by gehuine rules-tinkerers. This is a great this product, imagine ali of the other infor-

-mation we would have had to axe-out of this
-SpaMCo. t would have been quite a bit, and.
© many consumers would have been upset’

have come up with? Maybe, mayhe not; but it wifl gt you thinking of ways you and your - about buying renashed materia,

So don't get mad thinking you are forced

them. Instead, focus on ali the new material

| "appearing in SpaMCo /. r
Note: For readabiiity purposes, these
rufes use the standard masculine
pronouns when referring fo persons
of uncertain gender, In such cases,
these pronouns are intended fo con-
vey the meanings: he/she, her/him,
ete.



PROFESSIONS

This Section introduces several new professions for use with Space Masiter: The Role
Playing Game. Only general descriptions are found here. Their development peint costs for

skitls can be found in Section 12.0, Compiled Tables.

2.1 I
ANARCHIST
Prime Requisites: Pr/SD

A profession which one might be proud -
of, but which few look upon with any amount

of respect or acceptance. The Anarchist is

one who seeks to disrupt governments and !
resist their control. To do so, some Anar- :

Anarchists are professionals at whatthey -

- do, usually heing hired by wealthy individuais

5 with zlternative motives, who can afford :
- their high prices for services rendered. The :
more experignced the Anarchist, the higher :
. the price. Their primarytootisthe fearofthe :
| publicwhichthe Anarchists nurtures through -
his publicly announced agts of violenge. :

‘ might be).

i Government and against ruling parties. His

| to develop the “ideal form of government”
- onge the targsted authority falls from power.
Usually the Anarchist feels that total anarchy
is the best ruling methed and strives to bring
- that about.

The Anarchist is a master of politics, and
skifls of manipulation and appearance. Heis

| usually a powerful figures capable of sway-

i Ing the thinking of groups through protests

- Although he is very influential, most feel that
the methods he uses are oo harsh and

- Discipline.

1 | 2.2 I

. complex. Typically, every artist has an au-

- ARTIST

Prime Requisites: Em/SD

Definitely not a profession for combat
situations. The Artistis justthat; a creator of
artistic works such as paintings, scuipiures,
light show art, etc.
consiger musicians artists 10 a certain de-
- gree.) Because there is such a wide array of
- art forms which might be avaifable in a GMs

§ - universe, the piayer should discuss anyideas -
he might have with the GM, Some ideas are |

holographic art, light refraction art, etc,

> . © Whether the job is a paid assassination, or :
chists, (commaonly referred to as Terrorists)

use extreme forms of viotence focused oi-
rectly at governing figures, or citizens.

© perhaps a personal missicn to achieve spe-
cific goals through demands, the Anarchist : g
© isnotappreciated and can expect retaliation.

© He has few friends, if any, antd must keep : ph
- hidden from the authorities to aveid incar- -
§ | ceraticn. Most of one's contacts are nothing -
. more than mentors or working associates,
{feliow soldiers of the cause, whatever it

To summarize, the Anarchist is Anti- :

primary goat in life is to underming, embar- :
rass, and deteriorate one or mere govern-
- mentat powers, usually to complete abol- : k3
. ishment. The Anarchist may have personal : §

i ideas of proper government and may attempt :

displayed in speeches and acts of terrorism,

irrational, notto mentiontotally unnecessary. :
His prime requisites are Presence and Self

(A GM might even : _
- create art that the public appreciates or per-

The Artist sees the universe through his
own eyes and uses his art to display his
emotions about it. Some might be uttimately
simple in form, while others might be very

dience that wilt appreciate his work. How-

| gver, finding that audience is not always an
- pasy chore, Sometimes it never happens.

The Artist is not likely to be adventuring on
remote worlds, at teast not by his own will,
Instead, he lives in urbanized areas trying to

haps trying to gain fame and weaith or
whatever else he may desire.

3 A



2.3 I
CON ARTIST

Prime Regttisites: Pr/Ag

The slickest of the seedy sorts is the Con '
Artist. These "professionals” thrive off the |

gultibitity and vulnerabitity of others. His
most usefut tools are a trustworthy appear-
ance and excellent conversational skitls. One
woutd not realize that he is working on the
dark side of the law on first meeting {al-
though tess talented con artists raise an air
of suspicion). They are masters of deception
angtrickery, and use their tatents to line their
credit accounts at the expense of others.

Con Artists are tikely to be foung any- .

where there are established populations, :
aithough weaithy poputations tend to atract
them like flies. The prime requisites for the -

Con Artist are Presence and Agility.

| 2.4 EE————
- EVOLUTIONIST

-} - Prime Requisites: In/Re

A research scientist who delves more in

# : thecrythan practical experiments. The prime
- function of the Evolutionist is to develop
- evolutionary stages of gevelopment for life-
- ferms on different ptanets. Such ressareh
- usually involves months or even years of
: work for 8 complete evolutionary record.

Evolutionists and Theclogians tend to be

. highly argumentative enemies. They make
© bad company when brought together be-
- cause they will tend to argue their beliefs,
¥ - sometimes heyond control. The best party
. planners might have one orthe other present,
- but never both (it tends to ruin the meod).

4

The Evotutionist could technicaily he

- classified as a theologist, with evolutionary
© theory classified as a faith. However, anyone
- who points this out is trying to get or their
- bad side. The prime requisites for the Evo-
: futionist are Intuition and Reasoning.

2.5 I
INVESTIGATOR

Prim# Reguisites: in/Re

A variety of professions which specialize
in the areas of perception ang investigative
procedures falt under this heading. Some
exampies would be Private investigator, In-
vestigative Reporter, Criminat Detective, etc.
Such a PC operating independently will
charge for services. And, as usual, the more
experienced the PG, the higher the rates.

The tnvestigater is a naturat for urban
settings of undercover adventuring. The
prime requisites for being an tnvestigator
are intuition and Reasoning.




2.6 .
LAW ENFORCEMENT
OFFICER

Prime Aequisites: St/Ag

LEQs, astheyare more commonly referrad
to, are a natural for off-world adventures
deating with industrial colenies, pirates, in-
ner cities or any place where criminals are
likely to be found. The LEO specializes in

arresting and detaining criminals. The need

for such a profession is great, especiaily in -

civilized areas where citizens are tempted to :
break the faw. However, some cultures :
might he undar comptete mititary controd, in
which case LEOs should be considered !
military police and¢ should be developed as |
such. Still, in other societies, the culture :
may be so advanced that there is no need or :
desire for its citizens to commit crime,

Where there is corrupt law, thers are corrupt
- lawyers.”

| either defense or prosecution, although his
i knowledge includes both aspects of the law. :

© retain the same judicial structure for the
- Culture. :
professionat woutd rot have such a difficult : k=

n
such a society, LEOs are virtually obsclets. -

GMs should be aware of the fluctuation of
the need for LEOs from one place to ancther
and use the information 1o help the player | |
develop the proper LEQ for the cufture which
the character comes from. The LEQs skills :

- are focused primarily around legal and -

criminai activities as well as combat skills. :
The prime statistics for being an LEO are :
Strength and Agility. :
2.7 I
LAWYER

Prime Requisites: Pr/Re
“Where there is law, there are fawvers.

— Mr. Henry Lexus:
Crime lord, Struin systems —

Lawyers make up some of the most pow- -

erful and influential figures of the judiciai :

system. They are most often seen defending
or prosecuting those unfortunates charged
with criminat activity. However, anyone with
asignificant amount of experience withthem -
knows that in many places there is a ot mare
wheeling and dealing between fawyers than
there is attention paid to the true meaning of
the law.

Typically, the fawyer will specialize in

The lawyer does have agdifficutt time travelling -
from one ptace to another because laws :

o | change dramatically from place to place, :

especially when you're talking planet to :
planet. This makes it very difficuit to travel :
the known galaxy and continue making a :

living with the law. However, many cuftures
spring from the same previous angestor and

in one of these sister cultures, a

time making a living.

As expected, the Lawyer's skills focus :
around the Criminal/Law oriented skills, as :
well as the Linguistic and Academic cat- :

sgories. The prime statistics for this pro- :

fession are Presence and Reasoning.

MERCHANT

: Prime Requisites: Pr/Re

The Merchant is commanly found trav-
etling about the known gataxy doing trade

- with whomever he comes across. The most
- sucecessful wil do almost anything for a
- profit {within the business). They tend to be

good speakers, at feast when trying to make
a safe, and quick thinkers. They arg most
commonly thought of as wheeling and dealing

i to make a sale more attractive. Merchants
- are found almost anywhere one might go,
- but they are most common in those areas
- lacking proper trade and business facilities.
. The Merchants come to these areas with a
- secure knowledge that their services are
- required, and some of the most successiui
. of these regions operate the Black Market.



Merchants' skills focus arcund Evatua-
tion and Linguistic abilities. The prime

requisites for the Merchant are Presence

and Reasoning.

2.9 IR |

NO PROFESSION

Prime Requisites: Choose Two

Space Masier normally requires each
gharacter to have a profession, reflecting
how his early training and life have molded
his thought patterns. Some GMs may find
this too artificial or restrictive. if this is the
case, use the No Profession character.

q : forsurvivors. Rescue Techs usually operate ‘

Their skills focus around Survival, for

- 2.10 I

: themsetves and others, Their prime regui-

. ' RESCUE WORKER - gites are Agility and Self Discipline.
. Prime Requisites: Ag/SD | 211
- Atrue-to-life hero, who often goes with- | —————
| outrecogition, this PC speciaiizes insatety - TEACHER

- ations. To accomplish this, a Rescue Tech's | The teacher is a professional character

?:Qa%:kgf;;?é’; asr;?iﬁgdrlggf:trigr??en;;? - who speclaiizes in the education of others,

environmental breaches. foods, earth- | Their academic skills and communication

. quakes, and any other type of disaster). ‘ skills are of utmost importance.
| They are aiso trained in areas of safety pre- :
- cautions and emergency medical treatment -

* in teams with companion groups such as |
- Med Techs and LEOs. :

 Such a character usually teaches aca-
: demics and basic sciences, while vocational
- and higher sciences are taught by profes-
- sionals with background in education. The
: prime requisites for the Teacher are Empa-
- thy and Memory.

e




OPTIONAL SKILLS AND DESCRIPTIONS

magic and the ability to dupiicate the rituals
' involved. ifthaskillis used in suchafashion,
- gach type of magical beliefs must be devei-

 oped as separate skills. {¢.g., Black Magic,

into. The number of skilts provided has increased gramatically from the Player Book. In- -

skitls from Rofemastarmay be considered too primitive for a science fiction campaign, this -
should not be the case. Alf science fiction cultures, no matter how advanced, have develeped :
from a more primitive society. Certain aspects wilt always remain, and tha skills revoiving

around them wili aiways be fearned by someone and passed on. (8.g., although guns are = Gl _
: gkills be used strictly for magical purposes.

© The only way to learn would to be capable of
- using magic. Thisis reatly to keep the gams

technologically advanced, many peopie still train in archery, sword combat, knife throwing,
etc. whether it be cut of spert or pleasure, in our own modern sogiety.}

Technology ievels fluctuate greatly from place to place, espsciatly in a science flctlcn

fogical tevel {although the greater tima pariods of iselation will allow greater divargence from |
one another). However, when across new or alien cuftures, techinology will definitely vary
dramatically. This is the primary reasor why the GM should aliow access to the lesser -
technolegical skills. They arg, after all, the foundation for the more agdvanced skiils. Access

ENGINEERING/
TECHNICAL SKILLS

In the Praysr Book, the enginesring and
technical skills are vagus anc expansive.
One skill covers everything falting under its
heading {(e.g., Power Systems Theory allow
the character knowledge of all power sys-
tems from penlight batteries to matter/an-
timatter reactors. !f the GM prefers to do it

this way in faver of its simplistic workings,

that is his prerogative. However, here is a

more reatistic and allows a character to
specialize in different aspacts of these skills.

Each skill is to be considered as nothing
morethanaheading. Undereach skiltis atist
of different fields of knowtedge refating to it.

(8.g., Power Systems Theory would be the
heading. Under that heading would be skills
such as Batleries/Powerpaks, Solar power
systems, Nuciear reactors, Matter/antimatter
reactors, etc., each developed as separats -

skills.} Refer to the skilt descriptions for :
each individual Technical and Engineering :
skilts for a partial listing of some suggested :
categories for individual devetopment.

Using the Engineering and Technical skills

in this faghion does make it more difficuit to a way of develoging an active knowledge/
© ivterest of magical rituals and beliefs for

variety of different types of systems, HOW- : ;i cec in which there is a strong belief in

hecome very capabie of working with alarge

ever, the universe is fuli of speciaists. those
people who select specific fietds of research. |
Only very experienced characters will be
proficient in a large number of areas. This -
style of skil development does provide & |
more realistic education for the character.

in some situations wili force and in some
situations wilt force players to e mora careful
in the development of the character and put
more thought intg doing s0.

3.2 [

MAGICAL SKILLS

Many people might wonder why the

guite simple. The first reason is just simply
to have a complete list of skills which atlow
aneasy interaction of the two worid schemes

if the GM ever deems it necessary forsuchan

Eachofthese flelds s developedas Indlviduai = SVert 10 0ccur, The second, and more im-

skills at the cost offered for the heading. :

portant reason is to give the GM the ability to
easily combine Fantasy and Science Fiction
universes into one universe scheme, thereby
enabling the use of Spelf Law. There is no
reasan why somealien, or even some human

- cultures cannot tearn the unusual manipu-
- lation of special non-psionic energies, those

being magical in nature. Some of the magic

- skills have been provided with optional,
- strictly science fiction uses {e.g.,

Attunement).
Some of the Magic Lares can be used as

cluded here are all of the skills available in Ralemasteras weil as many more. Aithough the © skilis

This section Is devoted to the descriptions of individual skills and the categories they fali - White Magic, Voodao, American Indian

Magic, etc., each developad as separate
S.) Whattypas of mapical knowledge are
available must be determined by the GM
after he has developed the cultures invoived
tn his campaign. if actual magic exists inthe
GM’s universs, it is recommended that the

setting. Where one culture may be on the edge of time travel, another may be struggling to ~ 8ither strictly Sci-Fi or Fantasy/Sci-Fi mix-

learn metat work, while yet another may be searching for the sacret of fire. it is trua that | ur8. Under a campaign with active magic,

cultures which have sprung from a mutuat ancestor are probably at a fairly equal techno- - Refigious doctrine could be developed as

. separate skils for the different magics, as a

maans of gaining genera! knowledge of
practices.

3.3 I

to these skills will also allow a greater ability of cultural flavor from character to character.

3.1 I

- XENO/GENERAL SKILLS

It also tends to sway the character to- |
- ward specialization in a field, and dabble in
- others. Speciatization makes a charaster a
- character mare unigue and personable and

Among the skitls are some skills which
may ke developed in a xeno fashion. These
are skilts which must be devetoped gither in
depth for a specific, or in general for an

- overaliview (xeno). These skills ars notto be
- confused with the Xeno Lore skifls which
- deatwith knowiedge about extra-dimensionat

beings, places and subjects. The xeno skills
reprasent a basic understanding of how the
skitl works, and how to apply it under ali

. applicable conditions. However, this is im-
. practical for the character doing involved

. magic, even if magic is not an active ingre-

dignt in the GM's universe. For exampie: -

| There is no reason why Magical Rituat could :

- not be developed as a general knowledge of :

the heliefs of specific types of ntuahstlc

7 _

Rt ical skill ¥ o experiments or serious research.
new way of developing these skilis which is m‘i’s’t;';f}f("’v’ﬁ?fﬁeSr;ago‘:":;?c“;ﬁfu“a;ln :
: o e ® Y compensateforthisto preventaxenotalented

There are methods which may be used to

character from competing with a character
wha has opted to specialize. The Player Book
suggests a modifier of -20 for all skitls devel-

. oped under a xeno heading. {if the GM feels
. this is too lenient, { would suggest going as

high as -30 to bring the modifier for aroutine
skil use gown to +0. However, going beyand
this woutd be too strenuous.) Aiso, 1o pre-
vent the xeng character from getting out of
hand with his basic knowledge, axeno based
character should not be able to use the skilt
bevond a difficulty levet of Hard. If the GM
decides to allow the use of the skill in the
higher difficuity leveis, then he shoutd double
the penaity modifier. The reason for this is
simply that such involved research and ex-
perimentation would require a very complete
understanding of the material being studied.
A generat overview would not ceme near {0
this kind of in-depth coverage.



3.4

COMPREHENSIVE
SKILL LISTING

Players familiar with RMCI! will recog- é

nize the use of much of the following infor-
mation. This section detaits all of the skilis

{both stock and new options) available to 5

Space Master characters.
SkiLL List with DescripTions

ABNORMAL PSYCHOLOGY (In/Re) (Static -

Action) —

This skilt enables the charastsrto :

recognize specific symptoms of mental ill- :
ness, and o classify these symptoms 1o :
° ACROBATICS (Ag/Qu} (Maneuver)—Bonus

diagnese a patient’s condition. This skill

does not involve any forms of treatment for :

the defined conditions, only the identification.
To attempt to identify the itlness, the player
must make an open-ended rolf and add any
modifiers to determine the total. A total of
101+ is successfui identification of the
problem. Some suggested modifiers are as
follows based on the severity of the congi-
tion.

* \iery Severe +20

* Severe +10

* Moderate +0

* Mild -10

* Very Mitd -25

These are open to modification at the

GM's discretion.
ACCOUNTING {Re/Me) (Static Action) —
Accounting is the ability to keep accurate
records of financial transactions. This skill
would also be responsible for verifying fi-
nancial records to discover mistakes, false
entries, embezzlement, and so on. The
success of the rollis getermined by an open-
ended roll with modifiers. Atotatof 101+1is
SUCCESS.

I the player is using accounting skili for
embezzlement purposes, the total of his
score over 101 (minus 101} is the penalty
applied to anyone investigating the records
in search of mistakes or falsified data.

Exampte: Brandon Clattor is an ac-
countant for a large mining corpora-
tion in a rich asteroid field. Brandon,
having a preference for the finer things
in life, decides to alter the company’s
records and make a sizabie profit in
doing so. Brandon’s accounting skifl
bonus is +57, and he rofls a 33. This
brings his total to a startling 150, a
well-done aitaration in the files. This
total, 150, minus the minimal success
1M, is 48 This result is the penalty
applied to anyone else investigating
the records for alterations.

- {eqg.,

- ACTING {Pr/Em) {Static Action) —Thisisa : pm
: bonusforstimulating the actions orreactions = k

- of others for the use of drama type perfor- |
. mances. This is also used to ¢evise and

Example: William Duvane, another
accoumtant, was asked to study the
financial logs when some of the funds
came up short.  His bonus in ac-
counting is +60. William rolls an 83,
which gives him a total of 145. How-
gver, Brandon's over success (49) is a
penaity for Witliam's work.  William
fails to catch Brandon’s creative ac-
counting, but he does manage to nab
a less skiffad accountant whose total
attempt had only beernt 115, A criminal
is caught, but Brandon still moves to a
luxury estate on a tropical isfand on
his homeworld.

forin-air maneuvers or swinging on objects.
flying or levitating). This skill also
helps to reduce the effects of falis.

portray new, or different identities.

ADMINISTRATION (in/Em) (Static Action)
—Bonus for functioning successfully within

Balam:a (Pry (Mansuvar} — This skill en-

any entity where record keeping, personnel |
interaction, and bureaucracy is present. This
skilt can be useful in attempts to gain public
offices ant applying for governmental power,

. ADRENAL DEFENSE (None) (Special/DB) —

By using this skills, attacks with melee or
missite weapons may be dodged or deflected
{wholly or partially). The skilf rank bonus of
the defender is added to his defense bonus

! versus meleeattacks. Against missile attacks

. the skilt rank is halved before the honus is
- palcutated and added to the Defensive Bonus.
© To use Adrenal Defense, you must be aware

- of the fact that you are under attack,

in
agdition, the character must not he wearing
any armor and cannot have a shield or farge

object in his hands. (This may not be the :
case in regards to a martiat artist’s weapon -
usable as hisweaponkataasin AM'soptional :
' martial arts rules.) :
. ADRENAL MOVE (Pr) {varies) — These skilis :
* relate to the geveiopment of the art of su- -
. perhuman effort. Using concentration and
: Self-Discipline, the character skilied in Ad-
- renal moves must prepare the round before

he will use one of these skilis, This is
accomptished by taking a 20% penalty on

action in this preparation round. Adrenal :
Moves may not be attempted in consecutive :

rounds, nor may morathan one be atiempted “

! atany one time. Skill ranks in each Adrenal
: Move must be developed separately. Each
. Adrenal Move counts as a separate area for
- devetopment purposss.

hances the abifity of the character to
maintain his balance in one maneiuver
action (requiring balance). The skill rank
bonus is added to any maneuver roil
required for the action {even if it takes
several rounds).

Landmg (Pry {Maneuver) — A character
may automatically decrease the severity
o a fall by his skilt rank bonus times one
foot. For exampise, it a character’s skill
rank bonrus was 60, 2 100' fall would be
treated asa40' fall. The severity of thefall
can never be reguced beiow that of a 10'
fall. For this adrenat move, the penaity of
-20% for a preparation round is applied
after the fal! (assuming the character is
alive and conscious). This is the recu-
peration round,




Leaping {Pr) (Maneuver} —

This allows the -

character to avtomatically increase the :

distance he can successfully leap from
either a standing positien or from a run-
ning start. The personal maneuver table
can be used, with the skill rank bonus
being added. A 100% would indicate a
normal ieap and results ahove that a
fonger jump. If using the Alternate Ma-
neuver Table, Adrenal Move Leaping
moves the jump down one gifficully rank
(e.g., anabsurd maneuver would hecome
merely a Sheer Foily maneuver).

Quick Draw (Pr) (Maneuver) — Bonus for
grawing a weapon during combat rounds
without taking -20. This is a form of
Adrenal Move Speed, but oniy effects the
drawing of the character's weapon.
Success indicates that the character has
the weapon ready and failure indicates
the character has taken the -20 penaity.
This s«ilt goes count against the one

- gnded rolt is made.

ADVERTISING (in/Re) {Static Action) -

Bonus for successfully marketing 2 product :

. orservice. Must be deveioped separatety for -

sach culture encountered; other bonus is :

halved for all but the specific cutture re-

searched,

© AERODYNAMICS (Re/Me) {Special Action}
- — This skit enables the character to deter-

mine the effects of different mediums on
objects/crafts passing through them. This
inciudes the determination of maneuver
penaities for piloting, and for what level of
damage may be sustained from structural
stress. This skill is applicabie in both gas-
eous and liguigd mediums. This skill may
aiso be used to design or modify a craft's
shape to reguce strain and improve ma-
netverability.

- AGRICULTURE (Re/Em} (Static Action) —
Bonus for growing crops in farge quantities.
Also to be used for determining possible
hazards to the crops, amounts of nutrients,
fertilizers, pest centrolling agents, etc. for
proper growth. This skilt goes not include
the use of farming eguipment.

AMBUSH (None) {Special Action) — This is

- the abifity to make a very precise attack. To

use his ambush skill, a character must ap-
proach his foe undetected and be able to
strike before the foe can reast.

If the ambush skitl is sugeessiully used,
the character may modify his roll on the

: resulting normat critical table. {This would
- notinclude the Large or Super-Large 1abies

- in Arms Law.} The modification consists of
: being atlowed to adjust the criticat strike rolt
Forthe basic use of this skilt, to determine :
- hindrance and strain on a craft, an open-

The rofl, plus the :

- character’s skill bonus, plus modifiers, must

adrenal move every other round limit. For :

this adrenat move the penaity of -20% for
a preparation round is applied the round
after drawing the weapon {assuming the
character is alive and conscious). Thisis
the recuperation round. This skill must

weapon (1-handed energy, 1-handed
projectite, 1-handed edged, etc.).
Speed {Pr) (Static Action} — This aliows the
character to move at twice normal spesd
(as if RM haste spelt), and thus increase

initiative system (Refer to 6.7 “An Initia-
tive System” in RMC! pg 69-70), his
actions for the round in which the adrenal
move speed is active are alt at half cost.
Strength (Pr) (Static Action) — This skili
givesthe character a+10bonus onhis OB
and doubles the number of congussion

be equal to or greater than 101 for success. :
Rolis may be modified by several factors. :
Refertothe Extension of Static Action Table. :

more asrodynamic form, the Research/

be developed Separately for each type of : Construction chart should be vsed. The

difficulty ranking should be left to the GM's
discretion, {(Note: The more asrodynamic a

graft is, the more difficult it is to modify. -
Referto TL pg 61). The roltwith modifiersis -
used to determine the percent of the project

SRUL crease : completed for the resulting time period.
his activity for one round as describad in

Arms Law. Speed is prepared just as :
Strength Adrenal Move, and success is -
determined in the same way. If using the :

hits that he defivers. At the end of the
preparation round, the character rofls 1- |

10G, adds alt applicable bonuses from the '

Static Action Table {PB pg 78), and then
adds his skitl rank bonus. Arolt of 101+
indicates success, and the above bonuses
apply for the next round. Failure means

no bonuses are obtained the next round. |

ADVANCED MATH (Me/Re) {Speciat Action)
— Bonus is for using higher levels of
mathematics {e.g., caiculus, differential
equations, basic relativity, etc.). The char-
acter must develop an equai or higher skitl
rank in Basic Mathematics.

Example: Jon Quark streaks through
space in the small, sporty Quasar {V
which he decided to test fly befare
settling the deal with the New Space-
craft Salesman. While rocketing to-
wards the third moon, he approaches
a dense cloud of gases just above the
atmosphere, a sort of nebulous ex-
tension. Opting to pass through it
after a quick scan on the computer, he
tries to figure out in his head the
effects the new medium wilf have on
his maneuvering. The compulter
showed the density of the cloud as
twice that of standard breathable at-
mosphere (Earth fype). Jon’s skill
bonus is +43, but he will be at -10
because the gas is twice the density of
standard breathable atmosphere. (This
is opposed fo -25 for three or -45 for
four times the standard.) Jon rolis a
76, vielding a total of 108. Jon quickly
realizes that he wilf be at -5 for ma-
nauvers though the gas but feels that
it is plenty safe and will not sirain the
craft’s structure.

by any number up ‘o the ambush skitl rank
(notbonus) of the attacker. This adjustment
may either be up or down. This is the
adjustment that is ever allowed on a Critical
Resuit table. Note that to use this bonus, the
attacker must first get a normal critical strike
resuit on the attack tabie. if he does, how-

To use this skill to redesign or create a | 6ver, this abiity greatly increases the chance

; of a blow that will instantly kil

Since position is relatively unpredictable
in a generat melee situation, Ambush skill
rank is halved is the ambushed foe is in a
melee situation,

Note: The character must approach

the foe undetected and strike before

he can react.

If a Large or Super-Large creature is
ambushed, the ambush skill rank is added o
the critical roll. if the resulting modified roll
is above 95, a second rolt is made and added

' to the modified criticat as a normal open-
- ended roik.

- ANIMAL HANDLING (Em/Pr} {Static Action)

Banus for the care and feeding of ani-
mals, including bedding, hohbling, etc. This

| skitl is developed separately for each type of

- animal(g.g., horses, hunting birds, Aldeberon
- Jungle Statkers, etc.). This skil! is normally
- used in the handiing of one animal at a time.
© ANIMAL HEALING (Em/Re) (Static Action)
- — Bonus for admiristering medical aid to
§ injured animals. Allows the character to

» stabilize or repair light wounds and ilinesses.

Successful Static Action can stop (or reduce)
S up to b hits/rnd of bleeding. In shorter

: ferms, this is a first ald skil for animais and
: dees not exceed beyond that range.

. ANIMAL TRAINING {Em/Re) (Static Action)
: — Bonus for training a particular type of
- animal, such as birds of prey, dogs, bears,

big cats, etc. Skiil normally ends up taming
the animal.



Thefoliowingis a sample listing of animal
skills;
Bird Trainer: Trainer of attack birds or birds
that can perform services.
Dog Trainer: Trainer of attack dogs or dogs
that perform services.
Horse Trainer: Raising and rearing of horses.
ANTBROPOLOGY (In/Em) {Special Action)
— Linguistic trends, custams, habits, and
cultural trends of any known races and cul-
tures. Skill may be developed in-depth fora
specific race or culture from the character’s
home world. Several different races or cul-
tures maya be developed simultansousty,
assuming research materials are available.
APPRAISAL (In/Re) (Static Action)—Bonus
for determining or estimating the value of an

ghject ar goods other than armor, metal, |
stones, or weapons. Similar skil rules apply

to all but armor, metal, stones or weapons.

AQUATICS (Ag/SD) (Static Action)— Bonus
for the use and maintenance of underwater -

survival gear (e.g., scuba tanks, propulsion
units, decompression units, etc.). Note that
this skill can be used for equipment involy-
ing other than water, liquid mediums.
However, thiswould involve eithera separate
development for the additional medium, or
similar skill rules will apply. The GM may
also optto use a 1/4 modifier for attempts o
use environmental suits as aquatic gear.

ARCHAEOLOGY (In/Re) (Special Action) —
This bonus applies to obtaining information
from and about historical remains, whether

they be ruins, bones, odds and ends, efc. -

Normally, this skill applies to very compli-
cated research which takes a lot of time and
wide uses of intuition. This skili {s used to
determine how old objects are, or where
sites might be, as well as the possible use of
objects found in ruins, and eventually to

obtain an understanding of the culture which |

the area.

This skill is used as any other research
skill,

bonus is added to the result. The result on
thetable will tell how long it takes to complete

the marked percentage of the project.

However, because the piecing together of a
gulture from odd remains is so difficuit, the
research should be limited to the Very
Complex and Absurd columns, unless there
are previous research materials available.
{Refer to Research/Construction 7t pg 61.)

A roll is made on the research/con-
struction chart, and that character's skilt :

. ARCHITECTURE (Re/Ms) (Static Action}
| (Special Action) — This skill encompasses
- two areas which falt under architecture. The
- first being the recognition of architectural
\ styies of construction and design. This is
' done with an open-ended roll with the
" character's skilt bonus added toit. Ifthe total

is 101+, he is successful in the skill. How-

ever, this skill also entails the designing of .

buildings and other structures. This portion
of the skill is determined by the use the
Research/Construction chart. The GM must
determing the difficulty of the design the
character is undertaking. Once determined,
the character makes a roll with his skil

bonus added to it. The result will telt how -
much time is required to complete a portion

of the project.

ARMOR EVALUATION {(In/Re) {Static Ac-
tion} — This is a bonus for determining the
value and quality of armor. The GM may
wish to have separate skills developed for
each category of armor (cloth skin base,
light body armor, pliable armored body suits,
mesh armored body suits. armorad ex-
oskeletons) or any category that he feels are
appropriate. In such a case, similar skill
bonuses of 1/2 may be used when evaluating
different armor categories than what is de-
veloped.

ARMOR REPAIR (Ag/SD) (Special Action)
— Bonus far the recognition of damage to
armored suiting, and for the repair of the
found damage. FEach category of armor

must be developed separately {cloth skin
| base. light hody armor, pliable armored bady




suit, mesh armored hody suits, armored
exoskeleton). Note: Although power armor
is armor, it falls more into the area of vehigu-

iar repair as opposed to armor. Simitar skilt :

bonuses may apply to different categoriesas | i
shown in the similar skill section, To make :
a repair, the character must make a rofl with -
his skill bonus added to the result. This is :
cross-referenced with the GM's difficulty :
rating for the repair on the the repair chart :
(Refer to the Maltunction/Repair chart 7L pg -

82).

vertising campaign, but may be easily used
in conjunction with the advertising skill.

ART HISTORY (Me/Re) (Static Action} — -
Bonus for recognizing famous works of art, :
their artist, and the date on which they were -

created. The skili can also be used to de-
termine the skill which the artist used (e.g.,
Baroque, Gothic, Cubism, Psychedelic, Mul-
tiple Dimensionisra, etp.). However, this
skilt must be developed separately for each

culture researched. Similar skill rules may

be used for similar cuttures,

ASTRONOMY (Me/Re) (Special Action) — - |~

Bonus for stellar znalysis and survey. Useful
for obtaining detaited information on stars,
planets, moons, etc, Other uses may be

found tor this skill also. Forexampie, it couid
enhance the divination skilt if the character
used it for the development of Astrology, or :

perhaps something similar.

ASTROPHYSICS (Re/Me) (Special Action) © |
— Bonus for understanding the physics of © |~ .
This skilt encompasses the : } 7 .

operations of space and particles initona ¢
theoretical and mechanical fevel. It can be = ko
used to determine the effects of objects in : E

space and the possible resuits of their in- :

cuter space.

teraction. It may be used to determine

gravitational fields and the effects they and :
similar forces may have on objects in space.

This does not incluge biack holes, quasars,
etc.

ATHLETIC GAMES (S5¢/Ag/Qu) (Moving Ma-
neuver) — Bonus for playing one game
primarity involving agility, coordination, ang
motor skilis.

ATMOSPHERICS (in/Re) (Speciat Acticn) :
— Baonus for determining intormation about -
the weather on a large scale, {e.g., weather :

for an entire continent, country, planet, etc.}.
This skill also involves an understanding of
the mechanics of weather and the atmo-
sphere.

ART COMMERGIAL (In/Ag) {Static Action)

— Bonus for designing the appearance of : R
products or displays in order to make them -
appeat to the general target group in the
market. This skitl does not involve the ad- |

H |

i opposed to the Weather Watching skil,
weather can be predicted for mueh longer
time perieds. However, the longer the time

period predicted for is, the more difficultitis -

tc succeed. Weather has a tendency to

remain unpredictable, and a slight deviation

. from the prediction will, over time, drive the
© weather further and further fromthe predicted
: course. One week of prediction should be
. considered as & routing maneuver with no

modifiers. Each additional week shouig in-

crease difficulty by -10 to the roll. For
. example, to predict the weather for three

- weeks of time, the character is at -20 (-0 first

- week, -10 second week, -20 third week). If
- less than adequate equipment is available,

With the use of Atmospheric skill, as |

~.§ © penalties will be greater. It is suggested that

: =30 be used for having access to some
- weather monitoring equipment, ang -50 for
: no speciat equipment. The GM may modify
- thig as he sees fit 10 his universe scheme.

: Theuseofthe equipment is neededtoacquire

1 the atmospheric information is included in

© this skill, it it not just tha ability to decipher
- the data the computers provide,

. ATMOSPHERIC PILOT {Ag/Qu) {(Vehicular
- Movement) — Like the riding skill, skil}
- ranks inatmospheric pilot must be developed
: for each type of atmospheric craft. One skill
- rank allows basic understanding of the
i controls; subsequentranks reflectanincrease

i | inone’s knowledge and ability, to maneuver

, the vehicle. This skitl can only be used with
. atmospheric craft and dees not include
hovercraft and antigrav vehicles. Similar
. craft may use a similar skilt bonus of 1/2 for
. piloting if the GM deems it reasonable, The
: GM may also opt to aliow the use of this skill
- in piloting craft that are primarily spacecraft
© while traveling through atmospheric condi-
- tiops. For example, stellar shuttle craft are
- primarily used in space, but frequently may
be used for traveling planetside ard back. If
any maneuvers other than standard Orbital
procedures sheuld come inte play, they may
actually fall into the area of Atmospheric
L pitot. These decisions wili remain completely
© GM discretion,
- ATTUNEMENT (Em/In) {Static Action) —
: This skill may be thought difficuit to incor-
i porateintoastrictly Scientific oriented reatm
for gaming. However, it is feasible for cer-
tain types of items. The Science Fiction uses
wilt be discussed first, and then the Fantasy

] | concept will be detailed.

Note: Each of these two aspects
(Fantasy and Science Fiction} must be
developed as twa separate skills at the
same cost,

The skill deals with the development of a
| “oneness” with an item. This arientation of
i the skifl wilt be very useful when dealing with
| devices or items that interact directly with
. the central nervous system (e.g., Empathic
- musical instruments, thought controlled
- devices, Dreamgame, direct computer/neurat
: interactions, etc.). in order to use such
© devices, the gharacter must make an
- attunement rell. This is done with an open-
- ended rofl, adding the character's skilt rank
- bonus and any modifiers, and then sub-
: tracting the Mk.# of the computer involved
- with the interaction. if the resuit is 107+,
- then the character is capable of using the
- device, or can proceed with the interaction (if
- he knows how). Hf the result is negative, treat
. it as a channeting burnout. (Refer to Chan-
- neling in this section.)
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In the other aspect of this skill, it enables :

the character to make use of stored spelts/
psions in items, such as staves, wands, etc.
Theseare meanttobeitems typically capable
of casting speils/psions. in order to cast
speils/psions from such an item, the char-
acter must make an attunement roll con-

sisting of an open-ended rolt with skill rank

and modifiers added to it, with the spelt/
psion levet subtracted from the result. 1fthe
result is 101+, the spell/psion may be used.

If the item has several spelis/psions or

groups of them that are widely separated in

power type, the GM may require separate
attunement rotls for each speli/psion, or
group.

Note: Some GMs might prefer to use
the optional guidelines for items with
intefligence and wifl {refer to section
5.1 Items with Intefligence and Will in
RMCI, pg 52).

permitted because using anitem is a personal
experience between the individuat and the
itern. Although you may tell someone what
the item dogs and thus remove any penalty
for not knowing the power of the item, you
cannot aid them. Certain spells on items do
not normally require attunement rolls, sub-
iect to GM discretion. They include:

1} Spells that opaerate constantly: boots of
sitence, cloaks of invisibitity

2} Bonuses built into items: bonuses on
weapens, power point muitiptiers and
adders, ete.

3) Spells inintelligent items: inteltigent items
can cast the spells that they contain when
instructed by a wielder who can com-
municate with the item and whom the
itern will obey. (Unless specificaily cre-
ated otherwise, inteltigent items wilt obey
anywielder.) Referto section 9.0 Optional
Rutes SL, pp. 14-21, also refer te section
5.1 tems with Intelligence and WHl, RMC,
pg 52

Action) —

troubleshooting, etc. on audio equipmant.

AUDIOVISUALS (Me/Re) (Special Action)

: — Bonus for the use of holographic pro-
- jections, audio players, film projectors, efc. :
. foreducational purposes. This skiltincludes :
troubteshooting, and presentation organi-

zation for best results. This skilf may be used

! o enhance the Education skilt in this section.

Bonus for the greation of high
quality recordings through the use of pro- |
fessional equipment. For example, this skill
woitd be used for the studio recordings ofa
musical productien whichwould be marketed
on a large scale, such as any professional :
rock atbum. This skilt includes the use of :
studio equipment, editing, dubbing, :

To use this skill, the character makes an

- BASIC MATHEMATICS (Re/Me) (Static Ac-
: tion) — Bonus for calculating distances,

open-ended rolt with all modifiers added. To -
be successful, the total must be greater than :
: 101. The amount over 101 is the percent of :
. the character’s teaching ability added to the :
education rofl. (e.g., A PC with an Audiovi-
. suats total rank bonus of 45, rolis an 83 |
. whichyields atotal of 128. The ameunt over
: 101is27. Thismeansthatthe PC’s Education

Learning to use an intelligent item may - skifl will increase by 27% of the current total
not necessarily give the character controt :

over that item. An item may have an ego, PC's Edugation rank bonus is +50, it will

which the character must roil over (on i- @ become +63 (27% of 50 = 13.5 which is -

100} in order to impose his witl er the item. © rounded down to 13 and 13 + 50 = 63).

rank bonus by using the audiovisuals. If the

Nots: Oniy rank bonuses are affected
by this skili, any other modifiers which
the GM feels appficable beyond the
rank bonus will not be included to
increase the percent yisld,

angles, and applying basic principtes of
physics to a given situation (e.g., determining
the angle of reflected tight, the rate of fall of
& given grade, or the difficulty of a climb
without approaching or touching the ob-
stacle}.

BEAST MASTERY (Em/Pr) (Static Action) —
Bonus for simple communication and, if
possible, the mastery of an animal. Each
specific type of animal is developed sepa-
rately. the animals that are controlied by the
use of this skill ¢o not have to be trained or
tame. The animal will only do what is within
its capabilities, {f the skill rolf faits, the
animatwili revert back to its basic tendencies.
Refer to the Extension to Alternative Static

! Acticn Table. The Beast Mastery skili may

also be used with the Alternative Static Ac-

- tion Table.

“Teaching” someone glse an item is not  AUTOPSY (in/Re) (Special Action) — Bonus |

for determining in-depth information con-
cerning dead bodies. Such informationmay :
include determining the exact causes of death -
- when numerous injuries are present on the |
- body, or what type of weapen was tsed to
© cause a specific injury. Cause of death may
. be determined even when no injuries are
- presentatall, whetherithe by poison, stroke,
| heart attack, chemical abuse, the unusual
removal of all vital minerats from the bedy, |
etc. Ali possibitities are covered under this
skilt, although the GM may feel that certain :
situations call for increased difficulty. For :
example, a difficult 1o detect poison which
| induces & heart attack which wili appear |
- natural, might be -30 to the character’s au-
- topsyroll. This skiltis alsc usedto determine
- information such as the time of death, in
- what order injuries may have been caused,
: andthe age of each separate injury if received
i at significant time intervals, etc. To use this
! skilt, the Research/Construction chan should
! beusedte determinethe approximate length
- of time required for investigation.
AUDIOPHILE TECHNOLOGY (Me/Re) (Static

Neote: Recognizing a cause of death
does not provide all of the details. For
example, recognizing the symptoms
of a neurological poison, and finding a
foreign chemnical in the central nervous
systemn does not provide any infor-
mation on the substance itself. For
complete delails, specialists should
be consulted whenever the situation
calls for ft.

Example: Drew Tanner, a 5th level
Planetoiogist, has five ranks in Beast
Mastery for the deadly Tentacled
Nebufarianleech BatofAntares. While
investigating a most unusual natural
rock formation he pome across a
rather smail specimen, weighing ap-
proximately 45 kilograms. The leech
bat, being like any other of its species,
would like nothing more than to gnaw
on Drew’s bare bones for a few hap-
less hours of gourmet delight. Real-
izing this, Drew quickly decides fo use
his Beast Mastery skilf to befriend the
drooling predator, Drew’s fotal skill is
65, -20 for the creature bring witd, -30
for the monster most definitely being
a carnivore, gives Drew a +15 for his
attempt. It does not fook great. Drew
rolfs a 53 for a total of 74. If using the
static maneuver table, Drew has faifed
his aftempt. However, Drew was us-
ing the Alternate Static Maneuvertable,
and with a smirk on his face he looks
up his 74, assured of partial success.
However, he Is quite wrong in His
assumption. After his futife aftempt,
the creature leaps athim. Drew spends
the round reaching for his laser and
avoiding stinging tentacles. After a
swift combat, the Nebuiarian Leech
Bat drags off fts dinner to suck the
marrow from the lifefess bones, and
belch in glee over its fasty feast. Per-
haps desert will be dropping in as
well!

BEGGING (Pr/Em) (Static Action} — Bonus

for eliciting a sympathetic response fromthe
person being begged to.
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BICYCLING {Ag/5D)} (Moving Maneuver) — :
This bonus is apptied to all maneuvers for :
pileting vehictes operated by manual power :

{e.g.. bicycle, pedal copters, etc.).

Each :

vehicle type must be develeped a separate :
skill. Maneuvers may inctude high speed :
turns, gaining and decreasing speed rapigly, :
- ity Poot Biltiards, etc.)

jumping ramps, stunts, etc.}. Something

which is difficult to handie would be the ~ BJOCHEMISTRY (In/Re) (Special Action) — |

maximum speed obtainable on bicycle or

similar craft. Improvements in gesign and
gears make faster and faster velocities
possible.

Generally speaking, determine the #C's
maximum pace. Use the PC’s AG bonus as
apercentage and determine an equal percent
of the maximum pace. This percentage witl
be added to the maximum pace to determine
the character's maximum speed con flat
groung, with ng wing, minimal skiit, in feet
per round. This value should be converted
into miles per hour by multiplying by 360 {6
rounds per minute and 60 minutes per hour
yields 6x60=360), The resufting value shouid
be divided by .621 to determine the number
of kilometers per hour. The PC's totat skill
rank is added directly to this as additional km

BILLIARDS (SD/Re} {Static Action) — Bo-

nus for setting up and making billiard shots :
whether they are straight or trick shots. ©
However, different forms of bitliards, those :
swaying from each other compietely, must :
be developed separately, (s.g., Standard :
Billiards, Three-dimensional billiards, Grav- -

Understanding and analysis of basic bio- :
chemistry and genetics for the life-forms of :
a specific area. The definition of an “area” :
must be feft up tothe GM. Since creatures of
the same home world, eveluticnarily ¢
speaking, would devetop similar biochemi-
cal operations, this is a very likely limitation :
for the term “area”. However, the GM may :
feef that creatures in various regions of his -
worids vary enough chemically to reguire ;
it would be |

separate skifl devetopment.
untikely that creatures which have developed
on gifferent planets would have biochemical
similarities so strong that the same knowi-
edge would carry over without penaities.
And the previous idea of variations requiring

- ditterent skilis for each specified region of a
. planet may be a bit more realistic. However,

per hour. Such speed can be maintained in :
the same fashion as running at 5 times :
- BIGLOGY {in/Re} (Special Action} — Bonus
- forthe application of the most basic concepts
. of the biclogicat sciences. After ail, biotogy
: govers a very large coliection of different
. sctences. This skill enabies the determina-
: tion of the kingdom to which a creature
. belongs {e.g., animal, plant, fungus, bacte-
© ria, etc.}. Halsoinciudes some knowtedge of

normal pace before coasting must start.
Example: Janet's passionis bicycling.
She has a mutti-speed bike of average
technological level. (ie., nothing
special). Her base movement is 60,
which yields a maxirmurm pace of 300.
Her tofal Agility bonus is +20. This
+20AG bonus is used as a percentage
of her Maximum pace to get a basic
minimum speed of 360 feet per rotnd,
Mutliply this by 8 for six rounds in a
minute, and then multiply that resuit
by 60 for 60 minutes in one hour. This
will show how many feet traveled per
hour. This should be divided by 5,280
to give the mifes per hour.

360x6x60=123,600. 128,600 divided
by 5280=24.55 miles per hour. The
mifes per hour shouid be divided by
.B21 to determine the kilometers per
hour. 24.55 divided by .621 = 39.53
km/hour

Janet's skili rank in bigycling is +60. This
would mean that she would max out at 99km
per hour, She can really movel However, a
¢rash at such speed would be very serious.
Treat as vehicular impact. Determine the
miles per hour by multiplying the velocity by
821, The result wiil be the bonus for the
attack rofl on the fall chart. There wilt be no
adjustments for avecidance maneuvers as
described in the Vehicutar tmpact section
{8.8}. However, skifls suchas Tumbling may
be used to fessen the fall.

- anatemy, and basic cellutar structure. His |
- the foundation for alf of the higher biological

deing skills planet by planet is less compli-
cated and stilt works very well.

sciences, ang should be developed by alt
characters dabbling in these fields. Although

Med Techs, etc., with a biology background
must know this, muchofthe same knowledge
is covered more in depth inthe more scientific
skills. Therefore, an exceedingly large
amount of this skilt may not be necessary.

(Static Acticn) — Bonus for keeping oneself

the ¢tosest scrutiny {-75 from other's per-
ception).

If the player fails to make a successful
skill roli, the character will immediately go

into a coma, but will stilt die at the allotted :
time. The character may be awakened from ;

this state by one or more of the following:

- within one hour of the preset time or an

Awaken spell/psion or vigorous physical
disturbance fasting more than three minutes.
If the character receives a critical hit that kifls
instanily, this skilt will have no effect.
Example: Reggie and Purcival, sys-
tems technicians on an interstellar
freighter, are performing the regular
inspection of the coolant fines of the
reactor waste systems. The alarm
goes off, priority 1 emergency, and
the two of them begin running for their
emergency stations. Along the way, a
massive blast shakes the ship, and the
super-structure of the corridor caves
in around the two figures. The girder
coliapse over them like a giant’s hand
clenching into a tist. Both of the techs
are pinned beneath the debris. Reggle
is crushed to death, killed instantly.
He never got the chance to use his
body damage stabilization. Purcival’s
rib cage is crushed beneath a massive
girder, and he only has six rounds of
life feft before meeting his maker. He
attempts his body damage stabilization
skill, and is successtul. He goes into
a comatose condition which will last
six days, unless he is brought out of it
by other means.

Note: Certain lypes of damage may
make this skill quite impossibie to use.
These include damage such as mas-
sive brain damage, decapitation, body
dissolved in acid, body incinerated,
heart being ripped out of chest, spinal
cord completely destroyed (mainiy the
cranial nerves in their entirety), and so
on.

- BODY DEVELOPMENT {Co} (Special) — Skitl
; 2 - rank in Bedy Development is one of the
the more professionalcharacters, Physicians, : {0105 which determines how. many hits
. {concussionhits) acharacter cantake without
- passing out. The character is entitled to
- increase his base hit point total (BHPT) by
. his race’s allotted die roll each time that he
: . raises his Body Deveiopment skill rank by
. BODY DAMAGE STABILIZATION (SD/Em) :

one. Refertothe Racial Statistics Chart, P8,

. ) — & Kesp - pg 31
alive after being injured. This skiliallow the © ya.4ing Base Hit Point Total: each character
character t¢ put his body in a near-death :
condition {coma} for 1 day/round before :
death. {Bonus before deathis chtained from :
the description of the criticat taken.} Dueto : ) byt ) :
this slowing down the body’s metabiolic rate, Maximum Base Hit Point Total: a character's

the character will appearto be deadtoall but -

starts with a base hit point total equal to
the temporary value of his Constitution
stat divided by 10 {rounded off),

base hit point total can not exceed the
maximum allowed for his race. (See the
Racial Statistics Chart, P8, pg 31.)

Total Hit Points: the hit point total used
during play is the BHPT plus the BHPT
multiplied by the Constitution stat and
raciat banus divided by 100 (i.e., the Co
stat and raciat bonus is used as a per-
centage figure).

At



Summary for determining the Total Hit
Paints
1) Start with a base hit pointtotal equalto the

Constitution divided by 10 rounded up.
2} Each time the Body Development skill

rank is increased by ane, add the allotted

racial die roll to the hase hit peint total {up
to the racial maximum amaunt).

3) The total hit points = BHPT + (BHPT x Ca
bonus/100)

Death due to massive concussion hit
damage: if a character takes more concus-
sion hit damage than the sum of his total hit
points and his Constitution, massive shock
and internal bleeding occurs. His soul will
depart (i.e., he will die} in the number of
rounds indicated on the Race Statistics Chart
(PB, pg 31).

BOOKING (in/Pr} (Static Action} — Bonus
for arranging and maintaining of betting on

4 large scale and making a profit. This skill | his skill rank total bonus. From this totai, he

also includes the ability 10 set odds, and
handle the incoming bets so as to have the
money to cover ail bets made.
BOTANY (Me/Re) {Special Action) — Re-
search in the taxonomic variations of plant
forms, and the ability to place new forms into
a proper taxonomic category, down to the
species level of identification. This skill
includes the recognition, and the
indentification of the major plant forms from
the researched area, region, and climate.
May be developed either in-depth for a
specific area or as general educationin flora/
botanicai trends. Must be decided when the
skill is picked. Several different regions/
climates may be developed simultaneously,
if proper research materials are available.
Note: This skifl may be used for fearn-
ing about specific species as welt,
providing great detail on the charac-
teristics and habits of a particular type
of piant.

BRAIN WASHING (S0/SD/Em) (SP) — This |

skill involves the ability ta subvert the will of
another being to obey and believe whatever
the controlier wishes him to believe. Itisthe
conguering of one’s individuality, by gradually
wedring down the person’s menta! endur-

. fiuences. If the total percent of the “repro-

. However, if the job is not 100% complete,
- the effects will be only temporary, and over

ance. However, this a long process reguir-
ing days, semetimes weeks of constant ex-
posureto “reprogram” forthe desired results. |

The key factors in brain washing an in-
dividual are the person's Self Discipline and
Reasoning. The total bonus for these stats
must be averaged for the final resuit of zero
or greater. If the result is negative, increase
it to zero. {Although the GM may use the
negative score as a sign that the character is
susceptible to such procegures.) The result
i5 used in the same fashion as a DB when
under the influence of Brain washing.

When attempting tc “reprogram™ a pet-
son, it should be done on the Research/
Construction Chart (78 pg 61). However, -
this should always be at least a Hard ma-
neuver. However, the difficulty is able to
increase. Refertothe subject’s SD/Rescore; !
forevery 10 points, increase the difficuity by
gne column.

Note: For the Very Complex column, ‘

multiply the number of days by 10,

and change days fo hours. For the

Absurdcolumn, change the word years

to months, and for the number of

days, divide hy 100 and make and

make it a number of weeks). e.g., on

Very Complex, 64 days would be 640

hours. On the Absurd column, 1.5

years would be 1.5 months, and 250

days would be 2.5 weeks.

When making the roll, the influencing
character makes an open-ended roll adding

subtracts the subject's SD/Re modifier. This
total is cross-indexed on the determined
difficulty column of the Research/Gon-
struction Chart. The results are specified
there with the time pericd required to ac-
complish that much of the job. Howaver, if
the job is not completed the first time, a
second, cumulative attempt is made. Note:
The percent of the completion is removed
from the subject’s SD/Re modifier. The
subject’s mind becomes more susceptible
over time. Also, the subject need not be
completely (100%) succumbed to the in-

gramming” is greater than the character’s
Self Discipling, he will be reprogrammed.

time, the subject will straighten out his own
mind, and recover his own beliefs. (That is,
iteft to his own accord.) This is determined
by subtracting the Self Discipline temporary
stat from the percent completion. (93%) -
SD temporary 80 = 7, and the resulting
number is the number of weeks {7) neces-
sary for naturat recovery. If the percent
completion is 100, “reprogramming” must
be repeated (against the new faiths implanted
inthe person) betore full recovery can oceur.

Example: Oscar Mandiebrite, while
wandering around the starport one
day was atfacked and subdued by
severgl shady figures of unknown in-
tentions. When Oscar regained con-
sciousness, he found himself re-
strained it a smalf room which he did
ngt recognize. An unusual figure in
violet robes enters and wefcomes
Oscar to the Brotherhood of the Etar-
nai Molecule. Oscaris determined not
to overstay his welcome. The average

of his 80 and RE bonuses is +12,
which means that the so-calfed
Brotherhood will be using the Complex
difficuity cofumn as opposed to the
standard Hard cofumn. The
Brotherhood's representative has a
skiff rank bonus of 60. His roifisa 72,
giving atotal of 132. Howsever, Oscar's
+12 acts like a2 DB, reducing this score
to 120. Whenintdexed on the Research/
Construction table, the resuft is 40%
{200 hours). Because the % is greater
than Oscar's bonus, he will have no
defenses during the next session. (If
the percent had been less than his
bonus, he woild subtract the percent
from his "DB” to determine the new
bonus. e.g., 5% would yield +7). for
the continued session, the
Brotherhood's representative rofis an
82, plus 60, with no SO/RE modifier,
This result is a tolal of 142 yielding
50% after another 200 hours, for a
total of 90% complete job. Oscar's 50
is only 83 at the current time, i.e., he fs
brainwashed by this pointintime under
the temporary effects. If feft on his
own prerogative, he will regain his
own mind after 7 weeks, although it
dogsm't hurt tg be assisted in escap-
ing. Al this point in time he would
desire to feave his new found home, at
feast not for several weeks,

Half of a character's skill rank bonus in
Brain Washing, may be used as an additignal
amount for his SD/Re modifier. (e.g., If a
character with +30 in brainwashing, with a
SD/Re modifier of +8, his total modifier
would be a “DB” of 23. {8 + 15]}. This gives
protection with knowledge of techniques.

BRAWLING (Re/In) {(Maneuver) — Bonus

, tor using non-weapon implements as a

weapon (e.g.. such as a stool for a bash
attack, throwing sand into your opponent’s
eyes, etc.) This skill does not apply to
normal weapons which are defined under
various other skills {weapon skills, yado,
martial arts, efc.). The attacks under brawling
may never exceed small attacks, e.g., astool
would be a small bash, and a broken bottle
would egual a smail talon attack, stg.)
BRIBERY (Pr/Re) (Static Action) — Bonus
for offering a bribe to an official in the proper
and unobtrusive manner.

BUSINESS LAW {Me/Re) (Static Action) —
Bonus for the application of laws tg business
ariented situations. These include such
things as: What constitutes avalidand legally
binding contract, breach of contract. negli-
gence, liability for claims, general laws of
trade, etc. The knowledge of possibie pen-
alties for breaking such iaws is alsc covered
in this skill. This skilt must be developed by
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gach specific culture singe fegality is based
maore on moral heliefs of the population of
each culture. Similar cultures might receive
a half bonus for use of this skill. Different,
but basically similar, should receive a 1/4
bonus. Very different might raceive a 1/8

honus, and completely alien cultures would :

be treated as if there was no bonus developed
in the skill.

CAMOUFLAGE (Re/In) {Static Action) —
Bonus in hiding or concealing an item or
another person ty using the natural attributes
of the surrgunding environment.

CANON (SD/Me) (Static Action) — Bonus
for the performance of religious ceremonies
and practices in the fashion deemed proper
byone'sfaith. {e.g., sayingmass, performing
sacraments, etc.}

CAVING (SD/Re} {Maneuver) — Bonus for
the determination of the natural course and
the lay of a cave or cavern (passage or
chamber). Bonus when attempting an
unassisted maneuver in a cave. It may also
be used whentryingtofind one’s way through
a cave with or withaut signs, and recegnition
of what may be censidered hazardous con-

ditions, and what to do in case of a cave-in. .

| CERAMICS INDUSTRIAL (Re/Ag) (Special !

Action) — Bonus for the synthesis and
madification of ceramic materials. The
identification of ceramic materials ang

can endure is covered here. This skill is also
used for the application of ceramic products
in the industrial area. However, the design
and fabrication of such products is not in-
cluded.

CHANNELING (In) (Speciai Action) — This
is the skill of transmitting and receiving
power between two willing individuals aver
any distance, provided that contact can be
made. The transmitter of the power must be
able to see the receiver or know his exact
locatien (distance and direction, or a specific
place). The receiver must know exactly
when the spell is coming. For example, if a
Telepathwas present at specified coordinates
at at specified time, ready to receive a psion,
then another telepathic person could use

knowledge of stressful conditions which they !

Channeling to send him a psion (if he knew

the coordinates and the correct time to do

50). In some cases it will occur when a

psionic individual is on a vital mission, and

another psion or telepath wishes to give him
14.

‘ad

It is important to note that the spells/
psians which one acquires through intrinsic
power points are not subject to this rule.
Simitarly, the acquisition of Channeling skill
will not allow others to gain a “Channeling”
user'sintrinsic psionability. This skillapplies
only to extraordinary channeling.
Transmitting Power Points: Normaily Chan-

neling consists of transferring power

points from one character to another.

The sender expends the power points by

his Channeling skilirank bonus expressed

as a percentage {e.q., a sender with a

60% Channeling skiil rank bonus -skill

rank 12- and expending 20 power points

actuaily only sends 12 = 60% of 20)

Treat channeling abilities of greater than

100as 100, and round down the resulting

power points. Thig is the number of
points sent. The receiving character
multiplies the number of paints sent by
his Channeling skill rank bonus (again,
expressed as a percentage, the result is
rounded down, and channeling abilities

of more than 100 are treated as 100).

This result is the number of points re-

ceived. These points may be usad by the

receiving character to cast spelis/psions
as he wishes, atthoughany unused points
will be lost when he next sleeps.
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Channeling between characters (includ-
ing NPCs} may only take place if they are
concentrating onthe same realm of power,
In other words, a mentatly criented
telepath cannot channelto an elementalty
oriented telepath. In the case of a Non-

psion, the character’s prientation should
be determined at first level. If gods are :
being used, they can obviously channet :
to whomever they please. Hybrids may -
channet to or be channeled to by the
character's concentration on either of the :

Hybrid’s realms.
Transmitting Psions. Psions may be chan-
neled inrare cases. Iftherecsiverisofthe
proper psion reaim, the sender may cast
psions through him. His not necessary
for the receiver to know how to cast the
spefl; he is not required to do any of the
work. The psion is cast, and the power
points expended by the sender.

The

power points are subject to the same :
modifications for Channeling skiil rank !

bonuses as power points sent without g

psion, angd sufficient power points must
be received to cast the psion. The psion
may not be cast if it cepends on the
receiving character to provide any of the
power points; nor may the psion be cast
by one individual while the power points
required to cast the psicn are channeled
by someone else.

Example: After an exchange of guntire,
Aaron, a 4th level telepath kneels be-
side a bleading comrade. He imme-
diately contacts his ship which is in
arbit, to get medical assistance. The
wounded figure, a med tech, while stilf
conscious uses his med scanner to
discover that his femoral artery was
several damaged, and he would soon
bleed to death. After doing this, the
injured character went unconscious
duetoblseding damage. Aaron reports
this news to the ship, realizing that no
onewill arriveio help. Jeremy, another
{efepath on board the ship, responds

to an offer Aaron cannot refuse, if he
wishes ta save his friend's life. Jer-
emy is willing to channel a 9th lgve!
psion (Vessel rapair) to Aaron in order

to save the med tech's life. Jeremy
examines the coordinates on the
computer and informs Aaron that he
will receive the channelin four rounds.
Aaron's channegling skill rank is 30,
while Jeremy'sis 75. Jeremy channels
the psion on time, putting 40 power
points into it, which will nearly drain
alf of his power. Since his skiil is 75,
30 power points are channgiedto Aaron
pfanerside. Aaron’s skill is only 30, s¢
he receives only 3 of the pawer points

{30% of 30 = 9}. The nine power
points are barely enough to power the
psion, and the med tech’s fife is saved.

Burnout due to Channeling: Successful :

Channeling can be dangerous.

Roil 1-

100 and add the number of power points :
received (this is an open-ended roli). :
Subtract the skilf rank in Channeting of :
the receiving character. {Note: The skil! :
rank not the bonus is subtracted fromthe :
roll.y If the result if over 100, then a :

burnout has occurred.

Example: Aaron was successful in
recefving the channel, but he must
make a rolf to determine if he suffers
some form of burnout, He roifs a 96,
an overload, and then rolls a 12 {total
being 108). The number of power
points received is added to this re-
sulting in 117, and Aaron’s skift rank is
sublracted for a final resuit of 111
(skill rank is ). Because the resultis
over 100, Aaron has suffered some
form of burnout,

H hurnout ocours, roll twice onthe 15+ of
the Stat Gain Table {referto PB,pg 119). This
result is the aumber of points that are lost
from the Memory Stat (the temporary, not
potential). This process is then repeated for
Reasoning. If this process reduces either
stat to 0 or below, all experience ang skills
are lost. On the brighter side, the character

can switch professions as he has lost ail :

Example: Aaron has suffered a burn-
out therefore he must make two rofis
on the 15+ column of the Stat Gain
Chart. He rofls a 21 and 45, resulting
in & total of 12 which is subtracted
from his Memory. He then must repeat
the pracess and apply it to his Rea-
soning. Herollsab5anda4l, yielding
a total reduction of 19 for his Rea-
soning. At the same time, Jeremy
must roff less than his Presence, 75,
ona 1-100rolt, Jeremy rolis a 54 and
does not suffer the same fate as Aaron,
as he breaks contact, ending the event,

CHEMICAL ENGINEER INDUSTRIAL (In/Re}
- (Speciat Action) — This skill enables the

. character to modify and produce new syn-

memory of his adolescence and appren-

- 1o function as an adult again.}

" ticeship {though it will take him many years
: b ¢ vy - produst.

i . ) , . - usedto reduce the effects of medicinal ma-
oﬁgﬂ;ggﬁ”aﬁ”f &ﬂi{éﬁfﬁégﬁgeg %3:'83 - terlals. For example, to produce a derivative
roll is made and 5x the amount that the : of ahealing drug that wil be twice as effective,

burnout roli was over 100 is added. This :

Faiture Table. {(Refer to 10.72 Non-Attack

This result can be in addition to the loss
of Memory and Reasoning or instead of it
{at GM's discretion).

ceiving individual) exercise absolute
controf over the victim’s body and its
remaining knowtedge, skills, spells/
psions, and power points. The sender
must have some way of sending com-
mands and instructions to the burnout
victim.  This control {asts 24 hours or
until contact is broken. (Refer to Magic
Skills, ChL & Cal, pg 41).

thetic materials, e.g., plastics, nylons, etc.
That is, as tong as equipment and materials
are available. The Research/Construction
chart should be used for the utilization of this
skifl. Refer to 7L, pg 61. The GM must
assign a difficulty for the character’s inten-
tion. This skifl does notinciude the design of
machine parts, only the design {on the mo-
lecular ltevel) and the production of the
synthetic materiais from which to fabricate
the item.

CHEMICAL ENGINEER MEDICAL (In/Re)
(Special Action) — This skilt is simitar to the
{ndustrial counterpart. However, the skill
involves the design and development of
pharmaceuticals and toxins. This skill may
be used to develop them from raw materials
or to refine and enhance a currently existing
However, this skill may alsc be

or to produce a toxin derivative that wiil

. ; } - produce a similar, but weaker effect than its
iotal is applied to the Non-attack Spell . parent,

: ; © Research/Construction Chart (7L, pg61) to
Section SL Table 10.7 Spell Faiure Tabls). . determine the resuits of the character's skilt.

© The GM shoutd determine the difficulty leve!
: of the character's intentions.

Should a burnout occur, the being . CHEMISTRY (in/Re) (Special Action) —

channeling power o the victim must roli : Bonus for identifying and mixing various

under his Presence on 1-10C or sufferthe chemical substances with refatively pre-

same result (Gods are unaffected). if the - dictable results. Acids, powders, toxins, etc.

sender survives unharmeg, he may (re- - re just a few of the possible results. This

gardless of the status or will of the re- - skitl aiso allows the character to know el-

. emental composition, reactions, compounds,

This skill should be used on the

etc., or knowledge of some experimental
procedures to derive the information, This
skill is modified from -30 to -70 for lack of
laboratory equipment, supplies, etc,
CIRGLE LORE (Me/Re) (Static Action) —
Bonus on using circles in conjunction with
Gircles of Power and Circles of Protection
spells. Also allows non-magical research in
gefining, identifying new “Circles” in which
to add to one's repertoire of circle speils.
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This skill may also be used as a general
knowledge skitl of magical circles and what
they represent. in suchacase, the skitl must
be devetoped by sach different form of magic,
whether they be real or not in the GM's
universe. (e.g., Black Magic, Grey Magic,
White Magic, Voodoo, etc.} 1f "Circtes” are
used in certain Psion areas, then the general
knowledge may extend into thatarea as well,

CIVIL ENGINEERING {in/Re) (Special Ac-

tion}—This bonusis applied toalt maneuvers :
: the pilot to maneuver in combat and to

involving the design ang modification of

public utitities. This mayinclude waterworks, :
power distribution, roadways, parks, etc. :
Such a skill is used for handling the needs of :
communities of any size. This skilf uses the
Research/Construction charts since such :
projects are typically on a very farge scale.
CIVIL LAW {Mse/Re) {Static Action) — Bo- :
nus for the application of those laws dealing
with the rights of the individual (the private . geveioped separately for each specific craft,
citizen). This skill may be used 1o settle : \ith similar skill bonuses applicable to simiiar

- crafts within each category. (GM discretion

dispute, or to determine what the citizen is

entitied 10 when his rights are violated by :
another member of the state, or an estab-
lished organization. This skili must be de-
veloped differently for each specific culture.
Simitar skill bonuses from the Cultural
Variation Modifier Table will apply appro-
priatety. :

 CLIMBING {(Ag} (Moving Maneuver) — This :
: — This skilt grants a bonus when using any
faces (absurd}, through mountain climbing :
(Yery Hard), to climbing a ladder (Easy) :
through the use of handholds. The normal :
. chimbing rate for watls with adequate :

coutd range from the ability to climb sheer

handholds {s 10'/rrd as & “medium maneu- :
ver”.

implies} only in combat situations. 1 aflows

increase his ship’s attack OB, and/or the
vehicie’s DB.

Note: When actualiy used, the Combat
Pilot Skill cannot exceed the pifol’s
Atmospheric, Orbital, or N-Space Pi-
foting, or AFV Driver {whichever s
appropriate} skifl rank.

Also, each combat pilot skill must be

should be used for such simifarity modifiers.
£.g., bonuses should not be the same from
atmaospheric jets, to prop planes and then to
helicopters.)

COMMUNICATIONS (In/Re) (Static Action)

construct communication devices. However,
it must be devetoped as each of three simitar
skilts: TBD {Tachyon Beam Dictor, used for
interstellar communication), Microfrequency
Modulation and Laser Rig (both used in

© system communication). This skiil rank is

| COMBAT PILOT {In/Ag) (Vehicutar Maneu- :
. very — This skill is used (as the name

usable at half value when attempting to use
one of the other two types than it was spe-
cifically developed for.

COMPARATIVE RELIGION (Me/Re) (Static
Action} — Bonus far the recognition and

- identification of similarities and differences
i of various religions within & category. {e.q.,

Christianity, Buddhism, primitive tribal be-
liefs, etc.) Each category must be developed
separately, but includes a general scope of
common refigions falling into them,

COMPUTER CRIME (SD/Em) (Static Action)
— Bonus forthe itlegat alteration of computer
stored records forthe benefit or disadvantage
of a specified party, The skill invoives the
ability to perform sugch alterations by breaking

: codes, gaining itlegal access, and aitering
. records without detection or traces which
- may eventually tead to the capture of the

- culprit.




COMPUTER ENGINEERING {In/Re} (Special
Action) — This is a deeply involved skill
which includes the designing aspects of
computer systems. This includes a congen-
tration on program development, and facets
of software engineering, as well as the cre-

ation of new computer languages. This skill !

alsoinciudes the designing and modification
of new logic and memory systems.

(e.g., .

new farms of computer chips, memory discs, |

modes 0f memory access, et¢. are some
possibilities). The Research/Construction
Chart should be used to determine the nec-
essary time for completion.

COMPUTER TAPPING (In/In/Re) (Static Ac- |
tion} — Bonus for accessing a currently |

active computer and monitoring all of the
procedures which occur through the unit.
This does not include any alterations of data
within the computer being monitored. The

activities being observed may be recorded
though the computer which the characteris -

using for monitoring purposes.
COMPUTER TECHNOLOGY {Re/Me) (Spe-
cial Action) — Skill bonus related directly to
computer programming and repairs. This
skill is used to develop alt programming
languages and the ability to repair damaged
or malfunctioning memary systems. inor-
der to use this skill, use the Malfunction/
Repair Chart (7L, pg 62) to determine re-
sults. Inthe original description of this skill
in the Player Book, this single skill gives the
character proficiency in all aspects of the
skill. However, there are different ways
which the GM may opt to use this skill which
may he a litthe more reahistic.

Option 1: The GM may opt to use this skill in
the fashion which it was originally de-
scribed. By doing itthis way, the character
is proficient In one computer language

using the development costs for Com- | COSMETOLOGY (Pr/SD) (Special Action) —

puter Technology. This forces the char- |
actertospecialize inlanguagesto become
very good fast. Although this may take
more time o develop several languages,
the variability in skiil does make it a little
more realistic.
For repairs, if this option is used, the GM
may select the skill rank with the greatest
development. This bonus may be applied
to any rolls made on the repair chart.
Qption 3: This is identical to Option 2 above,
with gne exception. Under this option,
the computer repair skill is developed
separately just like each tanguage. This
allows the character 1o know program-
ming, and zilch about the memory system
itself.

Option 4: This is identical to Option 3 with
angther smail afteration. Rather than
keeping the separate development of the
repair with the cost of Computer Tech-
nology, it may be assigned the cost of
Electranic Technology (as a separate
category within that sklll}. That is prob-
ably the best place tor that aspect of
Computer Technology.

CONTORTIONS {Ag/SD) (Static Action) —

Bonus for manipulating one’s body in order

to movethroughsmall epenings crtoabsorb

sudden crushing impacts (other than falls).

Heips to escape from bonds, etc.

5 WOISen one's appearance.

Bonus forthe use of cosmetics toimprove or
However, this
skill would not be used for the purposes of
disguise. Cosmetotogy would be used to
increase a PC's Appearance, or 10 cover
markings such as bruises and scars. To
improve Appearance, an open-ended roil
with modifiers is made. The total amount
over 101 Is the percent of the difference
between the current Appearance and 100.
(e.g., App = B0, roll total is 128 which yields
a 25% of the difference [100 - 60 = 40]
increase. Appearance becomes 70, which
only fasts untii the cosmetic aids are re-
maved.)

COUNTERFEITING {Ag/Re) (Static Action)
— This skill includes the ahility to reproduce
official currency, s well as falsify MERLOGH
Bank Records, Elmonit cards, and card data,
etc. This skill may afso include the complete
production of false Elmonit cards.
CRAFTING (Re/Ag) (Static Action) — Bonus
for the particular Crafting skilf such as jew-
eler, copperetching, clothwork, etc. Different
crafting skills must be developed separately.

* The following is & partial list of some other

CONTROL SHAPE CHANGE (SD) (Static |
Action) ~— Bonus for the control of one's

form when under shape aftering infiuences.

- These may include Lycanthropy, Psioni¢
- abilities to alter one’s own form, oranother’s

et

for each rank developed beyond the first .

skill rank. For example, a character with
nine skill ranks woufd be proficient in
eight computer languages.

Note: Fach computer language must
be specified at the time of each skill
rank’s development. The character
must also have access to adequate
learning materials for the fanguage he
wishes to learn. How efse would he
understand the language?

Option 2: The GM may wish to get a little
more invoived with comguter languages
and allow variability in the character's
programming skill from one system to
another. This can easily be done, although
it makes it more difficultfor a characterto
tearn a lot of languages. Allthat neegsto
be done is te have the character develop
gach computer language as a separate
skill, in same fashion as languages are
deveIOped underthe Linguistics skill, anly

However, this would not include
teleporter accidents and such.

COOKERY (Re/Ag) (Static Action) — Bonus

when detecting bad food, or preparing or

neutralizing dangerous herbs and food in-
gredients. Includes poison preparation as
well as normal coaking. The following is a
partial listing of cookery skills.

= Baking:turning of flour into breads, cakes, :

pies, etc.
¢ Brewing: Making ale, beer, cider, malt, or
mead beverages.

- Curing: Salting or preserving of food.

. of a place of business.

» Distilling: Making of alcehol.

» Poisoner: The preparation of poisons, not .

production.
» Winery: The making of wines.
CORPORATE MANAGEMENT (Re/Em)
{Static Action) — Bonus for the management
This includes
knowledge of paperwork, payrofl, pricing,

; profits, and the structure of the corporation
- and how it works. Ordering merchandise,
" keeping records of all transactions, and

keeping inventory are some possibie uses.

crafting skilfs.

« Barbering. Hair grooming and the shaving
of beards. This also includes hair styling
for women and hair care.

« Biffeting: Innkeeping duties.

« Bopkmaker: Binds paper into books.

« Cafligraphy: Skill to write in artistic and
attractive styles of writing with tha use of
specialized pens.

* Candle Maker: Use of wax and wicks and
simitar materials to produce candles.
*Ceramics: Glazing, staining of pottery, giass,
ete. and firing it in a kiln to harden it.

« Child Care: Ability to oversee and take care
of children of all ages, and insure safe
conditions for them to play in.

= (lerfcal: Qrganizing and caring for an office
and its records. This includes such skills
as typing, word processing. fiting, use of
standard office equipment, etc.

» Connoisseur: Distinguishing the finer
qualities of taste and preparation of food
and drinks. However, different forms
should be developed separately. For ex-
ampte: Greek, Mexican, Russian, French,
Wines, etc.

» Cooper. making and repairing of barrels.

» Counselor: Listening to problems and
analyzing them in arder to provide pos-
sible solutions.

« Critic: Analysis and description of faults
and merits of art works of all types. {Each
art form must be developed separately,
g.g., Literature, film, art, drama, etc.)
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» Current Events: Kegping up with the most !
recent news of individuat areas of activity :
covered by a particular news source, For :

exampie, indivigual countries would have

to be devetoped separately due to the :
different news organizations. The only |

overlapping information would be that
which involves both news organizations.

» Dying: The coloring of fabrics and cloths,

= Embaimer: Mummification of bodies after
death.

= Fmbroidering: Decoration of fabric, cleth, :

and leather

» Enameler: Use of ename! to place a hard,
long-lasting surface on objects.
« Furrier: Turning furs into clothing

* (Glass Blower: The turning of sand into |

glass objects,

* Guide: Pointing the way ang leading

* Knitting: Turning yarn and thread into cloth
with the use of needles

» Maching Shop: Use of power tools of
various makes for general purposes.

» Masseur/Masseuse:Maniputation of bones
and muscles for the purpose of relieving
tension, etc.

* Messenger/Runner: Bearer of messages,
written or verbal.

« Miifer; Grinder of grains intp flour.

*Mixology. The ability to prepare mixed drinks
of ail types.

« Mot Maker: Making and repairing nets of ali
types.

« Paper Making: Turning wood pulp into
paper, reegds into papyrus, etc.

* Potter; Turning clay into objects.

* Quilting: Turning pieces of cloth into |

btankets, ciothing, etc.

* Roofer: Putting roofs together and main- | GMs may fee! that this skill would be |

applicable for skills such as making the :
molds/printing plates for paper and me- -
tallic pieces of money, or he may feel that
that portion of counterfeiting is more :

taining them,

« Sail Maker: Making and repairing of sails.
* Sales Clerk: Use of transaction registers, :
and ability fo aid and deal with custom- !

ers.

e Seribe: The copying of manustripts and

other documents. This may by hand or
typing and werd processing.

« Seneschal: Running of 2 household, daily
rautines, etc.

» Spinner: Turning wool or flax into thread.

« Stewardship: Management of land and

peaple in the absence of the overiord.

* Taitoring: Turning cloth into articies of -

clothing.

» Taxidermist; Preparing and stuffing the -

skins of animals.

+ Trivia: Knowledge of small pieces of infor-
as unimportant.

among other uses.

heavy machines or power tools.
* [pholstery. Covering of furniture with
material for decoration or comfort.
» Valel: Assisting others in getting dressed
: and ready for various occasions.
. = |fghicle Body Repair; The reshaping and
repair of damnaged parts of vehicles of alt
types. This includes the repainting of :
parts and entire vehicies to look as good
as new.
» Weaving: Using looms to make fabric, rugs, -
i tapestriss, elc.
» Wicker Work: Use of wicker 0 make bas- |
Kets, furniture, stc.

. CREWMEMBER AFV (in/Ag) (Vehicle Ma-
neuvery — This skill bonus is applied ta

mored Fighting Vehicles. This skill must be
| developed separately for the differant types
i ot AFVs, Examples of different types of AFVs
are: Tracked Tanks, Hovertanks, GEVs,
| MIRGs, etc. The GM may opt to classify
certain AFVs into similar categories for the
purpose of this skitl,

! CRIME ENGINEERING (In/Re} (Special Ac-
- tion) — This skilt involves the design and

modification of those devices directly in- |
volved with various fieids of crime and -

that falsify ong's cradit standing, etc.

oriented in an artistry skiil {such as :
Sculpting developed for eiching or
molding.)

! ! Forgery Tech: The design of devices for the :
production of artificial replicas of original :
works such as paintings, signatures, |
scutptures, etc. The skill may also be
used as the tech skill covering devices for ;
purpeses of Faisification.

- Security Systems: The design of security

locks themselves, Incarceration fields,
and some force fields, to name examples.

» Trapper: Capturing of animals, either alive

or dead,

mationwhichmay normally be thought of |
: However, this can be :
| good for starting casual conversation :

» Tuba Hollower: Holtows tubes out of stons, -
metal, wood, or plastic without the use of -

maneuver rolis when griving/pitoting Ar- §

! criminal apprehension, This skilt must be :
- developed by each specificarea. Forexample: :
Counterfeiting Tech: The design of devices :

that protiuce artificial monstary units or

" Surveiflance Tach: Design of devices to he

used for surveillance of various types

(8.g., electronic bugs, communication

tapping, photographic observation (the

¢ slgctronic aspect), premise probes, efe.}

Tracking Tech: Daesign of devices for pur-
poses such as thermal tracers, motion
getectors, audiptracers, homing beacons,

| and receivers, etc.

: CRIME TECHNICS {Ag/In) {Spaciat Action)

— This is a bonus for the maintenance and

repair of crime oriented devices. This skill

: may also be usad for mogifications not in-

- volving large amounts of redasigning, in

- which Griminal Engineering would bs morg

‘ appropriate. Although the GM may wish 1o

use simitar skili bonuses for the Technics
- and Enginesring skills, This would be 1/2 for
each of the categories developed. Each
| category must be developed separately.
: (Refer to Crime Engineering for suggested

- list of categories.)

| Counterfaiting Tech: The repairing of devices
that produce artificial monetary units, or
that falsify one's credit standing, etc.
GMs may feel this skilt would be applicable
for skill sich as making the motds/printing
ptates for paper and metaflic piaces of
mongy, or he may feel that a portion of
counterfeiting is more oriented in an
artistry skitl (e.g., scuipting developed for
siching or molding}. His fess confusing,
and easier, to use ail abifities together,
and perhaps use a simitar skilbonus of 1/
4 for simitar uses.

: Forgery Tech: The design of devices for the
production of artificial replicas of original

i works such as paintings, signatures,
scuiptures, etc. This skilt may also he
used for modification of such devices.

. Security Systems. The repair and mainte-
nance of security systems, scanners, fock
picking devices (electronic and manual),
as welt as the locks themseives, incar-
ceration fields, and some force fisigs, to
name examples.

- Survaifiance Tech: Repair and maintenance

I of devices used for varicus types of sur-

veiltance {(e.q., efectronic bugs, commu-
nication tagping, photographic observa-
tion {etectronic aspect), premise probes,

| efc.)
Tracking Tech: Repair and maintenance of

i devices usedfor tracking such asthermal

i tracers, motion detectors, homing bea-

cons, etc.

systems, scanners, lock picking devices :
(electronic and manual), as well as the |
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CRIMINAL INVESTIGATION (In/Me) {Static
Action) — Bonus for the use of investigative
procedures to obtain information about a
crime. These procedures inctude all meth-
ods used by law enforcement agencies,
whether they are general or technical pro-
cedures. Seme examples to consider might
be fingerprinting, close observation, piecing
together clues, comparison of ¢riminal
records, etc. This skilt inctudes the ability to
recognize evidence, if it is admissible in a

court of law, if it has been obtained in a legal

fashion, ang so on. This skiltis only good for

the finding of evidence, what a character

does with it is a differant story.

CRIMINAL LAW (Me/Re/In} (Static Action}
— Bonus forknowledge of those laws deating
with criminal defense and prosecution,
Knowledge of tegal punishments for crime
and possible criminal negotiations are cov-
gred in this skill. However, this skilt must be
bought for each separate culture. intra-
cultural similarity may be used for this skilt.
This is probably one of the more common
jegal skills used for courtroom pracedures.

CRIMINAL PSYCHOLBGY (Em/In) (Static
Action) — That branch of psychalogy deal-
ing with criminal behavior, With this skill a
character may study a criminal’s behavior
individually to determine what his next move
might be, or he may go by statistical stan-
dards. it is an understanding of how the
criminal mind operates, ang how to predict
its next move.

CRIONICS {in/Re) (Special Action} — This
is the bonus for preparing a deceased bogdy
for proper freezing procedures so that it may
be revived at a fater date, when the person’s
itiness ¢an be cured, or when bodies can be
revived. This skilt only covers the prepara-
tory pracedures and the operation of pres-
arvation equipment. The technical aspect
would be unger the appropriate tech skitl.

: GRUDE WEAPONS (In/Ms) (Static Action)

- simple or low technological weapons for
- use. This may range from a quarterstafitoa
- catapult.

CYROGENICS EMERGENCY AESUSCITA-
TION (SD/Em) (Static Action) — Similar to

procedures for abody currently in, orcoming

- condition, this skitl is separated from First

 bodily conditions.)

Action) — Bonus for the set up and opera-
tion of cryogenic devices and the preparation
| of the person going into cryosleep.

| CRYPTOLOGY (In/in/Re) (Special Action)

- — Bonus for deciphering codes of alt kinds, | Research Chart (7L, pg €1). The difficuity

* fevet should be determined by the GM.

. DANCE {Ag/In} (Moving Mansuver) — Bo-
- nuswhen attempting to recreate adance one
- has witnessed. This skill may also be used
- tocreate new dances. If magicis being used
- in the GM's game world, or if magic rituais
- are used as a possibie means of enhancing
. aTelepath's/Psionic’s power, the Dance skill
. could be used as a factor in such rituals.

(Refer to RMCIHHI, pg 26)

- whether they are substitution, pattern
- forming, or whatever ingentous method is
- used. The more complex the code, the more
. difficult it is to decipher. This skill may atso
be used to transiate hieroglyphics, or alien
tanguages. However, one should reatize that
the decipharing of a language is not an easy
task. infact, it is one of the most complex
tasks that one might ever attempt. Completely
unknown languages shoutd be consigered
Absurd maneuvers, and that is probably
getting off easy. Refer 10 the Construction
Chart, 7L, pg 61.

This skilt may also be used to deveiop
codes of all types. If this skiltis used in this
way, the character's skilt rank bonus isadged
to his die rolt, A total of 101+ resuits in a
working code, which would be “easy” 10

. difficulty ievel increases by one; .9., 123 =
: Moderate, 145 = Hard, 181 = Very Compiex,
: 200 =Absurd. Using the skill Jike this atlows

%

; A

decipher. For every 20 points above 101, the |

- improved skifls a much greater advaniage
: — Bonus for the design and building of :

. CYBERNETIC ENGINEERING (In/Re) (Spe-
. cial Action} — Benus for the design and
- modification of robotic systems, robots,
- androids, bionic limbs, stc. and their com-
. ponents. This skill uses the Construction
First Aid skill, this skill provides emergency
- modified duetolack of necessary equipment,
out of, cryogenic conditicns, Because the :

. bodyisinacompletely difterent psychological : action) — Bonus for the maintenance, re-

© pairs, and construction {from biueprints or

- Ald. (e.g., various drugs, or devices may © diagrams) of robots and androids as wel: as

- have a damaging effect in the abnermal : hionic body parts. This skill encompasses
- all aspects of robotics, angroids, and bionic
i CRYOGENICS OPERATION (Ag/in) (Static : parts, including mechanical, power supply,
- electronic systems, and computers, How-
- gver, this does not incluge such work as the

* instaltation of bionic parts on or into a pa-

over less capable abilities.

ResearchChart (7L, pg61). This skili may be

CYBERNETIC TECHNICS {Ag/Me) (Special

tient. This skilt witl use the Construction/

DATA PROCESSING (SD/Re) {Special Ac-
tion) — Bonus for the organization and
storage of information, and a knowledge of
organizational methods commonly usec.
This skill is also used for the retrieval of
specific information from records, libraries,
and all methods of data storage. Use the
Construction/Research Chart {TL, pg 61},




DEMOLITIONS (Ag/SD/SD) (Static Action) -
— Bonus for preparation and setting of :

explosive charges. This skill is used when
the character desires specific results from :

an explosive charge {e.qg., to force the biast
in one girection, or to cut down on shock
waves, etc.) This skill covers alt general
knowledge of various explosives and thair
capahitities (e.g., to determine exactly how
much of a speciic explosive is reguire to
biast down 3 specific structure).

DEMON/DEVIL LORE (Me/Re) (Static Ac-
tion)— Bonus for recognizing and identifying
the major powers and abilities of extra-di-

developed only for spelfs that are di-
rected against single targets fe.g., fire
bolts, shock bofts, not fire balls,
firgstarms, gtc.).

- A character wishing to develop skill with

© once per day (either intrinsically or from an

mensional beings, ang things pertaining to g

demons/devils (lands, items, etc.).

DETECT TRAPS (in) (Static Action} — Bo-
nus for detecting inanimate traps or am- :

busghes.
DIPLOMACY (Pr/in) (Static Action) —

iterm or rune).

ers may specialize in their weapons.

“Bali” spefls. Linder this option, no +30

for “Center of Etfect” is altowed, and the : . . i : )
Directed Spell/Psion skill bonus is appli- of skilt ranks) of disarming skill used. This

cabie to the “center of effect” target only.

Option 2: The GM may fee! that the skitls of

Bonus -

for operating successfully in a complex,

bureaucratic foreign envirgnment, suchasa
foreign royat court or any other farge foreign
government structure, Tact, negotiatien and
deceit are afl facets of diptomacy. Used for
conducting the business between nations.
Bonus for using the proper protocal in an
unfamiliar situation and impressing a person
inauthority. This appties to situations ranging
from an audience with the President to an
involuntary meeting with the leader of an

organized crime syndicate. For operating
within one's own government system, refer

to Administration.

tion) — Speil Lawmakes provisions for Speil
Attack Rolls with certain “efementat” spells.
(These spelis are specifically listed there,
and have separate attack tables.)
Note: AMCII contains some of these
newer tables as well.  Skilf may be
developed separately for each such
spell.  Developing skilf in Directed
Speﬁs is treated just developing skill
in weapons. Generally, skill may be

Directed Spelis/Psions are in fact quite
similar to each other and so fall under the
precedent of simitar skilt treatment. Be
warned, however, that this will result in

than normal in the casting of directed

spelis. At the very least, they will have : . .
more development points freed for the - DISARM TRAP (In/Ag) (Static Action) —

development of other skitls. tn order to :

show the difficulty of mastering the di-
rected skill as a similar skitl, the GM may
decide that this Option should only be
opento pure spell users andtrue telepaths,
as weil as perhaps semi-telepaths.

- DIRECTION SENSE {In/Re} (Static Action)

DIRECTED SPELL/PSION (Ag) (Static Ac- | — Bonusfor determining which way s north,

or any other specific direction, such as
“home”, without the aig of navigational in-
struments. Skiltis usefut when determining

direction while underground, during the : |
darkest night, without stars, moon, or other 1 dPRearance.

. DISTANCE RUNNING {Cc) (Moving Maneu-

night lights,

- DISARM FOE ARMED (Ag) (Moving Ma-
neuver) — Bonus to remove a foe's weapon
with your own. If successiul, the opponent
i must make a successful RR vs the fevel (# of
© skill ranks) of the gisarming skitl used. There

* such a spell must be able to cast it at least - are 4 categories for the user to deveiop. The

- first is the primary skifl and the others carn be
- used as similar skills at 1/2 skitl rank honus.

: o ; . - Each category reflects the type of weapon
This rule is important for # allows certain : ; .
Spell users or Telepaths to specialize in . At the disarmer can go against. Catego-

particiiar spells in the same way that fight- Weapon Combo.

Thi : - DISARM FOE UNARMED (Ag) (Static Ac-
Option 1: This option allows developmentof - : :
Directed Speli/Psion skill for the elementat : tion) - Bonus to remove foe's weapon with

ries: 1-handed, 2-handed, Polearm, and Two

: yourhbare hands. ifsuccessful, the opponent
© must make a successiut RR vs. the tevel (#

! | against.
speli users and telepaths being better - Hganded Crushing, Two-Handed, Polsarm,

is not a similar skifl to Disarm Foe Armed.
There are five categories for the user to
develop. The firstis the primary skill and the
others can be used as simifar skilis at 172
skill rank bonus. Each category reflects the
type of weapon that the disarmer may go
Categories; 1-Handed Edged, 1-

- Two Weapon Combo.

Bonus in identifying and disarming, but not

- locating, an inanimate trap. Traps of more
- than a Moderate difficulty level may resultin

subtractions from the character's total {to be
determined by the GM).

DISGUISE {Pr/SD) (Static Action} — Bonus
tochange one'sappearanceinciuging shape,
and size {to a reasonable degree) 1o appear
as someone else {does not need to be any-
one specific). This is achieved hy the ap-
plication of cosmetics and the use of props.

! This skil does not involve dramatic changes

ver} — Bonus is added to the character's

: hase exhaustion points to determine his
- {otal exhaustion points for mevement pur-

DOS&S
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DIVINATION (In/Em) {Static Action) - Bo- | DRUG THERAPY (Re/Me/In) (Static Action)
- = Bonus for the use of pharmaceuticals In
- the treatment of illness and/or injury. This
© skiliinctuges the determination of the amount

nus for the foretelling of the future or per-
celving unknown quantities/qualities, with
the use of divinatory means and methods

{e.g., Crystal bails, tarot cards, sticks, tea |

leaves, palms, astroiogy, £t¢.) Each method

must be developed separately. Skilt can be

also be used to soan the past and present.
Note: Divinations are generalin nature
and are left up to the interpretation of
symbology rather than the clsaner,
clear-cut means that the appropriate
Divination spelis/psions can provide
you. Afsg, Divingtion methods take a
minimum of one minute fand often
considerably fonger to preform. The
Qabbals found in AMG/ could be used
in conjunction with the skifl if the GM
wishes.

Bonus for controlied faliing maneuvers.

DOBMA (Me/Re) {Static Action) — This skill
rank banus governs how muchthe character |

of a pharmacsutical needed, and over how !
long atime period it must be takento clearup
the affliction. improper use of this skilicould -
resyit in tragedy, including addiction, worss :
. health conditions, side effects, and possibly
. death.

- DRUG TOLERANCE {Co/SD} (Static Action) -

- Bonus for resisting the effects of any one
type of intoxicant, poison, or other chamicat
substance. Bonus is applied directly to the

| RR. Skill must be developed separataly for

- gach type of drug (e.g., aicohol, sodium
- penothal, etc.) Gne nead not be conscious to
© have the bonus.

: DRUG TRAFFIC {Pr/in) {Static Action) —
DIVING (SD/Ag) (Moving Maneuver) — |

knows about the haliefs of a spesific religion.

This skill does not make the character reli- ¢

gious, it is only knowledge of the beliefs ang :

how a specific religion may respond to cer-
tain subject matters. Each religion must be
teveloped separately, although the GM may

- speaking quickly, convincingly, ang con- :

Bonus forthe procuring of and safe transport

ot itlegal pharmaceuticals in large quantities.

This skillincludes the knowledge of transport
! laws and standard methods of search used
by authorities, and possible ways of re- :
: maining undetected.

DUPING (Pr) (Static Action} — Bonus for -

: fusingly in order to get a victim to do
: something they would not ordinarily 6o,

opt to allow similar skili bonuses between
t atime.

certain religions ¢f nis choosing.
DOWSING (Em) (Static Action) — Bonus for

- ECOLOGY (Re/Ms) (Special Action) — Bo-
nus for studying a specific environment and -

focating underground water sources through
- far the gathering of information. This data

the ground, without the use of technotoglically
advanced deviges. The water will be found

: can then be used for the determination of :

directly under the characters feet after :

successful completion of the skill,
DRAFTING {Re/Me) (Static Action) —Bonus
tar the creation of detailed technical drawings
of anitem or object {e.q., blueprints). Thisis
notiree-hand drawing, specialized equipment
{such as squares, triangles, compasses,
protractors, speciatized computer programs,
etc.) is usad in making such precise and
accurate drawings {normally to scale).
DRAGON LORE/CREATURE LORE (Me/Re)
{Static Action) —Bonus for recognizing and
identifying the major powers an abilities of
dragons or other powerful unique creatures
which might he encountered, and of things
pertaining to them (e.9., lands, itams, etc.)
DRIVING {Ag/Qu) {Vehicuiar Maneuver) —

Ag in Riding, skill ranks in Driving must be !
devetoped separately for different types of :
vehicles. One skiil rank allows basic un- :
derstanding of the controls; subsequent :
ranks reflectincreased ability, and quickness :
in maneuvers. This skill is usetul only ia -
regard toland vehicles whichinclude ground -

This skilt is normally used on one person at

current conditions and possible future con-
- ditions {8.0., species populations, nutrient
- quantities per metar cubed, srosion factors, .

species fluctuation, migration, et¢.) The
Construction/Research chart should be used
for determining the time period required for

| such research,

| EDUCATION (SD/Em) (Static Action) —
- Bonus for teaching another character a skill
- currently known by the educator. Acharactsr |

- cannot teach a character who is more pro-
- ficient with the faught skill himself. There is
© more than one way to use this skill, the GM
© may do it however he prefers. Forexample:

effects vehicles (as well as animai-drawn
grafts}. Hovercraft and antigrav vehicles

which cannot rise above a hover level.

Option 1: The Jearning character, thanks to
the added assistance of a teacher, may
purchase his first rank in the skill at half

of its cost for that given development |
period. {e.q., Acharacteris being taught .

a skill normally costing him 2/6. Because
he has a teacher, he may buy the skill
ranks at 1/6 for the development period
he is being taught for.)

Opfion 2; The learning character may be
aflowed to purchase an extra rank during
a development period. A midrange cost’
{an average of the two existing costs, or
an extra skilt rank for jone costs equat to
the rank plus cne more development
point) may be added 10 the existing costs.
For example, a skill that costs 2/8 will ba
become 2/4/6, while a cost of 4 wiil be-
come 4/5,
© To use this skifl successfully, the in-
. structing character must make an open-
- anded roll plus skilt bonus for atotal ot 101+,
EFFICIENCY EXPERTISE (in/Em) (Special
Action} — This skilt is used to reguce the
amount of time reguired 1o compilete repairs,
research or construgtion work. Yo use this
skill, the character tirst makes the rall for the
skilt he is attempting to save time on {the
- Research skilt, Construction skill, Repairs,
- etg.} This roll determines the time pericd
generally required singe the Canstruction/
Research or Repair charts are used. The
character then makes an open-ended roli,
- applying his Efficiency Expertise skill rank
bonus to determine the total, 1 the resultis
- greater than 101, the skill has been suc-
cessfully used. The amountgraaterthan 101
is determined. This amount is then divided
by 2 for a final result which will egual the
percent of time saved by using the skill.
However, the GM may feel that a certain
amount of time is required for specific re-
- search, repairs, €tc., and no matter how
- good the roll, the character cannot do it

- faster.

Example: A character wishes to rebuitd
the power dampner of a fusion gen-
erator. His construction roff reveals
that it wifl take him 30 hours to com-
plete 50% of the job. The character
does very well with an Efficiency Ex-
pertisgroif showing that he saves 80%
of the needed time. Therefore, he only
needs 6 hours to complete 50% of the
project. However, the GM feels that
the job is acomplicated one, and at the
very best, the character woutd need 12
hours to complete hatfof the job. Ifthe
GMfeels that it is reasonable taenforce
a fimit on the amount of time one can
save ona job, he can. This alfows the
GMcontrol over the difficulty of repairs
while stifl allowing the character to
save time.

If the character’s totai roff is less than
zero, or if he rofls a fumble (01-05) and
apen-ended negative, he has made the matter
worse. The total lass than zero is divided by
2 to give a percent of additional time to
| complete the job. (1f the resuit goes nega-
! tive, there is no 101 subtracted as in the
i | successful use of the skil, }
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Example: An experienced Systems
Tech is trying to rush repairs on the
fusion reactor ofa sub-fight craft which
has sustained extremely severe dam-
age. His skill (fusion technology) is
+80, and herolisa 65 foratotalof 145.
This resuftis checked on the Malfune-
tion/Repair chart {TL, pg 62) on the
extremely severs column to determine
the time required. This shows 60
hours to refurn to 50% effectiveness
and 70 hours to completely rapair.

However, our hero is trained in Effi-
ciency Expertise. His skill rank bonus
is +60, and he roifs a 96 (an overioad),
and then rofls a 72 for a total of 228.
This total has 101 subtracted from it,
resulting inatolalof 127, Divided by 2,
the resuit is 63, meaning that 63% of
the time is saved. This means that if
takes the miracle worker a mere 22.2
hours to réturn the reactor to 50%
efficiency or 25.8 hours to completely
repair the reactor's .
effectiveness. (s he
good or what?!}

On the other hand,
suppose he had
roffed an (04 as his
initial efficiency roll,
folfowed by a 96 and
a 94. This would re-
sultinatotalof-127. [
This negative resuft |-
is divided by 2 for a
fotal of -63. The
negative represents
that the time factor [
will go against the |7
character, so there

wifl be a 63% increase in fime re-
quired. Inthis case, it witf take the tech
97.8 hours to regain 50% effective-
ness, and 114.1 hours fo complielely
restore the reactor. That won't look
good on his employment records.

ELECTRONIC COUNTER MEASURES {In/Re)
(Static Action) — Similar to Electronic War-
fare, this skill deals with the interference and
jamming of local communication or remote
transmissions. This skill includes knowl-

edge of different forms of short range com- .
munication and what might cause interfer- *

ence with the different forms, (e.g., mag-
netic fields may disrupt one form of commu-

nication, but not another) and how strong
the disrupting medium must be to give the

desired results.

Note: ihis skill only invoivas local
transmissions, and cannot take con-
trof of a signal, or substitute another
signal. Such activity would fafl into
the area of Electronic Warfare.

ELECTRONIC DIAGNDSIS {In/Re) {Static |
Actiony — Bonus for determining what is
wrong with a defective piece of electronic
equipment. This skili doas not provide the
character with knowledge to repair malfunc-
tioning or damaged equipmant.

The character can narrow the prablem down
to a main part or portion of the electronic
system involved. For example, a character
may realize that there may be a problem with
a capacitor, but how to identify it or reptace
it is beyond him. In short, it is a basic
understanding of what electrenic parts do in -
a system, and what problems may arise
when those parts become defective.

ELECTRONIC ENGINEERING {!n/Re) (Spe- ‘

cial Action) — Bonus for tha designing and
modification of electronic systems. This
skill must be developed for each area en- '
compassed in the field. Some examples -
include different reaims of communication
devices, and general fields of study.

N

\
\

Note: Communication skilis include
transmitters, recefvers, refay stations/
sateliites, elc.
ELECTRONIC SURVEILLANCE (SD/Re)
(Static Action) — Bonus for the use and

i placement of electronic devices for monitor-

ing and recording activity in an area beyond
visuat range. This skill also allows the de-
tection and deactivation of such equipment,
as well as methods for “fooling” them. This
skillalsoinciudes such maneuvers as tapping
into communication lines for maonitoring

- communication activity (e.g.. tapping a

telephone, or a visicom, etc.)

i ELECTRONIC TECHNICS (Re/Me) {Special

Action) — Bonus for the repair and mainte-
nance of electronic eguipment. To use this
skill, the Malfunction/Repair chart should be
used after the GM has designated a difficulty
level. This skill covers a wide range of
glectronic fields, but each must be devel-
oped separately by the character. Some
examples arg listed,
\ ¢ Liecironic Warfare:
§ maintenance of equip-
{ ment used for ship
\\ stealth and electronic
warfare,

| *= Fiber Optics/Laser

Q Communication: main-

tenance of communi-

! \ cation systems using
{Y light as the carrier,

\ WM« General Electronics:

\ maintenance of eiec-

' \ tronic devices such as

SCanners, Sensors,

\\ L y panels, consoles, cir-

| cuit boards, molec

e
iy
———

For example;
« Flactronic Warfarg: design of those devices ;
used for ship stealth, and electronic war- .
fare.

'\ » Fiber Optics/Laser Communication Tech-

‘ nofogy. design of those devices using

light for communication purposes.

« Liguid Crystal Technology. design of LCD |
screensand display consoles. Note: many
two-dimensional visuai screens might be
high tech LCD screens providing coior
and 3-D images while saving a lot of
space.

« Microglectronics: design of miniature elec-
tronic devices and componants.

»Microfrequency Moduiation: design of such
in-system communijcation systems.

« Tachyon Particle Communications: design
of interstellar communicaticn devices :
which tachyon particle beams as carriers.

boards, etc., as long as
they do not require another area of exper-
tise (e.g., some scanner work may re-
quire microelectronics).

» Microfrequency Communication: mainta-
nance of microfrequency equipment.

« Tachyon Particle Beam Communications:
maintenance and repair of the gquipment
used fortachyon beam communications.

ELECTRONIC WARFARE (In/Re} (Static Ac-

tion} — Bonus for the use of electronic

wartare and ship stealth equipment. Reterto

: Stealth/Electronic Warfare (P8, pg 76).
: EMEAGENCY ENVIRONMENTAL SUIT RE-

PAIRS (Ag/In) {Static Action) — This skill is
a specialized training in what to do in case of
amalfunctionin one’s environmental suit, or
if it springs a leak. This skill can be used to
repair damage from the inside at -20 on the
rolt.

;s |



ENVIRONMENTAL ENGINEERING (in/Re)
(Special Action} — Bonus for the study of
the stability of an environment angd how to
recreate its conditions in a controiled set-
ting. This skill includes the use of environ-
mentai devices/machinery to sustain an ar-
tificiat environment. With the use of this skilt
& researcher may aiso design a compiets
environment from scratch, and determine
how t0 make it seif-sustaining. Howevar,
such a feat would be very complex.

EVIDENCE DISPERSAL {SD/Me) (Stati¢ Ac-
tion} — Bonus for retrieving and properly
disposing of evidence at the scene of a
crime. This is usually done after one has
committed a crime, or if the character is
attempting to cover for socmeone else, to
conceal the evidence before the authorities
can find it.

EVOLUTIONARY THEORY (In/Re/Me) (Spe-
ciat Action} — Bonus for knowing the evo-
{ution of man and for knowing how evelution
progresses. This skilican be usedto gevelop
an evolutionary structure for alien worlds as
studies in the evolutionary process. This
skill may alsc be used to determine what the
next evolutionary stage may be for a given
species. This skill covers all knowledge
pertaining tc gene pools, specialization,
mutation by variation, genetic drift, etc.
Basically this is an in-depth research skill,
Evolution could also be developed unger the
refigicus doctrine skills, but the character
couid not get into the technical details and
compuiations.

FABRICATION (SD/Ag) (Static Action} —
Bonus for using heavy eguipment to shape
specificforms cut of various mediums. Each
medium must be developed separately (8.g.,
wood, plastic, metal, ceramic}. This skill
does not include designing pieces, only the
shapingintoa pre-gesigned form. (This may
befrom biueprints, orfromadamaged piece.)
However, this does not cover shaping the
medium withoutthe use of power equipment.
Doing this by hand would fall under other
skills such as smithing, sculpting,
woodcrafts, etc.

FALSIFICATION (SD/Re} (Static Action) —
Bonus for the creation of faise hut believable

* fashion style if the character really tried.

FASHION (In/Em) {Static Action) — Bonus :
tor designing fashionable clothes, as well as -
keeping up with the current trends in fash- :
ion. This skili could be used to start a new :

© FINANGCE {1r/In/Re) (Static Action}— Bonus :
- formaking financial investments inthe stock :

- market and making profits from them. This : » Ciamming: finding and digging up clams

- skitl also covers knowledge of banking, loans :

- angd money management,

For investing :

- maney, the character should make aroltangd -

- cross index it on the Construction/Research : Lo . .
chart (78, pg B1}. Howsver, the attempt © © Hunting: finding ang killing or capturing

- shoutd not be considered easier than the :

documents and records from sgratch. This
- include any powered aircraft of any type.

may be anything from a false I card to the
lease on a piece of real estate. This skit!
coutd be used to change testimony records,
and misrepresent facts as a couple of ex-
amples. (e.g., procedures, tragdemarks,
copyrights, stocks, bonds, diplomas, etc.)
the list goes onand on. Certain devices may
be obtained to aid in the reproduction, such
as computer programs.

. FOOD PROCESSING (Re/Ag) (Static Action) |

| purpose arrows may be crafted (such as
- hunting, armor piercing, message, howling,
. poison bearing, etc.)

i FLYING/GLIDING (Ag) (Moving Maneuver) !

for apptications of emergency aid ortreatment :
{limitedto type ofcreature}, suchas attempts :
1o hait or siow Bleeding or damaging dete-
rioration. itissuggested that, provided with :
the proper tools or bangages, a character
using first aid could stop up to 5 hits/rnd of
damage without resorting to a tourniquet. :
This skill alsc covers the use of emergency :
techniques such as cardio-putminary re- :
suscitationand splinting broken bones. Skilt -
in first aig may aiso be used when attempting :
to use basic medicat eguipment {at haif .
normal bonus, maximum of 25). This skillis -
nermally used inthe figld without the benefits
of a proper medical facility, or elaborate
equipment.

FLETCRING (Ag/SD) {Static Action) — Bo-
nus for making an arrow out of available :
wood, metal, paper, and/or feathers. Note: !
with this skifl, sophisticated types of speciat- |

— Bonus for flying or gliding through the :
use of natural or artificial wings. Flying/ :
Gliding has a natura! -75 for ali types of .
maneuvers performed while trying to fiy/
glide if this skilt is not learned or developed. |
{feathered wings, parachute, hang glider,

balioonist, grav belt, etc.) This skili does not

- — Bonus for the preparation of farge guan-
- tities of nutritionat materiat for eating, or for
- preservation by any number of methods
: (freezing, vacuum packing, addition of pre-
: gervatives, ete.) This skili alse includes the

© proguction of synthetic nutritional substi- :

- tutes.

FORAGING {in/Me} (Static Action) — Bonus
chance cf finding any local source of potable -
water or edible plants or animals. includes
basic food acquisition such as gathering or

: fishing.

The foltowing is a partiat list of foraging
skills:

from beaches
« Fishing: capture of fish by means of hook
and fine, spear or net

game animals for food or sport.

- Complex column. The standard shouid be : FORGERY {Ag/Re) (Static Action) — Bonus

 the Very Complex column, with an on-going . for the reproduction of paintings, manual

- modifier of -50 due to the uncontroliable - Writing (signatures), and legally binding

- conditions of the stock market {e.g., a 65 : Markings such as trademarks, etc. To use

: becomes a 15).

. FIRSTAID (SD/Em) {Static Action)— Bonus : modifiers datarmined by the GM.

- this skill, one must use the Sonstruction/
* Research chart { 7B, p. 61) with appropriate

. FRENZY {Em/SD) (Static Acticn) — Bonus

toattempttogointoastate of single-minded,

- unpredictable rage which results in an ad-

ditional +30 to the OB, the ability to take
twice the normal concussion damage, and
the ability to deliver double the concussion
hit damage. While in frenzy, you have nc DB

: ptherthanthearmor bonus, no shisld bonus,

and you cannot parry. Preparation forfrenzy
takes one round. Onceinafrenzied state, the

. berserker may make a static maneuver each
- roundincrder to resume one’s normal state.
. Once frenzied, the berserker witl continue to
- fight until there is no one left standing except
- himself, at which time he receives a +30 to
- end the frenzy. While frenzied, as tong as
- there is anyone standing, the berserker may
i attempt (with a perception roll at -30) to
; distinguish friend from foe.

: GAMBLING (Me/Pr/in) (Static Action) —
I Bonus when playing any game with a sig-
© pificant element of fuck. Also includes
i cheating as aform of improving one’s luck at

any game. Each spacific form of gambting
must be developed (e.q., dice, cards, etc.}.

GENERAL PERCEPTION (in/In/Re) (Static
Action} — This skill affects how much in-
formation and how many clues a gharacter
gets through ohservation. t may be used to
notice the right things, to find caretessly
hidden objects, to see that pile of old clothes
in the corner, to notice the imperfection in
: the wall that hides the hidden door, the
- triggerforthetrap ahead, the ambush. These
© are the types of things that the GM cannot
- mention to the players because to do sc

- would cail them to special attention that the

- character’s perception might not atlow.
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It a character states that he is watching or
examining an area, situation, or place, the
GM shoutd make a static maneuver rolt

modifier with the perception skil bonus of
. GENETICS {in/Re) (Special Action) — This :
- skiflis an advanced understanding of genetic

the character to determine if the character
notices or detects anything. The GM may
keep this rolf secret, revealing only what the
character has observed. Ofcourse, aheaithy

at all} in situations where the players gon't
know what their characters are tooking for or
don't specify that their characters are look-
ing for something in particular (likewise,
fooking for ceiling traps does make {t difficult

used to modify an opponent’s maneuvering

states that he/she is looking for a specific

thing, then he/she gains & +30 0 perceive it,

but & -30 to perceive anything else.

Option 1; if the GM fesls that the General
Perception roll is too ali-encompassing
and potent, a highly viable option is to
break down the General Perception s«ill
inte seven sensing categories:

« Balance: Sense of physical equilibrium.,

- principles, not simply genetic influgnces,

Option 2; As Option 1 above, except also ¢
allow a General Perception skill to be
developed, with a basic -30 to perception
roHs.

. 1. UNC ) - Thisskiliencompasses the ahilityto construct .
subtraction shoutd be given{ifaroltisallowed :

: 10 achieve specific goals and to reinforce
- specified genetic trends. This skitl and its
: retative fielgs of coverage may often be re-
: ferred to as Eugenics.

. © GENETIC TECHNICS (In/Re) (Special Action)
to lock for pit traps, etc.) The bonus may b | __ Thi siilt invaives the actual alteration of

roil attempt to Stalk or Hide. if a character  existing gene patlerns and abilities as op-

breeding patterns and match pairs of entities

posed to the breeding science (Genetics).
The skill covers all methods of inducing

| genetic manipulation {e.q., bombardment

- creation of replicants and clones throughthe

~ use of genetic-controtling equipment,
. GIMICKRY {in/Re} {Static Action) — Bonus ¢

- for making plans for an uncommen or not

- yet invented item. The character does not

« Body: The sense of knowing where one :
portion of the body is in relation to the :
rest. Those who have heen stopped by

the local traffic authorities for driving
under the influence have experienced a
testing of it. DWI is 2 nasty rap.
» Hearing: self-gxpianatory
» Sight. setf-explanatory
* Smell: self-explanatory
+» Taste: self-explanatory
* Touch. self-expianatory
The character may develop the skill ranks
of any two senses with one development
cost. Each additionat sense must be devel-
oped individually. This option can be ex-
tremely playable and plausible (standard

perception skifl is an awful Iot of sense : the assault on a prison camp to rescue

enhancement bought at bargain-basement © camrades. Such zn attempt would involve |

prices.}

- approve the creation of an item for it to be

receive materiais or other essentials for the
production of items (such as mathematics,
steet, wood carving, ets.) The GM must

included in his universe.
GRAPPLING HDOK {Ag} (Moving Mansuver)
— Bonus when throwing a grappling hook

horizontally and 1G feet vertically per skill :
rank learned (strength modifiers apply).
GUERILLA TACTICS (SD/Ag) {Static Action} :
— Bonus for the use of tactics involving :
guiet subversion by smali units. Usually :

| these groups fight intermittently, spending :

- the rest of the time hiding out from the :
- authorities. Anexample ofthis skilt mightbe :

the development of stages of assault, direc-
tion of attack, prime targets, timing action
and synchronizing it with other's activity,
. BiC.

GYMNASTIC EVENTS (Ag) (Moving Ma-
neuvery — Bonus for performing gymnastic
- gvents for oneself, audiences, or for general

maneuvers, This skill can be used for
gymnastic maneuvers on gymnasium
equipment, or on similar structures. {e.g., A
character with skitl inthe uneven bars wishes
to lower herself down through some stag-
gered conduit beneath a catwalk. Not having
much time, she epts to use her skilt to
manguver herself down through the hori-

- zomal bars since their spacing is nearly
- accurate. Although she could have ¢limbsd
- down, her gymnastic skili allows her to

maneuver through the bars much quicker}.

i by a specific radiation to perform a specified - Each event must be developed separately,

- desired mutation). This skill also covers the © aithough the GM may feel some similar skilt

bonuses are applicable. {Some events are

. uneven bars, paraliel bars, the rings, etc.)
. HAZARD GONTRQL (In/Re) (Static Action)

— Bonus for avoiding the harmful effects of
hazardous conditions, and for being capable
of controlling the situation providing the
materials to ¢o so are avaitable. Using
unconventicnal methods for hazard control
is feasible, provided the GM feeis it is pos-
sible, only making the skifl roll more difficult.
Each gifferent type of hazardous conditions
must be developed separately. A suggested

. and making it stick at the intended target ¢ 1St Of some hazards follows:

- area. The hook can be thrown up to 20 feet © *CGhemical: Bonus for the recognition of safe

storage and handling procedures, Cov-
ers knowledge of what to do in case of
chemical accidents, such ag spills, how
to prevent further damage and how to
proceed with complete clean-up proce-
gures,

;.



* Earthquake: What to do for safety under
various conditions, in case of an sarth-
quake. This skill also allows use of de-
tection equipment to predict their occur-
rence. 1t equipment exists for the pre-
vention or ceasing of an earthquake, this
skill should be used for the use of it.
{Unless the GM feels that it is too un-
commoniorcoverage underthis heading.)

= Environmental: Covers emergency proce-
dure involving environmental breaches
{hull breach of a space craft}, and envi-
ronmental contamination (manigulation
of existing air inan enciosed areathrough
specific vents, fitters, etc.). This area
should also involve the ability to test for
likely contaminants,

*» Fire Control: Bonys for identifying fire
hazardous conditions, proper handling of
flammable materials, and maintenance of
fire control systems and devices. This
inciudes proper procedures for control-
ting a fire's spread, and the ability to
extinguish fires once they are cantrolieg.

+ Radiation: Bonus for detection of and
controt {if possibie) of radiation leaks or
concentrations. Knowledge of safe types
of shielding for different forms of radia-
tion, and proper treatment, disposal and
storage of radioactive materials/wastes.

HEALTH CARE (Me/Re) {Static Action}) —

Bonus for recognizing conditions that are
- be developed as either an in-depth knowledge

goad and bad for ene’s health and what the
effects may be over time. This skilt also
covers the recegnition of nutritional value of
foods, and what amount of nutritional intake
is required for proper health. This skill may
also be used for the development of diet
techniques for weight controd, and so on.

HEAVY ENERGY PROJECTORS (in/Ag) (Of-
tensive Bonus) — This skill bonus is appli-
cable as a combat 0B when using an energy
cannon of Mk.6 or greater. However, each
specific type of energy cannon must be
developed, aithough simiiar skill bonuses
may he used.

HEAVY MACH!NE OPERATION (Ag/SD)
{Static Action/Vehicular Maneuver) —Bonus

for the use of heavy machinery such as ;

factory equipment (multi-ton presses, fork
lifts, loaders, cranes, bulldozers, etc.) In
some cases, the use of this skill may be a

static action, while in others it will be a ;

vehicular maneuver. Suchdecisionsare left
tothe GM. Eachiype of equipment should be

bonuses may be applied. Very similar
equipment should be used at 1/2 whils those
of greater variation should use 1/4 (e.g., fork
fifts and loaders might be a 1/2 similarity,

while foaders and bulidozers might be 1/4). -

| HERALDRY (Me/Re} (Static Action} — Bo-
+ nus for designing or recognizing a particutar
‘ heraigic crests {coats-of-arms). Separate
' cuttures must be developed indepandently.

i nus for recognizing, itentifying, and using
' herhs with special properties (madgicinal,
- toxic, euphoric, etc.) However, this skitl, to
i be realistic, must be developed by region per
| piant. Such as skill coutd not carry over to
- other pianets due to the drastic variations in
© evolutionary processes. What appears
similar is very unlikely to have simifar
- properties. However, similarities coutd carry

. over to similar regions on the same planet of -

- the skilis developed. Retsr to the Region
. Simitarity Chart.
. HERDING (Em/Pr) {Static Action) -— Bonus

] herd animals. This skilt normally deals with
- one group of animas at a time.

. HIDEITEM (Re/in) (Static Action) — This is © his speed may suffer some, the shield could

- abonus for hiding an itsm from other beings.
\ However, this skilt only prevents locating the
- item by way of the senses. This does not

. technotogical devices such as scanners.

- HISTORY (Re/Me) (Special Action) — Bonus
- forrecognizing and identifying major periods,

- events and peopie of & specified race or under hypnosis. The ingividual can also be

- cuiture. Each different type of history must
be learned as a separate skitl. This skil may

of a specific culture, or a general (xeno)

" knowledge of multi-cuitural, socio-historic
- backgrounds may be developed. Several

simuitaneously, providing the research ma-
terials are available.

: HORTICULTURE (Re/Em) (Static Action) —

vegetables. Basicaily speaking this is a
i gardening skill, growing piants on & smafl
. scale, as opposed to Agriculturs.

{Speciat Action) — The bonus for this skitl is
: taken as a percentage of the character's
. pffensive, delensive, or maneuver honus

be developed separately. Each one must be

| learned as a separate skill. The foliowing is

© a partiat listing of hostile environments.

« Arctic Regions: North pole/South pole
conditions, tundra, etc.

tory
* Fire Plangs: gimension that is based on fire
» Underwater; either fresh or salt water, etc,
» Vacuum: outer space, airless, etc,

HERB LORE {Me/Rs) (Static Action) — Bo-

Bonus for growing flowers, fruls, fung, and combining it with the house's design for best

under given conditions. Each condition must -

e ity. self na- :
developed separately, although sirilar skilt : Extromely Powerful Gravity: self explana

HYPERSPACE ASTROGATION (Re/ln/in)
{Speciat Action) — This skill is apptied to
program for a correct hyperspace course
from computer data available. However, a
course correction cannot he made if the craft
is currently in hyperspace. Refer {o the
Vehicular Maneuver Tabie 22.2, P8, pg 84.

. RYPERSPAGE PILOT (In/Re} (Vehicuiar

Movement}) — Bonus applied for entsring
and exiting hyperspace, as well as main-

| taining shunt, even in conditions which may
- drop the ship out of warp. This skill may be

used tomake slight adjustments inthe course
while in shunt, but this would be very diffi-
cultto do. The allecation of energy from the

- Matter/Antimatter reactor, through the con-

trol console, for alternate purposes is alsop
covered under this heading. For example,

- for gathering, befriending, or manipulating - the number 3 shield is brought down on a

i patrol ship in asteroids. The pilot immedi-

ately attempts to reatlocate energy from the
engines into the damaged shield. Although

be brought hack up.
HYPNOSIS (Pr/SD) (Static Action) —Bonus

* keep an item from being located by use of : for placing a wilting individual into a trance

- where they are responsive to suggestions.

An unwilling individual's natural RR is
doubled. Once under, the individual can be

- told to forget that they have been placed

primed to perform some type of task which
is triggered by a word, a gesture, a person,

- etc.

INTERIOR DESIGN {In/Em) (Static Action)
— Bonus for the design and rearrangement

 different general histories may be developed : Of fiving conditions for greater comfort. This

- skill includes choosing colors best suited for

lighting conditions, mood setting, stc. Fur-
niture selection and arrangement for em-

- phasizing different pericds ang styles, and

effects. This skilt alse includes remodeling

' knowledge (e.g., painting, walipapering,

. HOSTILE/ALIEN ENVIRONMENTS (Ag/SD) © TOVing walis, rearranging space, etc.)

INTERNAL MEPHCINE (In/Em)} (Special Ac-
tion} — Bonus for the study and treatment of
nonsurgical constitutionat diseases. This
would include the indentification and prac-
tice of therapeutic methods for the digeases
ofinternal organs withoutthe use of surgery.
(e.g., some gastrointestinal problems,

| museuiar therapy, etc.),

INTERROGATION (Re/Ag) (Static Action} —
Bonus for extracting information from an

- inteiligent source. This may or may not

inctude causing discomfort to the target,
though 2 +25 honus is received if the target

i {s discomforted. However, if a target is
- discomforted and the interrogation roil is
i negative, the target may suffer a majorinjury
‘ or death.
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insuch acase, the target should rolia RR vs
leve! 10, using SD/Co as a modifier 1o de-
terming the extent of the injury. This skilinot
only applies to torture but also includes the
abitity to piece together scattered fragments
of information received from the target.

JOURNALISM (Pr/Re) (Static Action) — :

Bonus tor writing and presentation of infor-
mation in a direct, accurate, and under-
standable format, consisting of facts and
occurrences. This form of wriling spends

little time on analysis and interpretation. : ! separe
> gach different culture in which it is used.

© Law and enforcement will change dramati-

Journalism consists of the collecting, writ-
ing, editing, and publishing of materiats for
news and articles. Such writing may be on
any topic provided ihe research materials

are avaitable for finding the necessary facts.
JUGGLING (Ag/in) (Moving Maneuver} —

Bonus for tossing up objects and manipit-
fating them in such amanneras o keepthem
up in the air.

JUMPING (St/Ag) (Moving Mansuver) —
Bonus for iumping maneuvers ither running
or from a standing position.

LABOR RELATIONS (Pr/Re) {Static Action}
— Bonuss for interacting with members of a
work force, and refating to working condi-
tions. The bonus of this skill is alse used for
resolving conflicts between the workers and

management. Getting each side to see the :

other's side of the argument, and developing
a solution acceptable by both groups. Each
culture must be developed as a separate
skifl.

LANCING (St/Ag) (Moving Maneuver) —
Bonus for using complex iancing (mounied)
maneuvers, such as tilting, skewering rings
in a tournay, etc.

: LAW ENFORCEMENT (SD/In/Pr) (Static Ac-
- tion) —Bonus applicable for makingaproper :
- and legally binding arrest which wilt hoig up -

handcuffs, restraining fields, etc. However,
this skill must be developed separately for

cally between different cuiture 1ypes. The

!
! GM may allow intra-cultural similarities to :

apply. Refer to the Culturat Similarity chart.
LEADERSHIP (Pr} (Static Action) — Bonus
. to inspire and command others to follow
youl, and to make others believe that you
know what you are going (even if thatis not
the case.) This includes the ability to raise
the morale of those you command.

: in a court of iaw. Use of this skill success-
- fully witl alow the character to avoid entrap-
. ment, or technicalities which may leadto the .
subject’s release from custody. (e.g., failure
: 1o read the criminal his rights.) This skitt
: rank bonus may also be applied to the use of
- arresting and restraining devices such as .
) rank of fult understanding of the idiom and

LEATHER WORKING {Ag/Re) {Static Action} -
— Bonus for working with hides and creat-

ing ieather goods out of them (e.g., teather

armor, bolas, boots, ciothing, etc.)

A partial leather craft tisting follows:
« Cobbler: making of shoes and beots,
» General Craits: wallets, belts, etc.

trappings.
« Tanner: turning of hides into leather.

!
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LINGUISTICS (None) {Static Action) — In
Space Maslerit is obvious that there will be
a large variety of cultures ang languages.
There is ne such thing as a common tongue
or an alignment language, aithough there
may be very widespread languages. How-
ever, a GM can allow common tengues if he
sowishes, Eachlanguage must be developed
separately in step from a rank at which the
language cannot even be recognized to a

inference. Refer to the Language SkiH Chart,
PB, pg 33 for the communication ability
given by aach skill rank in a fanguage. Skills
in one fanguage normally have litte effect on
others; however “brather languages”, those
deriving from an immediate common an-
cestor may be an exception.

Linguistic Addendum — There are numer-
ous languages aiready avaiabie for a GM
to choose fromfor his world scheme, and
most are atready in place in a well-de-
signed world. Here is set forth the gen-
erat types of ianguages for a GM's con-
sideration. in a complex angd multi-fac-
etted world these do deserve some at-
tention.

- Racial Languages: These are the languages

 «Saddier:making of saddles and other horse

generalty used and recognized Dy the
individual races. For example, English,
French, Russian, Swahili, Northern Mar-
tian, Anglo-Antarian, etc.

. Cuftural Languages (Dialects): These are the

* Tooler: decorating leather with imprinted

designs and colering it.

| tempt.

LIE PEACEPTION (In/Re) (Static Action) — :
Bonus for determining if one is being lied te. :
However, acting skill on the partofthe liaris -
a negative modifier for the perception at-

language variations in an area, usually
related to some extent to the racial
language(s). For example, Eastern and
Western New Americas of Poliux,

I 27 A



Social Languages: Thase are the language
varations in a particular culture.
example, High Speech is spoken by one
culture's nobility, while Gommaon Speech
is spoken by most others, while Street
Talk is used by the lower classes. 1tis up
to the individual GMto determine whether
any such variants exist, and what their
similarity istoone another. {8.g., knowing
Earthling High Speach (English) allows 1/
2 skili rank in Common Earthling English,
and 1/4 Street Talk Earthling English.)

ProfessionalLanguage: These languagesare
the special languages spoken by a par-
ticular profession, and need not be related
to any spoken language. For example,
Black Cant is spoken by the members of
the Black Market of interstellar trade, and
was specially developed to be used for
recognition and secrecy by the higher
traders and smugglers.

Religious tanguages: These languages are
the special languages spoken by the
various religious orders, for reasons of
tragition, ceremony, and recognition.
They may or may not be related to any
spokenlanguage. Forexample, the Priest
of Kanorak speak Kanorakki in High Ger-
emony and for recognition {a god-given
language for the followers of the true
faith), and oid Narkin, an ancient form of
the current language which can be spo-
ken by lay members at 1/2 skill rank.
Somelanguages may have been preserved
for untoid centuries, unchanged, now
beingtoo far removed to be related to any
current languages.

Magical Languages: These languages are
rarely spoken except in conjunction with
spell/psion casting, where they aid the
spell's potency. Added to the List of
Magical Languages (RMGY, pg 8), is Elya,
First Speech, the tongue of power which
creates. This is the language of Power
Words.

LIP READING (In/Re) (Static Action) —
Bonus for reading lips and sign language.
Lip reading is only possible with languages
that the reader knows and then only 1o the
known skill rank. Forevery 1foot increment
beyond 20 faet, subtract 2%. Special crea-
tures might cause a penalty to be added to
the character’s bonus due te distinct lack of
lips (e.g., intelligent insect life-forms). Ling
of sight must be maintained with the subject’s
mouth. Skill is halved for reading the lips of
creatures not of the same general type {e.g.,
human, reptile, avian, non-human mamma-
lian).

LOADING (Em/Re) {Static Action) — Bonus
for packing loads and placing them on pack
animals, or trying them to the outside of a
vehicle, to insure safe passage of the loads .

For - p

Ge the stress and strain on the

L.oading must be learned as a
separate skill for each type of animal that the
individual uses as a pack animal.

and to regdu

LOCATE SECRET OPENING (In/Re} (Static |

Action) — Bonus for spotling hidden
openings.

; LOGKLORE {Me/Re) {Static Action} — Bo-

i point expenditure).

nus for recognizing and identitying major

forms of locks and similar devices. Bonuses .

for knowing the type of lock are provided on
the Static Action chart {PB, pg 78).
Note: The GM may opt to have this
category developed by each specific
form of lock (e.g., standard physical
lock using gears and gizmas, electronic
locks, magnetic locks, etc.)
MAGICAL LANGUAGE {Nong) (Static Action)
— Bonus for speaking and writing in magi-
callanguages. Referto Language Skill chart
(P8, pg 33 ang AMC!, pg 7-8).
MAGIC/PSIONIC RITUAL (Re/Me) (Static
Action) — Bonus for enhancing a spell or
psian effect or duplicating an effect outside

normalresolution parameters (e.g., nopower

GM's are warned that

i this skill can be easily abused. GM’s should
- how magic and psions work in his universe
* before implementing this skill. Magic Ritu-

als are not for hack-and-slash campaigns.
Think of Celtic witches' incantations or
Shamanistic dances and you have a good
idea how this skill should work. (Other skilis

i cancomplementthis skill such as Herb Lore,
: Dancing, Demon/Devil Lore, Poetry, and

Singing to make chants, etc.) Referto Ritual
Magic (RMCIill, pg 26) for greater detail.
MANEUVERING IN ARMOR (Ag) (Moving
Maneuver) — This is one of the skill areas
that does not conform to the general skill
bonus pattern. Each Armor Type has a
maneuver penalty associated with it for un-
trained individuals (refer to the Armor Chart,
PB, pg 62). This penaity madifies Moving
Maneuver Roils. The different armor types
are diviged into several groups: RM armors
are 1-4=no armor, 5-8=soft lsather, 8-
12=rigid leather, 13-16=chain armor, 17-
20=plate armor. $M armors are 1-4=cloth
skin base, 5-8=light body armor, 9-12=pliable
armored body suits, 13-16=mesh armored
body suits, 17-20=armored exoskeletons. A
character may develop maneuvering skili for
each of these groups.

Each skill rank of maneuvering foragroup
of armor types reduces the penalty for ma-
neuver by 5 even (even if the skill rank is over
10) until the minimum maneuver penalty is
reached. This limit represents the fact that
the weight and constriction of the armor will
always hinder the character to some extent.
These minimums may vary for certain su-
i perigr armors.

Example: Aaron has a skill rank of 13
in maneuvering in armored axoske!-
etons. He may wear an AEX Half
Exoskeleton (AT13) with a maneuver
penalty of only 20=85-(13X5). If he
wears just the breastplate (AT17), the
penaityis 10, even though 55-(13x5)=-
10 {less than zero); since 10 is the
minimum penalty for AT17.

Notes onthe Advantages of Armor Types:
Armar types are designed to be reflect the
protective capability of one’s covering,
Heavier coverings (e.g., ATs 15, 16, 19, 20,
etc.} are usually much mare cumbersome
than lightarmor or mere clothing. Itis easier
to make contact with, butit resists penetraticn
better than less cumbersome armor types.
Therefore “critical strikes” achieved against
the more cumbersome armor types will be
less frequent and lowerin severity. However,
attacks resuiting in just concussion hits will
be more frequent (e.g., the hindrance due to
these coverings makes the target easier to
hit but harder to seriousfy damage).

Less cumbersome armor types have the
advantage of praviding the wearer with
mobility. Fewer swings will make contact
because the agile defender will completely
avaid the blows. However, when a swing
dogs make contact, the result is usually
more severe than it would be against the
more cumbersome armor types: frequent
and severe criticals along with more con-
cussion hits are the rule.

Animals often attack the upper body. In
addition, their penetrating power is usually
limited. This is reflected in the Claw Law
attack tables. Animals and monsters can be
devastating against the lighter armor types
where the wearer's high mobility is out-
weighed by the creature’s superior maneu-

* verability. However, against higher armor

types, most beast attacks are relatively in-
effective,

Spell attacks are also affected by armor.

Metal armor is particularly effective when a
character is resisting spells, but often lgss-
ensthe wearer's mobility. Therefore, hemay
be easier to hit with the elemental spelis but
harder to severely damage. Lightning and
other forms of electrical attacks, are more
effective against metal-clad foes. Fire is
more effective against flammable armar
types; primarily the organic armor types
(e.g., cloth, leather, hides, etc.).
MARTIAL ARTS (St or Ag) (Maneuver/OB)
— Martial Arts (MA) skills inthe Player Book
consist of 8 different skills in MA unarmed
combat. Each of these skills must be de-
veloped separately and is considered a
separate area for development purposes.
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« MA Striking Rank 1
* MA Striking Rank 2
» MA Striking Rank 3
« MA Striking Rank 4
* MA Sweeps and Throws Rank 1
« MA Sweeps and Throws Rank 2
» MA Sweeps and Throws Rank 3
» MA Sweeps and Throws Rank 4

MECHANICAL ENGINEERING {Ag/Me) :
(Special Action) — This skill involves the :
design and modification of mechanical sys- :
tems involving moving parts, excluding those

things falling inte other engineering skiils.
This skilt must be devetoped by each sepa-

- rate field of mechanical origin. Some sug-

- gested mechanical fieids are as follows: -
: = Afrcraft Engineering: the design of the
mechanical aspects of different types of :

These “Ranks” should not be confused
with “skitl ranks”; MA ranks represent the :
complexity and effectiveness of different MA -
attacks. Rank 1 is the simplest {and least :
gffectiva}, while Rank 4 is the most complex
(and the deadliest). The skills are further :

classified according to the “type” as being
“striking” (Karate-like MA, including boxing},
or “Sweeps and Throws” (Judo-like MA,
incluging wrestling).

Effect on MA Type and Rank: The skitl rank :
bonus for a particular MA Rank is part of :
the Offensive Bonus used when a MA :
attack is made utilizing that MA rank. :
Normally, a character may choose which :
MA Rank he wishes to use in a given :

attack.

Effect on MA Type and Rank; Dnly one MA -
Rank and type may be used tc attackina
given round. The MA Rank determines ;

the maximum result that an aftack may

obtain, while the MA type (Strikes or .
Sweeps and Throws) determings which -
table is to be used. 11.72 Summary of

Martiat Arts Combat Capabilities Table,

Claw Law is not used with characiers :

developed using Character Law.

Limitations on MA Skill Development: Skill
MA Rank cannot be developed to a skilt :
rank higher than the existing skill ranks of :
the tower MA Ranks of the same type. :
{e.g., either Striking or Sweeps and
Throws). In other words, MA Striking -

Rank 4 can never have a higher skill rank - yaiopment, there should be development of

than MA Striking Rank 3, MA Striking
Rank 3 ¢can ngver have a higher skill rank
than MA Striking Rank 2, and MA Striking
Rank 2 can never have a higher skilt rank
that MA Striking Rank 1. Likewise for
Sweeps and Throws,
MAPPING {Re/Me) (Static Action) — Bonus
for using and making maps. This skifl is aiso
used for surveying and geography.
MARINE PSLOT (Ag/Qu) (Vehicular Move-
ment) — This skilf applies to controlling afl
craft which operate on or below the water,
including all beats, hydrofeils, and subma-

under Driving for skill development pur-
poses.) Like Driving, skill ranks in Marine

different type of vehicle.

aircraft, engines, flaps, landing gsar, etc.

would be Aerodyramics.

» Aircraft Technology: The repair of systems
necessary for the proper functicn ang
flight of airgraft. {e.g., landing gear, hy-
draulic systems, flaps, hatches, etc.}

» Combustion Engine Technology: The re-
pair and construction of mechanicat en-
gines which use flammable substances
under controlied combustion to move its
parts. (e.g., automobile engines, some
power tools, etc )

( . _ © » General Technology: The repair of me-
This does incluge the reshaping of the

craftforless atmospheric resistance; this :

sCombustion Engine Engineering: Thisisthe
design and modification of angines using :

mecharical parts forced into motion by : «Starship Technology: The repair of starship

the controlled combustion of highly |

flammabie substances. The most com-
mon example would be the common, or
possibly ancient, automobite,

* Goneral Mechanical Engineering. Involves
the design of mechanicat pieces ang de-

vices thatare not directly vehicle orignted. |
ay De o« Submersible Technology: The repair of
ways, lift, hinges, pulieys, rotors, gears, °
etc. This skifl might be most effective if -

This may be pumps, mechanicat hatch-

limited {0 parts and pieces that when put

device,

chanicat parts and systems that are not
directly vehicle oriented. (e.g., pumps,
glevators, gear systems {which could
inctude antigue watches as a speciatized
area}, etc.)

systems not including those covered by
other tech skills {electronics, power
systems, gtc.) for the proper functioning
of the ship and all mechanical parts on
beard {landing gear, air tocks, hatchways,
externat fatches on shuttles and escape
pods, elc.)

mechanical aspects of submarines and
underwater vehicies.

. o Surface Vehicle Technology: The repair of
together correctly become a mechanical - et "

= Starship Engineering: The design of effec- :
tive starships by size, fuel requirements, °
maneuverability, power requirements, etc. ¢
.« Submersiple Engineering: The design of :
submersible vehicles and those systems

that allow submergence and the control
ofthe interaction between the vehicle and
the outside medium.

= Surface Vehicle Engineering. Th}a design of
surface vehicles such as cars; grav cars,
havercraft, AFVs, [ocomaotives, ete.

Although there are different fields of de-

individual vehicles systems separately {(e.g.,

mechanical systems for surface vehicles

for proper operaticn and maneuverability.

{e.g cars, hovercraft, boats, hydrofaits,

etc.)

However, each individuat vehicle type
must be developed separately since
hovercraft differ greatly from cars, as dojets

i and helicopters, and so on.

MACHINATION (Re/Ag) (Static Action) —
Bonus for building and using a machine that
already exists, and to which the character
has been generally introduced. It will be
necessary to have the appropriate skifls to
build the machine. Each type of machine
must be learned as a separate skill.

- MEDICAL DIAGNOSIS {In/Em) {Special or

jet, prop plane, car, boat, starship, shuttle, :
- basic anatomy and overall physiclogy of

hovercraft, hydrofoil, ete.)

In grder to use this skill, the character -
must make an open-enced rol on the Con- :
struction/Research chart found in the Tech :
Book, pg 61, to find how much time wilt be :

The teve! of difficulty is completely leftup to :
the GM's idea of realistic for the job at hand. :

MECHANICAL TECHNICS (Ag/Me) (Special -

Action) — The repair of machines involving : $aPacity. or in depth for a specific race.

' moving parts, exciuding those devices cov-

rings. {Craft hovering over the water stiltfall : grag by othertechnical skilis. This skifl must © S genet : cewt
" be developed by each separate field of | 1S specialized in. Ageneral diagnosis Sklﬂ of
" knowledge. A suggested fist of some cat- 30 allows certification for simple medica

Pilot must be developed separately for each : gqorigs is as follows:

Static Action) — Bonus for understanding

sentient races as well as determining their
medical condition. This skitl does notinciude
the use of equipment such as medscanners,
but does include the use of diagnostic test-

needed to complete the designing process. | ing procedures which may include the use of

information ¢btained from a medscanner or
similar device. As with the Xeno skills, this
skilt must be developed in either a general

- However, similar skitl bonuses may be used

- forraces genetically similar to the race which

. practice on all races (use of fisld eguipment

; and healing drugs). Diagnosis skitl of 30+

for & spacific race is required for surgical
certification {and reasonable competence).

____awis. |



MEDICAL ENGINEERING (in/Re) (Special
Action) — Bonus for the design and madifi-
cation of medical tools and equipment. This
skill covers various fields extending from
surgical instruments to artificial limbs and
life preservation units. Although this in-
ctudes other technical skills such as elec-
tronics, computer, and mechanical, this skill
focuses onthe application of such knowledge
for medical devices and systems. However,
this skill has a number of fields, each of
which should be developed separately to
allow specialization. A partial list of some
suggested areas of study are as follows:

« Autodoc Engineering: The design or modi-
fication of large scanner systems which
feed into medical computers forautomatic
tliagnostic and treatment suggestions.
These systems compile and analyze data
simuitaneousty {GMs may opt to include
scanners).

= Bignic Engineering. Aithough bionics may
primarily fali under cybernetics, this area
should be used for the design and modi-
fication af fittings to the body, and
intrangural plugs which aflow hookup
directly into the central nervous system.

« Cryogenic Engineering. Design and modi-
fication of life preservation units for ex-

N mg
s,

need the operations skill far cryogenic use;
it may be covered under the medical practice,
or perhaps have a similar skill bonus of 1/2. -
Cyberggtic fitting may be done in the same
way contethifi@imbs, with the category
Bionics in the Medical Sciences skill. How-
ever, the fitling of bienic limbs is definitely a
surgical procedure, and would therefore be
considered in the skill Surgery.

The skilt rank or bonus cannot exceed the
character's skill rank or bonus in Medical
Diagnostics. Unlike Ciagnostics, this skili is
“universal”, meaning that it is not deveioped
for each specific race. The development of
this skill is good for all races. A skill rank of
+30 bonus mirimum is required to purchase
and use field medical equipment and healing
drugs.

Note: These skill ranks for certification

are recommendations; the GM may

wish to raise or fower them, or perhaps
aholish them alf together as he sees fit
for his particular universe of play.

MEDICAL SCIENCES {In/Re} (Special Ac-

" tien)y — This is a skill used to develop spe-

tended suspended animation, or for tem-

porary bodily stasis.

« Diagnastic Scanner Engineering: Design ar
modification of medical scanning equip-
ment, and at the GM's discretion,
multiscanners. This could be used witha
simitar skill bonus for general scanner
engineering.

= Surgical Equipment Engingering: The de- -

sign and modification of surgical instru-
ments such as laser scalpels, tissue knit-
ters, arterial clamps, sterilefields, probes,
efc.
MEDICAL PRACTICE {Ag/Em) {Special Ac-
tion) — Bonus when attempting to perform
operative procedures, including the use of
surgical equipment, and standard medical

equipment. In the Player Book, this skill is .

described to include the fitting of cybernetic
limbs and organs, as well as the operation of
cryogenic equipment and similar devices.
Althaugh the GM may feel this is best suited
to his universe, | suggest more of a special-

ization, or a similar skill bonus or perhaps an -

area of overlapping skills. There is an easier
time of learning how to operate cryogenic
gquipment through the use of the Cryogenic
Operation skill which is less expensive than
Med Practice, and is probably a more wide-
spreadskill. Therefore, characters may obtain
cryogenic operational capability through that
skill without being medically oriented. The
GM may allow medical characters not to

giality areas of expertise and research ability
within the medical fields. Each of the areas

categories may be developed simuitaneously.

Example: Aivin is hospitalized with a
high fever, grav complexion, chifls
vomiting, and several other symptoms.
Or. Morose attempts to determing the
cause of the problem with his Medical
Diagnostics skill.  To make things
simpie, he is successtuf and finds an
afien bacterialinfection. The nextstep
is to determine its method of infection
and how it is transmitted, in order to
control the bacteria’s spread. This,
however, is not covered by Medical
Diagnostics. Luckily, the doctor has
skift in the Medical Sciences Category
(Pathology), and will not have fo send
specimens and blood sampies to a
specialist. After doing some intense
research, he is finally successful. He
discovers that the bacteria enters the
respiratory tract where it penefrates
the capifiaries and migrates to the
cerebral cortex. After an incubation
period where it feeds off the cerebral
spinal fluid, it enters the blood stream
and begins to colonize the major or-
gans of the body. The later stages of
infection iead to severe atrophy and
eventual death. The next step is to
deveiop a means of destroying the
infective organism and save the patient.

A suggested list of some recommended
categories follows:
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* Anesthesiofogy: This deals with the appli-
cation of pharmageuticals to induce a
partial or comptete reduction in pain.
Some drugs may reguire specific condi-
tions to be met for them to be used safely.
if not, the GM may feel that this category
iS unnecessary.

* Audiology: This research deals with the
studies of the inner ear, and its mede‘of
operation. Thisresearchis usedforcuring
deafness, or developing & possible tech-
nological alternative, This skill also in-
cludas research involving the ear's effect
on one’s balance.

= Bacteriofogy. The study and identification
of individual bacterial strains. This also
includes the recognition of ditferent parts
of the cells and what they are responsible
for, as well as how o alter their func-
tioning. This is also includses coiony
growth, storage and control.

-« Community Medicine: The ability to deter-

mine the medical needs of a community
giventhe conditions inwhich it lives. This
would be very important for preparing a
colony for settling.

. «Dentistry: Study of the mouth and teeth and
must be developed separately, and multiple -

now to correct problems. ¢

« Embryoiogy: The study of embryological
development of creatures. This includes
the indentification of separate tissues,
and how they are used in development.
This should be developed separately for
each type of creature, since each uses
tissues differently.

* Darmatology: The study of the skin and its
ailments, as well as how to treat them.
This may be anything from pigmentation
oddities, acne or molg removal, to skin
cancer and other severe afflictions.

» Histology: The study of the indentification
of different tissues of the body or plants,
as well as their structure or function.

» Immunology: The study of the immune
systemn and its operation. This area in-
cludestheability to stimulate the immune
system for a stronger reaction, or to
weaken the reaction. This skili would be
used to deveiop immunizing agents, ang
might be nacessary to prove a specific
affliction by way of antibody reaction.
Many diseases are not identified by their
symptoms, but by a test for antibody
reaction to the antigen (foreign body)
which is run in a lab by a Med Tech
somewhere else.

» Moiecular Bioiogy: Study of the DNA
molecule's structure and alterations in it.
This includes the study of induced mu-
tation, chromosamal mapping, base se-
guencing, etc.



» (bstetrics: The branch of medicine deaiing ' make a static maneuver to leave a trance, as
withthe care offemales during pregnancy, | wellas does a painful strike (modify by +25).
childbirth, and recuperative period fol- - Transhumans IV, VI, IX receive an additional
lowing delivery, 425 due to their telepathic potential. The

» Oncology: The study of cancerous tissues | following are sub forms of this skill and each
and methods of controlling and if possible - Must be developed separately (they can be
healing them. This should not includethe | used as similar skills with a 1/2 bonus).
surgical removatof the tumaors, sincethat | Cleansing (SD/Em) (Static Action) — Bonus
would be considered under the surgery for purification ritual to help rid outside
skill. However, identification of different ;  influencesthatlinger onanabject, person,
forms of tumors, and nonsurgical treat- etc. The use of this skill enables the user
ments would be considered. to rid himself of the touch of curses and ‘

» Parasitology: The study of parasitic or- |  hexes. The GM may also apt to aflow this
ganisms and their relationship with their skill to be used to slow the effects of

host. This would notinclude bacteriaand | poisons or infections of certain types. \
viruses, ' Skill must be used within & minutes/rank !

. » - I of Cleansing in order to benefit the
e Pathology: The study of diseases, their 1€V j
mode of infection, stages of progress, | user at all. Otherwise, the only way to be ‘
level of virulence, contagion factor, and | C8ansed is from a spell or a person with -

- . i is used in conjunction with poisons, it is \
= Psionic Study: Study of the activities of the ‘ : ,
brain during psionic activity, and how to suggested that the skill must be used

; auiy before 1/2 of the time far full reaction has :
manipulatethem. This skill couldbeused — pocey ntass the poison is very fast (in ‘
}ﬁ enhrz:nce or r:veaken psionic ability | g0 case the character might need as |

A ;‘,";g reTsr::arct v of radiation and it much time as he can get). ‘
* Radiofogy: The study of radiation and its | PO
effects on organisms, as well as possible | Death (SD/Pr) (Static Action) — Bonus for

therapeutic uses.

» Space Medicine; The study of illnesses

which result from long periods of space
fravel. (e.g.. nil gravity weakness and
bone fragility, possible mineral precipi-
tation due to faulty long-term cryogenic

causing oneself an instantaneous and
| painless death.

. Healing (SD/Em} (Static Action) — Bonus

forincreasinghealing rate. Theindividual
* using this skill goes into acoma. Healing
_ rateisincreased/decreasad bytheamount ;

‘ of the skill bonus roll over 100 as a
percentage times the racial healing rate.
Ki {SD/Pr) (Static Action) — Bonus for |
achieving a special +25 bonus on any
activity attempted using concentration
and the focusing of internal reserves. H
the user rolis 101+ (1-100 open-ended
roll plus the skill bonus}), +25 is added to
any such activity the next round. How-
ever, the roll requires 75% of the user's -
activityin the round which itis attempted. |
| Sleep (SD/In) {Static Action) — Bonus for
decreasing the amount oftime ane needs |
to fully recover. The sleep time is in-

stasis, etfc.)
» Toxicology: The study of different types of
toxins and their effects on the body. This |
skill includes the analysis of toxins to |
develap an antidote. This does notinclude |
the restructuring of a substance at the ‘
molecular level. i

» Virology: The study of viruses and their |
gffect on living organisms. These studies
include bacteriophages which infect and
destroy bacterial organisms.

» Xeno Medical Sciences: A very general
knowledge of the listed categories. To
reflect the general nature, the xeno sec-
tion is more difficult to use than the .
individual categories. An additional -40
mustapplied toany attempt to use Medical
Sciences under the Xeno heading. This is
on top of any other modifiers which GM
applies. Without this penalty, the skill -
becomes too easily abused. ‘

MEDICAL TECHNICS (Em/Mg) (Special Ac- ' |

tion) - Essentially “field medicine” and the

use of equipment designed for emergengy |
medical treatment and relatively minor fietd
operations. '

MEDITATION (Pr/SD) (Varigs) - Bonus for

entering, leaving, and exploiting meditative

trances. Physical prodding allows one to

creased/decreased by the ameount of the
skill banus rolied over 100 as a percent-
age times the racial sleep requirement.
Trance (Pr/SD} (Static Action) — Bonus for
an individual entering, leaving and ex-
pleiting a mental trance which the indi-
vidual can use to help solve difficult
prablems, increase his chance to suc-
cessfuily casta spell, siding inattunement
ralls, etc. (subject to GM stipulation).
METAL EVALUATION {In/Re) {Static Action)
-~ Bonus for determining the value and
quality of metal objects in worked, refined or

~ raw condition.

METALLURGY {In/Re} {Special Action} ~-
This skilf deals directly with the elemental
structure and analysis of metals, inchzding
pure samples and alloys. This skiliis used to
design new alloys on a theoretical basis, as
well as theirmanufacture. [1isthe knowtedge
of metals and their properties, provided by
this skill, which allows an intimate under-
standing of their propertiesin butk and at the
atomic level. Suchknowledge allows analysis
thraughthe use of some fairly hasic chemical
procedures. Some common examples of
this skill would be extracting metals from
their ores, purifying metals, and creating
useful compounds.

METAL LORE (Me/Re) {Static Action) —
Bonus for recognizing and identifying met-
als, alioys, metallic crystal structures, etc.
Also will give informatian on famous
“magical” artifacts historic, legendary, or

' cursed types of metals. Skill in metal lore is

developed separately for each culture as
applicable to the GM's universai scheme.
MIDWIFERY (Em/Me/in) (Static Action) ~
Bonus for delivering and caring for newhom
infants without the aid of technologically
advanced medical equipment.

MILITARY ORGANIZATION (Pr/Re) (Static
Action) — Bonus for organization of mititary
force, notactual deployment into battle which
is tactics. Includes knowledge af how to
billet and supply a unit, posting of watch,
running of patrals, etc.




The following is a partiat listing of types of
mititary organizaticn:
+*Aerial Forces: Air Cav, aeriat assauft forces,
etc.
« Ground Forces: Infantry, cavalry, or other
similar types of units,
* Marine Forces: Marine, merchant marine,
or other similar types of units.
» Naval Forces: Sea, ocean or other similar
water type units,
»Stellar Forces: Planetary orbit, solar system
patrols, or other similar types of units.
MIMICRY (In/5D) (Static Action) — Bonus
for imitating various sounds including voices.
MIMERY (Ag/SD) (Static Action) — Bonus
for imitating various types of actions.
MINING {Re/In;} (Static Action} — Bonus for
assessing the possibilities of mining in an
area, ang for supervising the greation and
running of the mine. Each type of mining
process must be developed separatsly as
individual skiils.
The fellowing is a partial fist of seme
mining processes:
» Dredging: scrapings of material off the
bottom of a body of water.

* Open Pit; removal of top layers to extract

materials
* Quarry: removal of materials in biock form
« Strip Mining. an open mine whose outcrops
runclose to ground level and are exposed
by removal of tapsoil by any of several
means {e.g., the application of high-
pressure water).
 Tunneling: Making of underground pas-
sages to extract materials.
MISSILE (ARCHERY) (Ag/Ag/St) {Offensive
Bonusj — Bonus for the use of hows and
crossbows in a combat situation, or against
a designated target. The roil with the skill
rank bonus is added to it is cross-indexed on
the attack table vs the opponent's AT and DB.
Refer to Weapons Skilt {Melee} in this sec-
tion for more detail.

MISSILE ARTILLERY {In/Ag) (Maneuver/

(ffensive Bonus) — This skiil bonus is part . distances when usin ¢ 2 map In conjunction

of the total combat OB when using Missile
Artiltery. This skill must be developed for
each type of missite within two separate
categories; prepelied and seif-propelied.
« Propelled: catapults, trebuchets, ballistae,
magnetic cannons
« Seif-propelled: rockets, nuclear missiles,
antimatter missiles, torpedoes, disruptor
rockets, ete.
Each weapon must be learned as a
separate skifl. Asimilar bonus of 1/3 may be
used on all untearned artillery types within

the same category. Different categories :

should not have simitar skill bonuses.

- MNEMONICS (Me/SD) (Static Action) —
| Bonus for recalling information (photo-
graphic memary, sort of},

least one of the following conditions applies;

employing evasive tactics,

predictably.
MUSIC (Ag/Em} (Static Action} —

. a specialized written linguistic skill ang alt
- linguistic guidelines apply.)
: MUSIC TECHNOLOGY (Ag/in) (Static Ac-

- Compiex). Each different type of instrument
*must be developed separately, although
- simitar skilt boruses may be used for simiar
instruments if the GM feels that it is rea-
sonable.

N-SPACE ASTROGATION (Re/Re/In) (Spe-
cial Action) — This banus is used to ascertain
a correct course tor alt N-Space journeys
{usually interplanetary in nature). For this
skill, the Vehicular Maneuver Table found in
the PB pg 84-85 is used.

N-SPACE PILOT {Ag/Me) (Vehicuiar Move-
ment} — This skitl is applied when carrying
outN-Space astrogation plots, as weltasany
“seat-of-your-pants” maneuvering which a

- nus for determining proper directions and

with various directional aids, such as a
compass, landmark, the stars, etc. This
includes the concept of orienting, and is
applicable oniand and water. This skilt must

it is to be used.
NUCLEAR PHYSICS (in/Re) (Special Action)

* ture of atomic nuclei. This skill would alse be
- used for manipulating atoms for desired
© results such as efectricat power through the

? an atomic reaction.

1) Thetarget constructis completely unaware !

that it is about to be attacked and s0 not
g totch-down, take-off, docking, atmospheric
2) The target construct's “screens” are in- - 8NtTy and exit, etc. The maneuvers are very
operative, and it is immabile or drifling ;

p g - designed fo; the stress of the atlmpsphere.
Bonusfor | More compicated maneuvers within an at-

. writing music language which other musi- mosphere may be determined by the GM to

. cians ¢an understand and use. (Note: Thisis it would be difficult to perform such an

. attempt. Generally more complicated ma-
© peuvers in an atmosphere with a ¢raft dé-

- signed for deep space, resuits in severe

- tion) —Bonus for performing non-electronic © styctural damage.

: repairs onmusicalinstruments, Thismaybe : ORGANIZED CRIME (Pr/SD) (Stati .
: ; ; ! . : atic Action

. anything from replacing astring (Routine)to - ~"gon o applicab#e{ for cr)g(anizaﬂon of g
: reassembling the body of an instrument

(Very Complex), to repairing valves (Very :

: Re) (Static Action} —
. and identifying major aspects of phitosophy
- — Bonus for research invoiving the study of -
. those forces, reactions, and intérnal strue- :

. DGEANOGRAPHY {In/Re} {Special Action)
: — Bonus for the study of oceans and their
: phenomena. This would include the inter-
. MOUNTED WEAPONS AMBUSH (in/SD) : , :
. {Special Action) — Very similar in concept | fluctuations, tidal cycles and forces, ccean
- to normal Ambush and Sniping, this aliows -
. an energy projector, or projectile gunner tc :
. striké an opponent more precisely than .
- normal, as reflected in manipuiation of the -
- criticat roll. This is only possibie when at |

action of different forms of life, nutrient

water compaosition, stc.  Since oceans ¢on
different planets are going to differ dra-
maticaily, this skill must be developed for
gach planet on which it is to be ussed.

ORBITAL PiLOT (Ag/Qu} (Vehicular Ma-
neuver) — This skill bonus is applied to all
maneuvers requiring atmospheric and
gravity-field proximity flying of space craft;

limited since spacecraft are generally not

be more of an Atmospheric Pitotroft, although

criminat operation under the cover of & te-
gitimate organization. This skili typically
coversthe workings ofthe crime underwortd,
how and why it works. This would include
knowiedge of its structure, and howtc access
the organizaticn without appearing suspi-
gious. This skittmust be devetoped separately
for each culture, aithough the GM may feel
simitar skilt bonusas are applicable for similar
cultures.

OPTICS {In/Re} {Special Action} — Bonus
for constructing or repairing lens systems.
This skilt may be used for repairing the lens
systems in cameras, binoculars, micro-

- scopes, telescopes, and anything else which
- uses lenses and prisms. This skill includes
- the grinding of lenses of prisms for such
pilot might wish to engage in. The Vehicuiar : g 9 P

Maneuvering Tabie is used (PB, pg 84-83). : correcting visual problems) as fong as the

. NAVIGATION (Re/In} (Static Action) — Bo- : properequipmentis avaitable. Thismayaiso

- be used to realign lens systems to achigve

uses (including glasses and contacts for

specific desired results. The appropriate

. table (Construction/Research chart or Mal-
- function/Repair chart) shoutd be used for
- which type of attempt the skili is being used
- for.

bedeveloped separately foreach planet where -

PHILOSOPHY/RELIGIOUS DOCTRINE (Me/
Bonus far recognizing

or religious doctrines. Each philosephy/
religious doctrine may be concentrated in

. and learned separately for in-depth knowl-
: edge and understanding. This skill would
- not allow the character to accurately predict
use of reactors, and to predict the results of |

the reaction of a philosophical or religious
group to specific conditions or activities,
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Thig skili deals more with the understanding -

of a point of view presented by the sect, and ¢
presenting points of argument based onthat

view while being able to support it.

PHOTOGRAPHY (Em/In) (Static Action) —

Bonus for taking pictures with non-sophis-
ticated egquipment, or under unusual angd

difficult circumstances (poor lighting, high-

photographic representations of energy
fields, etc.} Howsver, some oftheseattempts

PLANETOLOGY {in/Re) {Special Action) —

A general science embracing the fields of :
geotogy, metecrologicat and geographic
© analysis in a planet-wide context, concen- :

trating on sweeping environmental systems.

Some possible examples of research would

be planet formation, varicus stages of de-
velopment, shifting of continental plates,

speed objects, objects currently outof phase, © determination of age, etc.

- tipn} — Bonus for playing an instrument.

will undoubtably require special equipment.

This skill alsc covers the abitity to develop

' ments: Strings, Winds, and Percussions. |

pictures from film of different types. This
- the major diviston must be assigned at that

skill must be developed separataly for still

photography and video forms of photogra- :
- sions as #2 selection, and Winds as #3

phy as well as three-dimensional (holo-
graphic} photography, and any other specific
categories which might be available,

PHYSICS (In/Re} {Special Action) — Bonus

- selection).

There are three major divisions of instru-
Whan this skill is seiected for gevelopment,
time. (e.g., Strings as #1 selection, Percus-

Each instrument within each

: division must be learned as a separate skill,

for understanging force, ensrgy, etc. With -
the use of this skill, a charagter may deter- :

another and on objects (e.g., gravity, maxi-

muym vetocity, impact ang drag on course
alteration).

PAINTING {in/Ag) {Static Action) — Bonus
for painting an cohject or picture, This skitl
may also be used for artistic skills involving
drawing, ink rendering, etc. The GM may opt
to have each developed separately, or use
intra-skill similarity bonuses.
PHARMACEUTICALS (In/Re) (Static Action)
— Bonus for the recognition, identification,

pharmaceuticals.

etc.)

and simitar devices without the aig of a key. -
This skitl shoutd be developed separately for

bolis, etc.) and electronic locks which use [D
cards, finger/eye Pattern scans, etc. Special
equipment shoulg be required to pick & tock
whether it is a set of lock picks, or a hair pin,
really does not matter, but picking a tock
with bare fingers is ludicrous under normal
conditions,

PICKING POCKETS (Ag/in) (Static Action)
— Bonus for picking someone’s pocket or
removing items from a person’s immediate
possession without his knowledge (e.g.,
removing the chronometer fromthe victim's
wrist). 1f successful, the contents are lifted
and the skilt bonus is applied against the

section,

and knowledge of the effects produced by to Attunement in this section.)

This does not include :

Similar type instruments may warrant
“simitar” skill consideration. There is no
simifar skili rule between the three major

mine the resuits of force and energy on one © divisions of instruments.

- POWER PEACEPTION (Em) {Static Action)

— Bonus for seeing active Essence (blue),
Channeting (red}, and Mentalism {green)
magics. i the GM allows players to develop

© the skitl of Power Perception, he should

stipulate that Detect Magic/Psion wilt datect

. spells and psions active and inactive, {e.g.,

waiting spells, stored psionic energy, EtC.).
* POWER POINT DEVELOPMENT (EM or IN or
_ PLAY INSTRUMENTS (Ag/Me) (Static Ac-

Pr) {Special) — This optional skill requires

- the character to spend development points
- 10 get power points. If it's available, players

i technology permits, there may be mu-
sical instruments of a radically different na- -

ture.

These are EMPATHIC instruments

{Electrenic Mental Probing Access THought :
interface Console) which reads the user's :
+ mental state and provides either audio rep- -
| rasentations, or modifies currently existing -
or provided atdic with its readings. This :
| type of instrument is best treated under the :
- skill of Attunement where the user must .
© make himself “ong” with the device. (Refer :

POETIC iMPROVISATION (In/Re}

Must have 4 skill ranks in the language in

. bonus if the composer has 7 or more ranks.,

PICKING LOCKS (in/Re/Ag) (Static Action) : POISON LORE (Me/Re) (Static Action) —

— Bonuses for locking and uniocking locks @ Bonus for recognizing and identifying poi-

: sons, as welt as knowledge of proper usage !
(These may require an Agility :

physically designed tocks (padiocks, dead : roll 10 actually carry through.) Refer to Use/

technigues.

- Remove Poison in this section,

POISON PERCEPTION (In/Re} (Static Ac-
tion} — Bonus for perceiving the presence :

of poisan in or on an item or object.

: (Static -
knowledge of the proper use and safety : Action} — Bonus for cemposing a poem. .
measures required for drugs (e.9., Medici- :

nal, Narcotic/Recreational, Psionic Altering, © Which the poem is being written with a +10

POLE VAULTING (St/Ag) (Moving Maneu-
ver)—Bonus forhandling apoleto surmount :

ar cross over an obstacle.

POLITICAL SCIENCE (Pr/Re) (Static Action) :
— Bonus for the abitity to influence, guide, :

oreventake overthe controlofagovernment.

This skill also includes all of the knowledge

- of the structure of a government, where the
- levels of power within the government rest,
- methods of getting into office, etc. This skill
victim's perception. Refer to Trickery inthis :

must be developed separately for each type

- of government {e.q., Capitalism, Socialism,

. Communism, Feudalism, etc.) and each :

. separate CUHUfB
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shoutd referto 3.1 Power Point Development

in AMCH pg.12.

Option 1; {n the standard M rutes, an indi-
vidtal has an inherited number of power
points thatincreases through normalievel
progression and does not reguire the
expenditure of development points. The
individual's power points are determined
bytheindividual’s chosen spell realmand
the stat associated with that reaim
« Empathy for Essence
* Intuition for Channelling
= Presence for Mentalism

* Whichever for Psionics

Hybrid spel users average the stats per-
faining to their two realms and derive
their spell points from the average.
Crossindexing the individual'stemporary
spell realm stat on the Stat Bonus Chart
PBpg 45 will give the character his power
points per level.

Example: A temporary Empathy stat
of 94 gives you a + 1 power point/fevel,
Anytime the individual's temporary “spefl
using stat” changes and the individual
advances a level, recheck the bonus table
for a new fevel of power points, resulting
in & new total number.

Option 2: With the expenditure of develop-
ment points, the individual gets the
number of power points as indicated on
the Stat Bonus Chart, for his intrinsic
realm of power. (e.g., Donner, a true
Telepath, has an Intuition of 93 for Visions.
On the Stat Bonus Table, this yields 2
power points per ievel. This means that
tor each rank Donner has fully devetoped,
he will recetve 2 power poinis.

- Optiond; Magxcali?smmcpowertsohwously
something that is deve#oped over time
(as evidenced by an increase in power as
spelt and telepathic characters increase
in fevels), the GM may decide that 2 spell
user should be required to expend de-
vetopment points for such devetopment.
With this system everyone does have
power to some degree, either greater or
lesser. However, there is a difference
between base power points and developed
power points.



Base Power Points: Intrinsic power is what

everyone has, ang it is quite usable, butatan
exorbitant price to the physical body. In-

trinsic, or base power paints, are computed
by taking the character’s temporary stat(s)
used for power points and dividing it by 10, -
rounging off. These power points are usable :
for casting psions and spells, but each base :
power point used consumes 20 exhaustion -
points. These exhaustion points may notbe
recovered until the power points are recov- :

ered, usually with a geod night’s sleep.

than semi telepaths, which have costs
less than other professions, representing
the less difficulty involved in acguiring
power points (Refer to the Master De-
velopment Table).

Oniy unger special GM-determined gir-
cumstanges may more than one skil rank
of power point development be learned in
each level of experience (suggested 2/8
for True Telepaths, and 3/9 for Semi
Telepaths, while Non-Telepaths should
never be alfowed more than one rank per
tevel).

Nole: The skill Egucation dogs not
alfew an additional rank o be devel-
oped for this skill. 1t may, if the GM
feels it is reasonable, reduce the cost
of development by 1 development
point.

Total power points are calcutated by
multiplying the PP skill ranks by the stat

and a 100 stat {(3PP) would restiit in a PP
total of 27.

Tolal PP = Base PP +
{PP skill ranks x stat PP#)

Note 1. Non-Telepaths do not conform to
these rules.

common to come across certain races
with greater reputations for producing
telepaths and sorcerers than others, sp it
can be assumed that psienic power hasa
greater potential in some races than in
cthers. Some races also have greater
resistance {o psionics than others,
showing greater sensitivity from race to
race. This observation suggests the use
of individual racial potentiat to affect ge-
veloped PP.

Based upon this system, the GM should
assign each race a power point “dig” to
roll to determine the number of power
points gained for gach skill rank. A sug-
gested nermis a 1-5 roll {1-10 divided by
2 and rounded off for an average result of
3 PP per skill rank).

: Maneuver) —
. a variety of uses. First, it can be used to

Upper limits may be placed on the num-
ber of PP gach race may Jearn (similar to
Body Development). This results with
Telepaths and Spell Users being less

powerfu! at higher levels than the old

system provides.

one plus the appropriate stat modifier
diviged by 100.

. Total PP = (Base PP + Learned PP) x
Developed Power Points: For develop- :
ment purposes, all true telepaths have a -
power point development point cost ess

{1.0 » {stat Mod/100}}

possess more power points at lower levels,
but wili have 10 use that power with more

- care. [t wouldn't do to frivolously costume |
. PP on trivial things and then suddenty find
oneself in a major battle at -25 or -50 on ail

actions due 1o exhaustion (Refer to Power
Point Exhaustion). It is strongly suggested
that PP multipliers be much hazder to obtain

and some suitabie consideration be mads |
- for them on the Background Option Table.
- POWER PROJECTION (varies) (Moving
The power projection skill has :
- cial Action) — This is the design and de-

recharge spacial,power-storing magic items,
znd o withdraw power from such a davice.
it can atso be useg for what is known as

: matching power. In matching power, two :
- telepaths or spell users face ong another at :
: adistance of about 10 feat (3 meters). Each :
PP number. For exampie, 9 skill ranks :

makes a Power Projection rolt, ang it suc-

- cessful, hegins profecting raw magicat energy
. towards one another. Whenthetwostreams |
meet, the circuit is complete, and the circuit

begins to glow (at the point of collision) and
the casters beginto feel the resistance. Each

- one can “up the ante” by raising the level of :
) : e o power. Each round a Power Projection rofl -
Note 2: In Fantasy ang Science Fiction it is ' must be made to ensure that the caster is
- successful. Atany point the power levels on

. matching can be lowered back down,

If 3
caster inacontest of matching power cannot
meet the “ante”, his side collapses angd alt

projected power points feed back though
him, giving him one point of damage per :
power point of feedback. This cannot be ) ] .
used in an offensive manner because it re- © * Gravity-Powered Systems. the design of

. quires two opposing spelf users to complete i

the circuit.

POWER SYSTEM TECHNOLDGY (Ag/Me)
{Special Action} — Bonus for the mainte-

nance and repairs of damage ang malfunc- :
tions in power drive systems. The damage
must be assigned a difficuity levet by the GM. -
After this is done, the character makes an :
open-ended rell with his skill rank bonus :
added to it. This result is cross indexed on :

the Matfunctionand Repair chart { 78, pg 62).
This skill must be deveioped separately for
each category of power systems which he is
likely to use this skill on,

A partial tist of some categories is as

- follows:
When computing the total power points © . BRatteries/Power Cells: inciudes ai
of a character, add the base PP to the o dheroing e (oPal

developed PP ang multiply the result by -

construction, recharging, etc.

» Fission Technology: nuclear reactors and
drive systems.

* Fusion Technology: fusion reactors and

sublight drives.

This system is quite different from the © * T/JrOelectric Tachnology. water-powered

- original system and the GM should only use
it after careful consideration of how it will :

affect his universe. Psion characters will | * Magnetic Power Technology. power sys-

generators for producing large guantities
of energy, usually for farge populations,

tems using generaters which produce
electrical power through the use magnetic
fields.

» Matter/Antimatier Technoiogy: Matter/
Antimatier reactors and hyperspace
drives.

» Solar Energy Technology. the praduction
ot large quantities of energy through the
harnessing of the sun’s energy, usdaily
for large populations or for emergency
power on board space craft.

POWER SYSTEMS THEORY (In/Re) (Spe-

vetopment of power systems for producing
farge and small guantities of energy, as well

~ as propulsion systems for various types of

craft. To use this skill, the character must
make an open-ended roll with his skitl rank
bonus added toit. Thisis cross indexed with

- the difficulty rating assigned by the GM on

the Construction/Research chart. This wilt
show the time necessary to complete agiven
portion of the project. This skill must be
developed for each separate category of
power systems. A partial listing of some
power systems is as follows:

» Batteries/Power Celfs: Design and modifi-
cation of batteries and power celis for all
pUrposes.

» Fission Systems. the design and modifi-
cation of nuclear reactors.

« Fusion Systems: the design and modifica-
tion of fusion reactors and sublight drives
far space craft.

powsr systems and propuision systems
which use gravitational forces to power
the generators.

* Hydroefectric Systems: the design and
modification of power systems operated
by farge guantities of water forcing the
generators into to motion 1o produce
energy.

I 3¢ SR



» Magnetic Systems; the design and modi-
fication of power systems which use
magnretic fields to deveiop energy.

» Solar Energy Systems: the design and

modification of power systems which :

energy and for emergency power {such

as on space craft).

Some things that might be considered for
gesigning power systems are:

1) How much energy is required for the
needs at hand?

2) How large of a power system is required
1o generate enough energy?

3) How large of a reaction s needed for the
desired effects, and whatsort of structure
is negded to sustain the reaction?

4) What sort of emergency backup systems
are needed to insure safe operation?
These are only some of the possible

problems that would have to be overcome in

some Power System Design operations.

Some imagination can develop some very

interesting solutions to such problems if the |
GM feels that such responsibility is for the |

piayer and his character to agcomplish.

PROJECTILE GUNNERY (In/Ag) {Offensive
Bonus) — This skill bonus is the combat OB

applied when using non-explosive projectiles

such as autocannons, ground-basedartitiery,
anti-aircraft guns, etc. This skilb must be
developed for each specific weapon, although
similar skill bonuses may be used at 1/2.

PROPAGANDA (In/Em) (Static Action) — !

Influencing others through indirect means,
rather than direct speech. Inchides such
ideas as starting rumors, as weltasdesigning
large campaigns.

PRDSELYTISM (Em/Pr) (Special Action) -
Bonus for the ability to influence another
perscr's beliefs or igeals through preaching
tothem. His the skilt of converting religious
betiefs and moral standards. A rofl of 101+

means that the target{s) of the preaching will |

some well-made points of discussion. 1fthe
total roll is greater than 101 + the target's
Reasoning, then the target is convinced that
the character is correct in his faiths, and the
target will strive to learn more and become a

harness and store the sun’s energy for faithful believer in the faiths to which he has

+ been introduced.

PSIONIC FOGUS (SD/Em) (Special Action)
— This skill allows & psionic character to
enhance a cast psion in a number of ways.
The skill deals with the ability of the character
tofocus his remaining concentrationto have
greater control over the psion he is casting.

* This skill is used during the casting of a

psian, with 2 roll made every round or only
ontthe round of the casting (GM’s choice). A
failure roll during the prep is immediate
psion failure and a roil is to be made on the

. Psion Failure Chart (PB, pg 94). Howsver,

at least spend a fot of time contemplating

the roft for success may be more difficult or
gasier, depending on the round preparation
which the spell is cast.

Rounds to cast:  * Snap Cast: -50
« 2 rounds less: -30
* 1 round less: -15
» Normal Round: 0
» 1 extra Round: +10
« 2 extra Rounds: +20

Note: These modifiers are toward the
sueceess of the Focus skilf only, not
toward successfulcasting of the psion;
that is resoived separately (refer to
PB. pg 93-95).

A successful use of the Focus skill may

allowa number of modifications inthe psion,

These possibilities are listed here, the GM
may opt to use any combination of these

| from enly one modgifier to &l modifiers re-

acting simuftaneously.

1} With the Snap Cast as an excaption, the
psionic focus may alow the character to
cast 1 roung sooner without the greater
penalty for it. However, no additional

2) The PP regquirement for such & psion is
orly 75% of the normal {round fractions
up). For exampls, the successful use of
the Focus skilt while casting a fourth level
psion will only cost the character three
power points rather than four, a seventh
levelcosts 6 PP, atwentieth level costs 15
PP,etc. However, psions of the third level
orless are notaffected by this adjustment.

- 3) The PAR for a psion with successful use

of Focus may be modified by anadditional
+5.

4)The duration of the psion may be increased
by 50%.

5) Any experience points directly acquired
from the casting of the psion may be
increased by 50%.

6} ffaContrel, Summoning, Repel, Influence,

or similar type of psion is spoken in a

supernatural language of a being, or

psionic enhancers such as drugs of
electronic amptifiers are used, then the

target's RR is modified by -10.

Psion failure rolls may be modified by -20,

this only if the Focus skill rollis successtul

and then the PAR fails. f the Focus roll
is faited, a rolt for psian should also be
rolled. If the psion also faits, then modify

the Psicnic faifure roll by +20 (that's 20

against the character).

. PSIONIC PEACEPTION (Me/In) (Static Ac-

tion) — Bonus for perceiving the use of

psionics. Individuals who use this skill must
possess psionic skills and abilities.

‘7)

modifiers in the caster's favor may be

used.
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PSICNIC SHIELD (SD/Pr) (Special Action)
—This skillis used toincrease the character's
chance of not being affected by a psion used
against him. First of alt, the character must
“see the psion coming”, # not, but he sus-
pects psion activity, the skil may stilt be
used but at -20. Otherwise, the skill may not
be used atall. The character makes an open-
ended roll and adds ail modifiers. 1 the total
is 101+, then he receives anadditionat +20 to
RR. If his total resuit is less than or equal to
zerp, then he receives a -30 to his RR. The
greater penalty for such a failure represents
the fact that the character has opened him-
self up completely to a psionic attack.

PSIONIC TRAINING (SD/SD/Em) (Special
Action) — This skilt is require for develop-
ment from only non-telepathic characters.
This skill develops a percentage of innate
Power Points available to a character. The

to use for psionic activity. For example, a
character with a 95 for his telepathic requi-
site stat would normally have 2 PP per level.
i this character has +50 in the training skitl,

(60% of 2 = 1). Note the use of the word
developinthe previous sentence, Use of this
skili does not provide power points for a
character, only & potential of intrinsic PP
which may be achieved. The character must
spend 1 development for each PP which may
developed. Also, the potential of intrinsic PP

skill's first rank is originally developed.
Hewever, ance development points are spent
on PP, they are permanent.
Exampie: Remus, an Investigator, has
been developing Psionic Training since
his firstievel. His requisite stat for his
area of psionics is a 95 (a potential of
2 PP per level normatly). His skill rank
is +25 at third level, allowing 25% of
the normal PP per levef as his poten-
tial. The total PP for his level for a
Teiepath would be 6, therefore Remus
candevelop 1 PP (25% of 6is 1.5, but
the result is rounded down). Remus
need only spend the one development
pointinhis next development phase to
have a PP for psion casting.

PSYCHIATRY (Em/In/Re} (Special Action)
— Bonus for the recognition and identifica-
tion of major insanities through the use of
testing methods (e.g.. psychoanalysis, ink
blots, graphs of neural activity, etc.} and
attempting to heat or correctthem. Correction
may be through the use of drugs, therapy,
surgery, efc., proviged that the skilis needed
are possessed by the gharacter. Otherwise,
the character must refer the patient 1o
someone who can perform the procedure.

Although this skili does provide the knowi- :

edge of what procedure might be required,
i orwhich drug tobe used, howto perform the

; specific procedure or how much of a spe-
- cific drug is needed I8 not included here.
- Therapy for such severe conditions is in-

: cluded under this heading, but surgical :
- procedures would be Surgery {neuraf), and :

. Brug Treatment would be under Drug

Therapy. This skill must be developed for
eachrace due tothe variance in neural make-
ug and activity physiologically. However,

neously, provided the proper research ma-
terial is accessible.

PSYCHOLOGY {Ir/Em) (Spsecial Action) —
Unlike the more medically-oriented skilf,
Psychiatry, this skill deais more with the
theory of psychology and the anaiysis of

* psychological make-ups. This skilt is used
total skilt rank bonus is used as a percent of
power peints for a non-telepathic character :
- aboutthe probiem. The character using the
- skitl is more of 2 source of encouragement
- and suggestions. This skill is not designed
: 10 be used for the treatment of mental ili-
he would De able to develop 1 PP per level :
- thing more than mild.

° PUBLIC SPEAKING {Em/Pr) (Static Action)
: — This skifl provides a bonus for impress-
- ing, entertaining, or even manipuiating
: groups of peopie directly.

for more of acounseling approach to solving
problems, The characters sit down and talk

nesses which would be considered as any-

Bonus forperforming anattack draw.
The skilt of [ai is a quick-draw technigue to
get a weapon from scabbard/holster into
battle very quickly. lai is normally used for
bladed weapons, but this skilt may be used
for any weapon. However, each specific

Similar skili bonuses may be used for similar
Weapons.

the weapon is out and in hand. Moreover,
the character must make an attack and/or
move the same round without the normal -
20 penalty for drawing one’s weapon. The
user witl make a separate roit for his attack.
However, ifthe roltis negative, he has dropped
his weapon. Ctherwise, if the Quickdraw is
unsuccessful, he takes the normal -20 for
drawing a weapon.

ff a situation ever arises where the two
characters are facing each other off in a
draw, and hoth characters use this skiil, the
successiul character should getthe initiative.
However, if both characters are successfui,
the character with the highest total result
should get the benefit of the doubt and gain

. the initiative. However, the GM may opt to
: make the involved character each make an
i initiative roll, or however he determines first
i strike.

& ]

If the user rofls 101+ (1-100 :
. open-ended rolt ptus the skili rank bonus},

RAPPELLING (Ag) {(Moving Maneuver) —

: Bonus to rapidly descend from 2 height. If
: the rappelling rolt is unsuecesstul, the ingi-
- vigual has a chance of falling. Rappelting
- rate is equal to the individual's normal
© movement rate: watk +0, fast walk/jog -10,

run -20, fast run/sprint -30, fast spring -40,
dash -50. Negative modifiers due to speed

- apply.
" READ TRACKS {In/Re} (Static Action) —
- Bonus to iﬁentify a given set of tracks. De-

. - tailed information about the tracks can be
several races may be developed simulta- :

obtained such as type of creature, age of
tracks, weight of creature, speed at which
the creature was maoving, backtracking, etc.
This skitl ts used for identifying the tracks,
and the skilt Tracking is used for following
tracks.

REGIDN LORE {Re/Me) (Static Action} —
Bonus for knowing the ins and outs of an
area or region. Each differant type of region
must be developed as a separate skill (e.g.,
maountain, jungte, large city, etc.).

: RELIGIOUS HISTORY {Re/Me; (Static Ac-
- tion) — Bonus for knowing the history of
. specific religion. This includes the origin of
: the faith, major characters {saints, popes,
- Neroes, kings, etc.}, major events, how the
- faith spread (if it did), etc. This skifll must be
- developed for each separate refigion. How-
- gver, severai different religtous histories may
: : be devefoped simultanecusly, provided ap-
- QUICK DRAWAAI {Qu/Ag) (Moving Maneu- -
is determined from the level at which the ver)

propriate research materials are available.

- REVEASE STROKE (Ag/Re} (Moving Ma-
- neuver) — Bonus for applying one’s melee
: OBagainstan opponent to one’'s flack or rear
: without turning or changing position. In
- such a situation, the applicable OB is the

ach 3 - normal OB times this skili borus as a per-
weapon must be developed ingividually, :

centage {e.g., a normal OB of +70 and a skill
bonus of 60 wotiid result in a +42 Reverse
Stroke OB). The resulting 08 can never

' exceed the normal OB.

RIDING (Em) {Moving Maneuver) — A single
skilf raniis necessary to keepfrom constantly
falting off the animai being ridden. Higher
skill ranks enhance the chance of refaining
control of the animal, when it is startled or
hostile, or gaining control of an unfamiliar
animat (of the type in which the character
has skill devetoped). Also, see the optional
rules for Mounted Combat in 13.13 Mounted
Combat ChL & Cat pg 60, and 3.5 Mounted
Combatin AMC!iipg 18. Like weapons skilt,
this skil must be developed separately for
different animals.

ROPE MASTERY (Me/Ag) (Static Action) —
Bonus proficiency in knot recognition, knet-
tying, braiding, and splicing, or when mak-
ing amaneuver while suspended fromarope
or analogous flexible tine, or when throwing

! aline. Allows one haif skill ranks in grappling

: hook.



ROWING (SUSD} (Moving Maneuver) —
Bonus for self-powered boat maneuvers,
incuding rowing, poting, eic.

RUNES (Em/In) {Static Action) — Rune skill :
enables a character to decipher and use '
Runes {spells inscribed in suitable media). -
To decipher a rune, a character makes an :
open-ended roll, adds his skilt rank bonus, :
adds any bonuses from 15.34 Runes and :

Staves/Wands table, ChL & Cal, pg 4G, and

subtracts the level of the speli/psion on the |

rune. If the resuiting total is 101+, then the
rune is deciphered and the character may
useit. if the total is negative, the speli onthe
rune is cast on the character attempting to
decipherit{orarandom character determined
by the GM). If the total is hetwsen 75 and
100, the character learns what the spelt is
butcannotuseit. thetotatis betweenOand
74, nothing happens. These results are

summarized on the Runes, Staves/Wands | §

Table in 15.34 Chl &Cal pg 4C.

ff the tevel of the spetl/psion on the rune :
is less than or equal to the level of the :
character attempting to use it to cast, deci- :
phering the rune is sufficientto use it {subject :
tothe normal chances of Spell/Psionfailure).
Hthe runs is aleve! above the character or of
a reatm other than the character's speciaiity, :
a second rofl, similar to the first, must be :
made to successfully cast the spelt fromthe -
rune (for these purposes, Non-Telepaths |

have ro reaim of expentise and must always
make a second roll, unless psicnictraining is
developed by the character). Runes are

generally not reusable, but the media which |

held the rune is.

SAFE CRACKING (SD/In) {Static Action) — :
Similar to but more involved than Picking :
Locks, this skifl enables the characterto gain :
access to specialized locks used for high :
security situations such as vauits, safes, :
etc., inwhich the focking mechanismsare so :
complex that the locks must be gestroyed, :
removed, or accessed by unusual but direct : ,
means. An example would he “Peeling” in : '

which the face of the safe’s door is pried or - SCANNER ANALYSIS (In/Re) (Static Action) :
- — This bonus is used when attempting 0 :

“peeled” back so as toreach the mechanism.
This skitl takes a lot of time in some cases.
This skilt would alse cover attempts to “fis-
ten to the tumbters™ as the combination fock
spins. The GM might opt to use the Mal-
function and Repair chart to determine the
amount of time necessary to gain entry.
SAILING {Ag/In) (Vehicutar Maneuver) —
Bonus for salling maneuvers.

SANITATION ENGINEERING (In/Re) (Spe-

cial Action} — Bonus for the design and

maintenance of waste disposatand recycting

The Construction/Research chart may be
ysed for designing efficient systems.

scanning devices,

scanners, etc.) Each field of scanners must
be developed separately. This skiltis useable
at half value when attempting use one of the
scanner categories which has not been de-
veloped, as a similar skitl,

SCULPTING {In/Ag) (StaticAction) —Bonus
for making 3-C art forms through the molding
- of matleable materials or the carving of hard

systems for a given set of circumstances : Materials.

(e.g., city, starship, environmental suits, et¢.) :
: forbeing abie to come up with the location of :
- a particular needed item, part or ingredient.

interpret information provided by portable :
{multiscanners, :
medscanners, repair scanners, security

SCROUNGE {in/Re) {Static Action) —Bonus :

i Thisskillis normally used inan urban type of

. setting, or situation of technological need.
. This skill does not include finding of food
. and water. Refer to Foraging in this section.
- SECOND AID (SD/Em/In) (Static Action) —
- Bonus for performing majer surgery, which

- includes sewing woungs shut, removal of
- diseased or mangled limbs, bone setting,

<E and any other simpie major surgery opera-

- tien. This skitlis reguired to stop the bleeding
- of any injury greater than 5 concussion hits
i per round without the aid of technologicaliy
advanced devices.

SECURITY OPERATIONS (SD/Me) (Static
Action} — Bonus for determining the details
of an observed security system. This could
be identifying individuat aspects {such as
motion sensors, sound monitors, thermal
monitors, et¢.) and how they are linked up,
to determining how many guards and how
often they make rounds. This skill would
also cover making simpie flow charts of how
the system operates, and ability to recognize
" backup systems.

* SEDUCTION (Em/Pr} {Static Action) — Bo-

: nus when attempting to emotionally, sen-
- sually, or sexually manipulate ancther per-
- son,

: SENSE AMBUSH/ASSASSIN {In/Re} (Static
: Action) — Bonus to detect animate traps,
© ambushes or assassination in progress.
i Rangetoruseis 10’ (approximately 3 meters}
. for each skilf rank known.

SENSE REALITY WARP (in/Em) (Static Ac-
tion) — Bonus to determine if the natural
order of reality has or is going through
turmoil (e.g., dimensional gate opening or
closing, power fluctuation whish disturbs or
causes the fabric of space to shift, holes in
. the space-time continuum, etc.). This skill

- does not enable the character to predict the
- conditions for such an occurrence to oceur,
: only recognition of the gvent.

: SENSOR ANALYSIS (in/Re) (Static Action}
. —This skill provides a bonus when attempt-
© ing to read and interpret information from
shipboard sensor displays. However, ap-
. propriate computer programs may further
: enhance oneg's ability.
- SET TRAPS (Re/Ag) (Static Action) — Bo-
nus for setting traps. These fraps can be
lethal er non-lethal.

SIEGE ENGINEERING {Re/In) (Static Action)
— Allows the user knowledge of condusting
all aspects of a siege. Includes proper and
best positicning of siege weapons, deter-
mining weaker portions of 3 wall (for siege
weapon assault and/or sapping), basic en-
| gineering knowledge for building ramaps,
i digging trenches and traps for animal steeds

- and vehicies,

I 37



SIGNALING (Me/SD) (Static Action) — Bo-

_ NG any ! igr E-Faundry:casting,rolling,cuuingandspin-5
mcations. This skitl is a speciahized form of : 5

ics gui  »Gold smith:working of gold into omamen-
SINGING (Pr/In) (Static Action) — Bonus - :
- » fron smith: making of iron wares

notes,  This skl is a specialized form of . Silver smith: working of silver into orna-

nus when using any form of signal commu-
flinguistics and linguistics guidslines apply.
for attempts to mimic tunes and vocalizeg

Hnguistics and linguistics guidelines apply.
SILENT KILL {Ag/in) {Moving Maneuver) —
Benus for striking an oppenent silently. 1§
successful, the oppenent cannot ¢ry cut or
sound an alarm. This skili does not include

the approach tothe victim, and is rolled prior -

to the attack roil.

SKATING (Ag/SD) (Moving Maneuver) —

Bonus for alt skating maneuvers.

SKUNG (Ag/SD) (Moving Maneuver) —

Bonus for all skiing maneuvers.

SKINNING {Ag/In} (Static Action) — Bonus
for the removal, preservation, and saring of
animat skins.

Bonus for all skydiving maneuvers, per- |

forming maneuvers while in fres fail, and for

the use of the various different forms of

parachutes,

SMITHING (St/Ag) (Static Action) — Bonus

for working with normal metals to create or

repair desired obiects {e.g., horseshoes,

metal ornaments, etc.) Bonus for oven or

kiln building, and doubling the effects of

fires. This skill only appties to metat work

which is done by hand (no high voltage metat

shapers, rivet guns, etc.) The following isa

partial listing of smithing crafts:

» Armorer:making of metal armor consisting
of iren or steel

» Blacksmith: making of smal! iron wares,
such as horseshoes, etc.

*Bronze srnith: working and casting of bronze

e Copper smith: working and casting of
copper

= Licher: decorating of metals

PLUMMER - sery

* fire Starting: starting of fires
ning of iron

tal and functionat items

mental and functional items

« Tin smith: working of tin into ornamental
and functional items

» Tooler: making of matal {oois

» Weapon smith: making of metal weapons,
usually of iron or steel

SNIPING {None) (Special Action} — Similar
. to Ambush skill, Sniping aliows an attacker
using a single shot projectile or a directed :
- pnsrgy weapan (&.g., stunners, 1asers, etc.)
- to adjust a critical roli against an unaware
- target, As with Ambush, Sniping is only :
- usabieifthetargetis unaware ofthe attacker, :
, - and the target is basically stationary. The :
SKYDIVING (Ag/SD) (Moving Maneuver) — - anackar may modify the critical resutts roll -
(if a critical is achieved in the attack) by a

numbser equal to the Sniping skill rank.

SOCIOLOGY (Em/Re) (Static Action) —

Bonus for the study of group interaction
under various conditions (a.¢., stress, peer
pressure, fear, etc.). This skill may be used
1o predictthe reaction of a given group under
designated conditions, to specific actions or
topics of discussion, et¢. This skill may aiso
be used to determine howtainduce adesired
raaction from a specific group.

SOUND ENGINEERING (in/Re) (Static Ac-

. tion) — Bonus for satting acoustic stability
- in a given area. This skill also allows an
- intimate understanding of sound and the
. ability to manipulate it in various ways for
- various purposes (e.g., with the proper
equipment, one could use sound waves for :
a type of weapon, or simply a destructive :
force, or for effects similar to a sqothing :
© massage). :

Example: Edgar Price, a wanted
criminal, developed a plan to appre-
hend an armored vehicle transporting
a shipment of plutonium over one of
the local back roads. This shipment of
plutonium is just what he needs to
compiete his experiment on his do-it-
yourself nuciear disaster kit. Edgar
transported a large cargo of sonic
projectors and amplifiers to a remote
location with a view of the brigdge (a
bridge on the vehicle's route). Using
his Sound Engineering skill, he cal-
culates the decibels he will need to
disrupt the structure, and to apply his
instrumentation to focus the sound on
the bridge. Since he has no structiral
angingering, he cannot determine the
weakest point to minimize his power
requirements. instead, he musttarget
the entire structure. As the vehicle
passes over, Eggartums up the power
to full since his calculations verified he
might not meet the power quota. The
bridge collapses, dropping the vehicie
into a gorge, while Edgar's generators
burst into fame from the overload.
However, Edgar is satisfied, since his
ill-gotten booty lies wailing to be
gotten. It is uniikely that anyone sur-
vived the falf to provide resistance.
Edgar leaves the smoldering equip-
ment behinds and speeds toward the
scene in his hovercraft. Another day,
angther nuclear warhead fo hold some
city for ransom,

| Generaly equipment for such a feat wilt
- be very expensive and very large. This sort
- of eguipment is not easy to find in your local
- glectric repair shop.
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SPACIAL LOCATION AWARENESS (In)
{Static Action} — Banus for allowing cne to
be aware of one's surroundings without the
aid of vision. Spacial Location Awareness
(SLA) applies against the -90 for non-sight,
to a maximum of +10. it aiso applies to
audio-visual perception within a 1'/bonus
point radius of the perceiver, which is also
the range of the skill. This skill is usually
used by the blind. 1fanon-blinded individuai
possesses this skill, they must reorient to
usg this skill {requires a minimum of one
round). If the individual fails this roli, he/she
is treated as hlinded for that round. Foreach

round the individual is left undisturbed, or :

uses only 20% of their allowable turn, they
may add +5 to the orientation rell each
round. This +5 is cumuliative provided there
is no irterruption of the individual’s con-
centration. This skiflis blocked byintervening
barriers.

SPELL/PSION LIST ACQUISITION (Varies)
(Special Action} — This skill determines
when & psion or spell list is learned (i.e.,
when the psions on the list may be cast if the
character has enough power points}. Each
skillrank represents a 5% chance of learning

achosen psion list; thus whenarank of 20is

obtained there is a 100% chance of learning
the listwhen the next level is finally achieved.
Spell/Psion list skill rank may only be de-
veloped for one spell list at a time.

If at the end of a development period
{(adolescence, apprenticeship, or whena new
level is reached), a character has a spell fist
rank between 1and 20, aroll should be made
to see if the spell/psion list is learned. If the
sum of the roll and the speli/psicn list skill
rank multiplied by & is greaterthan 10G, then
thelistis learned. Ifthe listis notlearned, the
skill rank stays the same, and may be im-
praved during the development phase. When
a list s learned, the spell list rank is reduced
to zero (0). If a skifl rank of 20 is chtained
during a development period, the list is im-
mediately learned (with the spell rank heing
reduced to zero (0)) and the character may
develop the speli/psion list rank skili for
another list in order to obtain a chance of

learning asecond list (once again, 5% chance

per rank). This process is described in
greater detail in the following paragraphs.

This area diverges from the standard skill

rank and bonus. In Character Lawand the

Player Book, a character who is trying to
learn spells or psions makes a Spell Gain
Roll upon reaching a new experience level.
This is a 1-100 roll (not open-ended) with a
rall of 101+ required for success. Anaddis
allowed for the amount of research the
character has done in that particular area of
psion research, measured fy the number of
development levels he has committed to it.

Alf spells in Speff Law and Psions in the
Player Book are grouped into lists of spells
with similar conception and effect. When a
character expends development points to
acquire skills, he may attempt to study one
suchlistaf psions. Eachtime he expendsthe
required development points for spell/psion
acquisition, he indicates what list he is at-
tempting to learn and records one research
pointforthatlist. Truetelepaths may acquire
several research points for a list at one time.
Thase research points represent the amount
of the character's development deveted o
discovering the basic concepts invoived in
the use of those psions, through reading,
meditation, etc. The GM must be the judge
of the availahility and cost of the information
to the charactar. In this sense, a research
point can be thought of as a temporary skill
rank for a specific spell/psion list. |
1) When making a psion gain roll, the char-

acter adds his accumulated research

points multiplied by 5 to his roll {1-100,

notopen-ended). Thus 20 research points

guarantees that the character will learn
the list. If the rolt is not successtul, the
accumulated research is not iost; rather,
it just means that the character has not
drawn the proper conclusions and infer-
ences from what he has learned. After he
has had more time to reconsider what he
knows and has gained further experience
inthe ways of the world and psionics {i.e.,
the next time he increases a level of
experience), he may make another gsion
gain rell, gaining the full benefit of his
accumulated research points {which he
may increase by further development).
Eventually, the character will acquire the
use of those spelis/psions (assuming he
survivesand continuesto go upinlevels).
2) Once a successful Psion gain roll is made,
the character is considersdtc have learned
the spelis/psions he was researching and
may cast them as long as such use
complies with other rules for their use.
The number of research points has no
further effect on the game. It matters not
hew much effort the character put into
learning the spells from this point onward;
the character who used two research
points to learn a list can cast from it as
well as someone who used 20, Note that
gach iist is divided at various levels and
further research must be done to learn
the list beyond each break point. Although
the lower portion of 4 list s a praraquisite,
research points used to acquire lower
portions of a list have no effect on the |
learning of the higher portions of the list.

3) Partiai research may only bedongintb one
list at one time. Characters may not
partially study a variety of lists and count
on the gods of luck to give them psion
abilities. Acharacter may only study one
psion ist at a time (except as noted
below).

4) if a character is able to allocate enough
points to bring his research point total to
20 (ensuring the learning of the psion list
at the next level of experience), he learns
the first feve! psion on that list {if any)
immediately (before reaching the next
level of experience} and may begin
working on {earning another psion list.
When he attains the next level of experi-
ence, he will acquire the normail use ofthe
first list and be entitled to make a psion
gain roll for the second. In extreme
cases, this same process may result in
fearning three psion lists in one level.

If a character, after making an unsuc-
cessful psion gain roll, wishes to begin the
studdy of ancther list, he may do so, but he
forfeits alf research paints accumulated with
the first list. Such points may neither be
transferred nor retained. {f enough devel-
opment points are aflocated to bring the
research point total with the first list to 20,

. the character may then begin to study the

second list as described above.

Option: Allow stat bonuses for psion gain
roils. This variant aliows a character 10
use his pertinent stat modifier to help him
make his gain rolls. This alfows a ¢char-
acter to fearn more lists and thus have
maore access to Psionics without unbal-
ancing the power level of the game.
Telepaths are still restricted by level
constraints {ESF not withstanding). ifthe
GM feels that the game balance would be
threatenad by this variant, he can regulate
it by controiling the accessibility of spell/
psion lists. The lists might be mare
difficult to find or be very expensive.

SPELL/PSION MASTERY (Varies) (Special

Action) — Related stats are based on the

realm from which the psions are derived.

Bonus for psions which require tolls for

goncentration, maneuvers, orientation. This

skill allows its user to modify speils beyonds
basic parameters. Each individual psion
raquires separate skill development {as with
riding orweapon skills). AGM may establish

¢ “similar” psion groups. Refer to Weapon

skiils for similar weapons and Riding skills
for similar animals.
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Option 1: This option is only used if the
Targeting (psicn) skitl is useg. Since the
Targeting skilt is used to enhance psion
contral within the stated psion param-
eters, use the Spell/Psien Mastery to al-
fow a characterto attemptto enhance and
modify a particuiar psion beyond normal

parameters. For example, with Targeting

one might controt a teleport psion within = , . _— ,
the normal parameters, but with psion = * Masory. making of buildings, bridges,

STONE CRAFTS (Ag/SD) (Static Action} —
Bonus for waorking with stone and creating
scuiptures, writings or any other form of
inscription or relief. The following is a partial
list of some stone crafting skills:

| * Brickmaker: making of dricks
' » Gem Cutter: cutting and setting of stones

mastery, one could modify the psion way :
outside normal parameters, perhaps only :
teteporting mere than the normally al- :

lowed mass.
With this option, if a Psion mastery skill

and gems

roads, ete. from bricks and stones
*» Stone Carving: the carving of stone

= Stone Cuiter; cutting and shaping of large
stanes from a guarry

SYMBOL LORE (Me/Re) (Static Action) —

rolf is unsuccessful, the psion involved -
- in conjunction with the appropriate symbol
. spells/psions. Also altows non-magicat re-
- sparch in defining and identifying new
: symbots which add to one’s repertoire of
: symboi spells/psicns. For these purposes,
- symbols refer to Symbols or Glyphs; each of
- these shouid be treated as a separate skill

falls under Psion Faiture rules. Thefailure
magifier in this case would be the amount
by which the Psion mastery is faited
muitiplied by the maneuver difficulty
(Medium: x1, Hard: x2, etc.)

Psion Failure Mod = {amount failire) x
{difficuity multiplier)

caster must concentrate in order for a :
speh modified by Psion mastery to have :
effect. If the concentration is broken or :
: TACHYDON PHYSIES (In/Re} (Special Action)

gropped the psion ceases to operate as
modified and reverts back to normal psion
operation.

Bonus ingrease {0 one’s speed.

STALK (Ag/5D) (Moving Maneuver} ~—
Stalking is the ability to move using silence,
camouflage, and shadows to conceal your
presence. Hiding is the same ability, but is
used when not moving.

STAR GAZING (Me/ln) {Static Actior) —
Bonus chance of determining dates, direc-
tions, and locations when the stars are vis-
ible. Provides an ideal complement to one's
navigational skills. However, this skilt must

dimension: otherwise, the skifl is halved for |

alt but specific planets researched.

STELLAR LAW (Re/Me) (Static Action) —
Bonus for knowledge of the standard fegal
code used forspace travel. More specificalty,
the Jaws that deal with travel and transpon

Bonus for maniputating ang using symbaols

Option 2: The GM may decide that the psion | With 1/2 similarity to each other.

Note: 7he GM may decide o allow this
skill to help interpret dreams and vi-
Sions.

. delving into the faster than fight phenomena
SPRINTING (Cu) {Moving Maneuver} — -
: sensor fields, stc. Such research may alsc
deal with the manipulation of such phe-

nomena and its duplication. tse of this skilt : ity 01
© maneuver is left up to the GM's discretion,

involves the Construction/Research chart.

TALE TELLING (Pr/Me) (Static Action) —
Bonus for reciting and writing stories. The
skifl rank number would equal the number of
stories which have been committed to
memory if the GM feels to do s0. GM's may
wish tp give names to each of these tales and
the searching for new tales could lead {o
possible agventures.

TARGETING (None) {Offensive Bonus) -
Bonus is added to an attack rolt with given
weapon that targeting skilf has been devsl-
oped for. However, the bonus can only be
added when the target is unaware of the
impending attack, and is either stationary, or
moving siowly in a predictable manner. The
development peint ¢ost is the same as the
costfor devetoping normat weapon skitl with
that weapon, but a character's targeting skill
rank for a given weapon may never exceed
his normat skill rank bonus with the same
weapon. Also, the targeting bonus can be
added {0 a static action maneuver rolt when
the firer attempts to hit an inanimate ohject.

TARGETING (PSIONRIC/MAGICAL) (in/Ag)

© {Static Action} — Bonus to contro! a non-

- directed speli/psion in a general way, within
- the parameters of the psion description. Can
- be used on any psion the caster throws. For

: — Bonus for the study of and research @ example, when the tefeport psion/speli is

. used, the target usually rematerializes in the

such as hyperspacs, neutrinos, photinos, . same position they were in at the time of the

- teleport. By using targeting skill, the target

! very little chance element, siich as chess or -

- bonuses for simifar games as he would for

between the planets. There may be slight ¢ , t ; :
© applied to another trying to figure out your :

variations from ane region of space to an-

the GM and separate regions of space de-

veloped as individual skills. Similar skill

benuses may be used for such varying areas

of space. Refer to Basic Interstellar Laws. -

STILT WALKING (St/Ag) (Moving Maneu-
ver} — Bonus for all maneuvers performed
white on stilts.

be developed separately for each planet/ = Similar weapons.

i TACTICS {Re/In) {Static Action) — Bonus
for perceiving and planning appropriate and : . .
© TAX EVASION (in/Me} (Static Action} —

effective strategy in a tactical military situa-
tion. Various tactical situations must be

- types:

« Agrial, fighter and bomber tactics

o Battle Field: cavairy, infantry, armored ve-

hicle tactics

-« Naval: ship and boat tactics
- eSabotage:underground/behind enemylines

tactics

« Siege: reduction of fortified position tactics
.« Smalf unit: conflict between small groups |
.« Strategic: overall campaign tactical picture

- 40

can arrive repositioned {e.g., turned around
or upside down, etc.} The difficulty of the

TACTICAL GAMES (Re/Me) (Static Action) - 1argeting should be déveloped separately
— Bonus for playing games which contain - for the ditferent types of psien/spells {e.g.,

teleporifeaving types, flying/levitationtypes,

go. Skills for different games must be de- | Husion types, etc.). Non-cumulative with
veloped separately, but normally if a player : Speli/Psion Mastery.

develops morethan one game, he may receive - Option: GMs may feel the use of the target-

ing skill is too limited as outlined above.
i so, altow the skill to be devetoped as
one single skill that appties to alt non-
directed psians.

- Bonus for manipulating one’s tax forms in

other. Any variations should be decided by © tactics. Following is a partiel list of tactic :

developed separately. Each type of tactics © order to keep from paying taxss, or to make

must be developed as a separate skifl. The : 2 profit at the government’s expense, the

skill roll over 100 is the negative modifier - amount of the total skili rolt cver 100 is the

penalty for anyone auditing the character's
tax records.

. TELEPORTER OPERATIONS (Ag/In/Re)
. {Static Action) — Bonus for operating
© teleporters under varying cengitions. This
- skill does not include any general mainte-
: nanee of the compiex machinery.

- TELEPORTER TECHNICS (In/Re/Me) (Static
- Action} — This bonus is applied to per-

forming repairs and maintenance on
teleporters. This skill covers a wide range of
other areas, such as electronics, computer
and power systems technics. However, this



skill is highly specialized for use with
teleporters. For a relation to other technical
fields, refer to the Technical Skill Similarity
chart. This skill makes use of the Repair
chart, although most repairs are of a com-
plicated nature.

TEMPORAL/DIMENSIONAL PHYSICS (In/In/
Re) (Special Action) —Bonus for identifying
and recognizing, as well as predicting those
conditions responsible for temporal and di-
mensional alterations. This skill does not
include the construction of devices or the
designing of devices to cause such events to
occur (e.g., dimensional gates, time travel
craft, etc.) Such jobs would fall under the
completely separate Mechanical Engineering
and Technical skills, with no similarity to
bonuses to any other Engineering and
Technical skills. Also, this skill (Temporal
and Dimensional Physics) is required for
such designing and constructionto occur. A
character's engineering and construction
skills cannot have a greater skill rank than his
temporal/dimensional physics skill rank.

Although temporal and dimensional
physics are both covered under the same
listing, they are to be considered as two
completely different skills. Therefore, they
must be developed separately with no similar
skill bonuses between them. However, if the
GM feels that in his universe there should be
a similar skill bonus between these two
skills, it is recommended as 1/5. Refer to
Temporal Dimensional Physics.

THROWN (Ag/St) (Offensive Bonus) — Bo-
nus for attacks using thrown weapons such
as knives and throwing stars. Each weapon
must be developed separately although
similar skill bonuses of 1/2 may be used.
TIERing (SD/Em/In) (Offensive Bonus) —
Thought Interfaced Electronic Resonance is
the breakdown of this acronym. It is a very
unique form of attack developed through
advances of moderntechnology, and a deeper
understanding of the mind. Some people
refer to the ability as nothing more than a
form of high-tech martial arts, butthis merely
advertises their ignorance. Their opinion is
based on the user's need for specially de-
signed equipment consisting of a narrow
headpiece, and a small hand piece, attached
to one another via a fiberoptic cable. How-
ever, their ignorance of the facts is under-
standable since the skill is rarely observed in
action by most. This is primarily due to the
fact that very few people will take the years
necessary to learn and eventually master the
techniquesoftheart. (Refertothe equipment
section for more details on the TIERing
module.)

TIERing is the ability to interpret the true
form of thought into a vocal energy of iden-
tical design. The TIERing module duplicates
the thought digitally and combines it with the
vocal interpretation. The resulting energy
form is amplified and focused on the target
through the hand piece. The projected en-
ergy disrupts the target in the fashion of the
skill level being used. This results in a final
attack in the form of a sonic disruption. This
means that under certain conditions, the
skill cannot be used (e.g., vacuum).

The development of TIERing is a very
long and difficult process requiring many
years to master. The skill consists of four
levels of mastery, each separated from one
another by a succession of “steps”. Each
step must be developed before the next level
of succession, and no higher level of skill
may be developed to a greater skill rank than
any of the previous steps or levels. It is
similar to the Ranks of skill found in the
Martial Art explanation in PB pg 13, where
each Martial Arts Rank could be compared to

differentlevels of TIERing. However, TIERing |
also consists of individual “steps” of suc- |

cession between the levels, while Martial
Arts do not have “steps” of development
between its Ranks of skill.

TIERing consists of four different Levels
of Mastery, each with four steps of succes-
sion (a total of 16 steps of skill). The steps
are set in a definite order which cannot be
altered. No higher step may be developed to
a higher skill rank than a previous step,
resulting ina pyramid structure where all the
higher learning depends on everything that
preceded it. The lowest Level of Mastery is
the Stunning Way, with four steps of skill
equalto Mk1, Mk2, Mk3, and Mk4 attacks on
the Stunning Attack table, however, these
attacks use the Unbalancing critical result
chart since the attack does not work in the
same fashion as standard energy stunners.
The second level of TIERing is the Striking
Way, with four steps of skill equal to Small,
Medium, Large and Huge attacks on the
Ram/Butt attack table but using Impact
criticals for crit results. (If a critical result
yields an additional critical, it will be a Crush
critical.) The third level of TIERing is the
Crushing Way with four steps of skill equal to
Small, Medium, Large and Huge attacks on
the Fall/Crush table using Crush criticals for
all crit results. The fourth and highest level
of TIERIng is the Disrupting Way with four
steps of skill being equal Mk2, Mk3, Mk4,
and Mk5 attacks on the Blaster attack table
substituting Internal Disruption criticals with
any additional criticals in an attack resulting
on the Impact critical table.

The structure of TIERing “Art” develops a
stronger and more devastating method of
attack with each higher level of progression.
The important thing to remember is that
each step can never have a greater number
of skill ranks developed than a lower step.
The following is a list of the 16 steps of
TIERing in their developmental order, start-
ing from the bottom of the list and working
“upthestaircase” withthe different Levels of
Mastery marked at intervals.

TIERing DEVELOPMENT CHART

Level 4, Step 4 Highest Development
Level 4, Step 3
Level 4, Step 2
Level 4, Step 1
Level 4 Disrupting Ways

Level 3, Step 4
Level 3, Step 3
Level 3, Step 2
Level 3, Step 1
Level 3 Crushing Ways

Level 2, Step 4
Level 2, Step 3
Level 2, Step 2
Level 2, Step 1
L Level 2 Striking Ways
Level 1, Step 4
- Level 1, Step 3
Level 1, Step 2
Level 1, Step 1 Development Begins
Level 1 Stunning Ways

Note: The levels themselves are not
developed as individual skills, only the
separate steps within each Level of
Mastery.

Although it has been stated that those
who use TIERing rely on specially designed
equipment, thisis not always the case. When
one becomes extremely proficient in a level,
he may attempt to TIER without the module.
This may only be attempted when the skill
rank bonus exceeds a total of 100 (not in-
cluding external modifiers such as range,
preparationtime, stationarytarget, etc.). The
amount over 100 is the character's OB with-
out the module.

Example: Jerome has been studying
the TIERing ways for many years and
has a bonus of 125 for Level 3, Step 4.
While strolling along the conveyor
walks of a rather wealthy part of town,
he is taken by surprise when anarmed
man steps out to block his way. See-
ing that Jerome is notarmed, he smirks
and demands that all valuables be
handed over orthe plasma pistol might
accidentally go off.
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Jerome reacts with an immediate at-
tack in TIERIng fashion. Because he
has a total skilf rank of 125 in Level 3
Step 4 {and this is the fevel at which he
wishes to make his attack) his OB is
+25. He had better roil well. If the
assaifant survives, the plasma pistol
will more than likely reduce Jerome to
apuddie of bubbling, smoldering puip.

The range at which a TIERing attack may
be used varies over the developed range.
The range for Level 1, Stunning Ways is
comparable to that of stunners of equal
attack capacity. (e.g., Step 1 is equal to a
ministunner in range and range modifiers,
step 2 is equal to a stun pistol in range and
modifiers, step 3 is equal 10 an assault
stunner for range and modifiers, and step 4

is equal to a stun rifle in range and modifi-

ers). Range for level 2, Striking Ways is a
iess-direct attack and loses range and should
use range and modifiers from the Tangle
guns. (i.e., Step 1 is equal to a Tangle pistol
in range and modifiers, step 2 is equal to a
Tangle carbine in range and modifiers, step
3 is equal to a Tangie rifle in range and
maodifiers, step4 does not have a comparable

Tangle gun, so for comparabte reasons itis |

suggested to use the range and modifiers of

the 20mm Autoshotgun). Level 3is onlya

little more direct than the “Crash” attack of
Level 2. Therefore, range increases alittle.
would be effective to use the range and
modifiers under some of the Flame weapons
(e.g., Step 1 would be equal to a flame pistol
for range and modifiers. Step 2 would be
equal 1o an Assault Flamer for range and
modifiers. Step 3 would be egual to a Flame
Rifle for range and modifiers. Step 4 would
be equal to a Heavy Flamer for range and
modifiers.) Level 4 is yet more focused, but
also has more energy behind it and will have
better range yet. These steps should be set
by the standards for disruptors (i.e., Step 1
should be equal to a Disruptor Pistol for

range and modifiers, Step 2 should be equal

to an Assauit disruptor for range and modi-

fiers. Step 3 should be equal to a Disruptor |

Rifte for range and modifiers. Step 4 should
be equal to a Heavy Disruptor for range and
modifiers). Although these guidelines do
provide range for all sixteen steps of TIERing,
a character may improve range by sacrific-
ing skilt and improving the chance of failure.

For each 5 meters beyond the long-range
limit, the character is at -10 to hit, and |

increases his chance of fumbling by 10%.
Not to mention any roll made on the fumble
chart will be increased by 10.

| Option: Since TIERing is primarily based on
i the mind and mental processes, the GM
may opt to allow a character to develop
- Psion Mastery in a style specifically for
\ TIERing. By doing so, the character would
" be mare capable of altering the results of
an attack for a desired result. He could
also modify the attack into a burst of
varying sizes to affect more than one
target. However, each 2 meters in the
| radius is -10 for aftack.
TIGHTROPE WALKING {Ag/SD) (Moving
Maneuver) — Bonus for maneuvering along
- narrow surfaces.

\ TIME SENSE (In/Me) (Static Action) ~ Bo-
~ nus for determining the time of day or how

period.

TRACKING (In/Re) (Static Action) - Bonus
for tracking maneuvers and following of a
trail left by someone or something such as
footprints, broken branchas, crushed glass,

Tracks gives tracker the significant details of
- the fracks.

© for transactions involving a bargained ex-
change of money or goods, particularky with
- respect to rolls on purchase or resale price

TRADING LORE (Me/Re) (Static Action) —
Bonus for recognizing and identifying majar
i products and business distribution patterns.
(e.g., if you buy this and take it over there
can, it be sold for a profit?)

TRANSCEND ARMOR (EM or IN or Pr)

attempt to overcome the ESF or PAR modi-
fier due to the use of armor or shiglds. A

user to apply his skill modifier against the
penalty incurred by wearing armor, includ-
ing helms.

' Option 1; The GM may see fit to allow this

skiflto extend to overcoming the modifiers

incurred by carried objects as well as
those due to armor.

. Option 2: The GM might decide that the skill

must be developed for each method of
| “magic” separately (Essence, Channeling,
Mentalism/Telepathy).

Option 3: The GM could determine that this
skill is applicable only when Channeling,
or when using Channeling spelts and
power.

At no time will this skill affect any other

ESF or PAR modifiers except those stated

above.

much time has passed over a specific time

hanging pieces of cloth, etc. The skill Read

TRADING (Re/Em) (Static Action) - Bonus -

charts found in the Tech Book, section 4.0. \

{Static Action)-— This skill allows the userto ;

static mansuver, if successful, allows the

' TRAP BUILDING (Re/Em) (Static Action) —
Allows building traps out of availabie re-
| sources. Bonus of trap-maker may subtract
~ from any detection rolls, depending on the
'l lccation, care and fime in construction, and

* the trap type.

TRICKERY (Pr/Qu) (Moving Maneuver) —
| Bonus for any maneuvers invalving slight of
hand; confusing sight tricks and slight-of-

i hand diversions.

" TUMBLING {Ag/SD) (Moving Maneuver) -~
Bonus for harizontal dives, rolling, vaulting
maneuyers, or swinging en stationary ob-

- jects. Alsoused to decrease the damage one

takes fromafall. Acharacter could fall safely

up to 1'/skill bonus point if a successful
maneuver is made.

TUMBLING ATTACK (Ag/SD) (Moving Ma-

neuver} - Banus for attacking an opponent

from a tumble maneuver with a weapon,

Skill bonus of the tumbling attack is the
| percentage of the weapan's OB that may be
used during the attack, {(e.g., you have a
weapon OB of 75 with a blaster pistol, and
tumbling attack bonus of 80. Hyou performed
atumbling attack, your weapon 0B would be
80% of 75, or 60). Ifthe Tumbling Attack is
' successful, the opponent is caught “flat-
. footed” and must make an orientation rail in
order to function normalty (target is stunned
' for 1 round). GM determines difficulty ofthe
i orientation.

TUMBLING EVASION (Ag/Qu) (Moving Ma-
' neuver) —~ Bonus for evading an attack by
using tumbling maneuver. The skill rank
(not the skill bonus} is added te the DB. This
skill is rolted for during the round that the
skill is actively used. Individual may not
parry, use a shieid, or attack while using this
skill. However, the GM may feel that it is
reasonable to allow a Tumbling Attack at 1/
1 2, if the character has the skill developed.

TWO WEAPON COMBQ (St) (Maving Ma-
neuver/0B) ~— Skill is used in two weapon
combinations. With this skill, the user may

i engage in two weapon combat without the -

20 modifier. He gains 2 attacks each round,
| and may engage two opponents providing

- neither opponent is receiving any positional

combat modifiers for their OB (e.g., if either
| of the opponents is receiving +15 for flank

- attacks or +20 fo rear attacks, then the

individuaf cannot attack bath opponents in

the same).

Against 1 opponent; There is no negative

attack modifier.

. Against 2 opponent; There is -20 on bath of

| the attacks.

‘ Parrying: The user must reduce hoth weapon
0Bs by the same amount. Against 1
opponent, the user gains the parrying

‘ effect of 1 weapon.
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Against 2 opponents. each opponent may be :
parried equally.
Similar Skitt: This skill only allows simitar :

weapon skill for other fwo weagon com- -
binations using the same type of weapons. :
Development Cost: The basic costis equaito
the cost of learning both weapons (e.g., -
Dirk Gallant, an Armsman wants to take ;

his twa favorite weapons, Assault blaster
and Neuvarian Throwing Star. The energy
pistolis Dirk's primary category and costs |
1/5, while the thrown weapon is his sec- |

ondary category with a cost of 2/4. This :
means that the cost of developing this ;

combination would be 3/Q. 1 Dirk wanted

to develap a combination with the assauft
biaster and laser pistol, his costs would :
be 2/10 (1/5 for each weapon in the :
category for energy one-handed weap- |

ons). The two weapon combe is learned
for a particular hand. For example, in

Dirk’s case, he learns the assault blaster -
for his right hand and the throwing star

for his left hand. ¥ Dirk wishes to be abie
to switch weaponsin his hands and suffer
no negative modifiers, then he mustlearn
two weapon combeforthe assault blaster
(left hand) throwing star (right hand) as
weil as the previous combination at the
beginning of the example.

Penaity for using Two Weapon Gombo with

only one weapon: Using only one weapon

which he had also developed singularly,
he would not be penatized the -25.

Using Two Weapon Cornbo with 2-handed
weapons: There are three options for
handting two weapon combo with one or
both of the weapons being of the two
handed variety.

- Option 1: The GM may not allow 2-Handed :

weapons to be usedin fwoweapen combo.

Option 2: To use one 2-Handed weapon o :
two 2-Handed weapons in two weapon !
combo the user must have a strength :

modifier of +30 or +60 respectively. Ifthe |

individual does not have the necessary
strength, then the GM may not atlow 2-

charactefs two weapon combao.

individual’s strength mod times (2).
Example: Hector has developed a two
weapon combo (Assault Flamer right
hand and Laser Pistol left hand}.
Hector's Strength mod is only +25,
and so using a two weapon combo
with the assault flamer gives hima - 10
[(30-25)x(-2)) to his OB. However, if
he used two assauit flamers, not only
would he be verifiably insane, he would
be at -70 [(60-25)x(-2)].
UNDERSEA ENGINEERING {In/Re) {Special
Action} -~ Bonus for the design of structures
to withstand the forces of the deep ocean.
This skill also includes ali plans for altering

¢ 1V 2 the sea floor for whatever reasons deemed
instead of both weapons puts the skill

user at-25. if he had used athrowing star :

necessary {e.g., leveling off a portion of sea
floor for construction or kelp farming, and
designing it to prevent destruction due to
currents, or substrata motion, ete.). Use of
this skill requires use of the Construction/
Research Chart 7B pg 61.

URBAN DESIGN (in/Re) (Special Action) —
: Bonus for the designing of cities angd for
determining a city's needs and solving the
probtems involving its’ operaticnal systems
: (e.g., some systems which may be designed

or modifieg for a city might include trans-
portation systems, sanitation systems, wa-
ter systems, etc.). This skili aiso includes

Handed weapons to be used in that . the ability to study maps or aerial views of a

- cityand being able to distinguish the various

tem ttn to use the 2-Handed weapon : St . | 1 O
wrth%utga sufficient strength mod, plagea - different systems involved in the city's op-
negative OB modifier 1o both weapons. :

The negative OB modifieris the difference :

. be considered a static action with a total

supply depots, ang the separation of the

eration. When attempting to identify a part
of the city such as the governing section

- resuit of 101+ being successful. If attempting
© to design or modify a system, or to analyze

- oF solve an operational problem, then the

Construction/Research Chart {T8 pg 61)
must be used to determine the resuits of the
attempt. Most stich actions would be con-
sidered at least Hard for a difficulty levei due
{othe complexity ofthe city and the interaction
of it's various eperational systems.

USE / REMOVE POISON {Ag/in} {Static Ac-
tion} — Bonus for hangling, caring and
storing of poisons. AHows the individual to

© use poison without accidentally poisoning
- himself or rendering the poison useless,

VENTRILOGUISM (SD/in) (Static Action) —
Bonus for throwing one’s voice so that it
seems to originate from a point of the
ventriloquist's choice. Range is approxi-
mately equal to 1.5 meters/skill rank.
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VISUAL ARTS (In/Em) (Static Action} — |

Bonus for the appreciation and in-depth :

understanding of works of art. This skill

includes the ability to effectively criticize a

work of art. This skitl does not require

separate development for different forms of
art, but does need to be for separate cultures
due to the differences in “tastes” forartfrom
ane culture to ancther. This skill encom-

passes art forms of the visual nature {e.q.,

painting, sculpture, light shows, etc.)

WARDING LORE {Me/Re) (Static Action} —

Bonus an manipulating and using wards in

conjunction with the appropriate ward spelis.

Also altows non-magical research in defin-

ing and identifying new “Wards” which one

may add to his repertoire of warg spelis.

{Refer to Section 9.3 in AMCIIY).

WEAPON DESIGN (In/Re} (Special Action)

— The design and modification of weapons,

comptlimentary to Technics skill. Each dif-

ferent class of weapons must be devefoped
separately as gdifferent skilis. A partiallisting
of some weapen categories is as foliows;

Energy Weapons (Hand):Pistols, rifles, etc.
which use an energy attack {e.g., lasers,
blasters, gisruptors, stunners, etc.).

» Explosive Engineering: The design of smalt
explosive devices such as time bombs,
fang mines, grenades, efc.

» Magnetic Linear Accelerators: Those pro-
jectile weapons which use magnetic fields
to propel the “bultet”.

» Matter/Antimatter Warhead: The design of
M/A warheads, tarpedoes, missiles, etc.

« Missife Artillery: The design of missiles,
rockets, torpedoes, etc. These weapans
are seif-propetled and guided by on=board
systems or a remote location.

+ Mounted Weapons Energy: Ship-board
weapons using energy attacks {e.g.,
Mik10+ laser cannons, blast cannons,
efc ).

» Maunted Weapons Projectile: ship-board
weapons which use none explosive pro-
jectiles for attack.

= Nuclear Warheads: the design of nuclear
warheads, torpedoes, missiles, etc.

« Projectite Weapons:the design ef weapons -

which use a controlied internal explosion :
to propef the bultet {e.g., shotguns, .38
snubnose, .44 magnum, needie pistal,
sfc.).

« Sonic Weapons.: weapons which use sonic
bursts to disrupt the target.

. » 1-Hanged Crushing

Note. There is a skilf separalion be-
tween Hand and Mounted weapons.
Some of the iisted categories may
have hand and mounted example
which fall into the category. 1t is
important to remember that they are
separate skills requiring development.
However, in such a situation, simitar
skifl bonuses of 1/2 may be used,

WEAPON EVALUATION (In/Re) {Static Ac-
tion)~— Bonus for gdetermining the value and

i the guality of a weapon.
WEAPON SKILLS (MELEE) (St/St/Ag) |

{Moving Mansuver/0B) — These skills de-
termine & character's effectiveness when

. using weapeons in combat {as opposed to :
psions}. Skill must be developed separately |

for each weapon. The skill borus for each
weapon is part of the character's Offensive

Bonus with that weapon. The total Offensive -
Bonus (includes a number of factors) is
' usualty added toany “attack roils” made with
- that weapon,

Six skifl costs for weapons are listed on

the Character development table. The fol-
towing 13 categories of weapon must as-

signed to these costs, while any additional
categories devetoped will be assigned the :

“other” category costs.

.« 1-Handed Projectile » Bows
» Support Projectile :

+ 1-Handed Edged
 2-Handed Projectile » Support Energy

s Thrown Weapons
« 1-Handed Energy  + Pole Arms
= 2-Handed Weapons

= 2-Handed Energy

Some weapons fit intoc more than one :
category — a hand axe can be held in hand

or thrown, and skilts should be developed

! with both methods of using it separately.
i Simitarity, somewe&pons may be usegeither
one- of two-handed, and skilt must be de- ¢

vetoped separately for each mode of use.
During the adolescent development pe-

riod, characters will develop aninterestoran :
affinity with a weapon (and category), making :

skiltin that type of weapon easier to devslap.

! Thus each character may take the weapon :

»Portahle Launchers ':

- for his profession and assign them to the :
. categories as he sees fit. An Armsman, for
example, may have two weapon categories |

in which it is easy to develop weapon skill

© (costs 1/5 and 2/4}, one category which is :
- verydifficult {cost5), and the other categories :
. range somewhere in between (costs 2/7}. |

: Dnce assigned, these skili costs are perma- :
. nent, they may not be switched around later. :
: The GM may decide that the culture in -
. which the character grew up will determing -

: signments.

S ¢

! some of a character's categories/cost as- :

Exampte: Jygers was raised in a cul-
ture where traditional dispiays of one’s
skill with a Pole Arm was a common
ceremony for the males. Therefore,
the GM decides that his primary
weapon category must bs Pole Arms,
as opposed to the player's favored

Plasma Repeator Riffe. If Jyger’s
culture was strongly opposed to high-
powered energy weapons, the GMmay
decide that 2-Handed Energy must be
the most expensive category available
to the character. Things don't always
work out the way you would like them
to, do they?



Acharacter's skill with each weapon {and |
each way of using it) is considered a sepa-
rate area for development purposes. Thus
Henry's skitl with the (aser pistol will have no
affect on his skilt with the laser rifie (1-

Handed vs. 2-Handed}. Weapons withinthe = _ . .
same category aiso do not affect one's skiif | © Lumbering: the felling of trees :
with each other. For example, skili with a = *Ship Wright: building of sea-going vessels -

Plasma Repeater Rifte does not hetp withan

Assault Flamer, atthough both weapons are
in the same category and are simitar in that
respect, serious problems arise when trying

pg 19 secticn 3.6 for some suggestions on
the effects of learning weapon skills similar
tc those which have already been acquired.)

Note that hecause when gifferent weap-
Ons are considered separate, two weapons
of the same type may be developed simui-

development for each is paid.

Stat modifiers vary from one weapon -

type to another,

WEAPON TECHNICS (Ag/Me) {Special Ac-
tion) — Bonus for the repairs and mainte- :

nance of weapons and weapon systems as
well as shieid generators ang other defensive
systems. Each field of weapons should be
developed as separate skills as with the
Weapon Designing skilt. A partiai fist of

fields of weaponry ¢an be found under the

skilt Weapon Design in this section.

Nate: There is a skilf separation be-
tween Hand and Ship mounted
weapons. Some of the listed catego-
ries may have Hand and Mounted ex-
amples which fall into the category. It
fs importantto remember thatthey are
separate skills requiring development.
However, in such a situation, similar
skilt bonuses of 1/2 may be used.

To determine the results, cross index the

total result of the open-ended rolt on the |
© a partial listing of some Xeno-Lore skitls:
WEATHER WATCHING (In/Em) (Static Ac- -
tion} — Bonus chance for determining local
weather conditions for the next 25 hours, :
without the use of technologicaily advanced :
This skill is unlike its close |

appropriate repair chart,

equipment.
counterpart, Atmospherics, where the
weather for up to an entire planet coutd be
determined for up to a2 month, provided that

the proper equipment is available for use.
There is never a guarantee on pradiction for :

tong periods.

WO0OD CRAFTS (Ag/Em) (Static Action) —
Bonus for fashioning any object out of the !
required amounts of wood, bone, or similar |

materiat,

The following is a partial listing of weod
crafts:

* Carpentry: cabinet maker

» Cart Wright: maker of carts, wagons, and
cther simitar vehicles

= Building Wright, construction of buildings
from wood

from wood
» Whee! Wright: maker of wheels
» Wood Carving: carving of wood

OUs BTt . - XENO-LORES (varies) {Static Action) —
to use them in similar fashion. (Referto PB - ponys for attempting to leamn and use in-
- formation about extra-dimensionat beings
- and places. The very nature of these Xenos
. makes it harder 10 understand the underly- :
© ing principats that make their worids what :
- theyare. TheXeno-Lore costfor development : ended) and add the Yado skill bonus. Then
- isadded to the cost of the skill being learned.

tanecusly without penalty, provided that the

Example: Physics cost the Planetolo-
gist 1/2, but if attempting to learn
Xeno-Lore Physics (notto be confused
with Xeno Physics, which would be a
very general knowledge of physics for
thegivendimension/universe} the cost
would be 1/2+5. Due 1o the fact that
the Pianetologist may only develop
one skill rank per development phase,
then his cost for developing Xeno-
Lore Physics would be 6 (as opposed
to 6/7).

mal being would cost 1/2, but the Xeng-Lore

© cost is 3/8, s0 the cost for the development
- of this skill would be 4/10 (1+3=4 and
- 2+8=10).

i the skilt cost is 2/ then treatthis as a

skill cost of 2/2 for the purposes of fearning -
: Xeno-Lore base skills. Each area must be :
i learned as a separate skill and research

material must be available, The fellowing is

Administration Play Instruments
Advanced Math Poetic Improv
Advertising Propaganda
Anthropology Racial History
Astronomy Region Lore
Basic Math Sanity Healing
Cookery Scuipting
Diagnostics Singing
Engineering Skilis  Streetwise
Herb Lore Surgery
Horticulture Trading
Machination Trading Lore
Music Visual Arts
Painting Zoology
Philosophy

Note: All 6f the sciences are available.

Option: The GM may wish to show that
learning the basic concepts of extra-di-
mensicnal worlds much more radicafy
different from our own by having the cost
development of the skilts doubted or even
tripled in value. For example, the cost of
tearning Xeno-Laore based Psychotogy in
the previcus example wolld He 2/4
(double) or 3/6 {tripted), which would
then result in a Xeno-Psychology cost to
be 5/10 or 6/14.

YADO (YADOMAJUTSUY) {Qu/Ag) (Moving
Maneuver) — Bonus for using the body
{hands, etc.} or a weapon or a shield to

- geflect or even catch a thrown weapon or

missile directed at the user. To determine
the effect of such an attempt, rolt {open-

- refer to the Movement/Maneuver table, PB
i pg 79, using the Extremely Hard column for
Thrown weapons, and the Sheer Folly column
against missite weapons. 1f the result is a

: number, it is subtracted from the weapon's
- attack roll (in addition to the normat DB}. In
: @ given round, the user may attempt to
- deflect 1 thrown weapon or missite for every
. B skilt ranks of Yado skili. All missiles must
© be in the user's field of viston; each deflec-
| tion attempt must be rolied separately, and

the user must split his Yado bonus between
them. There are 5 types of missiie parry, all

. |t a Researcher were interested in devel- - similar, but each must be developed sepa-
oping Xeno-Lore Psychology for a Xeno- : ; ; e
Lore being. Learning psychology of 8 nor- ity. The categories are as follows: 1-Handed

ratety, 1/2 skilt bonus for intra-skitl simitar-

weapons, 2-Handed weapons, Pole Arms,

Bare Handed and Two Weapon combo.
Note: The term missile does not in-
clude projectiles such as buifets or
shrapnel, since the speed at which
such objects are moving is o0 exces-
shve.

- ZOOLOGY (Em/Re) (Special Action) — Bo-

nus for knowtedge based onanimallife forms.
This skilf may be developed in one of two
fashions. it may he developed as anin-depth

. knowledge of a specific planet, or a general
: knowledge of zoological trends. This must
: be decided when the skilt is developed.
. Howsver, several different areas/regions/
- climates/species may be deveioped simul-
; tanaously, aslong as the necessary research
| materials are available to the character. This

skill includes recognizing and indentifying

- the major life forms of a specific area, region
- and climate. This skilt may afso be used to
- {earn very in-depth knowledge about a spe-
- cific species, providing great detail on habits
: and characteristics of a particular type of
i animat.
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BACKGROUND OPTIONS

This section contains five Background Tables which may be considered as additions to
those provided in the Plaver Book, Section 7.2 on pgs 35-36. The Backgroung Options :
provided here include Combat Skilis, Mental Attributes, Physical Attributes, a second Speciat
Status Chart, and & Special Training/Previous Experience Chart. On top of these, there are -
several other supplemental “Accessory charts” provided in Section 5.0 because there are
several specific options within the 5 main Background Tables which refer t0 Accessory :

Tables for details, The accessory charts include information such as Medical conditions, :

Handicaps, Psionic Talents, Mental conditions, etc. It shouid be noted that many of the |
conditions found in the charts which are debilitating to the PC might be treatable with the :
proper medication. (Which ones should be determined by the GM). In such a situation, the :
GM should keep careful notes of how much medication the PC has available (onceitis gone :

without the means to replace it, symptoms will begin to show}.

Most of the charts in this section are designed on a 1-100 die roll, However, there is ane
chart (Menta! Attributes) which is based on a 1-1000 die roll. This is done because the
because top result on the chart is Psicnic talents; the chance of natural untrained Psionics
is mare likely to be a 1 in 1,000 chance (rather than 1 in 100). The method to rell on this

chart is the same as a normal percentite rolt, just using 3 ten-sided dice instead of 2, {one :
10) Code Against Killing: Under this optian,

die represents hundreds, one represents tens, and one represents units). 1t is easiest to use
three different colored dice with each color assigned a numerical vaiue (1, 10, 100).

4.1 COMBAT SKILL
BACKGROUND TABLE K

ROLL  RESULT :

01-10 — Disadvantages: The first 10% of :
this chart results in a situation which is :
not necessarily beneficial to the charac- -
ter. To determine the nature of the situ- ;
ation, rolf 1012 (roll 1D100, divide by 8,
round down, reroll 97-100}.

1) Fumbies (Al Thumbs): The PC has a dif- |
ficult time handling weapons of all types.
The resuit is that the fumble range is :
increased by by 5. {e.g., The fumbie
range for a 15mm Autoshotgun is 3, but :
this option makes it an gight. The fumble :
range of 8 an a Morningstar becomes a :
13,and sgon) i

2) Berserker: The PC has a nasty habit of -
going into Frenzy during combat situa- :

! o . e : confident/insane the PG really is.
o ovar- e - §) Coward: The PC i afficted with ar over-

Frenzy will just increase the chance when whelming desire 1o stay away from any

the skiltis used. {i.e. If the skill is not used
by the character, it wiil not modify this -
aption.) When in combat situations, the
PC must make a roll every round of action
{in which the character is actively in-
voived) at +15 to automatically go into -
Frenzy. However, onevery round in which
the PC takes damage, the chance of Frenzy
is increased by 5%. (i the Frenzy is
suceessiul, it should betreated asnormal !
Frenzy untit the end of combat and the PG :
tries to come out of Frenzy, At thattims, :
the character is at -25 to do so.

for each 25% of hits lost by injury. With

this option, the PG is at -15 {for all ma-

neuvers) for each 25% of hits Jost. {e.g.,

at 50% of the PC’s total hits, the PG is at

-30 for alt actions, instead of the -20 of
normal characters).

4} Overconfidence: The PG is stricken with

the inability to understand the possibility

of his own death. Once combat has .

any friends still standing will have to drag

of the enemy). However, that is up to the

want to get involved, that's their busi-
ness. This PC might, depending on the
indivigoal, “talk big" to cover up his fear,
untit the action starts to get serious.

6) Fearlessness: This character, commaonly

referred to as swicidal, can be a real
hazard for himself and friends. ThisPCis

like an addiction. When confronted with
combat, the character has a base (50- 8D
Mod)% chance of charging heedlessly

feels his life is in danger.

the PC from the action. tn some situa- :
tions, the GM might feel that this is 2 little -

t00 extreme (e.g., 100 to 1 0dds in favor - 12) Slow Reflexes: The PC is afflicted with

drawn to combat, the trill of the actionis

. inte battle. Unlike the option Overconti- !
© dence, this characterwilirun whenthe PG ;

3} Pain Sensitive: As the normal character
loses concussion hits, the PC gains pen- :
atties for maneuvers, The standardis-10 :

hegun, the PC will remain until the end
(the combat’s or his). Chances are that :

GM. After all, it does depend on just how

7) Chivalrous: The PC believes in the Gotden

Rule and uses it. The character witl not
fight in an unchivalrous manner, for ex-
ample; 1} The PC will let the foe have first
initiative, unless it is an wunintelligent
creature/monster, 2) The PC will not fight
a foe on foot from a vehicte or mount, 3)
The PC will always aliow the enemy to
rearm, etc. BasicaHy, the PG will not give
himself an unfair advantage over the foe,

8) Passive: The PC is a slow starier for

conmtbat. The character is -15 for alt OBs
untilworked up. The PC may attenpt this
every turn by making a roll, {20 + SD
mod)% chance.

9) Bloodthirsty: The PC's basic philosophy is

“No enemy shouid be left behind.” Once
combat ensues, all enamies must die.
Taking a prisoner for information is not
unheard of, but once the PC is finished,
50 is the prisoner.

the PC cannot willingly kill an enemy, no
matter what the enemy has done. H the
enemy is kilied, the character goes into a
geep guilt at having kilied another intelh-
gent life form. This does not include
killing creatures for foed. However, some
alien creatures, although just beasts,
might be fooked upon by the PG as wor-
thy of living because it is a new life form.
“Alien life forms must be captureg for
studies.” fthe player wishes, he may fee
free to extend this option to aiflife forms,
and perhaps become a vegetarian.

11} Pacifist: The character has a strict faith

against the uses of violence for any rea-
son. This character, if forced into com-
bat, wiit use harmless forms of assault
(e.0., Tangle guns).

poor reflexes, and thus atways loses ini-
tiative. Not onily can this be annoying, it
gan be downright dangerous.

11-13 Medat of Valor: The PC has received

situation which might cause bodily harm, :
or death to himself. 1 other characters

a medal of valor for heroic actions done
some time in the past. The exact nature
of such actions should be determined by
the GM. A medat of valor typically brings
respect and appreciation to the PC.

14-16 Veteran: The PC has spent some time

in the armed forces and has gained
knowledge of weapons, The PC will re-
ceive +15 Projectile Gunnery and Heavy
Energy Projectors, ang +10 for Military
Organization and amilitary hand weapon.

17-18 Body Damage Stabilization: The PC

has a natural talent for indueing Body
Damage Stabilization. The charactermay
develop the skifl at a cast of 1/2. In
addition, if the PC fails the attempt, the

—45_



character will not necessarily go coma-
tose. if the PC fails the attempt by 25+,

then he wilt go comatose. Otherwise, this :
character will be able to attempt the skill -

(subconscicusly) every ather round of
unconscicusness, until dead. However,

the unconscious use of the skilt is at- :

tempted at -15.

20-22 Armor Skllis: The PC receives 1 ac-
gditionat skill rank for every two developed
foraspecitictype of armor. Any maneuver
skills developed may also be used for all

other types of armgor within the same -

category of armer. {e.g., 2 ranks in Mesh
Armored Body Suit type 13 equals 2
ranks in types 14, 15 and 16 Mesh Ar-
mored Body Suits).

23-25 Bomb Squad: This PC may have ac-
tually spent time on a bomb squad or just .

spent time observing. However, the PC :

does have a slightly better understanding
of explosives than the average character,

The PC will receive +15 for Demolitions :

and for ali Weapons Technics skills de-
veloped for explosive devices.

26-28 Combat Pilot: If the PC is not a pilot,
then he may develop one Combat piltot -

skill as a Pilot (i.e. acost of 1/2). ifthe PC
is a Pilot, the player may choose between
one of two options. Either 1) develop all
Combat Pilot skills at 1/2/3 or 2) for one
Combat Pilot skill, receive on additionat

rank for every two ranks developed. This :
decision must be made before the PC :
begins adventuring and may never be
changed once the campaign has begun.
29-31 Strategist: This PG has a tafent for :
strategy. This talent reflects itself as a :
+20 in Tactical Games and Tactics, and a
+15 in Siege £ngineering and Guerilta ;3

Tactics.

ceive +15 for any AFV Driver skitls and

for Mounted Weapens Ambush,

aption.
' 38-40 Weapons Master: The PC may de-

category may use that skill rank as the
0B.

of determining the piuses and minuses
for “Magicat” and “Non-magical"/high
quality weapons and armor.

| 4446 Acrabatic Fightsr: The PC has 4 |

naturat talent for Tumbling, Tumbling
Attack and Tumbling Evasion.
character may develop all three of these
skills at a development cost of 1/2/2 and

the skitl.
47-49 Leadershlp: The PC has a talent for

1/4),

tollowing the character will receive a +13

leader.

32-34 AFV Crewmember: The PC will re- -

Heavy Energy Projectors, as well as +10 :

35-37 Cat's Feet; The character recaives +20 |
for Stalk and Hide and +15 for Hide item !
ang Camouflage with this background :

veltop skilt ranks in gne similar skitl weapon :
category. All weapons falling into that -

41-43 Judge of Arms: The PC has the ability i

The
will receive an additional +1 per level for

inspiring confidence and ratlying others
to his aid. The character may deveiop :
teadership at a cost of 1/2 {unless the

costforthe PC's firstrankis 1 e.g., 1/30r |
if this is the case, the PC may °
gevelop the skill at 1/2/2. All characters :

versus RR for Fear and Morale checks :
which the GM might apply. H the Leader :
Is captured, disappears, etc., alt influ- :
ences are lost. The PCmustbe conscious
and “in command of the situation”. Oth- :
erwise, the followers are -15 t0 RR vs
Morate and Fear due to the loss of their :

50-52 Parry Instinct: When the PC uses the
entire OB to parry an attack, the parry skill
will increase by +25 for melee combat
and +10for projectile and energy combat.
The tesser amount for projectile and en-
ergyis duetothe high speed of the attack
andthe parry is more ofa "dodge of aim.”

53-55 Guerilia Tactlcian: The PC is spe-
cially skilled in Guerilla Tactics, Camou-
tlage, and Ambush. Ali of these skills may
be bought at half cost, under the follow-
ing guidelings. ! the PC’s costfor one or
ali of these skitls’ first rank is 1 {e.g., 1/4
or 1/8) then the PC’s cost will be 1/2/2. Hf
the PC's cost for normal development
allows two ranks of development, the
first cost is halved and rounded down,
while the second costis rounded up (e.qg.,
3/7 becomes 1/4}. Of course this only
applies 10 uneven divisions. If the char-
acter only has ong rank which may be
devetoped, the cost should be rounded
down after being halved. Note: The PC
will also receive an additional +1 per level
on all of these skills.

56-58 Subconscious Preparation: The PCis
able to ready weapons and bows one
roundg quicker than normat, This does not
include fumbling incidents, or having the
weapon knocked from one's hand and
needing time to retrieve it.

i 59-61 Natural Martial Arist: The PC may

develop Martial Arts at a development

cost of 1/2, unless the PC's first rank
normally costs 1. i such g case, the PC

will receive an intermediate cost of 2

{e.0., a PC who normaHy has 2 develop-

ment cost for Martial Arts at 1/5 witl have

a cost of 1/2/5). The PC will also have al

penalties for Weapon Kata haived, due to

the character’s natural skitls.
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§2-64 Commando Training: The PC will re-
ceive +20 to all Hostile Environments

developed and +15 for any two weapons |
of choice. The character wilt receive +10

for Stalk and Hide.

65-67 Heavy Weapons Gunner: The PC will :
devetop Heavy Erergy Projectors, Pro- :

jectile Gunnery, and Mounted Weapons
Ambush at hatf cost. For guidelines, see

Guerilla Tactician above (option 53-53}.

68-70 Disarming Skills: The PC is able to
intentionally attempt to disarm a foe. To
do se, subtract the enemy’s OB from the
PC's OB and add the result to an open-
ended roll; if the result is 101+, then the
foe must make a RR vs the PC's leve! or
tose his weapon. Suchan attempimay be
attempted by the PC either armed or
unarmed. However, this may not e done
with energy projectors {e.g., [asears,

blasters} or projectile weapons at a gis-

tance. Otherwise, it would be considered :

just nitting their weapon with yours,

71-73 Pain Tolerance: The PC is capabie of :
sustaining damage to his/her body more :
effectively than others. Under normal
conditions, a PC wilt gain a penaity of -10 -
for every 25% of concussion hits lost. :

Under this option, the PC wilf only be at - -
5 for each 25% of hits lost. Not only will :
this PC take damage more effectively,
this character wilt stay conscious longer. :

This character will be able 10 sustain an :
additional 25% of the total concussion :
hits before going unconscious. {e.g., f
the PC has 40 total hits, the character will

remain conscious untit the current hits

drops below -10 [25% of 40 = 10}).
Under rare, but possible circumstances,
suchanincident mightresultinacharacter
dying at the moment he goes out {If the
PC's temporary Co stat equals 25% of the
total hits possible for the character.)

74-76 Adrenal Detense: The PC has ex-
ceptional eye-hang coordinaticn for
dodging. The character may develop
Adrenal Defense at a cost of 1/2. How-
ever, if the PC's profession normally has
two ranks which may be developed {e.g.,
3/5 or 4/8), the PC may develop a third
rank at a cost equal to the second rank of
normal development (e.g., 3/5 = 1/2/5).

77-79 Missile Artillery: The PC will receive
+20 for all Missile Artillery and Torpedo
operation skifls and +15 for all Weapon
Technic skibls for Missiies and Torpedoces.

80-82 Terrorist: The PC has skill with ter-
rorist techniques. The character may
develop Propaganda and Demolitions at
1/2 and receive +15 for one weapon and
Explosive Technics. The character will
also receive an additional +1 per tevel
with those skills.

83-85 Streetlighter: The character has ex-

perience with streetfighting and may de-
velop Brawling at haif cost. If the PC’s ¢

normal cost allows two ranks of devel-

opment, the cost wilt eguat the cost of the :
first rank divide¢ by 2 (rounded down) :
andthe cost ofthe second rank divided by -
2 (rounded up). (see option 53-55). Ifthe :
PC's cost aliows only cne rank of devel- :
opment, divide the cost by 2 and round -

down.

86-88 Gunslinger: The PC has excelient hand
to eye coorgdination and may develop :
Adrenal Quickdraw and Quickdraw at half

cost. This means that if normal devel-
opment costs provide twe possibie ranks
of development (e.g., 3/5), the ¢ost for
thefirstrankis halved and rounded down,
while the cost for the second is halved
and rounded up. A development cost
providing for enly one rarnk of develop-
ment wilt be haived and rounded down. if
the PC’s normal cost for these skitls is 1
for the first rank, the cost will be 1 forthe
first rank of the given development period.
However, for each two fully developed
ranks, the character witl automaticalty
receive an additional rank of skill (e.g The
Criminologist's normat cost for Adrenal
Quickdraw is 1/3. Under this option, the
cost will become 1/2. Howsver, aftertwo

ranks have been fully developed, a thirg
rank will automatically be received. :
Therefore, inasingle development period, :
the Criminologist may develop 3 ranks :

for three development points.

The character who is a gunslinger will :
also modify a weapon of choice with a :
+10 bonus. Reatisticalty, this should be :
vsed on the weapon which the character :
witl be most likely to be using quickdraw ;

with,
89-91 Hitman: The PC has talents for careful :

aim and assassination. The character '
may receive +15 for Targeting, Sniping
- 31-40 Viclent Temper: The character has a

and Sitent Kilt.

82-94 Assassin Training: The PC's normal

cost for Ambush and Sense Ambush are
cutinhalf,. {See options 53-55, 83-85, etc
for exampies). The character who ends
up with this background opticn will aiso
receive a miscellaneous bonus of +15 for
Use/Remove Poison and +10 for Toxin
tdentification.

85-97 TIERing Training: The PC has been
through a training sessien for TIERing,
and as a result, may develop the skill at
the same cost as a True Telepath. If the
character is a True Telepath, the cost of
each stage is equal to the lower stags.
Stage 1 costs 1/3, Stage 2 costs 1/5,
Stage 3 costs 2/4, Stage 4 costs 2/7.

| 98-100 Adrenal Maneuvering: The PChasa

talent for Adrenal Moves involving fult
body movement. The character’s costfor
Adrenal Balance, Langding, and Leaping
are halved. 1fthe PC's original cost allows
only cne rank to be developed, the result
of the gdivision is rounded down. If onthe
other hand, the original cost allows two
ranks to be deveioped, the cost of the first
rank is rounded down, while the cost of
the second rankis rounded up. However,
it the originat cost for the first rank is 1
then a third rank may be developed at the
originat cost of the second rank. {e.0.,a
cost of 1/5 becomnes 1/3/5 because the 1
remains intact, the 5 is haived and rounded
up, and a third rank is equal to five (the
criginal cost of the second rank}).

4.2 MENTAL ATTRIBUTES
BACKGROUND TABLE

ROLL RESULT
01-10 Neurolegical Disorder: The charac-

ter is afflicted with a mental disorder. For
some possible conditions, refer to the
Neurological Disorder Accessory Tabile.
However, if the GM wishes to assign a
condition from the chart or one of his
own, he may do so.

© 11-20 Mental Hiness: The PC suffersfroma

mental iliness. The character may be
required to attend psychological coun-
seling, and if severe, may institutionatized.
(However, this does make adventuring
extremely difficuit. Although, who says
there are no agdventures within the wall of
an asylum?). For some specific possi-
hitities, refer to the Mental Problem Ac-
cessory Table. However, ifthe GMalready
has an iliness determined for the char-
acter, the chart may be bypassed.

21 30 Dullard: The PC’s Reasoning is not

quite up to par. The character suffersa -
15 penalty on Re.

base (40 - SO Mod)% chance of re-
sponding ta insult or offense with akilling
fit.

41-60 Phobias: The character is afflicted

with a phobia. To determine the nature of
the condition, refer to the Phobia Acces-
sory Table, I the GM has already deter-
mined a phobia forthe afflicted character,
then the Phobia Table may be bypassed.

61-70 Mental Addiction: The PG is 2 victim

of a mental addiction. Although it might
not be necessary for the character's
survival, the PG is dependent on the ad-
diction. Keeping the adgiction from the
character may lead the character to believe
that his sanity is about to break.
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For some specific conditions, referto the
Mental Addiction Accessory Table.
Howsver, ifthe GM aiready has something
in ming for the PC, the chart may be
skipped.

71-80 Shallow Depth of Theught: The PC

tacks insight and the ability to understand
complex theeries and ideas, {at least not
without consigerabletrouble}. Asaresult,

the PC suffers -15 to In stat to reflect the :

difficulty.

81-90 Prejudice: The PC nas a strong, irra- |

tiona! hatred for one or more GM deter-
mined races. The GM may wish to make

a 1-100 rotl to determine the severity of
the prejudice. A high result would rep- :
resent a prejudice against most {if notalt) :
races other than the PC’s. A low result :
would representavery specific race, white :

a midrange might represent a category

{e.9., aliens or artificial beings such as :

Replicants and Transhumans, etc.)

91-100 Insensitivity: The PC has a difficult -
time understanding another's point of :

view and emotional state. To refiect this, |

the PC suffers a -15 Em penalty.

101-117 Intuitien: The PC has a talent for
guessing. When faced with a lack of |
information regarding a specific matter, :
the PG has a 5% chance to receive in- :

formation directly from the GM. The GM
should be careful not to give out to much
data, or the game may be unbalanced.

Option: f the GM feels it applicabie, the
5% thance may be moditied by adding :
the charkcter's In total bonus fo the base : :
i 254-270 Gifted: The PC has a falent for :

5%. Forexample, a character witha +10
In stat modifier and a +5 In racial modifier
would have atotal 20% chance of receiving
the information.

118-134 Light Sleeper: The PC may make

perception rolls to wake up and take
immediate action from normal sleep.

135-151 Creativity: The PC may select three
skills oriented around creativity {e.g., '

Gimmickry, Tale Telling, Art skills, etc. :
Engineering/design skills may alsoc be :
included here, but only if they involve the

design of devices.)

152-168 Witty: The PC has a talent for

smarting off and not causing trouble or
hard feelings on the target's part.
Whenever the PC says semething out of
ling, it's usually shrugged off without
notice. However, if the remarkis along a
real insulting nature, the GM may decide
to give the target a RR vs the PC's level to
seq if offense is taken. Also, if the target

suffers fromaPsychotic temper, the Witty

guy will be in serious trouble.

1659-185 Morale: The PC has a great Morale | 305-320 Willpower: The PC has stronger

when facing down dangerous situations,

When the PC must make checks vs. Fear ;
or General Morale, a bonus of +20 should :
be applied. f the character is using the :

skill Leadership over followers success- |

fully, then the bonus is applied to all
companions’ Fear checks.

- 186-202 Tempora! Sense: The PC has an :

innate tatent for the approximate time :
(within half an hour of actual time). The ;

PG should make a 1-100 roll (not open-
ended) and add the temporary RE stat.
Thetotat over 101 is the percent accuracy
for the PC's time estimate. (e.g., A total

result ot 151 would be 50 over 101, which :
results in 50% accuracy. 50% of the half -
hour deviation is 15 minutes. Therefore, :
the character woutd be off by 15 minutes :

gither way of the correct time, which
should be determined by the GM)

: 203-219 Excellent Memory: The PC has a -
talent for memorizing things. The char- :
acter may gevetop the Mnemonics skill at

half of normat cost.

220-236 Probiem Solver: Any time the PC |

attempts to solve a problem, the amount
of required time for normal conditions is
cut in half. For example, # a character

ngrmally needs an hour to solve a given

problem, this PG ¢an do it in thirty min-
tites.

237-253 Clear Headed: The PC will receive
a natural +10 alt to congentration skitls

attempted, as long as there are ng other :

distractions.

Academicand Scientific skills. The player
may selectany three skills fromthese two
categories to receive a +10 bonus, any
ather two skills to receive +15, and any

other one skill to receive +20. Repeats of |

skills may not be taken, and the skills
must be developed at their normal costs,
271-287 Compass Sense: The PC has an
irnate biclogieal compass.

The |

character's sense of direction is superior :
tothe normat PC. A+20 modifieris added °
to any Direction Sense skills. The PG can -

make mental maps of where he has been
as an easy manseuver, althcugh drawing
themforsomeone elseisa differentstory.

288-304 Mathematician: The PCis anaturat :

with mathematics, both basic and Ad-
vanced, ang receives a +20 for those
skilis. The character will atso be atlowed
a +10 bonus for Physics maneuvers in-
volving mathematic calcuiations. Re-

guired time for calculations is halved for -

the PC.

resistance to temptation and suggestion.
The character wil! receive a +15 for any
RR vs withdrawal and suggesticn
{whether the suggestion is Psionic or
drug induced), as well as any rolis which
the GM feels applicable vs any temptation
which the PC wants to avoid.

: 321-337 Intluence: The PC has the ability to

“suggest” to PCs and NPCs. Itis, moreor

less, an abitity 1o enter a thought into the
person's ming without them actually
noticing it was gone, The action is done
vocally in a subtle and casual ione, The
PC mustsuccassiully complete a medium
maneuver, at which time the target is
allowed a RB vs the PC's level {with the
target’s temporary Re modifier added to
the RR). ifthe RRisfaileg, the PC will take
the suggestion as a course of action. If
successful, the PC witl shrug it off "No, 1
don’t think that will work.” Simply put, it
is using sublimingl messages on a
specified target.
Note that the target wilt never accept any
suggestion which will result in physical
injury 1o himself or which is totally out of
character. However, if the target was
suicidat, the PC could possibly suggesta
method a suicide which the target would
carry out. This would be because the
tendency was already futly established in
the farget (but only if the target is already
committed to such an action).

338-354In Touch: The PC has astrong grasp

on reality and receives +15 for Sense
Reality Warp and +15 for any Psionic
attack involving itlusions.

355-371 Hawkeye: The PC witl receive +15

for General Perception in situations strictly
related to visuatinformation. For example,
the donus would not be applied to notice
the mating call of a Slime Laden Rock
Shug of Alpha Centauri which is in the
distance. However, with some knowledge
of the proper region's entomology, the
PC could accurately indentify aCerebrum
fty on a companion's forehead, just from
the spots on its wings, from ten meters.
Aithough, these creatures are a little bit
aasier 0 see than the common house fly,
since they weigh about 2 kilograms (on
the average). It'sthe indentification from
the spots on the creature that reatly rep-
resent the ability of the PC.

372-388 lgnorance: [n situations of distrac-

tion, the PC is able 1o completely shut out
anything which might distracthim froma
skill attempt, thereby minimizing penal-
ties which they would normally cause.
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The PC is also able to “shut off” physical :

discomfert which would inflict penalties :
to actions {not inciuding penalties asso- :
ciated with combat injuries}. To do so, ¢

the PC must successfully complete a ¢

difficult maneuver for discomfort being
ignored.

389-405 Sixth Sanse: This ability basically

covers those odd fesfings one gets such -
as "being watched by unseen parsens”.
Or a feeling that you're not alone, when
you're supposed to be. Treat this as
General Perception,

408-422 Speed Reader: The characterhasa
high speed scanning capability which
anables the PC 1o read material 10x faster
than the average PC. Any research con-
sisting of strictly reading wilt be cut to
one tenth normat time. The character
may develop a Grafting Skili for Literature
atacostof 1/2.

423-439 Language Master: The PC is an
excellent learner of foreign languages.
The character may develop fanguages at
half normal gost. Or rather, for each one
rank developed, the PG will receive one

additional rank. For example, a character
1 593-609 Stat Madifier: The PC has excep-

whose developmental cost for Language

is 1/* may spend five development points

tor 10 ranks.

440-456 Canine Ears: The PC has superior |

hearing and will receive +20 for ali Gen-
eral Perception checks strictly involving
hearing. The character is also more
sensitive to those frequencies which are

normally unheard by the ears of normal |

members of his race.
457-473 Danger Sense: in situations of

unrevealed danger, the PC may make a :

508-524 Magnetic Sense: The PC has the :

ability to recognize changes in magnatic
fields by “feeling” them. The PC mayalso

make General Perception at -15 to de-
termine the direction to the center of a
magnetic field. {e.g., on Earth the PC
could determine magnetic north by innate
58nses by successfulty making a General
Percaption check at -15).

. 525-541 Mechanicaily Inglinad: The PChas :
an in-depth understanding of mechanical
systems. As aresuit, the PC may deveiop -
Mechanicat Technics at half normat cost :
far that profession. However, no cost :

may be less than one. (e.g., A systems
tech normally hasa costof 1/2/2, but may
only use a cost o 1/1/1). It a character's
¢ostis 0dd, it may be rounded down. The
character will also receive +10 for Gim-

mickry and Machination, to refiect the !

character's talent.

542-558 Stat Modifiar: The PC has excep-
tional memory and receives +10 for the :

Ma total bonus.

559-575 Stat Moditier: The PC has excep- -
tionat empathy and receives +10 to the 5‘

total Stat bonus for Em.

tionat intuition, To reflect this, the char-
acter wil receive +10 to the total In stat
bonus.

510-626 Stat Modifier: The PC has superior °
memory. To reflect this, the PC will :

receive +15 to the total Me stat bonus.

627-643 Stat Moditigr: The PC has superior |

Reasoning. To reflect this, the PC will
receive +15 to the total Re modifier.

© 644-660 Stat Modifiar: The PC has superior

General Perception roil at the GM’s dis- -

cretion.
result intingling sensations overthe PC's
scalpand throughthe character'sfingers.
The PC will feel uneasy, although the
exact reason will remain unknown. ("
don't know what it is, it just doesn't fest
right.” Regina Britton, just before her
companion activated the self destructon
the Antimatter chamber whiie trying to
bypass the seCurity system.)

474-480 Superior Senses: The character is

+15 to all General Perception involving

the five senses {i.e. Danger Sense from
above is an exception). This is explained
by bettereyesight, hearing, etc. possessad
by the PC.

491-507 Intriguing Personality: The PC has .
the sort of personality which iures people

to listen closer and more intently. The
charactar will receive +15 for seduction
and any interrogation not involving force
tactics. The PC will also receive +10 for
hypnosis.

A successful Percoption Will oy noy eron Moditiar: The PC has superior |

Empathy. To refliect this, the PC will
receive +15 to the total Em stat bonus.

Intuition. To reflectthis, the PC will receive
+15 to the total In stat bonus.

£78-694 Mental Shield: The PC has an in-
nate resistance against Psionic activity.
The character receives +25 vs any psionic
actions taken againstthe PC's mind (e.g.,
Mind Reading, Mental Aftacks, etc.)
However, any psionic attacks which do
not affect the functxomng of the mind
{e.g., Pyrotechnics) remain unaffected.

! 685-711 Strong Soul: The PC has strong -

bond between the body and the spirit.
The character will have 5x the normal
number of rounds to soul departure
natural for the race. This modifier does
not extend 1o other soul-extending Cir-
cumstances, such as Body Damage Sta-
bilize. Such circumstances will only add
to the base of 5x normal rounds until sou

departure for the character's race, that is |

all.

712-728 Radar Ssnges: The PC may de-

velop Spatiat Location Awarenass at half
of normal cost.

| 729-744 Interrogation Resistance: The PC

has a natural ability to resist attempts at
interrogation. The PG receives a natural
RR vs the number of ranks of Interroga-
tion the other character possesses. {8.9.,
Athird ievel character being interrogated
by another character with & ranks of
interrogation developed will receive a RR
{3rd level vs 5ih leval]}. Success means
that the PC need not reveal any informa-
tion, even if the interrogator is success-
fui, or the PC can successfully pass false
information without the interrogator be-
ing suspicicus.

745-761 Physiological Gontrol: With in-

tense concentration, the PC has the ability
te control metabolic rate. For sxample,
the PC could slow his heart raie 1o appear
dead to anyone not using scanners or
some similar device. Qr perhaps the
character weuld increase metabolic rates
to burn off a drug twice as fast as normal
or to make a Med Tech suspect the PCis
about to suffer cardiovascutar coilapse.

762-778 Focus: The PC has an internalfocus

for concentrating. The PC receives a
natural +15 for concentration skills as
well as for casting Psions. This will not
reduce the chance of failure, but wilt
make overcasting easier. However, when
concentrating in this manner, no other
partial actions can be taken. (e.q., the PC
can not even move at 5% of base move-
ment, unless the character is being car-
ried by someone else. But, in that case,
the character is not actually moving )

779-795 Eloguence: The PC with Eloguence

requires one less round of preparation for
casting Psions/Spells,

796-812 Aura Sight: The PC with this ability

actually sees the aura emitted by other
characters. This sight enabies the PCte
know certain things about the character
that would other elude him. Forexample,
the PC wouid have a generat idea of the
target's demeanor (Good or Evil), current
emotional state, and the PC will receive a
+20 bonus for Lie Perception.

813-829 Animal “Frieng”: The PC is 2

vegetarian because of his relation to
animais. The character has a (35 + Em
mod)% chance to befriend any animal
within 3 meters white concantrating. The
PC may attempt this each round as long
as no other action is taken. Once be-
friended, the PC cannct controt the ani-
mal, but it will stilt act friendly towards
him for an indefinite period. Note that the
term animat refers to creatures of animal
intatligence or lower.



830-846 Comprehension: The PC has a fal-

ent for {ogic-based skills and receives
+10 for all logic-based skills (e.g., Pro-
gramming, Philosophy, Theoretical
Physics, Evolutionary Theory, Cryptolagy,
etc.).

847-863 Photographic Memory: The PCwith

this ability does not receive a stat modi-
fier for Me. Instead, whenever the PC

wishes to store something in memory, a :
static action at the "Hard” difficulty tevel. :
Uaon successful completion, the infor-
mation wilt be permanently stored down §

to the finest detail of the studied portion. -
The only way to remove such information
would be through psions forcing the
memory teerase or Forget Inducing drugs,
Mnemonic surgery, or brain damage, or
perhaps hypnaticalty induce mental blocks
to prevent access to the memories,

864-880 Subconscious Concentration: This

ability comes in very useful for characters
using psionics based on concentration.

After the character ceases concentration, :

the psion wilt continue for & time period
equal 1o the original number of rounds

which the PC spent concentrating on the -
Psion, ifthe characteris notaTelepathor |

Psionic, this skill may be extendsd to

Concentration skitls. Forexample, Adrenal

Speed would last for two rounds instead
of one. Meditation sleep would last twice

as tong, or be twice as effective (GM |

option).

881-897 Menta! Endurance: The PC has a
natural engdurance against mental attacks. !

Any damage from mental attacksis halved,
aswelias anylengths oftime used against

the character.

{e.g., a mental control :

normally [asting 4 rounds will only last 2). :
Any Psions based on concentration used -
against the must make a RR vs the :
character before having an effect. The PG :

wilt then get his RR vs the Psion.

898-914 Unbound Spirit: Through very in- :
tense concentration, the PC is abie fo :
have an out-of-body experience. During :
the out-of-body time, the PG is able to

wander as far as 3 meters per level of

experience. The PC may stay out of body :
for a number of rounds equal to his

experience level, after which the charac-

ter is pulled back into his body at ap- |

proximately the speed of light by way of a
silvery corg which always keeps the spirit
and the bady joined. If a dimensional rift

occurred between body and soul, the .
cable would be cut and the character :

would die.

© 915-931 Two-Track Mind: The PCisabieto :

fn such a state, the PC is able to see
characters who are out of phase, as well
asspirituat manifestations (if thay existin
the GM's universe}. The characterwhois :
cutof body cannot affect the wori¢ around
him, be seen, heard, or sensad by stan-
dard scanners. High sensitivity scanners !
may pick up energy readings whenthe PC
is present. A character with sixth sense
right feel the PC's presence, as well as
other situations which might suggestthat
someone/something is present. Other-
wise, the PC is nonexistent while out of
hody.

Concentrate and perform any other skill
simultaneously. Once the coneentration
skill is successfui, the PC can go about :
his business, as long as the Player des- :
ignates concentration every round, or ‘
states how long the concentration will -
last. However, the Player may change his
mind and extend, or cut the desired time. -
Although the PC does not need o expend
energy to continue the concentration, any
distraction may cause the PG to acci-
dentally end i, Distractions force the PC
tomake a RR attwice the normal difficuity.
{8.g., An gtbow in the gut might normally
pe a RR at -20, but with subgonscicus
concentration, itis a RR at -40.)

932-948 Psionic Sensor; The PC has the :

ability to sense Psionic activity within a :
radius equal to experience level times 5 |
meters. {e.9., athird level PC has aradius °
of 15 meters). The PC must make a
General Perception rotl whenever Psionic
activity occurs within the given radius.
As a modifier, the PC may add the tem-
porary Em iofal modifier to the General
Perception roll (success indicates posi-

tive sensation). :
Sensing Psionie activity will have an af-
fect on the character. The amount over
successful sensing shoild be referenced -
with the following chart to see what effect

it has on the sensing character.
01-15 Severe Nausea: The PC is over-
takenwith the need to vomitand does just -

76-84 Tingling: The PC is overcome with
tingling sensations over the entire body.
The PC is +10 General Perception for
three rounds.

95-100No Effact: The PC knowsthat there
is Psionic activity in the area and suffers
unusuat effects.

Example: f the threshold for the
General Perceplion chack is the sfan-
dard 107+ for Static Actions, and our
Psionic sensing PC rolis atotal of 114,
the PC knows there is Psionic activity
iaking place, but doubles over and
vomits for three rounds. Hopefully,
the PC is not having dinner at a classy
restaurant!

: 949-965 Psionic Disruptor: The PC has an

automatic disrupting effect versus all
psionic activity within a specific radius.
The radius is determined by dividing the
character's temporary Em by 5, with the
result equai to the number of meters for
the radius. For each meter the casting PC
is within this radius, the Psions chance
of failure is increased by 5. So if the
telepath were 5 mieters deep into the
radius of effect of a character with an Em
of 60, the chance of Psion failure would
be increased by 25, up to a maximum of
-60 (because the radius of effect is only
12 meters). Any time a psion is faited by
an affected character, the amount the
casting was failed by is added o the roll
on the Faiture Result Chart. Note that a
telepathic character cannot disrupt his
own Psionic Activity.

966-982 Three Track Mind: The character

has an incredible ability to perform two
concentration skills and a normaf sidil
simuianeously (provided thatthe actions
do not contradict one another. For ex-
ampte, one could not very well Meditate
(sleep) and Adrenal Speed simulta-
neously.) One possible use of this ca-
pability in combat might be to use Adre-
nai Speed and Adrenal Defense simulta-
neously to dodpge two separate attacks,
while attempting to disarm one’s oppo-
nent.

while the PG recuperates,

16-30 Dizziness: The PC becomes dizzy §
and is -25 for all actions for three rounds
while gaining his senses. :
31-50 Numbness in Hands: The PC's :
hands go completely numb for five :
rounds. The PG is -15 for alt actions in
which he must use his hands. :
51-75 Nosebieed: The PC's nose bleeds -
for several rounds or until first aig is |
apptied.

experlence in psiofnic iramfng and prac-
tice methods. The character may develop
Psionic Training at the cost of 1/2 (as
fong as the PC is not a True or Semi
Telepath), and the PC may aiso develop
Psion lists at a cost of 4/

&



ROLL
01 Physical Handicaps: The character sui-

if the PC is a True Telepath, all power | B3 Aliergies: The PC is afflicted with an :
aflergy. Contact with the substance may :
cause irritation, nausea or perhaps death. :

points wilt be multiplied by 2, and when :
developing Psion lists, the character will :
receive one additional rank for each two :
developed on the same fist. [fthe PCisa :

Semi Telspath, the PC has power points :
muttiplied by 1.5 and receives one addi- :
tional rank for each 4 ranks developed on
the same Psion list acguisition.

1000 Psionic: The character has Psionic

gapahility, which means that the PC may |
develop Psion Lists and Power Points in |
the same fashion as the True Telepath.
(i.e. The PC is not required to develop
Power Points in the manner of the non
telepath and may deveiop the specific
Psion List and related lists at a cost of 4/
*, which is not the same the True
Telepath.)

I the PC is a True Telepath or g Semi
Telepath, then the resuits arg ditferent.
The True Telapath gains access to ail
Psionic fields and lists at the character's
jeisure of study. {Similar to the
Rolemaster profession Archmage and
his free realm cver the magical realms).
The True Telepath may develop psion
tists at half normal cost.

The Semi Telepath may develop Psion
lists at the cost of the True Telepath and :

has limited access to aH other Psion fists.

he wishes, but only in sections of five, :
with a maximum fevel of 10, for those :

Psion lists outside the PC's specific fieid.

{e.g., 1t the PC is developing a list outside g
of his specific field, then the first 5 levels :
of psions on the list must be developed as
one list, while levels 6 through 10 of the :
same fist must be developed as a com- -
pietely separate list. The remainder ofthe -
list cannot be developed by the character.} :
For details on specific Psicnic conditions :
for non-Telepathic characters, refertothe 5

Psionic Accessory Table.

4.3 PHYSICAL ATTRIBUTES §
BACKGROUND TABLE §

RESULT

fers from a physical handicap. Refer to
the Physical Handicap Accessory Table
to determine the natyre of the problem. 1f
the GM so desires, the table may skipped
if he already has something in mind for
the character afflicted.

{2 Genetic Flaw: The PC is the victim of a

disadvantageous mutation. Refer to the
Genetic Flaw/Mutation chartto determine
the exact nature of the condition. [f the
GM already has something inmindforthe
character, the chart may be bhypassed.

For detaits on the condition, refer to the
Allergy chart.

04 Addiction: The PG sutfers the ifl etfects of :
a physical addiction. If denied the sub-
siance of the addiction, the PC wilt suffer -
severe withdrawal and may die. For de- |

taits on possible conditians, refer to the
addiction chart.

05 Susceplibility: The PC suffers a sus- |

ceptibitity to an external factor of some
sprt. To determine the nature the PC's
susceptibility, refer to the Susceptibility
table. When exposed to the specific
condition, the PC must make a SD check
to svoid the il effects. However, the PC's
S0 modifier becomes a negative if it is
currently positive {i.e. +10 becomes -10}.
H the SD is already negative, then the
penaity is doubled for the SD check {i.e. -
10 becomes -20), with a minimum pos-
sible penalty of -5. (e.g., SO mod of -2 will
hecome -5 because -5 is the minimum
penalty tor the PC's susceptibility.}

06 Physically Uncoordinated: The PC has a

knack for stumbling cver his own feet,
The character sutfers -15 for ail Athietic
and Gymnastic skiils.

The PC may develop any other Psion fists 07 Poor Stamina: All encumbrance penal-

ties are doubied for the character afflicted
with this problem.

- 08 Slow Healer: The character classified as

a slow heater regains hit points at hatf the
normal rate tor his rage and requires two
times the normal amount of time to heal/
recover from an injury. This would not
inctude battle-oriented situations where
a critical resuit might put the PC at 2
penalty forafewrounds {e.g.,-10 for next
two rounds). Only those injuries requir-
ing time to heal falt under the jurisdiction
of the Slow Heater.

: 08 Low Gravity Homeworld: The PC was

raised on a low gravity world and suffers
apenalty of -10to Strength and Quickness
due to the hindrance caused by higher
gravity considered the norm.

10 Vulnerability: The PC is highly sensitive

1o a specific form of attack. When such
attacks are used, any criticat results are
raised one category. (i.e. an A critical
becomes a B critical). The number of
concussion hits received from the attack
are increased by 1.5 times. For details on
the PC's vuinerahility, refer to the Vul-
nerability chart. However, if the GM al-
ready has something in mind for the PC,
the chart may be skipped.

11-13 Portage Skill: Alf encumbrance pen-

alties on the character are cut in half,

14-16 Attractive: The PC receives +1010 PR
mod. and may increase the Appsarance
score by +15 1o a maximum of 100.

© 17-19 Great Stamina: The PC has 2x the

normal number of encumbrance units.
(e.g.. if the character has ong encum-
brance unit for each 11 kilos carrieg, the
character will have one encumbrance unit
for each 22 kiles carried.)

20-22 Stat Modifier; The PC has an excep-
tionat Constitution ang receives +10 for
this stat,

23-25 Mind Over Matter: The PC has atalent
for Adrenal moves (including Adrenal De-
fense}, Meditation, Body Damage Stabi-
tize, and Control Shape Change. For any
of these skills which the character devel-
ops, the PG will receive a natural +15
bonus which may be marked under the
Misc. cotumn of the development sheet.

26-28 Stat Modifier: The PC has exceptional
strength for his build. The character
recelves an additionat +19 for Strength.

29-31 Batance: The PC will receive +10 for
all skilts atternpted in which Balance plays
a high part {e.g., Adrenal Balance, Tight-
rope walking, any balance-oriented
maving maneuvers, etc.}

32-34 Slow Aging: After completing ado-
lescence, the PC's aging process slowed
dramatically. The characters aging will
be roughty equat to half the normat rate.
Therefore, the character will appear to be
half his current age, with the minimum
appearance being 18-20 years of age.
{e.9., A thirty year old character wilt ap-
pearto be 18-20years old, not 13.) Ifthe
characteris 60 years old, he will appear to
be 30. Asilong as the character does not
die of violent means or a fatal disease, he
will live to be about twice as old as the
average age limit for his race.

35-37 Stat Modifier: The PC has exceptional
Agility and will receive an additional +10
for the Ag modifier,

38-40 High Gravity Homewerld: The PCwas
raised on a planet of higher than normal
gravity. Asaresult, the characterhas+10
Strength, but suffers -10 Agility due to
fack of coordination brought about from
the lower gravity. The character may
develop the lower gravity as a Hostile
Environment ang deveiop the Agility
modifier to be +10. This would be done
by developing the skill with no modifiers
beyond the developed ranks. The devel-
oped ranks should also be worth +2% as
opposed o the normal +5% to refiect the
difficulty of adjusting. Once the total of
+10is developed, the PC acting AG will be
+0. Once a totat rank bonus of +20 is
developed in this fashion, the PC's acting
AG will be +10 (its maximum}.
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41-43 Stat Modifier: The PC has exceptional
Quickness and receives a natural +10 for
the Qu modifier,

44-46 Ambidaxtrous: The PC is capable of

using both hands at equal effectiveness
without special training. This does not -

include skills which require the use of
both hands simultanecusly {e.g., Two :
However, if the PC
takes weapon training in a one-handed :
weapon, he will be able to use the weapon :
inboth hands without developing the skill -

weapon combo).

for the other hand. A hand for primary

use should be selested for reference :

purposes. Note: This option is not limited

to weapon skills.

47-49 Stat Moditier: The PC has a superior

Constitution and receives a +15 natural §

modifter for GO
50-52 Ignorance: The PC has the ability to -

cope with extreme conditions better than '

the average person. The character re- |

geives +10 as a natural bonus to all Sur-
vival and Hostile/Alien Environments
developed.

53-55 Stat Medifier: The PC has superior
strength for his build and receives a +15
naturat modifier for 8T.

56-58 Natural Physique: The PC is in ex-
cellent physical condition and may develop
Body Development at half normal cost,
and Max hits arg increased by 25%.

58-61 Drug Tolerange: The player may se-
lect one specific drug category in which
the PG will receive +25 RR vs gvery drug
within that category. {e.g., intoxicants,
narcotics/hallucinogens, neural toxins,
circulatory toxins, respiratory poisons,
psionic altering drugs, etc.)

62-64 Stat Modifier: The PC is endowed
with superior Agitity and receives +15 as
a natural moditier for AG.

65-67 Flexibility: The PG has a tzlent for
Athletic skills and receives +10 for ail
Athletic skills which the PC develops.

68-70 Stat Modifier: The PC is endowed
with a superior Quickness and will receive
+15 as a natural bonus tor QL.

© 71-73 Subdual Resistance: The PC has a
natural resistance to Subdual attacks.
The PC may take the rank bonus for Body
Development and add it to the RR vs the
Subdual attack., However, only the ranks
are used for the getermination of the
rmodifier, the Co modifier is not added
onto this as would be done in a normal
skill situation, nor any level bonuses,

74-76 Superior Reftexes: The PCis allowed |
aRRvssurprise whenever suchasituation

occurs, M the PC is successful, he may :
take action without penaity. The PC may -
also modity alt initiative rofls made ona 1-
100 scale by +10 and initiative rolls on a

1-10 scale by +1.

© 77-79 Shack Resistance: Ail Shock criticals
are reduced by one category. (e.g..ank :
crit becomes a D crit). The PC will also :

receive +15 for all System Shock checks -
made gue te injury o the character.

80-82 Lite Extension: The PC wili receive an :
additionat amount of hit points after be- :
ing knocked unconscious by physical :
damage. Under normat conditions, after 5

reaching zerc hits, the character will go :

out coid until he drops to a peint of :
negative hits equal to his Go. With this :
Background option, the PC will be abieto -
drop to a negative resuit equat to the Co :
stat plus totat hits. (e.g., A character with :
aCoof 67 and total hits equal to 35 would -
normally die after reaching -67 hits. -
However, with the extended life, the PG
will be able to go to -104 before retiring -

permanently.)

83-85 Accelerated Mending: The PC heals :
damage at a rate equal to twice thatwhich :
is normat for his race. {e.g., rather than
healing one concussion hit per hour, the

PCwill heal 2. Ina situation where the PC
would take 5 weeks to heal a broken bone,
the PC will take 2.5 to 3 weeks.)

86-88 Stunner Resistance: The PC has a
physical resistance versus Stunner at-
tacks. Al gritical results become reduced
by one category (e.g., a G crit will become
a B). Any concussion hits should be cut
inhaitto reflectthe character's resistance
(round down).

B9-91 Electricity Resistance: The PC has a
physical resistance 10 electricity, ang any
electrical criticals should be reduced by
one category. Any conhcussion hits derived
from an eiectrical attack remain unaf-
fected.

. 92-94 Strong Immune System: The PC has
a very effective immune system. The
character will receive +20 RR vs known
diseases, +15versus poisons, and +10vs
atien diseases, and +5 vs alien poisons of
untknown molecutar (alien in the respect
that they are unlike anything known}. The
PC receives no modifiers vs Psionic at-
1acks ang influences or magical forms.

95-97 Disruptor Resistance: The PC has a
physical resistance versus disruptors.
Any Disruptor criticals inflicted on the
character are reduced by one category.
However, concussion hits remain unaf-
fected.

: 98-00 Immunities: The PC is immune to
something. The Immunity means that
the character will never be required 1o
make a resistance rofl versus its affects,
Also, similar materiats might have a re-
duced effect onthe PC. {e.g., A PC might
be immuna to a specific circulatory poi-
son and might receive +10 RR vs other
circulatory poisens.) For a specific im-
munity, consult the Immunity Accessory
Table, {fthe GM already has something in
ming for the character, then the Immunity
ghart may be bypassed.



4.4 SPECIAL STATUS 1| [
BACKGROUND TABLE

ROLL
01-10 Curses: The first 10% of this chart |
resuits in a disadvantage for the PC. A :

RESULY

second rolt of 1010 must be made.

1 Unkempt:Try as he might, the character
justcan't make himselfiook good. Madify

Ap stat by -50 with a minimumof tand a
maximum of 50,

2 Dark Secret; Thae character’s family has
a deep, dark secret which must not be
revealed. Such secrets can vary greatly,
but must be something which the char-

acter would do anything to keep in the :

closet. Some examples might be a long -

histary of severe insanity or perhaps the :

men or women are sterite and must fingd :
other means of getting children to carry :
on the family name (e.g., artificial in- |

semination, etc.). The details of such a
situation should he worked out between
the GM and the player.

3 Charitabis: The PC is afflicted with an
tncorrigitie desirs to give to those people
who are t8ss fortunate than himself. 20%
of the character's income is given to the
charities of choice, Whenever the PC is
approached or comes across a person

collecting money for charitable reasons, |

he wilt donate a reasonabte amount.

4 Probation: For one reason or another, :
the character is required to contact a :
member of authority, in person, once per :
week. If the PC fails 1o do s0, he will be :

arrestad and reprimanded or punished in
an appropriate manner if the probation is
not judicial. This does tend to cause a
problem for a character who plans on |
travelling extensively. Oh well, that's the
way the Piutonium undergoes radioactive
decay.

5 Good Samaritan: The PC afflicted with
this has an unending need {0 help anyane
in trouble. This might include anything
from a hitchhiker needing a ride, to a
person needing a place to hide from the
hide from the mafia. This cancause some
serious probiems for a PC and at the
same time make things very interasting.
6 Bad Credit: Due 10 circumstances be-
yond the PC's control, the character is
classified as a bad credit risk throughout
the known galaxy. The PG cannaot get
toans, charge accounts, finance loans,
ste. Even starting asmall bar tab hecomes
difficult for the poor PC.

7 Outeast The PC is an outcast of sosiety :
and is not permitted to set foot on “givi- :
lized soil”. Off-world industrial facilities :

are one possible rectuse for the charac- : 26-30 Honorahte Discharge: The PC spent

ter. However, any place where cities and :

colonies of self-governing nature bound
to the structures of the Imperium are
considered forbidden territories,

8 Wanted Criminal: For one reason or
more, the character is wanted for a crime
he may or may not have committed. The |
exact details of the situation are to be
determined by the GM and the player,

9 Disfavor: The PG has done something -
1o sarn the distavor of an organization or :
a powerful figure of soris. The angered -

party may De actively seeking the PC or
may have hired other groups o do so.
The reasons for disiavor should be worked
out between the GM and the player.

10 Criminal Record: The PC has been
convicted of a crime and has served time
or paid fines involved. However, the
criminal record wilf continue to “pop up”

with every background check done by
smployers, authorities, etc. tmay cause :

probiems in alarge number of situations,

situation or develop his own with the :
player.
01-20 Misgemeancr with a substan-
tial fine.

Misdemeanarwith 6-18months
Feleny with 8 monthsto 2 years.
Felony with 18 months 10 3
years,

75-84 Felony with 2 to 7 years.
85-94 Felony with 5 to 10 years.
85-100 Felony with more than 10vears.

21-39
40-54
65-74

11-15 Uneivilized: The PC comes from a :
society where certain rituals practiced :
are looked upon with disgust by other :
cuitures (atleast by majority). Thistends :
to cause unrest, nervousness, angerand -
ostracizing by others. Exampies of such :
activities are possibly cannibalism, sla- :
very, death games, primitive sacrificial :

ritials, etc.

16-20 Vengeance: For reasons known only -
to the character, the PG seeks one person

or the members of an organization for
revenge. Whatthe other party didto earn
the PC’s disfavor is to be determined by
the GM and the player.

21-25 Political Connections: The PC has

neutral connections with a potitical struc-
ture to be determined by the GM. This
may be the government of the character's
origin, or perhaps within the higher ranks
of the Imperium,

time in the armed forges and received an
honorable discharge upon completion of
the term. The character receives alt ben-
efits of the honorable discharge, which
should be determined by the GM. Some
examptes of benefits would be futl veteran
haspitatization and limited life insurance.

31 -35 Blank: There is absolutely no records
to substantiate the existence of the
character. This obviously causes a
number of problems. Law enforcars get
very suspicious when running back-
ground checks, credit accounts are im-
possible to obtain, properidentification is
tmpossible, and so on, Living with this
should require 2 good imagination.

36-40 Cuttural Link: When introduced to an
alien culture, the PC has an easy time
tearning and adapting to their ways ot life.
Accepting their ways as his own is fairly
easy, and some of them might stay with
the character for the rest of the PC's fife.

“#-45 F :
especially when dealing with law enforcers - > Favored: The P has the favor of a

ofagiven cutture. The GM may decide to
use the following chart to determine the :

person or prganization with high ranks in
society. The PC has the ability to contact
the party directly.

45 50 Informant; The PC has a history of

prowdmg information to others if the
price is right. This may include infor-
mation for the police or competing cor-
porations (industrial espionage), etc.
{nge again, the details of the character's
nvgivement should be worked out be-
tween the player and the GM.

51-55 Contacts: Like they say, “It's not what
you know, it's who you know.” The PG
has a relationshig with someone who tan
provide specific types of eguipment/in-
formation either for free or at a reduced
rate. (e.g., Medical supplies ang drugs,
Computer eguipment and software,
technological equipment and tools,
weapons and military supplies, etc.) Al
of the details of the PC's contact are
determined by the GM.

: 56-60 Formal: The PG is educated in al!
aspects of politenass and proper manners
for a specific culture. When dealing with
members of the known culture, the PC
will gain +15 for all maneuvers involving
influence and relations (e.g., Seduction,
Diplomacy, and perhaps even Trading,
Duping and Interrogation). Which skitls
are affected by this background option
are the GM's prerogative and may depend
on the given situation.

I 54



$1-65 PC with a Cause: The character is 2 ! 86-90 Allas: Tha PC has 1-4 fuily establighed

ioyai member of an organization with a :

cause. This cause gives the PG a higher :
calling and a greater reason for living (or :
perhaps for dying). The PC will do what- -
ever is asked of him by the organization !
and will always be available to its call. It :
should be note¢ that the authorities do :

not necessartly know that the character is
an active member or even a distant as-
sociate of the group. Some examples of
groups rtight be a rebet group seeking to
overthrow the government, or perhags &
secret vigitante group, or a powertu! cult,
the list goes on and on. The details of the
organization are to be determined by the
GM and ths player. The PC wili have a
symbol or code which witl identify him ta
the other members of the group.

§6-70 Black Marketser: The PC is directly
associated with the Black Market. Access
to a Black Markst credit account is pro-
vided for the PC. Any purchases on the
Market may be easily executed through
any computer system with off-world ca-
pability, or on-world if the planst has a

Biack Market ring stationed on it. How- :
ever, speciatarrangements mustbe made

to actually obtain the merchandise. 1fthe
PC is a travetler, the Black Market may
require him to transport some merchan-
dise for them.
member.

it's all part of being a -

71-75 Clone Experiment: The character is
the product of a cloning experiment gone :
astray. What started ocut as scientific :

research, ended up as a coleny of clonas,
many of which decided to travel the gal-
axy. As a result, the PC is commonly
confronted by people who believe the
character is someone glse. This might
not be much of a problem for the most
part, but with a little imagination, the GM
¢an have a lot of fun with this.

76-80 Mititary Officer: The PC has served in
the armed services and received a rank of
officer standing. This rank will stitl pro-
vide the PC with clout when dealing with
military groups or situations.

81-85 Political Flgure: The PG has either
held or is currently holding, a political
oftice. The significance of the office is for
the GM to decide, but chances are that it
wasn't too high up on the politicat ladder.

The exact details of the office, and the :
PC’s performance in the position, are for :
the GM to decige. However, a cerlain :
amount of respect comes with a politicat :
office, and the PC will be accepisd inthe :
company of other political figuras, even :
higher ranking ones, on & much equal :

lavel of status.

alias identities which may be used at ény : ;
The character hag all personal :
identity forms for each of them on his :
person. Close investigation mightarouse :
some justitied suspicions. Howsver, the :
investigating person must be vary good -
at his work, Any investigationg into the :

time.

true itfentity of the character are done at
-80.

91-95 Crodit Ranking: The PC is provided
with an sxcellent credit ranking to do
business with. This may ba provided by
a firm which the PG is currently working
for, or awealthy relative, or whatever sise
the GM feels is applicable. Howaver, the
PCIsstiliheld respongible forthe payment
of any credit advantages utilized. 1f the
situation gets out of hand, the credit
ranking riay be removed, and perhaps
crimingt charges filed if it réally goes
overboard. Whether you baligva it or not,
Charge cards can ba a bad hobby.

§6-100 Fems: The PG is known throughout
the galaxy for something done. The exact
nature of the character's fame must be
determined by the GM. Some examples
rmight he: the PC is a famous performer,
or renowned scigntlst who received the
Intergalactic Research Award, or pethags

a renownad artist. H should be realized !
that the PC might only be famous among :
a certain group of people, {(é.¢., an artist -
being famous among the crowd that :
studies art and attends art exhibits, etc.}. :
Howsever, some will ha extremely famous :
and widely known, such a graater actots, :
and musicians, The details of this haveto -

be decided upon by the GM running the :
pon 2y ¢ : 08 Short Attention Span: A character witha

campaign.

4.5 SPECIAL TRAINING/
PREVIOUS EXPERIENCE

BACKGROUND TABLE

ROLL  RESULT

- 01 Jdinx: For reasons unknown, the charactar

tends to act as a -15 modifier to anyone
within 5 meters. This effect most often
becomes a severe problem when com-
panions are trying to make a good Im-
pression or perform a oritical mansuyver.
It goes without saying that a Jinx becomes

annoying to the people he works with, -
Therefore, don't acdvertise the unusual :
effects you cause or explanations for :
increased difficulty when they continue :
to fait with skifl. Just shrug your shoul-
ders and remark on what a shama it is. :
Perhaps they will do bétter next time. :
There is no doubt that the Jinx can make -

play with any given group a bit mora
intaresting,

02 Unlucky: Perhaps because of stress or
narves, the PC tends to have bad luck at
crucial moments. Any rolls directly con-
cerning the character are modified by + or
-10 against the character. However, this
does not inciude any skills untess the GM
deems it applicable (i.e. ifthere may be a
substantial amount of tuck involveg.

#3 Dut of Touch: The PC has tendency to
fantasize when attempting to focus con-
centration on a skill at hand. Therefore,
the PG is -20 to alt concentration skills,
and any situations where concentration
is required.

04 Ctumsy: The character is afflicted with
clumsiness is most often referred to as
being all thumbs. The PC is -10 to ali
skills directly involving the use of hands
(e.0., drawing one's weapon, picking
pockets, sleight of hand, etc.)

05 Bad Impressions: This character has a
knack for using the wrong wortds or
gesturses at tha wrong times, As a result,
there is a constant -20 for ail speaking
and presentation skills (e.g., Public
Speaking, Labor Relations, Diplomacy,
Seduction, etc.)

{18 Mechanlcally Inept: Being mechanically
inept simply means that the PC is not
good with technical systems. The char-
actar Is =15 for ail Technical and Engi-
neering skills involving repair and design.

07 Untalented: This character has no artistic
ability of any kind. There is a -20 modifier
for any skills developed along artistic
lines. (e.g., Painiing, Sculpting, Play
Instrument, Tale Telling, Postic Improvi-
sation, etc.}

short attention span has a difficult time
sticking to a project to compiete it. When
using any Technical, Engineering, or
Research skilisto do repairs, construction,
etc., the player proceeds as usual. How-
ever, after each intervai rolted on the
apgropriate chart, {Refer to the Con-
struction/Ressarch and Repair charts pp.
51-62 Tech Book) the character must
make a Self Discipline check at -30 to
continue the project. Each additional
time interval completed increases the
difficulty of tha Self Discipline check by -
10. For example; An interval example
would be (10% 30 min.). This would
require aSD checkat-30. Thesecond roll
woutd require a SD check at -40, and a
third wouid raquire a SD check at -50 and
so0n. [faSD checkisfaited, the character
will go about some other business and
forget about the previous project. if re-
minded, the character mustagain attempt
the SO check at the same point where it
was left off.
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Note that a SD check involves an open-

ended percentile roll pius the character's .

temparary SD stat with modifiers. If the
total is 101+, tha roll is successful.

0% Poor Precision: The character has a dif- i

ficult time with skills involving precise
measurements and Iining up objects by
sight, etc. The character sutfers -20 to
these skills (e.g., aiming weapons with
scopes ortargeting systems, Astrogation,
Navigation, making precise measure-

ments, etc.) The GM may feei that in

given situations -20 is toc harsh and may
modify it 1o suit the game’s need. After
all, rules are more guidelines than any-
thing.

10 Non-Perceptive: A character with poor
attention suffers -20 for all perception

skills, and any skills which use perception

(e.g., Lip Reading).

11-12 Vocational Training: The character

may choose any twao Crafting skills in
which to receive +20 in. Orthe character
may select +15 in Heavy Equipment Op-
eration, Fabrication skilis, or Industrial
Ceramics. (These are not grouped to-
gather; they are individual selections.)

13-14 Dutdoorsman: For any one suitabie
environment, the player character is +30
Foraging, Firestarting, and Locating
Shelter, and has +13 for Tracking, Trap-
ping and Stalk and Hide skills, but only
when in the outdoors.

15-16 Lucky: The player may modify any
rolls directly affecting him by +5 or -5,

17-18 Combat Driver: Characters with this
option gain +15 to all manguvers involv-
ing terrain vehicles of all types.

19-20 Aristic: The talents of this character
allows him tg choose any one artistic skill
to receive +20 and a second may be
selected at +10 to the character's ability.
Tha character also receives +15 to Visual
Arts skill.

21-22 Instructional Skill: This character has
a knack for teaching others. The PC
receives +20 for Education and Audiovi-
suals, as weil as +15 for Data Processing.

23-24 Linguist: The linguistic option gives

the PC two additional languages of the
player's choice (with GMapproval) known
to rank 10 beoth spoken and written.
However, this does not include computer
languages. Languages included may be
verbal or gestural {sign language}, or
perhaps telepathic specialized forms it
they exist in the GM’s universe.

iz
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25-26 Hunter: The Runter regeives +15 for -

Tracking and Reading Tracks, as well s
| +10for Stafk and Hide, Trap Buiiding and
Disarming Traps. {The GM may opt to

have the player select a specific environ- |
ment tnwhichto be skilied and use similar -

envircnment modifiers for other regions.)

27-28 Musician: The PC has a speciai talent
formusic and has spenta large portion of
his life taking lessons. The character
receives +20 for all instrument skills de-
veloped, and +15 for Singing and Music.
The character also receives +10 forAudio

| Technology for the use of all studio re-
cording equipment.

i |
Iy

29-30 Research Experience: Practical re-
search experience in a given field allows
the PC +20 for Data Processing, +15 for
the given field of study, and +10 for
Education. The area of study should be
limited to Sciences or Academic studies,
although the GM may allow other areas if
he feels the specific field is acceptabie.

31-32 Gymnast: All Athletic skills involving
balance are a 1/2 of normal development
cost. (e.g., Gymnastic Events, Tightrope
Walking, Adrenal Balance, etc.}

33-34 Architecture Knowledge: Due to
previous education in Architecture, the
PC receives +20 to Architecture, +15 for
Orafting, and a Craft skill for model
buiiding, and a +10 for Structural Engi-
neering.

35-36 Photography: With this option, the PC
receives +20 for Phatography both still
life and video. The character also learns
some basic knowledge of optical systems
and receives +10 for Optics.

37-38 Atmaospheric Pilot: The character has
had training in a specific atmospheric
craft of choice. There is a +15 for the
piloting of the craft, and for sensor
analysis. There is a +20 for Navigation
skitl.

39-40 Historian: The character receives +10
to all History skills devefoped. The PC
may select one area of expertise and , for
that one history skill, develop it at half of
the normal cost.

41-42 Managerial Skills: The PC has had
experience in management and receives
+20 Administration, and +15 for Data
Processing, and Labor Relations, and
+101or Accounting, This provides the PC
with the needed organizational skills that
would be required in a place of business.

43-44 Programmer: The PC may select two
additional computer languages which he
will know fluently. (Refer to Skill De-
scripticns, Computer Technology for
details of computer language develop-
ment.)

45-46 Marine Pilot: The character has ex-
perience with the sea. The PC may select
two types of marine vehicles to receive
+20 in piloting, as well as +15 for Navi-
gation, and +10 for Qceanography and
Weather watching.

47-48 Entertainer: With previous experience
in entertainment, the character will receive
+20 for Public Speaking, and +15 for any
three skills used for entertainment pur-
poses. (e.g., Acting, Ventriloquism,
Mimicry, Mimery, Postic Improvisation,
Trickery for sleight-oi-hand magic, Tale
Teifling, Singing, Play Instrument, etc.)
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48-50 Criminal Experlence: Thanks to some
seedy relations in the character's past,
there will be bonuses for criminal skills
available to him. The PC will have +20
Streetwise, +15 Evidence Dispersal, and
+10 for a primary weapon and any one
criminal skill,

51-52 Hobbyist: In addition to the two

hobbies thatacharacter normaily receives -
in character development, the character :
receives two additional hobbies. With :
these two extra hobbies, there will be :
three fully developed ranks for one, and :
one developed rank for the other. These :

two extra hobhies can not be added onto -

the two normally received hobbies. This

resuits in a total of four hebbies for the :

character, one with four ranks, one with :
three, one with two, and ong with only :

One rank,

53-54 Security Training: The PC has some
knowledge of security operations and
receives +15 for Security QOperations,
Security Scanners, Crime Technics (Se-
curity Systems), and Subduing.

55-56i Steflar Pilot: The PC has had previous
experience onaspace craft. Thecharacter
receives +15 Stellar Law, Sensor Analy-
sis, and Orbital Pilot, as well as +10 for N-
Space ang Hyperspace piloting skilis. This

field wiinotgive bonuses for Astrogation,

. 79-80 Con Arlist: This PC is a quick thinker, -
and has a bit of a silver tongue. With this ;
natural ability to sway people comes +15 ¢
bonus for Public Speaking, Duping, and !

only vehicle maneuvers,

57-58 Miiitary Academy: Military experi-
ence allows this character to excel in
military areas. The PC will receive +20
Military Qrganization, +15 Tactics, and

Leadership, and +10 Tactical Games and :
one military weapon of hand held category -
(1-hand or 2-hand projectile or energy). :
§9-60 Broadeasting: With previous training :
inthis area, the PC raceives +2Gtor Public :

Speaking and Audio Technology, and +15
for Journalism.

61-62 Police Academy: Such training pro-
viges the PC with +20 Law Enforcement,
+15 Criminal Investigation, and +10 for
Criminal Law ang a primary weapon used
by LEDs.

63-64 Explorer Praparation: Through in-
fensetraining for the future exploration of
unpopulated planets, this training area
pravides the character with +13 for

Climbing and Swimming, and +20 for all * 586 Animat Care: The PC has had sig- -

developed Alien Environments. Thereis : — nificant time spent with animals for one

also +10 for any Foraging skills which the

player develops.

65-66 Economics: With some background
in business, the PC gains +20 in Ac- :

counting, +15 in Administration and Fi-
nance, and +10 {n Trading Lore.

67-68 Socialite: The character concerned °
has a friendly personality and gets along :

with most people. The PC receives +10
for all social skilis developed.

63-70 Political Experisnce: The character
has held a political office of some sort. Its
significance is not of great importance,
but the player and GM may determineg the

, details. The character receives +15Public

Speaking and Political Science, and +10

for Diplomacy and Leadership.

T1-72 GCounsslor: This character hasaneasy -
to tatk to personality, After years of :
hearing friends’ problems ang some :
counseling education, the PC has +15 :
Psychology and Socioiogy, and +10 for :

Lie Perception and Interrogation.

: 73-TdInventar: This PC has agift for creating :
new gadgets for ali sorts of uses. The PG :
receives +15 Gimmickry and Scrounge, :
and +10 for Drafting and Generai Me- :

chanical Technology (Refer Mechanica!
Tech in Skill Section).

75-75 Investigator: The PC is very percep-
tive and receives z +15 for General Per-
ception and Surveitlance {physical and
electronic) and alsc receives +10 for In-
terrogation and Criminal investigation.

77-78 Astrogator: Thanks to some previous
training in Astrogation techniques, the
PC is +20 for N-Space and Hyperspace

Astrogation, +15 for Sensor Analysis,

and +10 for Steflar Law.

Trickery and a +10 for Acting.

. 80-81 Astronaut Training: The PC has been :
trained for space travel and wilt receive : )
+15 for Emergency Environmental Suit : 97 Law School: The character attended a

Repair and Hostile Environments {Zero :

Grav and Vacuumy}, as well as +10 for :

Stellar Law.

83-84 Cryogenics Training: Some specific
training in Cryogenics systems provides
the PC with +20 Cryogenics Operation
ang Gryogenics Emergency Resuscitation.
If the character is not a Physician or Med
Tech, the character's cost for Medical
Technology (sub-skill Gryogenic systems)
is 1/5. However, if the character is a
Physician or Med Tech, then they receive
a +15 benus for the Technical skitl.

reason or another. The experience has :
left the character with 2 +15 for Animal :
Handling and Animal Training, as wel} as :

+10 for Animal Healing.

- 87-88 Merchant: The PC has had some ex- -
© perience in safes and receives +20 for :
Trading, and +15 for Trading Lore and

Appraisal,

89-90 Gartographar: Special courses have
taught the character about maps and
their making. The PC will be provided
with +20 Mapping, +15 Navigation and
Direction Sense, and +10 for Urban De-
sign,

91-92 Communications: With this option,
the character has had practical experience
with communication systems and re-
ceives +20 to ail communication skills
developed, and +19 for Electronic Tech-
ntgs for communication equipment.

93-94 Escape Arlist: This option provides
the character with some experience some
basic skills for escape artistry. The PC
receives +15 for Gontortions, Rope
Mastery, and Locate Secret Opening, and
+10 for Lock Picking.

95 Rescus Training: The character has gone
through training camp for rescue teams
and will receive +2Q forafl Hazard Gontrols
developed, +15 First Aid, and +10 for
Second Aid.

96 Technician Training: The character has
gone through intensive education for a
specific Technical skifl. The player may
select a Technical skil and may develop
the skill at the cost equal to the best-
suited profession. However, the PC may
only develop two ranks per development
period. {e.g., The Arms Tech develops
Weapon Tech at 1/2/2, but the PC may
only devetop the skitl at 1/2.) ifthe PCis
already a Technician, then the player may
selecta skill under another Tech, or select
and Engineering skill. if the character is
an Enginser, the skitl may be developed at
halt of the normal cost.

school of law and receives +20 for aH Law
skills developed, and +15 for Interroga-
tion and Diplomacy.

98 Madical Training: The character has had
training in the medical fields and will
receive +20 First Aid, +15 Second Aid and
Drug Lore, and +10 for Medscanner.

99 Mastars Degree: The character has a
diploma of Master levelin an Academic or
Scientific field of choice. This knowledge
gives the character +25 with that skill.

100 PhD Equivalent; The PC has undergone
extensive education in one skilt of his
choice which is a prime focus for the
character’s professiocn. {e.g., Evolution-
ist would use Evolutionary Theary, a
Theologist might select Dogma, a Lawyer
would select a type of Law, etc) A
Technician or Engineer would select a
specific skill under a Technical/Engi-
neeringfield. The PCwill receivea +35for
this one skill only.
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ACCESSORY TABLES

The Accessory Tables in this section can be used in conjunction with the Background
Option Tables in Section 4.0 to nelp more thoroughly define background characteristics.
These Accessary Tables can also be used by GMs to handle certain special cases as the need

arises.

5.1 IR | 5.3 stimulants: The PG must make a AR

ALLERGY
ACCESSORY TABLE

The toliowing table s for use with the
Background option Allergy. it may be used
for reference purposes, or for determining

the PC’s afffiction. However, ifthe GMhasan !

ailergy in mind for the PC, he is free to useit.

The foliowing list is only some possibilities.
Allergies are not as easy o handie as im-

munity or resistance. If the ailergenisofa

higher level than the PC, then it will increase
in fevel 10 make resistance more difficult.
However, if the PC is of a higher level, then
he will resist the allergen as if he were the
specified number of levels less than the
ailergen. {e.g., A 5thlgvel PC with anallergic
reaction of 3 levels would resist an aliergen

of 1-5th level as if it were level 8. However, -

if the PC were 5th level, and the aliergen was
6th level, it would increase by an additional
3 levels to become a 9th level zllergen to
resist.)

ROLL RESULT

01-08 Plastics: The PC’s allergy to plastics
is a great hindrance. The allergy level
must be determined by the GM, or just
have the PC make a RR versus an aliergen
3 levels higher than himself when the
piastic comes in contact with his skin.
The result of a failure will be an itching
rash over that part of the body {asting for

2-3 days. The itching will put the PC at -

15 to all maneuvers.

09-16 Hallucinogens: The PC must make a
RR vs the modified level of the drug or
suffer the consequences. Failure of 1-25

will resultin severe nauseafor 1-10hours -

resulting in -25 for ali actions. Failure of
26+ will result in convulsions for 1-5
minutes followed by a comatose condi-
tion for 1-2 days. Failure of 100+ will
rasult in death.

17-24 Depressants: The PC must make a RR
vs the modifted Jevel of the drug. Forthe
results of the RR refer to Hailucinogens
above (09-16).

ALLERGY ACCESSORY |
TABLE

vs the modified level 0f the stimulant. For
the results of the RR, refer to Mallucing-
gens {09-16).

33-40 Synthetic Food Substitutes: The PC
must make a RR vs artificial foods. The
RR is dong vs a level 5 levels greater than
the PC. Failure of 01-25 results in dis-
arientation for 1-5 hours with -15 for all
actions during that time. Failure of 25+
results in severe nausea for 2-20 hours

(2D10} during which the PC will be at -25 -

for all actions.

41-48 Animals: This may be one specific
type of animal{e.g., dog cat, etc.), ortoall
animals with hair/fur gver their body. The
PC must make a2 RR vs a level 3 greatar
than himseif. Failure will result in
sneezing, leary eyes, and headaches for
as long as the aligrgen remains in his
presence + 1 hour, This wilt resultin-10
for all actions.

_ 49-56 Pollen: Better known as Hay Fever.

The PG must make a RR vs a level at 5
levels greater than himself. For failure

results, refer to Animals above (41-48). .

The PC may need RR vs Dust as well,
57-64 Dust: The PC is vulnerable to dust and
must make a RR vs 3 levels higher than
his own. Note: For such aliergies as this,
the RR must be made every round which

the allergen is present. For the results of

failure, refer to Animals above (41-48).

65-74 Healing Drugs: The PC has an allergic
reaction to ail healing drugs and must
make a RR vs the modifiad level of the
drug. For failure results, refer to Hallu-
cinogens {09-16).

75-82 Pain Retisvers: The PC has anallergic
reaction to all pain relievers ang must
make a RR vs the modified level of the
refiever. For failure results, refer to Hal-
lucinogens {09-186).

83-90 Casmetics: The PC has an allergy to
all cosmetics used on him. The PC must
make 2 RR vs a level & levels higher than
his own. Failure will resuit in a rash of
severe itching lasting for 2-3 days. The
PC will suffer a -15 for any skilis directly
affected bythe rash. (e.g.,facialcosmetics
resulting in a rash over the PC's face
would provide an additional -15 for Se-
duction, Appearange, eic.)




91-100 Psionics: The PC is very vulnerable
to psionics. The level of a psion cast onto
the PC is added to his own level, and that
is the level which he must resist against.
This only involves only those psions not
of elementat origin (e.g., Pyrotechnics)
where no RR is aliowed.

5.2 I

GENETIC DEFECT
ACCESSORY TABLE

The foilowing chart is to be used with the :
Background option for Genetic defects. :
However, this is only a list of some possi-

hilities. The GM is encouraged to use others
not on the list, or even to create some of his
own. (But try to use good judgement in
doing s0.)

GENETIC DEFECT

ACCESSORY TABLE

ROLL RESULY

01-07 Genelic Dissase: The genetic defect
resuits with a genetic disease which may
be determinad by referring to the Genetic
Disease Accesscry Chart.

| 57-63 Color Blindness: The PC’s color per- :
ception is disterted. He sees the color :
graen as Dlack, but the cotor red appears °
1o be yellow to the PC. (There is 2 10% |

08-14 Hermaphrodite: The PG shows traits :

type being that of the selected sex for the

character.

15-21 Heart Problems: Stressful conditions -

maycause the PC to have a heart attack. ;

To getermine the result of a situation in
which the GM fesls this is a possibility,
roil a percentile die and add the average of
the PC’s temporary Strength and Con-
stitution. 1f the total is 101+, the PG is
fine. However, if the resuft is less than
101, ther he suffers a cardiac arrest on
the spot. First Aid {CPR}, hospitalization,

22-28 Genstic Based Physical Handicap: :
Due to a generic disorder, the PC suffers -
some sort of handicap which may be :

Handicap Accessory Chart.

29-35 Achondoplasia (Dwarfism): The PC 5

afflicted with Dwarfism is just that, a

5.3 I

legs, stubby hands and legs, and aslightly :
foer heat B oty GENETIC DISEASE

dwarf. This weuld be reflected by bow-

larger head, although the trunk of the
bogy is the proper size. Of course, the
intelligence of a dwarfed character is
completely unaffected by the condition.
The problem which leads to Dwarfism is
abnormal cartifage inthe bone ends which
do nat grow to proper length.

acterized by sixfingers on the PC's hands.
Typically, the sixth finger is removed
surgicatly,

43-49 Albinism: This PC has a total Iack.of
pigmentation in the body. Skin is white,
hair is white, and eyes are abnormaily
cotored, Uitraviolet radiation easily causes
sunburn, bright Hghts blind the PC, etc.

50-56 Color Bllndness: The PC's color vi- |

sien is not accurate. He sees the color
Red in Biack, but those light waves which

produce the color green appear yellow to :
the PC's eyes. (10% chance the PC is -

100% color blind.)

chance the PC is 100% color blind).

64-70 Skin GColoratlon Anomaly: The PC has
a sizable and obvious toloration like a
bithmark. Perhaps located on the face,
forehead, neck, stc., some place not sasily
hidden so as to stand out. Although
harmless, and not necessarily affecting
aftractiveness, the marking is a form of
positive identification.

loss of hair, although he is not bald. Hair

. 36-42 Polydactyly: This condition is ghar- ;

is very sparse and unhealthy {zH over the '
body}. The only way to cover this woulg -

be with the use of hair pieces, etc. :
Transplants will not work for the most :

part, as the PC’s foltictes were never abte
to sustain hair very effectively.

78-84 Eye Color Varlation: The PChasarare
condition in which his eyes are actually

twa different colors. Although completety
harmless, the condition does provide a
secure means of positive identification.

and proper medication can revive the PC. © 85-92 Near-Sighted: The PC has difficuity

seeing things at a distance ang requires
some sort of visual correction. (-50
Perception otherwiss).

determined by referring to the Physicai - 93-100 Far-Sighted: The PC has difficulty |

seeing things that are up close and re- :
quires some sortof visual correction {-50 :

Perception otherwise).

ACCESSORY TABLE

The following chart is for use with the :
Genetic disease Background option. This :
table is for reference purposes, but may be ;—
used for random determination of a disease

to afflict a PC. The GM should feet free to

make use of other diseases, or even {0

develop new ones.

GENETIC DISEASE
ACCESSORY TABLE

ROLL RESULY

11-09 Usher's Syngrome: This is & hearing
loss which accompanies the disease
Retinitis Pigmentosa. It is one of the
greatest causss of deaf-blind individuals.
With Usher’s Syndrome, the child is born
deaf.

10-16 Retinitis Pigmentosa: RP i3 a con-
dition which results in the degeneration
of both rods and cones in the eye. This
results in poor lateral and central vision,
as welt as very poor dark adaptation. The
afflicted person sees fewer details when
reaching the second and third decades of
life. Viery poor night vision is followed by
tunnet vision and cataracts before total
btindness.

17-23 Down’s Syndrome: More commonly
referred to as Mongolism, this condition
affects the individual's develepment. The
afflicted person's mental and physical
devetopment are slowed. To reflect this,
the costs of skilt development should be
increased by 1 development point for all
ranks involved, as well as adding a de-
velopment pointin cost foreach additional
rank developed. {e.g., A PC wishes to
develop two ranks of a skitl that would
normally cost 1/2. Due to the increase in
costs, this 1/2 becomes 2/3. However,
the PC wishes to develop 2 skill ranks and
tharafore will have to spend a total of &
development points, Hisa6insteadofa
5 because the PC is developing two ranks
instead of one. itis a way to reflect the
higher difficulty of accelerated skill de-
velopment.) For the slowed physical
development, the PG shouid be required
tc develop twice the Body Development
for hit dice (i.e. With 4 ranks in Body
Development, the PC would have 2 dice
of hits instead of 4),

24-30 Dysautenomia: This condition is ap-
parent at birth because the infant has a
fixed stare as well as difficulty with
swallowing and sucking. Later there will
be frequent pneumonia attacks associated
with the difficuity of swallowing atlowing
fluid to enter the Jungs. The child has
severe sensation problems ang cannot
feel pain, or distinguish between hot and
¢oid {e.g., The PC could break a bone or
put & hand on a red hot burner, and not
even realize it). The child also has lack of
taste, unstable bloog pressure and tem-
peratitre, and may develop corneal icers,
unconfroliable vomiting, motor and
speech problems, skeietal defects, stunted
height, drooling, etc.
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31-40 Hemophilia: This is a condition of

persistent bieeding. All bieeding results |
are doubled for the PC with this disease.

Any healing medicines must be double -
tosage to affect the injury being healed, |

(i.e. if it is a bieeding injury). in addition,
Crush and impact Criticals may cause
internal hleeding. Use the same results
fram the Crush or Impact critical chart,
and cross reference it on the Slagh critical
chart. Ifthe Slash resutt shows a bleeding
injury, that bigeding is used as internal
bleeding for the character. (e.q., A foe
swings a club at the PC and does ar A

Crush Critisal and rofls 57. The actual !

critical results is taken from the Crush
Chart A 57. Howsver, the 57 is ¢ross-

55-61 Dvslruphic Epidermolysis Bullosa:

referenced with the Acolumn ofthe Slash
chart to see if there is internal bleeding. :

The Slash chart coiumn A shows 2 points
per round for a result of 57. This means
that the PC will suffer 2 points per round
of internal bieeding.)

41-47 Cooley's Anemia: This disease is due |
to the production of faulty hemoglobin.-

There is a decrease in the proper pro-
duction of one or more of the giobin
chains. Typical symptoms are paleness,
frritability, and faiture to develop
healthfully. Gastric prablems and fevers
occur frequently. Because the red biood
cells are weak, they break down within a
few weeks. This causes the bone .

| 62-70 Osteogenesis Imperfecta: Commaonly

marrow's cavities to over-expand, which !

protuces a thinning effect of the body,
especially of the skull. Also, asaresult of
this effect, bones are mors easily broken.
The spleen and liver increase in size, and

iron from degenerated red blood celis

accumulates in the liver, skin, heart, and
endrocrine glands. This can cause dia-
betes, poor thyroid function, calcium
deficiency, and impaired sex function.
Over all, growth becomes slower than
normal. The excessironmust be removed
by some sort of chemical means.

48-54 Phenylketonuria: This is a dietary
problem which occurs due to a distur- |

bance of protein metabolism, [funtreated,
this will result in severe mental retarda-
tion. The problem is treated with a special
diet. The in PKU is that Phenylalanine (an
animo acid) is not assimilated properly,
because a specific enzyme is absent. ff
untreated, brain developmentand normal
nervous system function is impaired,
causing hyperactivity, seizures, destruc-
tive behavior, and mentat retardation.

This is an inherited skin disorder more
simply called DEB. There are actually two
types, non-scarring, and scarring. With
non-scarring, blisters form on the skin ;
and may be confined to the hands and
feet. Although they heal without scars,
there may be a secendary infection. With
scarring EB, the blisters may be localized
in the extremities or widespread. The
severg scarring may resultinthe fusion of
fingers and toes, and there may be mal-
nutrition caused by anemia. Blood and
protein may be lost through the blisters,
as well as the possibility of secondary
infection, debilitation, deformity, and
premature death. EB (non-scarring and :
DEB have no impact on the person's -
inteliect.)

referred to as "Brittle Bone Disease” this
problem causes easy fractures, severe
pain, limited activity, and stunted growth.
Some other problems are loose joints,
excess sweating, poor tgeth, deafness,
and often blue corneas. The teeth are ‘
stained yellow-brown and are widely |
spaced. The face typically has atriangular -
shape with a very narrow chin, The body
is deformed and short. The victim per-
spires profusely, has loose joints, and an
enlarged rib cage.

: 71-77 Sickte Cell Anemia: With this dis-

ease, red blood cells are sickle shaped.

This form is compact, hard and easily

clogs capillarigs. They do notiastasiong

as corpuscles, living for only 60 days or -
less. The body cannot manufacture red
blood celis as quickly asthey disintegrate.
As a result, there is less hemoglobin to
transport oxygen, there being the anemia.
The anemia causes the victim totire easily
{spend exhaustion points twice as fast as
the norm). Some victims heal ulcers,
sores, gallstones, etc. slower than most,
and may suffer strokes and a shortened .
life. The PC’s inteliect remains completely
unaffected by this affliction. [

78-84 Cystic Fibrosis: CF is a condition in-

volving the sweat glands which produce
an extremely salty sweat. Mucous glands
produce a very thick mucus, which ¢logs
the lungs, resulting in coughing fits,
breathing difficulty, and common lung
infections. This mucus mayalsointerfere

with proper digestion. The excessive salt
ioss from the sweat glands causes ab-
dominai pains, exhaustion, and vomiting.

85-81 Muscular Dystrophy: This disease is

characterized by progressive degenera-
tion and weakness of voluntary muscles.
There are four types of MD; the
Pseudohypertrophic type which is the
most prevalentand oceurs between 3and
10 years of age. From there, it has a fast
downhill course. The Juvenile form be-
gins atadolescence and progresses more
slowly, victims surviving untilmiddle age.
The Facio-Scapula-Humeral form afflicts
young adults, affecting the facial muscles,
shoulders, and upper arms. The Mixed
types show up between the ages of 30-
90. They are caused by faulty metabgolism
of the muscles due to an inability to make
use of vitamin E,

The first stages involve the inability to use
the legs properly. The back muscles
weaken, and the patient cannot sit erect.
The stronger muscies pull the weaker
ones, twisting the body. This detericra-
tion progresses untilall voluntary muscles
degenerate. Typical signs are 2 waddling
gait, spinal curvature, and leg muscie
contractions, until the patient be¢comes
bed-ridden. The earlier the clinical signs
appear, the faster, more widespread, and
gisabling is the degeneration,

82-100 Diabetes Mellitus: With sugar dia-

betes, the pancreas cannot provide
enough insulin, and the liver does not
store sugar properly. if not treated, the
diabetic can lose as much as a poung of
sugar every day and will then suffer
mainutrition. The victimwill have extreme
thirst due to the need to excrete so much
excess sugarwhich cannot be utilized by
the body. Symptomsinclude weightloss,
intense and persistent itching {Pruritis),
weakness, blurred and fafling eyesight,
pain in the fingers and toes, drowsiness,
slow healing cuts, burn and scratches,
and recurring bails and infections, There
are two types of diabetes: Blamsless,
which afflicts children under 10 who de-
velop the disease due to heredity, and
Blamable, suffered by those people who
allow themselves to become overweight
and increase their chance of becoming
diabetic. This background opticn is only
concerned with the blameless diabstic.
Note: A large number of conditions on
this chart might be controllable by
medication. Exactly whatis and is not
controflable should be determined by
the GM. 1t should be noted how much
medication the PC keeps with him, In
case the PC happens to finds himseif
put of medication, with no way o
renew the supply, symptoms wilf be-
gin to show themsetves.



5.4 I | %%

IMMUNITY
ACCESSORY TABLE

The following chart is for use with the

Background Option “Immunity”. Kt is fora !

|

reference use, but may be used to determine :
the character's immunity with a percentite :

rolt.
immunity in mind, he is free to use it

IMMUNITY |
ACCESSORY TABLE

ROLL RESULT

01-08 Antibiotics: The PC has an immunity

to Antibiotics, whether they are induced
to heal or harm him. The PC must make
a RR at 5 levels higher than the Antibiatic.
if the RR failed, then the Antibictic will
have a normal effect (good or bad).

18-16 Hatlucinogens: The PC has a natural
resistance versus Hallucincgenic drugs.
The PCis altowad to make a RR at 3 Jeveis
higher than the hallucinogen, If the
character fails the RR by 01-25, then the
drug wilt have minimai effects. If the
faiture is by 25+, then there will be normal
effects induced. However, continued use
of such drugs to force an effect may
cause an overgdose or agdiction.

17-23 Depressanis: The PC has a natural :
resistance versus depressants like alco- :

5.5 I
- MENTAL ADDICTION :

than the alcohol. Failure will result in the :

hel. The character may make a RR versus
the alcohol/depressant at 4 levels higher

drunkenness of the PC.

versus stimuiants. When stimuiants are * mental addictions which may be referred to

introduced into the PC’s system, he re-
ceives an RR at 3 levels higher than the
stimutant. Fatlure wili result with normal
effects.

31-39 Specific Poison: The PC has a natural
immunity versus a specific poison of his
{or the GM's)} choige. The PC wili receive
a RR at 5 leveis higher than the poison. If
the PC fails the RR, then the toxin will
have normal effects.

40-46 Sleep Inducers: The PC has a resis-
tance to sleep inducers and will receive a
RR at 4 fevels higher than the inducer
{drug inducer). FailurewHl resultinnormal
effects afflicting the character.

47-55 Pain Reliavers: The PG has a resis-
tance to pain relievers and will make an
RR at 3 levels nigher than the drug. Suc-
cess will result in no pain relief, while
failure wilt result in normal results.

However, if the GM has a particular :

61 Subliminal Messages: The PC has a :

natural resistance to subliminal messages :

and witl receive 3 RR at 4 levels higher :

than the subliminal inducer. Failure will :

result in nermal effects. :

62-68 Healing Drugs: The PC has a resis- :
tancetothose grugs which heal hit points, :
Whan such a drug is used on the PG, he :
must make a RR at 3 levels higher than :
the drug, Failure (01-25) wilt resultin half ;
normal results, and failure of 26+ will :
vield normal results.

£8-75 Neurotoxins: The PC has aresistance
to neurotoxins and witll make RRs at 3
fevels higher than the poison. Failure will
result in normal effects. Success by 01-
25 will result in reduced effects and
success Dy +26 will result with no effect.

76-85 Circulatory Poisons: The PC has a
resistance to circulatory toxins and will
have a RR at 3 levels higher than the
poison. Refer to Neurotoxins above (69-
75) for details.

86-92 Respiratory Poisons: The PC has a
resistance versus respiratory poisens and
witl make RRs at 3 leveis higher than the
poison. Refer to Neurotoxins (69-75)
above for detaits,

93-100 Psjonics: The PC has a resistanceto

Psionic effects of a non-eiemental form

(8.g., Pyrotechnics) and will receive a RR

at 5 levels higher than the PC's current

level.

1

- ACCESSORY TABLE
24-30 Stimulants: The PC has an immunity :

The following chart are some possibie

« or randomly rofled for. Just remember, this :
i is only a list of suggestions and is by no :
: means ‘0 be thought of as a complete list. If -

 the GM has an idea, or the Player has one :

which the GM approves of thenwhy notuse :
it? But, if you're stuck with ideas, hereis a :
handy, brief chart. :

MENTAL ADD!CTION |
ACCESSORY TABLE

RESULT

01-08 Suparstitious: To this PC every su-
perstition is {0 be taken to its extreme or
something harribie will happen. {e.g., A
black cat crossing his path means he
better rub tha rabbit’s foot wherever he
goes.) This goes for any superstition.
However, what's bad luck on one planetis
not necessarily bad luck onanother planet.
Morale with suffer dramatically from bad
ones wheraver the PG happens to go.

ROLL

09-16 SIaep There is no greater reiaxation
than sieep, and this PC aspires to make a
career out of relaxing. Stimutants might
even be required to prevent him from
departing the waking world. Cryogenic
stasis is not an acceptable substitute for
the heavenly world of sleep and dreams
{natural dreams).

17-25 Dream Game: Sleep doesn't last long
encugh, and natural dreams are duli,
Throughthe high tech dream stimulators,
the entire universe is at your beck ang
call. Reality is 2 bore in comparison to
simlators. An entire fife could be spent
plugged into a simulator, and an entire
life can be tived in hours. What a way to
live; it can’t be beat!

26-33 Dieting: The PC believes that he is
always gaining weight. Being obese is
horrible and must be avoided. Constantty
taking diet aids and trying different diet
plans, the PC remains more bone than
flesh. Howsver, the PC will always swear
that he is fat and must continug to fose
weight. The methods to do this will be
taken to any and ail extremes.

34-31 Gossip: "Have you heard...” is the
properwayto start any conversation. Not
only does this PC know everything about
everyone, he muyst teil everyone else about
everyone (excepthimselt, of course, Some
things are sacred.)

: 42-50 Miser: The obsession of moneyis one

that has haunted millions throughout the
ages, but few have been so taken with a
love of money as this individual. If money
must be spent, it wilt be no more than is
absolutely necessary.

51-58 Ratigicus Fanatic: An entire life based
solidly onthe faiths of a specified religious
order. Any infraction of the faith must be
dealt with accordingly, even if the PC
must purtish himsetf (which will probably
most likely be the case).

: 59-66 Eating: There is no greater joy than
that of tasting food. How can some
people even consider cutting down their
food intake? All foods must be enjoyed
{over and over and over again). This PC
tends to be considerably larger than his
friends and has been known to eat people
out of house and home and restaurants
out of business.

67-75 Non-Addictive Drugs: A specific type
of non-addictive drug is used constantly
by the PC (e.g., stimulants, depressants,
hallucinogens, stimulus enhancers, etc.)
However, it will be a drug that is not
actually physically addictive.

T G 1 -



76-83 Shopping; The sworn enemy of the

miser, the shopper spends money left

and right. Buying unnecessary items, -

ang not even remembering everything
that was purchased. No bank account

can be kept active, and no charge cards
below their limits. This guy getsin a fot |

of trouble.

84-91 Neural Stimutation: The PC has an
imptant high on his foerehead, which at-

taches stimutator coil to his
hypothallamus. With the aid of a spe-
cialized attachment, the implant provides

very exciting ang pleasurable stimuiation

of the brain. Such stimulation witl render
the PC virtually helpiess and wil} persist
for about an hour before another charge

is reguired. Note: Such implants are not |

capabie of interfacing with computers.

92-100 Gambting: What greaterthrillisthere |

than winning money on a chance?

However, higher stakes are better {(e.g., !

vehicles, stavery, death, etc.) This PC is
likely to get into some real seripus troutile
if he is not caretul, and he won't be.

5.6 NN
MENTAL PROBLEM
ACCESSORY TABLE

The foliowing chart provides a source of
some mental problems for use with the

Mental Preblems Background Option. This |

listmay be used for reference, orto determine
an affliction via a random percentile roll.
However, this is only a partiat listing, and the
GMiswelcome to use other mental probtems
which he feels are applicable.

MENTAL PROBLEM
ACCESSORY TABLE

ROLL RESULT
01-06 Homicidal: The PC has a very short

temperwhich he alteviates by trying tokill -

the cause (if you know what | mean). The
PC has a base chance of responding to
insults or offense equal to (45 - SD
maodifier). Ifthe percentile roflis iess than
this total, he will seriously tose his cool
(in a bad sort of way!)

07-12 Suicidal: The PC lcoks for reasons to
kill himself and of course wili try to do so
once aneis found. However, thisis rarely
& spur of the moment sort of maneuver.
Usually it involves thinking and planning,
and some PCs might even spend so much
time doing this that they will never get far
enough to attempt the act.

13-18 Muitiple Persorality: The PC suffers
from the presence of 1-4 additional per-
sanalities in his mind. There is no controi
over which one is in control at a given

time, atthough different ones might be -
more likely to show themselves when
under specific circumstances. These |
personalities are comptetely individual,
and should be developed as separate
characters without regard to race, sex or
profession. |
18-24 Stupefaction: Under conditions of '
danger, the character is likely to “crack”.
This wili resutt with the PC standing with
no wifl or interest, not talking or commu-
nicating in any way. The PC must be |
forcedto eat, stand, sit, walk, eat, etc. and
must be led 10 move. He will take no
independent action. Time to visit a good
psychiatrist. The PC’s base chance of |
letting go is egual to 45 -the SD maodifier, |

with an absolute minimum chance of 5. A
percentiie roll is made when appropriate
conditions arise, ang a result equal to or
less than the base chance means that a
“leave of the senses” is in order.

25-32 Catatonia: During times of extreme
duress, the PC tends to curl up into a fetal
positien. He completely withdraws from
the world, and though he will not resist
being moved, he wili always return to the
fatal position. The base chance of this
occurring under the appropriate condi-
tions is equal to 45 - SD modifier, with a
minimum of 5%. 1 this number of less is
rolled on a mentality check, the PG will
“Assume the position!”.

¥



33-38 Pyromaniac: No thrill is greater than :
watching fire.

watching the flames flickering in an erotic
dance, are & few of the Perceptions which
arouse the PG to an intense level of ex-
citement, #’s worth starting a blaze to
experience it.

39-46 Paranoid: Everybody else is after the

PC for some unknown reason (at least in
the PC's mind). Every look, every whis-
per, every passing glance has some hidden
meaning about the PC. They want
something, probably to do some sort of
harm. You must be very careful about
who you deal with, even so-calted friends
cannot be trusted.

47-52 Schizophrenie: The PC withdraws into
his own universe. The exact nature of this :

universe should be determined by the GM ¢
and player together. {A good exampte

Feeling the heat as it !
spreads, watching it devour its feast, ;

95-100 Depressive: The PC is aiways ds- -
pressed and sesing the dark side of things. :
Nothing is bright and cheery in his life,
and things around him that are, are ge-
pressing and utterly disgusting. “Noth- .

_ Lo . 37-45 Personality Swinging: The PC tends

This PC is not what you might cail the fife

ot the party, unless it's a Pessimist Con-

ingis like that for real; it must be artificial.”

vention.

5.7 I
NEUROLOGICAL DISOR-
DER ACCESSORY TABLE

The following is a partial Hst of some
i Neurologicat disorders with percentile rolls
| assignedtothem. However, if the GM wishes
1 to use other disorders, he should feet more
than free to do so. These are just some likely
; possibilities to provide an easy solution to

| the determination of a disorder.

28-36 Epitapsy: The PC is the victim of un-

predictable, uncontroflable seizures.

-Some stimuli may be more likely to in-

troguce a seizure than others (e.q., hy-
perventilation).

tojump from one mood to another without
warning orreason, Onemoment he might
be severely depressedandthe next, elated.
Such moods may last minutes or hours,
although they might be brought about by
a situation suggesting a particular mood.

46-54 Nervous Twitches: Under any situa-

tion of emotional discomfort (nervous,
angry, afraid, excited, efc.) there are
nervous twitches of hands, face, e16. #is
so annoying thatitleaves the PC at-20for
maneuvers.

§5-63 Stuttering: During situations of even

mitg emotionat discomfort, the PC is af-

would be Don Quixete, who lived in his
own wortd of knights and chivalry.)
53-60 Sadistic: One of the less liked charac-
ters, this guy pulled wings off flies as a
kid, and probably stili fries insects witha |

from causing pain to others.

61-68 Masochistic: The PC with this con- -
dition derives pleasure out of being abused :
physically. Pain is a form of excitement :

Gratification may also be -

derived from being offended, dominated, °

and arousal.

or gven mistraated in some manner.

67-72 Ohsessive: This PC becomes cam-
pletely invoived with matters athand. For :

example, if sent ona mission, the mission

becomes his reason for kving. Nothing :
else beyand the obsession has any reat
Once one obsession is :
completed, then it it replaced with a new :

importance.

one. {t shouid be noted that obsessions :
are haphazard, they will have some :

meaning to the character taken by them.
73-80 Kleptomania: The PC is excited by :
stealing. Sometimes the PC might notbe -
aware that he has stolen an item until a :
{e.g., Lisa, after isaving a :
fewsiry store, finds a pair of earrings in :
her packet. Not sure exactly where they -
came from, and although they are kind of :

fater time.

ugly, she decides to hang onto them.)

81-88 Incorrigible Liar: The most difficult
thing to do is tell the truth. Even telling :
simple stories ends up as sxaggerated :

ridiculous tates.

89-94 Possessive: This guy fakes the words -
stingy and selfishas compliments. What's :
his is his only, so hands off! Sharing is :
not a two-way street. The trait is carried |

over 1o alithings, whether they are mates,
materiat belongings or maybe evenrights.

[ NEUROLOGICAL DISORDER
ACCESSORY TABLE

' ROLL  RESULT

magnitying glass. Allof his theills come  01-09 Touratte Syndrome: Actually based

on a genetic problem, this disorder is a
very serious problem. Its victims show
multiple “tics” which persist for one or
more years. The first to appear are un-
controliabletacial tics, whichieadto verbal
tics consisting of grunting, shouting,
barking, etc. Thereisabsolutely nocontrof
over what is dons, and no reason behind
it. Acomman symptom is uncontrolfable
obscene speech.

10-18 Stow Learner: The PC suffers a severs

learning disabllity, and as a result much
spend an additional development point
for each skill developed during a devel-
opment period.

: 19-27 Huntington’s Disease: This disorder

consists of irregular, invotuntary, and
compietely uncontrotiatle movements of
the extremities and face. There are two
types of HD, Westphal type and Adult-
onset HD. Westphal is a juvenile type
which occurs during the first 20 years of
life and consists of siow movements with
2 loss of coordination, seizures, and
mental retardation. Aduit-onset HD
manifests itself in the fourth or fifth de-
cades of life. M consists of fast tremors
{ratherthan slow}, somefacial grimacing,
twitching, twisting, etc. Thereisafack of
judgement, confusion, frequent tantrums,
and inability 10 concentrats. There is a
progressive loss of brain celis dus to HD
which will fgave the patient more and
more dependent. Eventually death is
brought about by raspiratory tomplica-
tions such as pneumonia.

flicted with a severe stutter. £ven tatking
becomes avery difficult maneuver for the
PC (make an unmodified roH).

64-72 Amnesiac: Under very stressfui con-
ditions, the PC has a tendency to lose all
memory. This may also occur from head
injuries, on a more frequent basis than
the normat person. Such memory loss
may last hours, days or evenweeks inthe
extreme ¢ases.

73-81 Nervous Twitching: During times of
real stress or more severe emotional
discomfort, the PC is afflicted with a
nervous twitch. Because it annoys the
PC, he must act at -10 for all maneuvers.

82-91 Stuttering: Under more stressful
conditions, the PC acquires a stutter which
makes talking a medium gifficully ma-
neuver, (Make an unmodified rolt on the
maneuver char),

92-100 Severe Haadaches: During siress-
ful conditiens, the PC is afflicted with
horritle headaches which render himat -
30 for maneuvers of all types.

5.8 I
PHYSICAL ADDICTION
ACCESSORY TABLE

The following is a list of some possible
physical addicttons for use with the Physical
Addiction Background Option. This is only
list of suggestions and may be useg for
reference, or for getermination of actuat
condition of the PC. However, the GM is
welcome to add to the tist as much as he
desires.



AOLL  RESULT

01-15 Steroids: The PC has an actual physi-
cal addiction to a steraid used to after

proper body development and/or activity.

16-30 Alcohol: The PC has a physical need
foralcohol. Simply put, heis an alcoholic.

31-44 Hallucinogens: The PC has a physical

need for hallucinogenic drugs of a specific
type. The exact form should be deter-
mined by the GM.

45-58 Recreational Drugs: A physical need
for recreational drugs of any type or a

very specific drug. The exact nature of
the drug should be determined by the

GM.

99-72 Speed: The PC has an addictien to
stimulants which the nature of must be
determined by the GM.

73-86 Narcoties: The PC has an addiction to
thase drugs known for dulling the senses
and inducing sleep. The exact drug(s)
should be determined by the GM.

27-100 Psionic Drugs: The PC is addicted to |

Psionic drugs., Whether they are enhanc-
ers, dampeners or shielding drugs, the
exact form of the drug for the PC should
be determined by the GM.

5.9 I
PHYSICAL HANDICAP
ACCESSORY TABLE

The following chart containg seme pos-
sitle handicaps for use with the Physical
Handicap Background Cption. Thisisonlya
partial tisting and may be used for reference
or for determining a PC’s condition. How-
ever, the GM should feel free to use handi-
caps not found on this chart.

Todetermine missing or paralyzed limbs,
roli 1D100.

«01-25 Leftarm

» 26-50 Left leg

= 51-75 Right arm

= 76-100 Right teg

PHYSICAL HANDICAP
ACCESSORY TABLE '

ROLL RESULT

01-08 Quadripiegia: The PC suffers com-
plete paralysis from the naeck down.

09-16 Parapiegia; This PC suffers complete
paralysis from the waist down. The PC is
limited for movement by wheeichairs,
cybernetic framewoerk, arsome ather farm
of artificial movement,

. 17-24 Blindness: The PC is afflicted with

eyes. Make a percentile roll, a score of
01-25 will result in ane eye, and 26-100
will result in both eyes.

25-32 Deatfness: The PC suffers complete
deafness in one or both ears. Make a
percentiie rok, a result of 01-25 will be
one ear and the PC will suffer -50 for
General Perceptionwhere hearing is used.
If the result is 26-100, both ears are
affected.

33-40 Mute: The PC's vocal cords have failed
© to develop properly, and as a result, the

PCis unable to produce any vocal sounds.

41-48 Hunchhaek: The PC is afflicted with an

cause the PC to hunch over.

‘ 49-55 Paralyzed Limb. One ofthe PC's limbs
iscompletely paralyzed and quite useless.
To determine which limb, refer to the
short table at the beginning of the chart.
56-63 Missing Limbs: The PC is missing
two or more limbs. To determine how
many, roll on this small chart.
01-60 Missing 2 limbs
61-80 Missing 3 limbs
91-100 Missing 4 limbs
To determine which timbs are missing,
refer to the short table at the beginning of
this section.

64-71 Missing Limb: The PC has one
missing limb. Todetermine which limbis
missing refer to the short table at the
beginning cf this chart.

72-79 Limp: The PC is afflicted with a limp
which hinders movement from 25-50%.
To calculate the amount of hindrance,
make a percentile roll and calculate that
percent of the difference between 25 and
50. Forexampie,aroll of 50 would result
in approximately 32% loss of movement
rate. (50% of the difference of 25 [50-
25=25]is 12.5, or 12. This added to the
25% base modifier yields a result of 32%
total reduction of movement, Acharacter
with a base movement of 70 will lose 32%

new base movemant is 48.)

80-87 Artificial Brain: The PC has suffered
serious brain damage at scmetime inthe
past. As a result, he has had an artificial

the percentage ofthe brain replaced, make
a percentile roll and divide by 5, with a
minimum result of 5. {i.e. Even i the rol}
is 01, there is still a minimum 5% re-
placement).

88-95 Asthma: At times of over-activity or a
high intensity of emotional turmoit (e.g.,
fear, nervousness, high excitement, etc.)

abnormally curved back which tends to !

ot his speed {32% of 70 = 22, the PC’s

neuratsubstituteimplanted. To determine .

‘ complete blindness in one or both of his |

PHYSICAL ADDICTION
ACCESSORY TABLE

96-100 Blind and Deal: The PG is com-
pletely blind and completely deat.

5.10 I
PSIONIC
ACCESSORY TABLE

The following is a chart for use with the
Psicnic Background Optign. Itis notintended
to be complete, but to provide an array of
possible psionic skills. The GM is welcome
to add new skills which he may feel are mare

- appropriate for a character in his campaign.

For more details on Psionics and the Non-
telepath, refer to that section of this bogok.
This chart contains some likely Psionic
realms with some suggested lists for use in
them. However, if the GM finds some other
speli/psion lists which he feels would be
compatibletothefieids being used, he should
feelfree to incorporate them into that area of

- expertise. However, itisimportant that such

a list be compatible to a high degree.

If the PC refuses to deveiop his psionic
potential, that is his prerogative. However,

. because there is a talent present, there is no

" reasen why the GM cannot play on that.

Although the PG might not be a trug Wild
Talent, there might be a touch of uncontrol-
lable psionic energy within him. Weli, such
things are for the GM to decide.

PSIONIC
ACCESSORY TABLE

" ROLL  RESULT
~ 01-20 Wild Psionic: The PC has skill with 1-

4 different lists, usually of a destructive
fashion. However, the PG has no contral
over the talents he possesses. Onge
these talents have been determined,
consider any lists involved as being
known, mainly since the PG has no con-
trol aver learning or casting them. When
the PC is angered or under a lot of stress,
he is likely to cast a psion subconsciously
{not even knowing he did it, but still
incapacitated whiie doing so). Targets
are typically random, unless very obvious.
The caster usually suffers some sort of
sideeffectfrom casting (e.g., nosebleeds,
nausea, dizziness, etc. refer to the section
Psianics for the Non-psionic). The GMis
to decide what psion is cast (if there are
any to be cast) and at what levelitis done.
Alsg, the Wild Psianic gains Power points
naturally, since he has no controf aver
developing them. Psioni¢ Training may
provide better cantrol and coordination
with the PC’s wild talents. Use the total
rank bonus cf Psionic Trairing to make a
mansuver roll.  Success will indicate

L& |



casting the right psion, or preventing it :

frombeing cast. However, casting witl be :
restricted to ail factors of normal casting :
{e.g., Time requirements, snap casting, :

ievel of psion, etc).

2126 Visions: A minor skill, this provides °

the PC with spontanecus glimpses gbout
& person, item, place, etc. which he
touches.

27-33 Empathy: The PC has a minor skill of
sensing the emgtional state of others in

their presence. Such skill may also carry -
overtoshow a person’s general aignment. :
34-40 Glairvoyance: Intense concentration :
will reveal to the PC the events currently :

Typically the PC must know the location
heis “Tapping” into. However, if he does :
not, it may be considered as 2 difficuit :

static maneuver.

41-46 Cryokinesis: This is a minor ability Ridhg :
! §7-68 Sprectatkinesis: A taient for the ma- :
nipulation of light gives the PC access o | qq. i imating. .
Light Molding from the liusionist Base - o0 Mind Domination: The PG has tal
fists, Light Law from the Magician Base :

lists, and Brilliznce from the Gpen Men-

which provides the PC with the ability to |

create cold and lower temperatures. The
PC should use the Magician Base Spell
List Cold Law from Spelf Law.

47-49 Telepathy: With this ability, the PC
may learn three different lists. Telepathy
from the Field of Alterations, Essence’s
Percepticns from Open Essence Lists
{Spelf Law), and Mind Merge from the
Mentalists Base Lists {(Spell Law) except
that Mind Merges may be done with
anyone,

50-52 Shielding: The PC has the ability to
learn Elemental Shields from the Open
Essence (SpeliLaw}, Shield Masteryfrom
the Closed Essence {Spell Law), and
Mind’s Defense from the Field of Mastery.

53-54 Telekinasis: With this ability, the PC ;
may learn the lists Telekinesis from the :

Field of Alteration, and Telekinesis from
the Closed Mentalist lists {Spelf Law). At
the GM's discretion, similar lists might be
develeped.

95-56 Energelics: The PC may learn lists
involving energy such as Mind intoEnergy
from the Field of Alteration, Dispeting
Ways from the Closed Essence (Spelf
Law), and Psionic Tap from this book.

57-58 Meteorkinesis: The PC may learn lists
involving weather prediction and controt,
such as Wind Law from the Magician
base lists in Spefl L aw, Weather Ways from
OpenChannels in Spelf Law, and Nature's
Way from Animist's base tistsin SpelfLaw.

59-60 Seance: The PC is able to learn fists
invoiving summaning and communicat-
ing with spirits. Some examples are
Summon Dead and Commune from the
Necromancer Base lists in BMC/, and

SpiritHealing and Spirit Mastery from the ;

Shaman Base Lists in AMCIH also.

- 61-82 Mind Control: This ability gives the PC -

psions affecting other minds. This in- ;
cludes lists such as Mind Detection from :
the Field of Visions, Mind Mastery from :
the Closed Mentalism in Spelf Law, and
Mind Control from the Mentalist Base

lists Speff Law.

63-64 Hydrokinesis: The abilityto here gives
the PC seme manipulation skills over
water and liguids. This involves lists
such as Water Law from the Magician
Base lists of Spelf Law, Fluid Destruction
frem the Sorcerer Bass lists in Speif Law,

and Liguid Alteration from the Mystic .

Base lists in Speif Law.

taking place at a specified location. : 65-66 Pryokinesis: This talent gives the PC

lists in Spell Law, Mana Fires from AMCY,
Base tists in RMCIHI.

talist lists, all found in Spelf Law.

69-70 Pracognition: The PC has a talent for
seeing into the future and may develop all
of the Base lists for the Astrologer in Speft
Law.

71-72 Empathic Heater: The PC may de-
veiop ail Heater Base lists found in Spelf
taw. However, he works in the same
manner of taking injuries onto himself to
heal them at an accelerated rate.

73-74 imbedding: This PC may develop ail

Alchemist Base lists in Spelf Law.

75-76 Hlusionism: The PC has a talent for
iHusion and may develop the Hlusionist
base lists from Spelf Law.

the Animist Base lists from Spell Law.

79-80 Empathy Major Ability: The PC has a
stranger Empathicability and may develop :

all of the Mentalist Base lists in Speli Law.
81-82 Field of Visions: The PC may have full
access tathe lists fromthe Field of Visicns
in the Player Book. They should be de-
veloped as any other lists would be.
83-84 Evil Eye: The PG has a nasty capability
which borders on evil. He may develop
powers to a higher degree by developing
the Evil Cleric Base lists from Spslf Law.
85-86 Fletd of Mastery: The PC has open
aceess to ail of the lists found in the Field
of Self Mastery from the Player Book.
87-88 Healing: The PC has the “Healing

Touch” and may develop the Lay Healer :
: 15-16 Ochlophobia: Lots of people make

Base lists found in Spelf Law.

89-90 Tarrakinesis: The PC has a spiritual
tink with the “Essence” of planets. He
may develop all of the Crystal Mage Base
lists from AMCIH, as well as any lists of a
similar nature {e.g., Earth Law from the
Magician Base lists in Spel! Law,
Earthblood's Way from the Arcane Lists
in AMC!, and Earth Mastery from the
Witch Base lists found in RMCIT).

91-92 Field of Alteration: The PC has full
access to all of the lists found in the Field
of Alteration in the Player Book.

93-84 Destruction: The PG has a talent for
destruction and may develop alt of the
Sorcerer Base lists found in Spelf Law.

! : PC - 95-86 Fistd of Control: The PC has fult ac-
power to controt fires and includes fists :

such as Fire Law from the Magician Base

cess 10 afl of the lists found in the Field of
Control in the Plaver Book.

and Fiery Ways from the Crystal Mage 97-98 Etementalist; The PC has a power of

elemental manipulation. He has the ability
to devetop all of the Magician Base fists
found in Spelt Law.

ents of mental influence which borger on
pure evil. He can develog all of the Evil
Memalist Base lists found in Spelf Law.

5.11 I
PHOBIA
ACCESSORY TABLE

The following is & list of some likely phobias
for use with the Phobia Backgreund Op-
tion. This ig by no means a complete list
and may be used for reference or to
determine a PC's phobia condition. The
GM is welcome to add new phobias as he
sees fit.

PHOBIA
ACCESSORY TABLE

77-78 Nature Mastery: The PC has a sort of

.oneness” with nature and may develop : 4492 gatophobia: A pretty serious condi-

ROLL RESULT

tion in which the PC has a fear of opening
his eyes.

03-04 Vestiphobia: The fear of clothing

05-06 Xenophobia: Fear of aliens and
strangers.

07-88 Verbophobia: Communicating be-
comes very difficult when somecne has
this fear of words.

09-10 Narcophobia: Stimulants are prob-
ably a habit for the PC suffering from this
fear of sleep.

11-12 Gynephaobia: The fear of women, the
fairer sex.

13-14 Mysophobia: This fear of germs and
contamination can lead to some drastic
tiving conditicns for the PC.

this PC nervous; this is the fear of crowds.



17-18 Ballistophobia: What's more fright-
ening than bullets? Nothing!

19-20 Anthrophobia: A general fear of
people. | wouldn't call this one irrational.
| sympathize with the PC.

21-22 Botanophobia: The fear of plants.
Unfortunately, there aren't too many
places to hide.

23-24 Decidophobia: The fear of making
decisions. This PC is not the leader type.

25-26 Racial Phobia: The PC has a fear
toward a specific race of his or the GM's
choice.

27-28 Tropophobia: The fear of moving or
giving in to changes in one’s life.

29-30 Probephobia: The fear of anatomical
probes of all kinds (medical probes,
scanners, etc.) involving probing the PC's
body.

31-32 Graviphobia: A difficult fear to live
with, this is the fear of gravity and similar
forces.

33-34 Androphobia: The fear of men.

36-37 Hydrophobia: The PC suffers from a
fear of water.

37-38 Phobophobia: This one is sort of
“deep”. This is the fear of one's own
fears. However, what's better to be afraid
of?

39-40 Tricophobia: The fear of hair. Did you
know that a lot of monsters have hair?
Hair is a good way to identify horrible
creatures. (e.g., The deadly Ultracore of
Pollux is nothing but hair.)

41-42 Zoophobia: The fear of animals. The
guestion is "What is the proper definition
of animal?”.

43-44 Pyrophobia: The fear of fire.

45-46 Bathophobia: The fear of depths. Did
you notice that space is awfully deep, as
well as the ocean, and many holes?

47-48 Algophobia: One of the more under-

standable phobias, this is the fear of pain. |

49-50 Chromophobia: This is the fear of
certain colors. The color to be used for
the PC should be determined by the GM.

51-52 Ergophobia: The fear of work. To
think, they just thought you were lazy!

53-54 Hematophobia: The fear of blood, |

anyone’s included, but especially your
own.

55-56 Entomophobia: The fear of insects
and insect-like creatures. There might
also be specific fears involving insects
(e.g., Apiphobia = bees, Arachniphabia =
fear of spiders, etc. Yes, | know spiders
aren'tinsects, but they're close enough.)

57-58 Claustrophobia: The fear of enclosed

| places.

59-60 Acrophobia: The fear of heights. That's
very understandable; you might fall!

61-62 Astraphobia: Fear of storms, light-
ning, and thunder. When all three come
together, it’s time for sedatives.

63-64 Ceraunophobia: The fear of thunder
and similar sounds. What fool said, “It's

| only angels bowling!"?

65-66 latrophobia: The fear of doctors and
other medical practitioners. Whois better
to fear among the professions?

67-68 Monophobia: The fear of being alone.

69-70 Necrophobia: The fear of dead bod-
ies. Yuk!

| 71-72 Belonephobia: The fear of pins and
| needles, as well as other sharp objects.
It's not fun to get stuck.

73-74 Agoraphaobia: The fear of open places.

75-76 Baccilophobia: The fear of microbes.
Have you noticed that they're everywhere?
In every crack and crevice, infesting the
very food you eat, they even violate your
own body, filling the air in your lungs and
the juices of your digestive system. /s
There No Escape?

77-78 Nyctophobia: The fear of nightand the
dark.

‘ 79-80 Topophobia: The fear of performing
(e.g., stage fright).

81-82 Sophophobia: The fear of learning.
“You learn something new every day." is
not the PC’s favorite quote.

83-84 Pathophobia: The fear of diseases
and their contraction.

|
85-86 Pantophobia: The fear of fears. Rather

ironic, isn't it?

87-88 Thalassophobia: Thefear of the ocean.

89-90 Thanatophobia: The completely un-
derstandable fear of death. Itjust happens
to be more severe than the normal
person's.

91-92 Pediphobia: The fear of children and/
or dolls. They're all monsters anyway.

93-94 Psychrophobia: The fear of the cold.
You know, it gets awfully cold in space.

95-96 Numerophobia: The fear of numbers.
This PC is not a mathematician,

97-98 Cosmophobia: The complete fear of
space and space travel of all kinds.

99-100 Technophobia: The fear of technol-
ogy of all kinds. Technology corrupts,
and scientists are workers of evil for
helping it along.

- 5.12 I
i PHOBIAS AND
HOW THEY WORK

Phobias are fears which someone has
developed toward a specific thing(s). The
reason for a character's phobia may or may
notbe known, butthatinformation s relatively
unimportant as long as the phobia persists.
The first step is to determine the severity of
the PC's phobia. There are several levels of
fear: Mild, Moderate, Severe, Very Severe,
Hellish, and Pure Panic. Each of these levels
represents the difficulty for performing ma-
neuvers in the presence of the fearful con-
dition, and for putting that fear aside for the
moment. To determine a PC’s severity to a
phobia, make a percentile roll and add 30.
Check this with the “Results” column of the
following chart. Once a PC's severity level
has been determined, it will remain the same
under most conditions. It can, under rare
circumstances, either worsen orimprove. |f
atanytime, a fear check is failed by 100+, the
PC's severity level will permanently be
worsened by one level. However, if the fear
check is failed by 100+ (a failure result from
the failure chart) (i.e. 25, 50, 75) for a total
failure of 125-175, the severity will be
worsened by an additional amount as listed
on the chart. (e.g.. if a PC failed a fear check
by 125, his severity level would be worsened
by 2; 1 for failing by 100, and 1 more for the
| additional 25+ failure.)

PHOBIA EFFECTS CHART

Fear
Results Condition Maneuvers Check
01-15  Mild -30 -40
16-30 Moderate -40 -50
31-60  Severe -50 -65
61-75 Very Severe  -65 =75
76-90  Hellish -80 -90
91-100 Pure Panic__ 100 -100

The madifiers from the Phobia Effects
Chart are used when the PC is confronted
with a condition of fear involving his phobia.
If he wishes to attempt to ignore the fear and
go about his business, he must make a Self
Discipline roll. This is done by making a
percentile roll and adding the character’s
SD, and any other modifiers (refer to the
chart) in attempt to result with a total of
| 101+. The PC may attempt to either ignore
| the phobic stimulus or to perform a ma-

neuver. However, once the PC has tried to
ignore it and fails, he cannot attempt to
ignore it again. At least not until he has had
time to find safety and should happen across
the fear again. This reflects the fear over-
coming him while attempting to overcome it
for the time being.



If failure to ignore is more than 25 (i.e.
failure of 25+), the severity should be in-
creased by 1 if possible. If the failure is
greaterthan 50, increase severity by 3 levels.
And if the poor fool fails his SD check by 75+,
just go ahead and add 5 levels. If severity
should happentoincrease beyond Pure Panic
(e.qg., if the PC is Hellish and fails by 50+),
then suffer a Shock critical of an equal se-
verity. (e.g., 3 severity levels higher will be

a type C shock critical).
Total Result Severity Increase
101+ (Success) None
Failure 25+ 1 level
Failure 50+ 3 levels
Failure 75+ 5 levels

In RMCI/, there is a section on handling
fear. | recommend this section for use in
situations involving general fear. For ex-
ample, a PC with Botanophobia (fear of
plants) would use this section when con-
fronting large, drooling, mammalian carni-
vores which haven't eaten for several days,
since these do not resemble plants. How-
ever, the GM might prefer to have the PC's
roll on this chart under all conditions, and
Phobic PC’s must apply any modifiers to
their phobic check. (i.e. Phobic PC’s would
make two fear checks when in conditions
involving their Phobia.)

In RMCI/, there is a section on Handling
Fear. The GM has a number of options for
using these rules.

Option 1: The GM may assign a severity of
fear for any fearful condition and use the
previous chart for Fear checks. A char-
acter suffering a phobia under those
conditions would just have a severity that
much worse than anyone else present
without phobias. This would result in
ignoring the section in RMCIl altogether.

Option 2: The GM may decide to use the
section in RMCI/ for those situations of
general fear. That is, any situation in
which the PC is not suffering a reaction to
the phobia. (e.g., A PC afflicted with
Botanophobia (fear of plants) would use
the RMCII section when confronted with
large, drooling carnivores who haven't
eaten in a while, since these do not nor-
mally resemble plants. However, if the
PC confronted a true Venusian Fly Trap
towering several feet over him and licking
its chops, the PC would use the chart
above for determining fear. (Probably
with modifiers for the plant's carnivorous
nature.)

Option 3: The GM may wish to use the RMC
section for all fear encounters. Phobic
characters mustapply any modifiers from
this to their Phobia check (i.e., Phobic
PCs while confronting their phobia would
make two fear checks, the first in the

RMCII section, the second on the chart
above, using any modifiers incurred from
the first roll.) However, if the PC is not
confronting his phobia, he will only roll
on the RMCII chart.

60
OPTIONAL SKILL/STAT RULES

The optional rules in this section deal with various ways of handling skills, character
statistics, and other factors which affect skill bonuses.

6.1 I
LEVEL BONUSES

Levelbonusesareasimple concept which
allow a character to improve in skills just by
going upinlevelsand having at least one skill
rank developed. Gaining proficiency with
experience is handy and realistic. However,
Level bonuses can get out of hand in certain
situations. When this occurs, it is unfair and
unrealistic. The game is thrown off balance
and may become favored toward a specific
character playing. This only takes away from
the enjoyment of the game.

Example: Brent Harcourt, a recently

turned 10th level Con Artist, has

completed development of one rank
of Cryptology. Thus, he will receive +2
perlevel for his profession. This means
that Brent will receive +5 for his one

Skill rank, and his stat bonus as well.

However, in addition to this, he will

receive +20 as a level bonus because

he is 10th level. This is not fair since

Brent is just learning the skill. The +20

level bonus should be trashed.

The easiest way to handle this situation is
toallowalevel bonus foreach leveladvanced
from the time at which the first skill rank was
purchased. This way, acharacter gains level
bonuses for only those levels in which the
skill was available for the character's use.
Just note the level at which the skill was
developed on the skill page. This is simply
subtracted from the character’s current level
of experience and multiplied by the level
modifier. (In the previous example, Brent
Harcourtwould not receive any level bonuses
until he reached eleventh level.) However,
the GM may feel that starting level bonuses
at the level at which the skill is developed
would be more beneficial. (In this case,
Brent Harcourt would receive +2 at tenth
level since its development is completed at
the time he achieves that level of experience.)

Note: The skill development page has

been remade to provide a more orga-

nized and complete layout. An extra
column (DVP) is included on the page.

The DVP stands for development and
should be marked with the level at
which the skill was developed. This
allows foreasy reference for the deter-
mination of level bonuses.

(Exp Lvl - DVP) x (Level Bonus) =

Total Level Bonus

This might, at first, appear to be just more
record keeping. However, there is very little
involved in keeping track, as long as the DVP
columnisavailable. Thislevel bonus method
is more realistic and will help the game run
smoother for advanced characters develop-
ing new skills in those fields where their
profession receives level bonuses.

6.2 I

A NOTE ON SIMILAR
SKILL CATEGORIES

If you inspect the skill lists under each of
the skill categories, you will find something
which may seem peculiar. Some of the skills
are duplicated in different categories (e.g.,
Genetics is found in both the Medical and
Scientific Categories). These skills are
marked with an asterisk by them. These
level bonuses are not cumulative. Compare
the character's level bonuses in the two
separate categories. The PC will receive the
highest level bonus. The lower level bonus
is to be ignored. This arises because some
skills can easily fall into more than category
and cause specific professions to sufferas a
consequence. With the simple guidelines
explained above, there will be no confusion
as to which level bonus should be used by
the character facing the dilemma. These
duplicated skills are uncommon, but un-
doubtedly you will run across them.

6.3 I

SMOOTHED

STAT BONUSES

Note: First appeared in RMCI.

The standard Space Master stat mods
concentrate at the extremes of the possible
trait ranges; that is, the first +5 mod comes
at 75-84 while the first -5 comes at 15-24.

. (7



All the stats from 25 to 74, over half of the
possible range, are all given amod of 0. The
result is that a character with a 26 stat is no
waorse off than someone with a 70. Such a
distribution approximates a normal popula-
tion distribution for a trait or characteristic.

This section presents a smoothed stat
bonus distribution to allow for a wider vari-
ety of bonuses.

SMOOTHED STAT BONUS CHART

Psion
Temp. Smoothed Development Power
Stat Bonus Points Points
100 +25 10.0 3.0
99 +23 9.8 2.8
98 +21 9.6 2.6
a7 +19 9.4 24
96 +17 92 2.2
95 +15 9.0 2.0
94 +14 8.9 1.9
93 +13 8.8 1.8
92 +12 8.7 157
91 +11 8.6 1.6
90 +10 8.5 1.5
87-89 49 8.2 14
84-86 +8 8.0 1.3
81-83 +7 7.7 1.2
78-80 +6 7.4 1.1
75-77 +5 7.0 1.0
72-74 +4 6.8 0.8
68-71 +3 6.6 0.6
64-67 +2 6.3 0.4
60-63 +1 6.0 0.2
41-59 0 55 0
37-40 -1 5.0 0
33-36 -2 4.8 0
29-32 -3 4.6 0
27-28 -4 4.3 0
25-26 -5 4.0 0
22-24 -6 38 0
19-21 -7 36 0
16-18 -8 33 0
13-15 -9 3.0 0
11-12 -10 2.9 0
10 -1 2.8 0
9 =12 2.7 0
8 -13 2.6 0
7 -14 2.4 0
6 -15 2.2 0
5 -17 2.0 0
4 -19 1.8 0
3 -21 1.6 0
2 -23 1.3 0
1 -25 1.0 0

|
"OPTIONAL PSION RULES

The optional rules in this section deal with various ways of treating the use of psions and

telepathic power.

7|
THE WILD PSIONIC TALENT

The Wild Psionic Talent is an uncontrol-
lable mass of psionic energy. This PC does
not need to develop skill to make use of his
Psionic talents. Rather, the PC needs to skill
in Psionic Training to control his talents. For
best results, the PC should be allowed innate
power points (i.e. natural power points like
the True and Semi Telepaths). The PC should
already know lists, although he may not
know what they consist of (he would know
them subconsciously). Some Wild Psionics
do not realize that they have any telepathic
ability at all! The GM would actually have
control over the PC’s Psionic activity. Typi-
cally a Wild Psionic has Psion lists of a
violent nature (e.g., Pyrotechnics) with which

he can release anger and frustration on |

others. However, the Wild Talent does not
intend to do so, it just happens. (i.e. the GM
determines if the situation calls for psionic
activity and will make appropriate rolls for
casting, results, failures, side effects, etc.)
Inthe case of the Wild Talent, the PC develops
Psionic Training for a different reason, to
control the psionic energy stirring inside of
him. The PC cannot opt to drop control if he
would like to, the skill is strictly to control it
The total skill rank bonus of Psionic Training
isapercent chance to control the energy and
prevent a psion from being cast. If the Wild
Talent PC would like to attempt to control the
wild energy in order to cast a Psion which he
knows he possesses, he may attempt to do
so. The PC must make a percentile roll
adding his total skill rank bonus for Psionic
Training, with one other modifier. The level
of the psion he is attempting to cast must be
multiplied by 5, and this total is subtracted
from the percentile roll made. Ifthe resultis
101+, then he may attempt to cast the psion.
(Don't forget to check the Side Effects chart
even if he fails to control it.)

Example: Trisha has known she was a
Wild Talent since she set fire to her
third grade teacher for sending her to
the corner. She is attempting to cast
the 6th level Firebolt from the list Fire
Law in Spell Law. Her Psionic Train-
ing skill bonus is +60. First she must
attempt to control the wild energy
within her. The Psion itself would be
a modifier of -30 because its level is
multiplied by 5 (6 x 5 = 30). Trisha
rolls an 81 for a total of 111 (81 + 60
-30=111). The total is greater than
101, which means that she may go
ahead and try to cast the psion with all
restrictions for normal casting appli-
cable (e.g., required time, fewerrounds
of preparation, etc.) She must make a
roll for side effects and successful
casting. If she fails casting, then she
also needs to make a roll for Psion
Failure.

However, if someone gets her mad, the
GM might decide that her subconscious
would retaliate. Trisha would first make a
percentile roll for her Psionic Training. Even
if she wanted to let the wild talent go off, she
must make the roll, If she fails (rolls 61+)
then the GM may proceed with rolls to see if
the psion goes off, and what the results of it
are. If sheis successfulincontrolling it, then
it will not go off (although she could attempt
to cast it on her own with another attempt to
control the psionic energy).

Note: When the Wild Psionic energy

overrides the PC's attempt to control

it, there is no modifier for the level of

thespell, (e.g., in the previous example

there was a -30 penalty for the 6th
level spell, that is not applied when the

Wild psion is in control of the PC).



7.2 I
OVERCASTING PSIONS

What happens when a telepath PC wants
to cast a Psion which is a higher level than
himself? Well, as long as he has the power
points, there is no reason why he can't at
least try. This table is used to determine the
increase in the chance of failure while cast-
ing. Subtract the PC's level from the Psion’s
level, and consult the table with the result.
The number from the chart is the increase in
the Failure chance. The PC may reduce this
penalty by a maximum of (20) by taking two
extra rounds of preparation beyond the nor-
mally required three rounds. (i.e. +10 per
round of extra preparation, but only 2 extra
rounds are ever allowed).

OVERCASTING PSION

MODIFICATION CHART

Psion's Level minus Psion Failure
Caster's Level Modifier

1 20

2 25

3 30

4 35

] 40

6 55

7 60

8 65

9 70
10 75
1 90
12 95
13 100
14 105
15 110
16 150
17 155
18 160
19 165
20 170
21+ 200

8o _____________
OPTIONAL COMBAT RULES

The following section includes optional rules for use in Space Mastercombat. The use
of these rules is left solely up to the GM. [f the GM feels that such rules will not work well

in his game, or if he feels they are unrealistic, then by all means opt not to use them.

8.1 I
THE CALLED SHOT

One of the most common complaints
encountered with Space Master is the di-
lemma of a called shot. Many characters
have a tendency to aim for a specific portion
of the body and expect to hit it, as opposed
to whatever a critical result might specify.
Actually, it would not be too difficult to apply
the results of a critical to another body
location, at least generally speaking. How-
ever, with calling shots comes a greater
degree of difficulty. It is suggested that for
a general region of the body (e.q., head,
chest, abdomen, arm, leg, etc.) the firing PC
be at -50 for the called shot. For a specific
portion of a general region (e.qg., forehead,
forearm, shoulder, thigh, foot, hand, etc.)
the PC should attack at -75. For a very
specificlocation, (suchasthe left eye, thumb,
navel, heart, big toe, “Right between the
eyes!”, etc.) the PCis aiming for a very small
and very precise location, and should attack

at-100. However, if the PC fires and misses, |

he may have hit the enemy anyway. If the
same roll is applied, without the penalty for
the called shot, but with a -30 for failing the
called shot, and a hit is registered on the
attack chart, that hit is applied to the foe.

Example 1: Erica, armed with an as-
sault laser, is being run down by se-
cret police. She is being pursued by
one officer, whose partneris signalling
inan air backup team. Running down
a back alley, she dives behind a refuse
dump for cover, and faces her pur-
suer. "I'mburninga hole rightthrough
his face.” she says, calling a shotto a
particular region of his head (-75).
She fires on the officer who is wearing
AT 8all over his body, except his head.
His face is completely bare and will be
treated as AT 1. Ericafires, and rolls a
61. She is +60 with her weapon and
receives no modifiers for short range.
However, she does have a +15 com-
puterized laser targeting scope.

Therefore, her total is 136. The called
shot penalty was -75, bringing the
total to 61. Cross-referenced on the
attack chart shows 4 hits and a type A
critical done to the face at AT 1. Next
time I'm sure he will wear a helmet.

Example 2: Now suppose Erica had
rolled something really bad, like say a
32. Her skill of +60 and the scope’s
+15, brings the total to 110. With the
called shot penalty of -75, the total roll
is broughtback downto 32 (acomplete
coincidence, trustme). Cross-indexing
the 32 on the attack chart shows that
she missed. However, this only means
that she missed her called shot, and
not necessarily the entire target. Go
back to the initial attack roll (32) and
add the modifiers (60 and 15) for a
total of 110. Now, because this was a
called shot, and she missed, she suf-
fers a penalty of 30. Because this is
being determined from the results of
the called failure, this attack is versus
the foe's armor type 8 instead of the
armoronaspecificarea. Thetotal 110
-30showsaresultof 80, which results
in 1 hit point of damage on the attack
chart.

The big advantage of attempting a called
shot is that you can go for those areas of the
body which may be covered by a less pro-
tective armor. The only problem is the very
high difficulty level of successfully hitting
the area. Erica wanted to try for the
unarmored face, AT 1, rather than attack the
general AT 8 all over his body. Because with
a called shot, a successful hit is determined
on the column matching the armor covering
that specific body area, rather than whatever
the target is wearing on other parts of the
body. Why should a called shot to head,
against someone wearing a breastplate, at-
tack the breast plate rather than bare skin? It
is more realistic to complete the attack ver-
sus the armor of that spot aimed at.
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| OPTIONAL ARMOR RULES

EXTENDING
SOUL DEPARTURE

Soul departure is ane thing that is abso-

tutely standard. It is the same for every
member of a specific race. Personaily, | feel
that it should vary based on the individual's

physical heatth. By deing it this way, those
characters who make the effort 1o develop -

their body and keep heaithy will not die as

Guickly. This will altow for a littie more © it feet is applicable to his views of en-

realism, and give the character a break, and - o mueance. Every armor which requires a -

just maybe save his life.

The process of extending soul departure
involves adding a number of rounds to the
standard soul departure allotment for the
race based on the character's Body Devel-
opment. Normally, Body Development gdoes
not have a total rank bonus {i.e. Rank bonus
+ Stat bonus + Level bonus + Miscellaneous

bonuses = Total Rank Bonus, Refer to the

Skilt Development sheet.} However, for the
extension process, you must develop a totat
Body Development Rank Bonus, justlike you
would for any other skil. {i.e. Rank bonus +
Stat honus {Constitution} + Leve! bonuses =
Totatbonus). The result is givided by 10 and
rounded down to give the final number. This
is the number of rounds which are io be
added to the Race's standard number of
rounds for sout departure.
Example: Jennifer is a Terran Stan-
dard Human who has developed a
fofai of five ranks in Body Develop-
ment so far. Her Constitution at the
present time is 90, which provides a
stat bonus of +10. Unfortunately, she
does not receive a bonus in Body
Development because she is a Modern
Artist {refer to the Level Bonus Ghart).
Her total bonus in Body Development
is the first thing to be determined. Five
ranks in Body Development is a rank
bonus of +25, and her Constitution
Stat bonus is +10, and there are no
level bonuses, so her total is +35.
Dividing this by 10 vields 3.5 extra
rounds before soul deparfure. The
standard for Terran Humans is 12, so
she now has 15 rounds (12 + 3= 15).

 ARMOR ENCUMBRANCE

Whatis about to be discussed goes against
* rules already laid out in the Player Book.

. However, it is a suggestion which the GM :

- skill in maneuvering to be developed has a -
© maximum and minimum maneuver penally. ¢
+ The goal of the PG is to bring the maneuver

However, if the PC has not fuily developed
Maneuvering in Armar for his armor type,
then he should suffer the conseguences for
wearing thatarmor. If the PC’s maneuvering
penalty reguces his Defensive Bonus below
zero, then that amount should add to the

the PC shoutd not be penalized by reducing
his Quickness below zerg, (Uniess the GM
feels that since the PC selected that particular
armor, he must suffer the consequences).
Exampie: Sam Sabre has decided to
develop skifl in maneuvering for Armor
Tvpe 15 which has a maximum ma-
neuver penafty of -80, and a minimum
of-20, and a Quickness penalty of - 15.
Sam’s Temporary Quickness is a 90,
yielding +10 QU, and he is a Neo-
Human +5 QU, for a total of +15 QU.
The PC's Quickness penally far wearing
type 15armaris -15, for a total QU of
+0, bringing his naturaf DB down to
zero. However, suppose Sam decides
to only develop his armor half way to
fts minimum (i.e. -40 manguvering),
and still wants to wear the armor?
Determine the difference batween the
current maneuver penafty and the
minimum maneuver penaity of wear-
ing the armor. This amount should
alse be subtracted from the PC's
natural DB to reflect his slow and
awkward maneuvering, making him
an easy target.

penalty down as low as possibte, The rules :
found in the Player Book (pg 63 Quickness
| StatBonus/Penalty), state the PC's Quickness
- bonus can never be reduced below zero, -
- when the encumbrance penalty of armor is :
subtracted from it. | agree with this as fong :
as the PC has fully developed his maneu- :
verability in the armor he has chosen. :

|

: foe's attack rofl, but only if the PC has not :

- fully developed the armor maneuverability. -

Although there are situations in which a PC : nhothing else, this might keep some piayers

has developed his armor to its maximum, : frombeing stupid about what type of armor

and the penaity still reduces him below zero, :

The foltowing optionat rules deal with Space Master personal body armor.

9.1 I

With Sam, this amount would be -20,
since the minimum maneuver penaity
for AT 15is -20, and he developed his
maneuverabifity down to -40 (40 - 20
=20). This would effectively reduce
Sam’s DB to -20 and provide his foe
with a +20 bonus to hit him. (Re-
member, his poor maneuver skill has
mage him slow, awkward and very
vuinerable, he's not preparedto dodge
weapons or jump for cover, etc.) The
PC’'s Maneuvering in Armor Stat Bo-
nus may be applied to this (AG/ST).
Sam’'s A is 80 (+6 according to the
Smoothed Stat Chart), and his 5T 93
(+13 according to the Smoothed Stat
Chart), providing an increase of 9.5.
This will increase Sam’s DB from -20
to-11 while wearing histype 15armor,

Although this agds complexity 1o the
combat rules, it dees provide a littie more
realism for those characters who make
themselves vulnerabte ic attack by not
learning to move in their armor before using
it. When you cannot move very well, you are
quite prone versus someone wha can. H

they wear, ang how they develop skilt in it.

9.2 I

INTEGRAL
ARMOR SYSTEMS

This section discusses armor, the differant

© systems which might be found in a suit, and
: what options are avaiiable in armor. First,
| the different features found in many armars
. will be described. Then, the following chart
: will gisplay what is standard equipment in
- gach Armor Type, and what is available in the
i armor beyend standard equipment.

ARMOR SysTem LisTing

Audio Amgplification (External): The ampli-
fication system is basically nothing more
than a buil horn attached to communi-
cator. The basic unit will not actually
amplify the voice, just allow to be audible
outside the environmentatly sealed suit.
More advanced models will amplify the
voice to be heard over long distances.
Some witl come equipped with equalizers
te distort and manipulate the user’s voice
with great flexibility. However, as with
everything eise, the mors advanced the
urit, the more expensive it is.

s



amplification unit is the opposite of the formation storage and retrieval. The size
external unit. Rather than emitting sound, of the compttter will vary from unit to unit

Audio Amplitication (Internal): An internal - ‘ Gomputer System: Simply a system for in-
and shouid be determined when the unit

Automatic Breach Sealant: One of the

it coflects sound and magnifies it for the i

vser. The standard unit has a range of up
to 10x magnification, with a range of
approximately 35 meters. More expen-
sive units might reach 1000 meters and
100x magnification, but are also about |
10x mare costly than the basic¢ system. |
This type of unit taps into the communi- !
cation system on the reception lines, and :
has a small microphons fastenad to the :
heimet, or somewhere onthe uppertorso. |

Astrogation Computer: Very rare in armor,
in fact this is only found in thosa suits of :

powared armor capabie of space flight. /
This computer allows the occupant to *

plot a course of flight, and will guide the
suitalongthe route. This gives the wearer
the opportunity to sleep, or whatever,
white inflight. The computer cannotiand |
the suit, orassistintake off. Also, evasive :
and strategic maneuvers are beyond its :
capability. Such a computar does have :
star charts for reference and coordinate
planning, to find one's Jocation in space
by using the Iocation of stars to plot.

greatest inventions for environmental
suits, this incorporation will automati-
cally sealsmall breaches in the suit, such
as low-caliber butlet holes, smalt rips,
etc., although the gccupant will be ex-
posed for an instant to the outside. If
anything obstructs the seal, the suit will
seal around it (¢.g., an arrow through the
suit would force the suit to seal around :
the perimeter of the shaft protruding from :
the suit. If it were a hollow arrow, the suit
could not seal the inside of the arrow, and
the occupant would be permansntly ex-
posed!) Larger holes and ripstake longer
ta seal. Typically, the rate of sealing is 1
round per 2 square centimeters of hole.
The entire time required for sealing the
occupant is exposed to the outside and
must suffer the conseguences,

Automatic Diagnostics Computer: A small
computer which displays the condition of -

the suit on the inside of the visor in a :
“Head up” manner, Damage to any part :
ofthe suitis immediately displayed where -
the cccupant can see it. This atlews for :
immediate information on all damage tc :

the suit. Damage to the Diagnostics !
computer will not be displayed, but it will

be known when all displays are erased :
from the visor. Some of these units also -
have avocal counterpart which announces :
damage as it occurs. Some of the less :
expensive units have just the vocal an- :

nouncement as the damage oceurs.

Gnmmunicatlons Environmental suits come
with communications systams installed. |
Without them, the occupant would be :
unable to speak with others. The type of |

communication system will vary from

ong suitte another. TachyonBeam Dictor -
is not fikely to be found in most environ- :
The most common are :
microfrequency Moduiation and Laser :
Rig systems used for In-sysiem ¢om- :
munication. The range of such systems -
will vary from unit to unit and should be :
determined by the GM based on the :

mental suits.

aquipment in his campaign.

is purchased/obtained. Smaller suits will
unlikely exceed & Mk 10 computer, while
Power Armor may ge up to 25 or 30

Cryusuppurl Genarator: A bulky piece of

equipment, this device is not found on
standard environmental suits very often.
This equipment is usegd to suspend the
occupant indefinitely in a cryostasis.
Power Armor capable of space travel is
the most likely place to find one of these
units.  In such a situation, it is easily
powered by the Power Armor's own re-
actor. However, if this is incorporated
into & suit, a small reactor must be built
on, or a large collapsible sofar panel
{sometimes termed a Solar Sail). The
Cryosupport Generater is programmed
to automaticatly revive the occupant once
the external conditions are capable of
supporting him. However, there is atime
built into the generator, allowing the PC
to set the length of the cryostasis.

Emergency Backup Lifesuppont: Just as the
name implies, this systemwill {hopefutly)
kick in when damage ogcurs to main
lifesupport to make it inoperable. Sucha
unitwitl only last a short time, typically 1-
3 hours, hopefully enough time to get to
safety or initiate repairs.

Flight Systems: These are only found in
powerad armor and provigde fransport
systems beyond the norm. Included in
this category are space flight, atmo-
spheric, and hydrographic movement.
Refer to Powered Armor in Armored As-
sault.

Fusion Reactors: All environmental suits
need power of some sort. Many make
use of simple power cells. However,
some of the more powerful units require
& fufl reactor on beard. Such a reactor is
not necessarily very 1arge, but anything
short of it would not not power all of the
systems in a fully decked out suit.

Gravitlg Systems: Such a system is used to
assist in movement of bulky and heavy
outfits. This mode of movement allows
the suit to hover just over the surface of
the ground {about 2-5 centimeters). The
PG cannot move any faster than base
movement with a max pace of 5x, while in
this mode. However, exhraustion points
for movement will be cut in half while
using this mode.
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ARMOR ACCESSORY AVAILABILITY CHART

Armor Pwr
Accessory 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 Amr
Audio Amplification (External) NG ) N N TSN B S LTS A BT L AR 0 S0 TR A
Audio Amplification (Internal) iR MR B A G R sl I o LI Rl s il T o FAMN e e o IS I e e
Astrogation Computer N AN NG EN I N N NN N W NN N N N TN NS
Automatic Breach Sealant NN N N N N N N NN O O 0 0O S A N N A A A
Auto-Diagnostics Computer N 0O N NN NNNOO O S 0 0 S A NN S A A
Communications (Microfrequency) N S N N N N N N S S S S 8§ S § 8§ S 8§ § § 8§
(Laser Rig) M0 NN NN N 00 SO N0 Qe =S 008 8 8L 8
(Tachyon Beam D.) NGNS N NN CONEE N, NN NG NN NN NN TN N N D)
Computer System NI NSNS SN N SN0 S e 0 S A VNN AL A A
Cryosupport Generator N O NN N NNNOTOOO OO0 O0OO0ONNUDOU OO
Emergency Backup Lifesupport N O N N N N NN OO S S 0 0 S A N N S A A
Flight Systems NN N N N N N N NN N N N N N N N N N N O
Gravitic Systems DN NN NN TN NN =N NSRS T NN N NN =0 e S
Homing Beacon N ORI NN T SN N S el e RS TS LG R S T R
Homing System (Tracking) e Sech I R g TR OIS GE o TR o R Sl e e S ¢ A - i |
LCD Helmet N NN NN N NN O0OOO0O 0 0O 0 D0 S N N S S5 A
Lifesupport N S N NN NN N SS S A S A A A NN A A A
Mounted Weapons N N NN N N N N NNDNNNNNWNNWNDO O O
Navigation Computer N NG AN S TN N R GO =2 A U e G NN L QRS
Power Systems
Cartridge (Utility) NS NG N NN N TN s B TR R T RO O AN RN
Pack (Utility) N O N NN NNNIOOT O OS S S S N N N N NN
Microfusion Reactor N 0O NN N NNNWOOU OUOOOONNN S S N
Fusion Reactor N N NN N N NN N NNNNNNWNNNUOO S
*Radiation Shielding s R e s ¥ et IR ¢ A TR TS NS it b (1T st ety LA, T 01T LY 4R T
Scanning Systems NN N NN N YNNG ER e N =8 I SN O TR T
Tracking Systems N T NN N SN N T N D SN S Bt T
A — Automatic installation: This means that the purchaser may select any level of advancement for this piece of equipment, and it will come already
installed. However, any higher models will be more expensive, and the GM should decide what the difference in cost will be. [f the PC does not
wish to spend any additional amounts for this system, then the system will come in a standard (basic) form.
N — Not Available: This does not normally come with this equipment. It possibly could be installed in a few cases, but would be at extreme costs.
The PC would probably be better off advancing to another type of armor.
0 — Option: This system does not normally come pre-installed, but can be purchased for the suit and installed with minimal difficulty.
S — Standard Equipment: This equipment is standard for the suit and will always be found in it, unless special attention is put to removing it. This
may or may not be due to safety regulations regarding requirements for environmental suits.
* — Radiation Shielding: This is a number which represents the reduction of Radiation Criticals. Forexample, a 0 means that there are no adjustments
in the critical. However, a 1 would reduce a radiation critical by one level (i.e. a B becomes an A, a C becomes a B, etc.)
Note: 7o determine how many hits of suit of armor has, muitiply the AT by 30 for ATs 1-8, by 40 for ATs 9-12, by 45 for ATs 13-16, and by 55 for ATs
17-20. For each 25% of the total hits of armor lost, the attack will be +15 to hit.

Homing Beacon: A small unit whichemitsa |  expensive units may be carried on a belt = Life Support: This system preforms all of the
signal which can easily be locked on to and are held in the hand while tracking a functions necessary to keep the occupant

and tracked by a tracking system. Such |  beacon. Some thingscan interfere with alive. Theseinclude pressurization, proper
units are common for suits used in an these devices; GMs should use their best thermal regulation. nutrient stores, waste
environment in which one could easily judgement for such circumstances. disposal, breathable atmosphere, etc. The
get lost, or where being lost could easily | LCD Helmet: The Liquid Crystal Helmet may length of lifesupport will vary by model
mean death. (e.g., Doing outside work be acquired for any armor type. If the and the type of armor.

while in orbit could easily result in death armor does not have a helmet, the LCD = Mounted Weapons: These are the weapons
if the PC’s tether snapped, or if the di- Helm may be purchased separately. which are mounted on the outside of a
rectional propulsion unit went haywire.) However, if the armor comes with a hel- suit and may consist of “Heavy” fire-

Homing Beacon Tracking System: Similar met, the LCD Helm must be designed power. These will only be found on the
to radar, this device locks in on homing specifically to replace the natural helmet more advanced armor types, those de-
signals and tracks them. While tracking forthat type of armor. Forall of the details signed for serious combat.

a signal, it displays a relative location in on the LCD Helm, refer to the Combat
reference to the character on the inside of Equipment section of the Equipment De- ‘
the helmet's visor. However, some less scriptions in this manual.
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Navigation Computer: A wonderful device
for those PCs who have a tendency to get
lost. A navigation computer may be pro-
grammed with maps of an area if they are
availabie. Sucha map may then be pro-
jected onto the inside of the helmet's
visor with markings denoting the
character's position, where he has been,
the primary directions of the region, dis-
tances, rate of travel, and time of day.
Such a unit is also capable of estimating
time of arrival, fuel consumption (pro-
vided the informationis programmedinte

the unit), and plot a schedule of travel ifa :

specific destination is to be reached by a
specific time. For the explorer at heart,
this could be a life saver.

Radiation Shielding: Al! armor that rates as
an environmental suit has some level of
radiation shielding. This is only appli-
cableif the suitis environmentally sealed.
The level of shielding is used to reduce
the fevel of Radiation Criticals. For ex-
ample, a suit with level 3 Radiation
Shielding would reduce atype C criticat to
na criticals at all, and a type D critical
would be reduced to an A critical.

Scanning Systems: This is the basic scan-
ner built into the suit. information col-
lected by the scanneris displayed visually
on the inside of the visor. The range of
such a small unit is usually limited te no
more than 100 meters (and that’s giving
iteveryleniency!) Suchadevice doesnot
have all the capabilities of a multiscanner
which is larger and mare sensitive. The
armor's scanning system can sense
power emanations, motion, radiation, efc.,
butis stili basic. (None of this “There are
four humanoigs appreaching from the
North, two of which are blondes, with

green eyes, and the others are brunettes |

with brown eyes. One is female, and
three are male. The Brunette male is
suffering froma slight bronchial infection
causing some abnormal breathing
rates...” Which some people might get
away with ona multi scanner. Know what
[ mean?) Keep it to the basics, and it will
be about as accurate as it should be.

Tracking System: Unlike the Homing Bea-
con Tracking system, this does notinvolve

a transmitted signal. This system is ca-

pable of logking in on mation, air distur-
hances, sounds, and in deluxe models,
even radiation can be tracked. This unit
has a range of 1000 meters, as lang as it

is in an open area. The unit cannot track
through walls and the like. 1t could tell if -

it was coming through the wall, soto say,
but not anything else {unless the other
side i found). This will not provide a
bonus to hit with weapons, stc.

100 ____________________
MISCELLANEOUS OPTIONAL RULES

This following section details several different rule subsections and provides GMs with
various ways of handling common (and net-so-comman} game situations.

10. 1 I
BASIC
INTERSTELLAR LAWS

From planet to planet, faws are found to
vary dramatically as well as do entire judicial
systems. Planets are pretty much able to
use any method of law which the ruling
government deems as functional to a satis-
factory level. However, the space between
these systems is left without proper au-
thorities to create a structurs of law. Without
steliar law, the cosmos becomes a complete
free zone to terrorize and il without threat
of consequences for one’s actions. The job
of intersteliar authority is feft up to the
Imperium. The following section is devoted
to scme of the basic laws which are likely to
be enforced throughout the cosmos by all
off-world authorities. This is only a partial
listing, and the GM is advised to add any new
laws which he feels are appropriate to space
travel.

1) All pilcts operating a space craft must be .

properly certified to pilot the craft in
guestion in the manner it is being used.
{8.0., Aship carrying cargo must be piloted
by a PC certified to pilot that craft and
authorized to transpert cargo.) 1)

2) All operational craft must have visibie
identification numbers present on the
hull in a position of unobstructed view,

(8]

i 3} It is illegal to have falsified identification -
numbers present on any space craft. [1]

4} All space craft in use must be kept in
proper working order to prevent safety
hazards which may endanger the crew,
occupants, or innocent bystanders.
{Proper warking order is specified by
safety limitations to be setbythe GM). {1]

5) A craft may only be registered under ane
Homeworld authority at any time.
Homeworld registration may altered, but
only after proper data has been processed

and new registration papers issued to the -
owner. Until new registration papers are

received, the ship is still considered to be
registered under the previous Homeworid.
{Such data processing typically takes 2-5
weeks.) [*]

: 6) Any derelict space craft found in space
devoid of intelfligent life may be claimed
by the discoverer. The claimee becomes
the owner of said craft and will retain all
salvage rights. If however, the claimee is
warking for a corporation while making
the find, the cratt becomss the property
of the carporation employing him. Said
corporation wilt then retain ali salvage
rights for the craft in question. Violation
of one’s legal claim is Pirating. [¥)

| 7}Ashipin space is bound by the laws of the
culture that it is registered under. How-
ever, when planetside, the craft is bound
by the iaws of the planet. {Said ships may
not be used as an embassy of the
Homeworld, unless the planet's law
specify otherwise.) [¥]

8) Distress signals are prohibited from use
unlessan actuat emergency situation is at
hand. An emergency is classified as any
situation inwhich life {intefligent life) is in
danger of harm. An emergency may be
extended to protect non-intelligentiife or
inanimate ohjects of great value. (Sucha
decision should be made by the GM.) [1]

9) Space travelers must always respond to
distress signals. NO EXCEPTIONS. Ifthe
craft is already in process responding to
a different distress signal, it must remain
in pasiticn until a secondary craft may be
signalled to come to its aid. At sucha
time, the two craft may decide among
themselves who is to progeed to which
location. Once this is decided, the craft
must proceed with all haste. (Stalling to
make a decision on who is to proceed
where is considered a vialation of this
law.) [¥]

10) All cargo transported on a craft must be

properly logged. Alt data caoncerning
cargo must be easily available from the
pilot in case authorities require infor-
mation regarding it. {*]
Note: Anycargo not properly recorded
on the manifests may be considered
as smuggling. If smuggling is not
considered to be the reason for
manifests being improper, the pun-
ishient is limited to only a fine.

I :
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11) lllegal contraband is any material being
transported which is determined tc be

illegal by sither the planet/culture being -

transported to or from, or both. [f such
materials are being stored on a craft
which is being repaired, stored, parked,
impounded, etc. on a planet where such
materials are illegal, it hecomes illegal
contraband {unless thgse authorities had
detained the craft from transport of the
cargataandfrom places of proper legality,
or if an emergency situation had forced
the craft down.) [*]

12) Any cargo which requires specialized

procedures for transport (usually haz- |

ardous materials) reguire the pilot to be
issued a specialize certification for han-
dling the materiais in question. Such
materials may not be transported by
someene without suchalicense, no maiter
what Homeworld the ship is registered
under. [1]

13) Any attack on a space craft is illegal,

uniess performed in self defense. (An
attack is defined as any physical assauit
orsabotage inflicted ona craft orits crew.
This inciudes any situation in which a
crewmember of another craft is on board
as a guest or with the intent to commit
injury.) [*]
Example: /n the case of the Black
Nova encountering the Fluttering
Butterfly, one of the Butterfly’s crew
toarded the Nova with the intent fo
sabotage the engings fo render the
craft dead in space. in the meantime,
the Nova's first officer had been invited
to the Butterfly in good friendship.
Once aboard, he was taken hostage
and incarcerated in the brig, This was
two separate and planned attacks
against the Nova.

If the saboteur had not committed sabo-
tage, it could still be considered an attack
because he had boarded the craft secretly
with bad intentions. If he had beeninvited on
board, (and was planning sabetage) and had
not committed the act, it would not be con-
sidered anattack anhis part. Thinking isane
thing, daing is another.

It the Nova's first officer had assaulted
one of the crew without provocation after
boarding the Butterfly, then that toc would
have been ciassified as an attack, unless the
Nava's crew had no knowledge of his in-
tentions.

IN Summary
These laws are mainly nothing more than

guidelines and may be added to as the GM |

seesfit. The punishments for breaking these
laws are bound to vary hased on criminat
records of the subject, severity of the taw
break, region of space, etc. However, each

. law has a symbel denating it which may be

referred to for some likely punishments.
§ Fine — 10 be determined by the GM

¥ Fine and/or Imprisonment — both to be
determined by the GM

: t Fine and/er Impoundment — details of

which to determined by the GM
* Fine and/or Imprisonmsnt and/or Im-

pounding —the details of which aretobe

determined by the GM

Note: /mpounding may be the craft,
cargo, or both, based on the situation
at hang.

10.2 N
TELEPORTERS
(THE INS AND OUTS)

Many fantastic ideas have been given

birth through the universe of science fiction. -

Many from the old comic strips have already |

come to be realin ourtime. However, one of
the mostintriguing conceptsto cometo light

is the teleporter. Unfortunately, if this in-

vention is taken for granted, it can seriously
unbalance the game. After all, who says that
it will always function? What happens if it

doesn’t work? How severe are the conse- |

quences of a mishap? Such questions are
boundtocome up when using such a device,
This sectien will attempt to provide infor-

~mation to develop the teleporter into a

playabie and interesting mode of transport.
It will also try to point cut some of the
dangers of using such travel so the PCs will

not jump into a teleporter without some !

guestions of thair gwn.

First it is important to understand what
the teleporter is. Basically, itis nothing more

- than a means of transport. However, it is

designed primarily for long range, uninter-
rupted transmissions within a planet's gen-
eral area. That s, it would not be used fora
reguiartravel route from planetto planet due
to excessive range. However, it would be

to receive and transmit the signal along its
length to a specific site — an interstelfar
subway of sorts. Nor would teleporters be
used to travel through large quantities of
materials such as asteroids, miles of earth,
etc. Mare buildings are insignificant. Like-
wise, one does not hop into the teleporter to
travet from one part of the ship 1o another
(unless of course, the PC is suicidal).
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The teleporter consists of five main sec-
tions: the platform, energizer, stage, booth,
and console. Each portion consists of mui-
titude of smaller components, mostly elec-
trical. The platform is that portion which the
subject is oriented to and from. Typically,

: r _U€ ., each living subject has a single platform te
possible to use a chain of booster sateliites -

themselvesforsafety's sake. Largeinanimate
obiects teleported with live subjects should
always be provided with aseparate platform.
As long as the teleporter has a number of
platforms equaltoor greater thanthe number
of subjects being teleported, there will be no
penalties for multiple subject teieportation.




(For example: A teleporter with three plat- -

forms can transport three people simulta-

neousty without penaities for doing so. Four

10 six people may be teleporied simulta-
necusly with penaities for one additional
person/ohject [two people per platform],
Cr, sach multiple of the number of platforms
equal to the subjects is considered one ad-
ditional subject.) The piatform appearsasa
disc on which the subject is placed when
departing the teleporter, and appears on
when arriving in the tefeporter. On the
ceiling directly above the platform is another
disc which is termed the energizer. The
energizer is the portion of the teleporter
which emits the energy required to atomize
the subject (the resulting energy form being
absorbed Dy the platform).

The floor of the teleporter is termed as the
stage and provides a non-conductive and
non-polarized insutation betwsen the plat-
forms and the normal floor.

Without a -

proper stage, the energized form of the .
subject would gissipate through any cen- :
ductive molecules inthe fioor, orintermingle :
with the piatforms, or some of both. Either :
way, there would be ne semblance ot the
criginal form on the receiving end of trans-
mission, if anything at all. The beoth is the -
term applied to the walls surrounding the -

stage on most of the perimeter, like an - yajanorters is that there are afarge number of

alcove. tis not uncommon for the booth o © factors which interfere with their perfor-

consist of a sliding partition to completely -

surround the stage and shield the operator © energy disturbances suchas magnetic fields,

from particle bombardment (a condition : etectricatstorms, force fields, barrier shigids,

harmiess to the subject, but long term ex- - ars There are other factors:range, multiple

poesure may cause radiation sickness in the : subjects, obstructing materials, etc. aiso

gperator). Some units substitute a force
field for the partition, while lower budget
units provide no barrier at all. The fifth main

piece of the teleporter is the console. ThiS : raatize this and not be wiliing to trust his

portion typicaily stands two 10 three meters motecutar makeup to iust anyone. The GM

in front of the stage, providing a complete

and unobstructed view of it. The console © gperation, If 5o, the licensed PC should be at

This energy form is then coliected and :
* transmitted in a fashion similar to radio :
' : for short range transport (e.g., from the
- teleporter section of a starship to the engi-
mission ig imterpreted back into its originat :
atomic angd molecular structure to becoms :
the original matter. When transmitting a :
subject from a location int the teleporter, :
the process works virtually in the same :
fashion, just pulling the transmission back :
into itselt as opposed to sending it out. :
However, in every instance, a transmission :
: becomes shorter. The following listing is
© usedtodetermine the difficulty ofteleporting
: within the antifocus.
: from the teleporter as & percentage of the
- antifoous radius.

;o Nearest 1% = -100

. 2-5% = -50

:*B810% =-35

*11-20% = -20

D w21-40% = -20

© 8 41-60% = -15

- *61-80% =-10

i+ 81-100% = -5

waves, to a predetermined and scanned
destination. Upon arrivai the energy trans-

must go directly through the transporter,
Exampie: While doing a routine inves-
tigation of some alien mourtain ffora,
Hefena spies what appears to be ruins
in the distance. With a cliff beneath
her feet, and several mifes betwesn
her and the ruins, she opts to tefeport
there. (She obviously has faith in the
operator.) However, inordertoteleport
to the ruins, she must first tefeport to
the main platform in her ship and then
teleport down to the ruins to begin
exploring. It may not be necessary to
complete the formation at the main
platform, but all of the transmission
must be collected there before being
routed to new coordinates.

One of the sericus problems with

mance. Primarily, these factors include

. can interfere with proper transmission. Itis
- pot uncommaon for factors 1o add up quickly
: to realty cause problems. The PC should

. might wish to require a license for teleporter

proviges all of the controls and scanners for :
plotting coordinates and maintaining trans- :

mission. Basicalty speaking, the conscie s : kee ;
: 2 "> keepieleporters from being taken for granted,
the central processing unit for the entirg - they have been designed as a fairly uncom-

device. When properly maintained, ail five
portions of the machine will operate togsther
to properly transmit material forms across

tocation.

One might desire some information on
how the teleporter works. Well, it is a very
complex process, but it will be described in

thoroughly, down to the genetic tevel, and
the data stored in the computer system for
reference, The teleporter then transforms
the matter of the target info energy by
breaking the molecular bonds ang the atomic
bonds of the molecules themselves.

least +30 for Teleporter Operations.
it should be reatized that in an attempt to

: mon means of franspert (possibly even ex-
© perimentat tachnclogy). In fact, they are an

. uncommon sight because they are so ex-

spaceas energy, andthen reform itatanother pensive. Many people preferto use alternate :

- modes of transportation overthe “shotinthe : termine the penalty for teleporting through

- dark” method of the teleporter. Of course,

- than +20 is not recommended.

s |

Of the modifiers, range is one of the mare
complicated. The teleporter is not designed

nesring section). it is suggested that the
teleporter shotild have an antifocus radius of
5 kitometers. (That would be an area of
effect around the teteporter that, because it
is such short range, the unit has difficuty
coordinating itself properly.} Teleporting to
coordinates within the antifocus is not im-
possible, just maore gifficult as the distance

It refers to distance

Suchmodifiers wiil hetp prevent teleporter

. abuse, at least after the first mishap. Onthe
. other hand, we have to determine just how

far ateleporter can reach. Thetrue nature of
the capable range is left up to the GM.
However, it is suggested that is should be
approximately equal to amaximum standard
orbit.

The other factor which will probably he
the most common problem encounterad wilt
be energy barriers. These include forge
fields, defector shields, velocity shields,
barrier shields, etc. Theamount of Defensive
Bonus proviged by such a shield {as iong as
it envelops the target) is the penalty for
transporting the subject. Other energy
concentrations and disruptions cause inter-
ference. Electrical storms, fon storms, Mag-
netic fields, etc. cause varying degrees of
difficulty based on their severity. On the
other hang, the defensive shietds of vehicles
provide agreater chalienge. Vehicular shields
are more powerful since they have to be able
to defend against heavy artillery, The DB of
vehicular shields from Armored Assauftang
Star Strike should be multiplied dy 5 to de-

: © the shields,
© such a quote only comes out of experience. :

, : . However, if the GM feels that such technol- :

simple terms. The target is scanned Very - oqy is more comman in his universe, it is
" suggested to incorporate “quality” :
teleporters. That is, a teleporter which pro- :
vides a performance bonus due toits superior :
construction {e.g., +20 fo rolls on the :

Teleporter Resuits chart). Anything greater -



However, when teleporting through ve-

rolts. The firstrotlis to property lock onto the
subjact. Once thatis completed, the second
rolt is made to actually determine the results
of the teteportation. Where the first rotl need

- 10.3 I

hicular shields, the operator must make two

only result with atotal of 101+, the secondis :

checked on the Teleporier resuits chart.
However, if the subject is being teleported
from the teleporier, through the shisids o
the far side, the results are determined with

Chart.

Exampie: A small ship with a +15
shield is motioniess in space just
outside the antifocus rangs of the
teleporter. The shiglds ofthis craft will
provigea-75 penalty (5x 15=75). To
successfully teleport the pilot off of
the craft, the operator must first make
a Tefeporter Operations roll at -75.
Once that is successful (a result of
107+), then the operator must make a
second rofiat-75, checking the resuilts
on the Teleporter Results Chart,
However, if the the operator is at-
tempting to teleport someong efse on
board the craft directly through the
shields, then a single roll is made at -
75, and the resutt is checked on the
Teleporter Results Chart. Nofe: The
second rofl is onfy used when dealing
with high power shields such as ve-
hicularorcity shields. Personalenergy
shieids are resoived in the same
manner as subjects without shields
(with a singte rolf}.

One also should realize that anything that
results from a mishap of the teleporter is
absolutely irreversible. if a PC or an object
is lost during teleportation, it is gone for
goed. it has been transformed intc pure
energy and dissipated through the space
hetween the origin and destination,

Ancther reason why teleporters are un-
commonis the extreme cost of constructing

one. The cost of having a teléporter bUiltis - Time Barrier. However, a variant mode in

. which the PC may take over the body of an :

- innocent bystander might be available (GM : > . .
 discretion). Although such activity can se- - :"Ohr:gg tt';eirﬁtésa”gm"?ér Tgrspuéci?\fese,%“g‘;
© riously disrupt the time line depending on P SIMpier persp ’
- who the dominated individual is. Apparition future does not exist until it has been created
- Travelis the one mede of temporal exploring : gg.a;é?‘g';;g;r';‘_,ﬁf?ni’gsi?s‘ D;ﬁttmfméﬁtr’ ﬁg
- whichis not restricted by the Laws of Identity. : O o 1S past, Ot

-~ This mode involves traveiling as an appari- - fl_qtufe. hTherefcre, it Pti exists *E At;so#ute
tion through the time periods of choice, | | 'Ve: NE cannot travel into the future.

approximately ten million Elmonits (aithough
variations of the standard can reduce the
cost significantly). Every time the antifocus
radius is doubted, the cost may be reduced
by one millien Elmonits, and i money were
really scarce, the cost could be cut in half by
making the instruments doubly sensitive
{i.e. penalties due to outside influences are
doubled). If the builder wishes to build
separatetransport plates for sending multiple

subjects without requiring penaities for do-  warld of that time, and it cannot mteractw:th

ing so, the cest is increased by 25% for each
additional plate.

TEMPORAL
ADVENTURING

One of the most exciting formats for
adventure is the possibility of travetling

would dare to chaflenge the power of such a
person? That is, uniess they had simitar

. . capabilities. However, there are certain limits
asingle rott checked onthe Teteporter Resuits o such power, and even different forms. fotravelback
: Those who dare to bend such limitations witl : T, ' ,
 most often end up lost to the continuum Time, he must then travel 10 years inte the

- forever.

. Travel.
: some more than others.

Firstof all, the differant forms of temporal
travel will be observed. With an under-
standing of the different types of travel, it

ditferent modes include Past Limited Ex-
cursions, True Free Travel, Ancestral Domi-
nance, Apparition Travel, and Penduium

: modes may be available together on the
. same ynit, while other units will be limited to :

a single mode. Such restrictions for equib- * intg 3 time Joop.)

ment must be determined by the GM.

Past limited excursions are those trips in |

However, the PC could interact with other
apparition traveliers, Such travel is the saf-

I gstform of time travel, and can only be used
- for observation, Therefore, the time line
- cannot be threatened. Pendulum travel is
- named after the pendulum of the clock. The

: X 3 - PC using this mode of travel must journey
- through time. The ability to mold the future : ;

. , - equal and opposite amounts of time oppo-
and the past at your own discretion. Wha " site his destination.

This must then be

- followed by diminishing steps back and forth
- to return to Home Time {e.¢., A PC decides

- totravel backintime 10years, and stay there

In order to return to Home

future, and stay there for 1 hour. This would
be foltowed by a trip into the past of perhaps
§ years into the past and future, and then &
years past and future, etc. untif Home Time

- is finally reached in the same manner as a
. might be atittle easier to understand some of y

- thenaturaliaws oftemporal tampering. These

pendulum eventually swings to a stop.
However, one should note that such small
trips must be done apparition style so as not
to break the Law of tdentity. Much larger

' hops might diminish at such a rate as not to

Each form has its own limitations, : inverfere with the Laws of Identity. However,

Some of these - going numercus separate trips of this sort

- for long stays will have an increased chance

: which the PC can only go backward in time. :
- However, the PC will always be able to travel -
- forward to return 10 Home Time {but never :

beyond home time),

Such travel is alsc :

limited by the Laws of Temporal Identity, as |

are most forms of time travel. True Free
Temporal Travel is the abitity to travel both
inte the past and the future. However, thisis

unigue form of travel, and consists of faking
over the body of an ancestor or a descendant
inthe appropriate fime period. This modais

rare and not the preferred mods of time ? beyond. The future of Absolute Time must

adventuring. if the PC has descendants, he

©pannot travel into the future towards the

of igentity breach, throwing the character

Note: /n the preceding 10 vear ex-
ample, the entire trip would probably
take about 10 hours (five trips forward
and five trips back for ang hour gach,
a totaf of 10 hours).

What about time itself? How does it
work? Well, this will be discussed after
some basic terms are defined. First of all,
there is the concept of Home Time. That is

P ; ; ; t the time which a PG is from. The PG must
. limited by the Time Barrier, after which there : X
is no future. Ancestral Dominance isarather . 4Ways return to Home Time to resume a

normal existence. Absoiute Time is the time
frame from which all other time must be
goordinated with. Thatwould bethevanguard
of time, that from which there is no future

© he created by allowing time to pass and
: letting the Absclute Time progtess on its

. However, the PC cannot interact with the |

- him.

if the builders wish to :

gecrease the antifocus radius, then the cost :
is ingreased by 50% for each time the radius -

is reduced by 25% of the current standing.

: normal route. The Temporat Barrier repre-

sents the very edge of Absolute Time, after
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: Whether or not the PC is in Absolute Time
- should be determined by the GM. However,
: Absolute Time may vary from one unit to ¢
- another, as opposed to True Absolute Time,
- {e.g., Suppose one time machine can only
- trave! backwards in time. Technically, this
- machine has an Absolute Time ofthe present -
: Home Time. A machine capabte of pastand :
- future travel would be limited by the True
. Absolute Time), This causes a problem by

\ making Absolute Time very debatable.

© Time in itself is best imagined as a flow-
- ing stream. Along its route are obstructions :
- whichmust be overceme orhavethe stream’s -
1: course altered. There are those svents in :
- history which have a great historical sig- :
. pificance, and may be considered as shallow -
: areas, where altering the streamt’s course :
: becomes easier. On the other hand, there :
- arethoseareas oflittle historical significance -
e=] - whichwould be the deep pools of the stream.
- The wonderfut thing about time is that it :
- tends o heal itself. {fan obstruction is putin :

the stream, it witl flow around it, and even- :
tuatly come back together to continue along -
its proper path. {e.g., if a PC went back and :
killed a significant potitical figure before his :
- time, he would eventually be replaced by :
: someone slse whe would fulfit the same :
- historicat significance. The onty significant
77/ - difference being that events are defayed for :

< - atime. But, if the obstruction is big enough, :
© the stream will spfit into two completely :

. different directions never to come back to- event would be extremely uniikely, but pos-
(1.¢. adifferent history for the same universe). - sible since the natural events had been dis-

Whatis a Time Line? A Time line is a single : fupted. Even an interdimensional escaps to

route 1aken by the timefiow. The problem another time line, where humans were

with Time Lines is that once they have been :

altered, the PG is stuck in the new Time Ling : Gruswold. Now that he is a Lizard, he wil

forever (aithough some interdimensional :

sscapes might be possible to other Time :

Lines. However, there would be no way to : {forks in the stream of the timeflow). The PC

goordinate a return to a specific, desired :

Dimensional travel from one : does histraveling. However, i he breaks the

timeflow to another is very unlikely, but : anad .
never impossible {at least with temporat : the time line that formed as a resuit of his

equipment as opposed to dimensional :

gether. This s the creation of 2 new time ling

Time Line.

gquipment).
Example: There is an old story that
can be used to reflect this rather well.
Or. Gruswold and his assistant had
finally completely their work on a
temporal booth and were eagerto give
it a test run.  The controis were pro-
grammed to send Dr. Gruswold sev-
eral milfion years into the past, long
before man or any semblances were
on Earth. He would remain there for
approximately 5 minutes, and then
return to Home Time. The good doctor
stepped into the booth and vanished.

When the doctor arrived, he found, to
his dismay, a barren, rocky landscape
for as far as he could see. After
walking around for a few minutes, he
kicked aside some rocks and sighed
with disappointment, When he shifted
the rocks, a lizard darted across the
ground to escape. The sudden
movement startled the doctor, butthat
was afl, and he walched the creature
make its escape. “"No big deal!” he
thought, *l saved that lizard that was
buried afive.” Looking at his watch, he
saw that time was up, and he would be
warped back into the booth any sec-
ond. in a flash of iight, he was.

“What's wrong?!” cried out the green,
scaled face of the doctor's assisiant.
“Did something scare you?”

The doctor stared at his green, scale-
covered hands, remembering the hu-
man flesh that had been there only
seconds ago. Such a small single
occurrence had totally altered the en-
tire evolutionary pattern of this
timeline, and there was nothing to be
done tocorrect it. Besides, who would
possibly believe the good doctor if he
tried to expiain that all of the millions
of generations of men were supposed
to be mammals, not reptiles? Afterall,
haven't they aiways been reptiles?

Suchanincredibie alteration from a smalt

mammals, would not help cut hero Dr.

remain that way.
There are an infinite number of time lines,

is in one time line 2nd remains there while he
flow and diverts it, he witl become trapped in

action.
There are some glitches in the timeflow

- which are areas of intense debate (or argu-
- ment, whichever you prefer). These areas
- include what is commaonly referred to as the
- “Grandfather Paradox”, Temporal Identity,
- and Causatity. The Grandfather Paradox is
. theideathatiftime traveler went backintime
- 10 a point before his grandfather met his
- grandmother, and murdered them both, he
. would cause himself not to exist because his
: father/mother was never born. But if he
- never existed, how could he go into the past
: and do away with grandpa and grandma?
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Atruly confusing predicament. Temporal
ldentity is the tamporal law which states that
nothing can be in two places at once. Cau-
sality is the fact of cause being reguired to
determine a result. Each of these concepts
can cause some problems and confusion in
play. Just use your best judgement when
GMing such a situation.

Paranoxes

What ahbout this Grandfather Paradox?
Such confusion over this situation. The GM
may do it however he wishes, but there is
more than ane possible outcome. The most

commaon answer is that nature witl not allow ¢

such a paradox 1o exist. The PG would
ultimately fail in the attempt to kill his own
ancestor, no matter how hard he tried. Al-
though he could bring about his own death
while trying (an ironic working of Mother
Nature). {.¢., Suppose the PC tried to push
Gramps off of a cliff, and at the ias moment,

Grandpa turns around causing the PCto slip -
and fall himselt.) Or perhaps the PC's gun

would jam, or he woutd poison the wrong
plass, etc. Conceivably, the closer he got to
success, the more difficult it would become.,
Simply put, nature will not allow anyone to
alter their own history under any circum-
stances. Although, if the GM feels itis more
appropriate in his universe to allow the PC’s
persenal history alteration to be successtul,
it should wark against the PC in every pos-
sible way. {e.g., Inkilling his cwn grandfa-
ther before his own father is born, the PG
would immediately destroy himself.)

Anather probiem in time travef is termed
the Temporal identity Law. This states that
nothing and no one can be in two places at
the same time. This PC's from traveling in
any time period where he has already visited.
If the PC were to travel to a piace in time
where he had already been, he would take up
from that point, and relive all of those ex-
periences exactly as they had been done
before, up until the point when the PC travets
back to that same moment in time, at which
time he does it alt over again. This appro-
priately called a time loop (a series of events
which the PC will relive over and over again
for eternity, or until another time traveler
helps him cut of his predicament. However,
if there were extremaly unusual circum-
stances which the GM decided would allow
the PC to meet with his identical self, the
energy disruption would be so incredible
that time itself might be permanently dam-
aged, not to mention the universe.

Note: Time Loops might accidentally
be created, but if a PC has the equip-
ment, and the know-how {skill in
Temporal Physics), he coutd construct
a stable time loop for himseff, or per-
haps for someone eise).
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Causality is ancther piece of the time
ligsaw puzzle. Basically, this simply says
. that every event is the result of a cause.
Therefore, it a PC cannot see his way out of
predicament, he could not hop forward in
time to see howto get out of it. Therefore, to
alter a result in history, the traveler must
alter the cause of the result. Justas he could
not hop forward to see a result where there
had been no cause initiated. The traveler's :
future is similar to absolute time, and cannot
be passed up by the character. How can he
check out a future he has not created yet?

All of these circumstancses must be em- -

ployed far truly effective time travel. How-
aver, there may be some Righly advanced
techinologies which develop a limited im-

i munity to Paradox, ldentity, or Causality, but

this is not likely. You might have a better
- chance of breathing vacuum than you do of
l tinding & place 5o advanced.

! Time TRAVELLING AND DEeatH

One |ast thing, the topic of death for time
" travelers. Everyone has atime to die, some
people just don't die in their own time, But,
when a time traveler dies “out of time”, he is
dead for good. Time traveling to prevent the
death will only get the meddlers themselves
in danger. Even if such an attempt was
successful (GM’s option), the effects on the
time flows would be catastrophic. Such
disaster simply rides the universe of dan-
gerous meddiers. Or, itwill rid the meddlers
of the universe. E:ther way, it's not good.

10.4 D

METHODS
OF TIME TRAVEL

One thing is rarely taken into consider-
ation with time travel, that is that time travel
is traveling through time, and has no relation
to the traveler’s location in the universe. 1fa
scientist, working in his iaboratory, travels
1,000 years into the past, he would remainin
the space that will have the laboratory on it,
just 1,000 years in past. To travel in a
- femporal sense and actual distance, there
. must be some sort of dimensional warping
capability built into the device. However,
this is not True dimensional travel, from ong
universe to ancther. Instead, it would be a
very near equivalent to hypershunt, where
~ the vehicle of transport barely touches the

fabric of space. (Unlike the Dimensional
Hopper, where there is n¢ contact with the
material universe for an instant during

withthe device. Referto Dimensional Hopper
inthe Dimensional Equipment section of this

means of transport (temporal or material),

- transport. This removal from “here” is the -
" cause of the molecular distortion associated ;

whether the vehicle is an actual craft, a
stationary warp generator, or even a tem-
porai/dimensional rift (a breach in the fabric
of space}. Whatever is the means of trans-
i port, the GM must determine if it transports
! the traveler to a different material location as
" well as another time, or not.

Itis not uncommon for temporai vehicles
| to also provide material transport (that is,
where time trave! is fairly comman or highly
advanced). Temporal craft may be space
craft, specialized gravitic vehicles, automo-
biles, aircraft, etc. The form of the vehicle is
relatively unimportant, butit must be specially
equipped with necessary equipment to
generate the temparal warping field, How-
ever, the rate of materiaf transpert {i.e. the
time required to mave aver a specific dis-
tance) is limited by the type of transport craft
being used. A stationary warp generator has
no material transport capability. However, a
temporai/dimensienal rift would be able to
go either way (material transport or not).
The problem with rifts is that if you cannot
cause of predict them, they might he a one
way trip. To explain what a rift is, picture
some drawn curtains. The curtains are the
fabric of space. Pull the curtains apart to
look between them, and you have created a
rift (afso called a gate, portal, time/dimen-
. sionaltunnel, efc.). The fabric of spaceis not
- torn, just separated, to allow objects to slip

through. Such a rift may occur anywhere,
and anything couid pass through, as long as
the rift's opening was large enough to pro-
vide entry. Where such a rift goes, if it is
natural or unnatural, or its temporal limita-
tions, would not be able to be determinad
without passing though. However, withgood

~ scanning equipment, the actual size, rate of

opening and closing, patterns of appearance
if observed several times, and distances to
the rift, are some things which might be
determined.

The operation of temporal and dimen-
sional devices is very complex. Todoso, the
PC must develap a skill for the operation of
- such devices. Itis suggested that the same
costs for Teleporter Operations be used, but
as a completely separate skilf, deveioped for
¢ gach specific mode of temporal or dimen-
- gional travel. The repairs of such equipment
may be done under a similar skill developed
at the cost of Teleporter Technology, for
each specific mode of travel. Hawever, to
design, or understand how such vehicles
might work, not only does the PC need the
: technology skiil, but more importantly he
reguires the skill Temporal/Dimensional
Physics far either the Temparal or Dimen-
signal aspect, or perhaps both.

book). Thetermvehicleisinreferencetothe



NEW EQUIPMENT

Science fiction thrives on its gadgetry, as do role piayers of the genre, This saction
provides players with listings and descriptions of new, optionat equipment.

11. 1 I
MEDICAL EQUIPMENT

Here follows a selection of medical gear.

ArmiFiciaL Ears

This miracte of technology provides true
hearing for the deaf, without actual organic
implants, which are extremely costly and
rargty turn out with performance as good.
The Artificial Ears come in a variety of models,
and may be tuned to pick up frequencies of
sound not normaily heard by the “Naked

ear”. The two most common models of :
artificial ears are the audio headset and the :

implant. The audic headset wraps around

the head just above the ears. The frontofit :
has microphones mounteg in it to pick up ;

sound {some units have migrophones on all
sides with directional identifiers). The

headset works by interpreting sounds into |
eiectromagnetic pulses which are focused -

through the skul to stimuiate the hearing
centers of the brain. In this manner, it
creates sound-like stimuti on the cortex, and

the subjectactuatiy hears. Theimplantworks :

in a similar fashion except it uses direct

electricalimpuises onto the cortexto simulate

hearing. Beyondthat, the only real difference
is the size which allow the implants to be
completely concealed within the skull.

AnrniricsaL Eves

Another of the many wonders of modermn
technology, the Anlificial Eyes provide sight :
torthe blind. Like most other devices, these
come i a variety of models. The three most -

common are the Qculars, Visor and the

implants. The Ocuiars appear to be a pairof

heavyweightglasses with opagque lenses with

a granufar surface. The lenses appear
granuiar because they are, in fact, radiation

sensory nets, sensitive 10 standard wave-
lengths found in the spectrum of light ob-
servable by the human eye. The temple of
the glasses locks into specialized neural
interfaces over the ear. The lenses interpret
lightinto computer images and reconsiructs
the images in the user’s cortex. {Such units
are very easily incorporated with infrared

and thermal sensitivity, and often come with -
them at an increase of 20% in the price. The :

cialized neuratinterfaces above each temple.

: provides an easier time 1o incorporate in-
© frared, thermal radiation, and varying other
radiation forms ang energy fields {e.g., X-
rays, magnetic fields, stc.) The visor aiso
provides the user with full 180 degree pe-
ripherat vision (some models even encom-

- vision). The impiants are the most costly of
- the different models and the most imited in
. gcapability, These appear as true eyes anc are

only sensitive to the spectrum visible to the

: is simply that no one would know that the
- eyes are artificial without performing a close
. inspsction or a medical scan.

The oeulars and visors have a range of
specialcapabilities which can beincorporated

into them. As noted earfier, they are both :
sensitive to spectrums beyond normal sight - are nearly depleted.

{or at least they can built to that capability). : Microscopic Meoicar Droio (M.M.D.)

- The vistr hasa wider sensitivity range dusto
the greater surface area and greater range of

- magnification power of 100x. The visers,
becaiuse of their potential to be sensitivetoa
witle variety of radiation and energy fields,
have 3 wider capability. The radiations that
the visor is sensitive to may be used to
ascertain information through method usu-
- ally using radiation bombardment (e.g., X-
ray crystalfography, radiograph stress
analysis of metals, efc.). Visors may even be
designed to give visual representations of

- around him.

CaveGenc STRETCHER
A need for any smergency team. The

normal eye. The advantage of the implants

Cysernenic FRame

This equipment is designed for those
peaple with paralyzed limbs, #tis a complete
network of pieces and joints that fits along
the limbs and provides movement via pow-

' ered servos, The limbs of the cybernetic
) . frame are very fine and can be worn unno-
‘ The greater surface area of the visor's lens :

ticed under clothing. Typicaily these units
are used for more severe cases such as

' paraplegics and quadripiegics, providing

: them with the necessary support and
- movernent to allow normal actions. They
: may walk, dance, run, jump, etc. as long as
. the framewerk is strapped into position.

pass the head to provide full 360 degree

The major problem with such a device is
keeping it powered. The unit operates by
plugging into a specialized neural interface
at the base of the skuli. {This means thatthe
interface may only be used for framework
operation; there are no adapters available
because there is no input into the cortex)
The whele unit is powereg by three power
cells whigh wilt fast for two days. However,
the system does have an emergency backup

" power battery which will fast for 5-8 hours,

visual arcs. Both modeis may besensitiveto |
infrared and thermat radiation, as weil as a :

radio and communications signals around :
: the user. With a visor of full capability, the :
user couid be fully aware of all energy activity

Cryogenic Stretcher is a fittle more than two

meters fong and is one meter wide. There is
a full iength canopy which closes over the

. accupant, sealing himfromthe outside. This :

i sealed environment allows the stretcher to

- better medical facitities may he reached. The

ered by a small reactor, capabie of providing
power for one week before requiring more

plenty of time to recharge power celis that

A marvel of modern technology, the Mi-
cro Medical Droid is the greatest advance-
ment in personal health and medical care.
There are four different models of MMDs,
from the most basic {Type 1) to the mest
sophisticated (Type IV). The best way to
describe this device is as a robotic antibody.
The MMD is a miniscule robetic device ap-
proximately the size of a single red blood
cell. Oftenworking in groups of three to five
per host, they roam the bady freely in search
of materials causing a threat to the system.
Each unit of the group is essential to the
whole, and one being fost wilt render the rest
useless, unable to coordinate themselves
properly. Each MMD has its own power
core, burning glucose in a fashion simitar to
living celis, but producing less waste matter
(therefore they do littie to dirty the system in
which they exist). However, the individual
group members do reguire more glucese

- thanthe average cell. {(Afthough comparisons
- of glucose intake by hosts and non-hosts

shows no significant difference.) The energy

. produced by the power core is used to

put the patient into a cryogenic stasis until :

maneuver the unit and to destroy threaten-

- ing materials.

- unit has Antigrav fifts and handles at the
ends and along the sides, to make transport -

visor, on the other hand, is a single Jens @ €asy as possible. The entire device is pow- |

(radiation sensory net) that reaches from :
one temple to the other, plugging into spe- :

. fuel. The stretcher’s carrying capacity is one |

i patient the size of a large human.
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It is impertant to know how the MMD
actualty works, and what can go wrong with
the device. 1t should be obvious that such a
device, heing implanted in the body, could

pose a serious threat if it were to malfune- .

tion. These units operate on a “Seek and Ye
Shali Fing" basis, at least most of the time.
They maneuver through the body by riding
the blood flow through the arteries and veins,

until a target site is found {a target site being :

a lpcation of injury or infection). Once a
target site has been located, the unit will
resist the Blood's current to remain and
initiate healing procedures. Thisis doneina
pumber of ways. First of all, each unit is
capable of summoning others to its aid, with
the maost severe injury taking precidence
over ail others, Second, the unit has the
abifity to stimulate fibrin production for
ciotting, as well as many specific hormones
{e.g., adrenating, LSH, etc.). Third, these
urits make use of a2 sort of vibration attack,
similar to a sonic disruption to destroy its
targets. The molecules are torn apart and fed
through the unit's core. It becomes obvious
that as fong as the device works properly, the
host witl never need warry about cancers,

if the host falls victim to the MMD under- :
| going Autoimmune Syndrome, he will begin :
- to suffer degenerative symptoms, iflnesses :
- spread and worsen, injuries heal stowly (ifat -
. alt}. Oncethe MMD has suffered the program
- alteration, it cannot be repaired. 1t must be .
- destroyed, which can he accomplishedina |

- number of different ways. The host may be
- kilted. (Although this does rather defeat the

whether tumors are malignant or not.
However, there are some things which can
go wrong with these modern miracies, First :
of all, there is always a chance of losing :

individuals through bleeding wounds (i.e. it
would he washed out in the blood flow). if
this happens, the rest of the members shut
downandare consumed by the body's natural
defenses after zbout a week. However, there

is another possibility, that of autoimmunity, !
That is, the device could turn itself against :

the body as well. Such a thing would only :
occur after the host had been subjected to :

intense radiation, magnetic fietds, etc. which -
would have a percent chance of altering the :
uwit's pregramming. After such an event, |

the host would begin to show degenerative
symptoms: illnesses would become frequent,
infections would spread or worsen, etc. The
chance of the unit beceming lost or repro-
grammed varies from modei to model.

The following is a listing of some sug- :
gested percent chances for autoimmune :

syndrome.
= Energy Field Dampeners — 5%
* Energy Field Disruptors — 15%

*» Radiation exposure — 5% for each tevel of -

Radiation critical
» Magnetic pulse — 35%
» Magnetic Pulse Grenade — 60%

» Electric shock — 5% for each level of
slectricity critical

purpose of destroying the MMD. Because, ;
- after one month of suffering autoimmunity,
- the host will die anyway).
© attemptto Dleed one of the units out, aithough
this is very messy and usuatly doesn’t work .

well. Ifthe host has health insurance, he may
have one of the units surgically removed
{not that health insurance is required for
this, but medical bitls ars murder). The host
may votunteer for radiation bombardment to

+ utterly destroy the device as well s his own |
- DNA. Other than these options, if the hostis
| anighly skilied programmer and can operate |

a medical scanner or microradio-computer,
he could attempt to reprogram the MMD to
shut itself down. This is by far the preferred
way of doing the job. (This is an Extremely
Hard Manguver},

Note: The MMD only affects bodity
injuries {bieeding, broken bones, elc.)
and infections which may lead to se-
rious iinesses (e.g., bacterial and viral
infections) as well as cancerous ifs-
sues. The MMD will have no effect on
those diseases caused by genetic
makeup. True genetic diseases will
remain unaffected by this device {e.g.,
Down's Syndrome, Muscular Dystro-
phy, Sickle Cell, etc.}

Type I: The most basic of the four modeis :
and the least expensive. This mode! has :
a base chance of 5% of blood loss of -
being lost due to bleeding. {e.g., if the ;
host is bleeging at 3 points per round, :
there is a 15% change of losing the MMD
Type |.) This model provides the host :
with +30 RR vs known diseases and -
bacteriai/viral infections, but only +5 vs -
alien forms. Also, the host receives +15 ¢
RR vs Toxins of alf types. The Type 1 is :
capable of reducing blood loss by 1 point :
per five rounds, soifa PC was bleeding at -
three points per round, after fifteen rounds :
the MMD would automatically stop the :
bleeding. However, in the meantime, the !
PC suffers a total of 30 hits from blood
loss (e.g., 3 points x first 5 rds + 2 points -
x second b rnds 1 point x third five rnds

for a totat of 15 + 10 + 5 = 30 points).

The host may -

Inaddition Typetis capable of interacting
with medicat scanners in a simple written
format. This would include only basic
informaticn about the host ang current
condition of any injury. This would give
+10 Medical Diagnostics when scanners
are used.

| Type It The second step up the ladder pro-
© vides simitar service 1o its Type | cousin,
The Type it has only a 3% chance per
point of biood loss of being iost dueto a
bleeding injury. (For exampte, an injury
bleeding at 3 points per round wouid only
have & 9% chance of spitting out the
MMD Type i) The host of the Type It
receives +b0 RR vs diseases and bacte-
rialfviral infections, but only +10 RR vs
alien torms. The host also will be +30 RR
vs all toxins known to man and his allies.
The Type !l has a greater capacity for
stopping blood loss too. For every three
rounds, the unit will stop one peint of
bleeding. For example, for an injury
bleeding at three points per round, the
Type 1l requires a total of 9 rounds to
completely stop the bieeding. However,
the hostioses 18 hits from bleeding while
the unit slows the biood, that is 3 points
x first 3 rounds + 2 points X second 3
rounds + 1 point x third 3 rounds = 18
points. The Type It MMD is also advanced
in its communication ability. This model
is capable of providing written and graphs
for medicat scanners used on the host.
This additional capability provides +20
Medical Diagnostics when scanners are
used.

Type L More or less, this is just an ad-
vancement above the Type 1. This model
onty has a 2% chance of being lost dug to
excessive bleeding per point of bloed
less. {e.g., if a PC is bleeding at three
points per round, there would be 3 6%
chance of losing the device for every
round the blood foss continues). The
host wiil receive a+75 for RR vs ali known
diseases and bacterial/viral infections.
There is alsg a +50 for RR vs alf known
toxins intreduced inte the system. The
unit is also more efficient at slowing
blaod loss than its less sophisticated
models. For every two roungds, the Type
H) MMD wilt stop one point of bleeding
{i.e. for an injury bleeding at ihree points
per round, it will take six rounds until the
unit witl stop the blood flow. Until that
happens, the host will suffer 12 bleeding
hits. 3 points x first 2 rounds + 2 points
xsecond two rounds + 1 point X third two
rounds = 12 points total bieeding hits.) In
agdition, the Type i features advance-
ments in its medical scanner interaction.




This unitis capabie of written data, graphs,

There are several things that can hinder

and simple two-dimensionat computer ; the performance of the neural substitute, but
- there are two problems that are most cem-
will provide a bonus of +30 for Medicat
. capacity. Second, there are energy aftering
- influgnces {e.q., Energy Field Dampeners,

graphics of the damaged area. This unit

Diagnostic skitts when scanners are used
to obtain informaticn on the host,

bleeding, the Type IV will reduce the
bieeding by 1 point. inthe area of megical
scanner communication, nothing exceeds

the Type IV. This model is capable action). Pain becomes nonexistent, and the

transmitting written information, detailed
graphs, high resolution, three-dimen-
sional computer graphics of the target
site, as well as preducing holograms for
scanners with that capabitity. Beyond all
of that, the Type IV is also capable of

predicting the progress of the injury,
developing graphs of the prediction, ang

sorts 1o treat the illness. The Type IV
MMD is the most advanced model on the
market and provides +50 Medical Diag-
nostics skitls when medical scanners are
used.

‘NeuraL SussTiTute

gence", thesNeurat Substitute is technology
atmed at victims of massive brain damage.
This is an extremely intricate network of
microelectronic memory gircuits which are
used to replace lost or damaged portions ot
the central nervous system. The network is
implanted just under the meninges and
surgicaily interfaced directly to the various
portions of the brain. i has been cailed the
Bionic Brain in jest, but the term is gquite
accurate. Performance, personality, and
inteltigence of the patient will remain unaf-
fected by the implant. No one, without
knowing better, will have any idea of its
presence. However, nothing is perfect with

mon, First, thereis the maximum substitution

Type iV: The most advanced modet of the : Disruptors, Magnetic Pulses, etc) The

chance per point of biood loss of losing © B8yond 20%, the patient may be kept alive,

the MMD through an open wound. The : ) e ’
Type IV provides the host with afuil +100 : emotion and loses the insight that is com-
for RR vs known diseases and bacterial/ | Prenension. In many cases, violence comes
virat infections of known origin and +20 : 838 leading 10 the deaths of other people.
vs align forms. Also, It provides a supe- - 21-20% implantation usualiy resuits in a
ricr RR modifier of +70 vs ali known - Slow-thinking person iacking higher com-
toxins introduced to the system. The = Prehension and emotions.
Type 1V is also superior with respect to pilantaticn resuits in an unpredictabie beast-

siowing oss of blood. For every round of - like mentatity with a short temper, showing

but he becomes more and more devoid of

26-30% im-

30% resuits in a compietely unemotional
1o do so (taking no pleasure or regret in the
PG will take twice the normal hits before

going unconscious {at which time he would
automaticaily drop to the proper negative

due o the true incompatibility between man

nature of man, allowing the beast inside to

© magnetic pulse, etc.} Each oftheseinfluences
- will have an affect on the host of varying

A new gpplication for “Artificial Intelll- © degrees. Energy fieid dampeners will typi-

- cally cause a dizziness and lack of coordi-

nation {(-2010 aliactions). Ontheother hand,
energy field disruptors cause severe twitching
all over the PCs body. The character will
drop to the floor and go into convulsions
until the gisruptor is shut off. if the PC
becomes victim to a magnetic pulse, he will
be knocked uncenscious for several hours,
However, if the PG is subject to the more
nowerful effect of a magnetic pulse grenade,
he must make an RR vs the Mk of the
grenade. Failure of 20+ results in the death

of the character, due to massive depolar- :
ization of the substitute. Failure of 1-20 wilt :
resuft in & comatose condition lasting for :
this as no exception. Problems are not several days. However, the success wilt stilt :
uncommon and wreak havec on the host, | vieldunconsciousness Jasting severalhours. :

11.2 I
SURVIVAL EQUIPMENT

With all of the strange and dangerous
worlds Space Masterplayers travel to, they't!
be happy to know there's now at ieast a faw
new pieces of survival gear.

AtmosPHERIC Tent

The Atmospheric Tent is used on those
worids where the atmosphere is tethal orthe
atmosgpheric pressure is at dangerously high

- orlow levels. The tent is a hemisphere with
- double-layered walls, with the emply layer
- between them inflated to provide the shape
- ang support against outside atmosphere,
- without raising the internat pressure to
. dangerous fevels. Inshort, thetentiooks like
: a bubbte within a hubble, These tents come
© anger as an gnly emaotion, Anything above :
: itself, a Compression/Filtration unit, and a
being which will kilt as if it is his very nature :

im a variety of sizes, and consist of the tent

collapsible airlock. Foreachien cubic meters

- of space in the tent, the compression unit
- requires five minutes to pressurize the inside,
. and the megian fayer. Entering and exiting
- through the airlock requires ong minute for
: proper pressurization. Damage to the tent
number of hits). The reason for the out- :
standing presence of violence is felt to be :

does not repair itself, but the tent does come
with a set of emergency patches capable of

: sealing a single rip of up to 3 meters in
and machine. Someeven believethatitisthe :

suggesting medical treatments of various | Machine bringing out the true animalistic -

fength. Afthough, for double the cost, an
autosealing tent could be made available for

- the market.
overthrow the comprehension and control
that is man and his equals. The other major :
. problem is that of energy altering influences :
- {e.g., Energy figld dampeners, disruptors,
i high gravity levels onencampments on large

GRravity RepuLsion FiELb

This device emits an energy field around
characters which will reduce the effects of

planets. Many times, these are considered
standard equipment to be purchased with an
Atmospheric tent for a more complete sur-
vival insurance. The unit affects a radius of
tenmeters or more, depending on howmuch
the PCs wish to spend on the device. The
unit is capable of regucing gravity by one
tenth of its natural state, to approach a
determined standard gravity. The device is

. powered by afusion reactor with cotlapsible
. solar panels for emergency power backup.
* Note: The unit is not able to reduce gravity
. below the standard which it is set for. The
. standard is a non-changable setting on the

main control unit of the cubicat body.
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TEMPORAL/DIMEN-
SIONAL EQUIPMENT

Here are several pieces of gear that di-
mensional travelisrs will find invaluable.

ConsTELLATION CHRONOMETER

This timepiece is ohe of the low budget
modets of Time Travelier's clock. It is not
designed for extreme accuracy, only to give
the user a good idea of the general time
period in which he is located. These devices
are butky and very fragite. The sfightest
impact could cause a misalighment, throw-
ing off the time scale by as much as 1000
years. However, the main mechanism is
suspentled in an antigrav field to prevent this
occurring from mast accidentat jow velocity
impacts. The device appears as a black
metaliic cube approximately 30 cm x 30 ¢m

x 30 ¢m. Within the cube is a suspended

sphere with several lenses and lights mounted
in it. Above the sphere, a canopy opens to
provide a view of the sky. On one side of the
cube, a control panel opens up to revezl a
screen and a laige key pad. The device
operates by plotting its location on the planet
by measuring the variation in naturai energy
fields, gravitational pull, etc. After which the
unit plots the stellar patterns and their
movement, scanning the predicted or pre-
recorded star patterns. By doing so, the unit
may compare thie current stellar activity with
that of a preset time period, and determine
the actual time to within 50 years. Fifty years
may seem like a pretty wide scale, but when
you're talking about a planetary scalg, the
subject is literally billions of years. The fifty
years leeway will at least the give the travelier
a general idea of the century and of any
important events which may be oceurring {if
he knows the planet's history). Although it
coutd be much more accurate, the PC will
have an idea what to expect from the time
period he is visiting, and that is the most
important thing. It shouid be noted that,
oncé the Constetlation Chronometer has heen
damaged or misaligned, i is at least a very
compiex maneuver to repair it.

Dimensionar Hopper

There is nothing short of a full scale
teteporter which even comes close 1o a Di-
mensional Hopper. A sort of micronized
warp technolegy, the Dimensional Hopaoer
“folds” space around the user, bringing the
intended destination to him, instead of
bringing him to the destination. However,
this invention is just as dangerous as it is
handy. The more one uses it, the more it
tendsto distort the genetic motecular makeup
of the user. The distortion is reflected by a
gradual deterioration of the PC Constitution.

The greater the distance hopped, the greater
thi chance of distortion. Aiso, the mare cne
uses the hopper, the prone he becomes to

, distortion. Each time the hopperis used, the

chance of distortion is ingreased by 1%.
(e.g., A PC manages to use the Hopper 5
times and still ingists on using it again.
There is automatically a 8% chance of dis-

i {ortion because the PG has used this mode of

travel 5 previous occasions.} The fallowing
listing provides seme percent chances of
suffering distortion based on distance
happed, natincluding modifiers for previous
expasure.
» 1-10 meters = 5%
» 11-2% meters = 10%
* 26-50 meters = 15%
* 51-100 meters = 20%
*» 101 meters to 1 kilometer = 25%
» gach additional km = +1%
Note: Onie tistortion has ooourred, it
is irreversible. The PC's Constitution
Potentialis reduced to the new current
sfantting. Once & character’s £0 is
réduced to zero in this manher, he is
diead of massive distortion.
Onte distortion has oiourred, itbecomes

necessary to determine the extent of the

damage sustained. This is done by referring

_to the Stat Gain Chart {the +15 column)

found ifnthe Player's book p. 44. A percentile
roli is made on this chart, and the result is

added te 10. This will provide a result -

ranging from 10 to 25. This total is imme-
diately subtracted from tha PCs temporary
Go stat, and the Go Potential is reduced 10
this point. The damage cannot be reversed.

The Dimensional Hopper, like most things,
comes in a variety of models, differing only
fh cartying style. Some are designed a3

(As mentioned earlier, the traveller has the
ahility to verify tha Ipcation just before
phasing back. [fa correction must be made,
itis treated as an additional hop. To operate
the Honpar, the PC should develod the skill
Teleportation Qperations, specific for Di-
mensional Hopping Equipment, The PC will
then make an epen-ended roil with the same
modifiers as those used for Teleporter op-
erations, ifthe resuitis 101+, itis successful
with no modifiers added to the distortion
percentage. 1 the roll is less than 101, the
difference (101 - result) is added to the
percentage chance of distortion {and trans-
port is carried out).

Dimensiona Prase Swisren

The Dimensiona! Phase Shifter, mote
commonly referred to as DimPS, is the ul-
timate in personal camoutlage. The unit

~ works inamanner similar to the Jimensional

Hopper, exceptthat trangportis not possible.
The device envielops the user within a di-
mensional envelope, and is effectively re-
maoved from the material universe. While in
this “behind the scenes” state, the PC is
undetectable by any scanners and cannot be
s68n by any visual means. However, the PC
is abie to abserve the outside world thaugh
a dark and blurred field of vision {treat as
General Perception -30). However, no
physical interaction is possible between the
two states. Physical interaction would be
nossible between characters in the dimen-
sional state togsther. Soif an enemy had a
DImPS unit, he could foliow the PG into the
dimensionat state and initiate combat. A

~ though to do this, he must tolerate the

bracers, beits, full bodysuits, etc. to name a .

few likely possibilities. Tach model has a
small control parvel with a coordinate display

. window. After setting the coordinates, the

PG need only activate the power corg to
transport. {a a flash of white light, the PC
vanishes and instantly arrives at the desti-
nation. During transport, time is slightly
different, and a course correction may be
entered and troated as an additional hop.

the tanding site 13 safe ground, as opposed
to outer space, midair, etc., and if not, to
correct the coordinates before phasing in.
The unit works by phasing the PC out of the
materiat universeand fotding the dimensional
fabric about him to bring him t¢ that point
that is dimensional fabric about him to bring
him to that point that is dimensionally equai
to the destination. The unit then phases the
PC hack into the material uhiverse, bringing |
the character back at the destination site.

dangers of doing so.

While out of Phase, Psionic activity is not
possible due to the state’s distortion of en-
ergy forms. The PC cannot cast or he
atfected by any psions. All energy shields
are also rendered inoperable. Mavement in
the Phase conditionis extremely dangerous.
The PC may mave $ meter per round, with a
1% chance of dissembling {that is, suffering
1-10 E Electricity criticals). However,
weapans fire could he used without hazard
of movement (it's not like you can't run for
cover). Although, projectiles will have a

ere _ ! . 10% chance of dissembiing, which could
This aliows the user to arvive and verify that |

résult in atomizing it. s such an event, the
projectile wouid never reach its target. La-
sers and other energy weapons are distorted
inthe altered state and fire at -20, but have no
change of dissembling.
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DiMENSIONAL SCANNER

Basically nothing more than a simple
scannertuned into dimensionai fluctuations.
This device can determineif something within
its range of 100 maters is using dimensional
altering devices. This device can aiso rag-
ognize naturally ogcurring dimensionai

etc.). Not that a standard Multiscanner
couidn’'t sense these occurrences, but only
recognize them as bizarre energy radiations.
The dimensional scanner can identify the
radiation as natural or man-made, as well as
pinpoint the location of the cause. (That is,
by coordinates in the material universe). In
atherwords, it would be able to show exactly
where a PC using a DimP$S was standing,
although the PC could not be seen there. in
the same manner, if a device at another
location was transmitting the phenemenon,
the device could pinpoint its location as weli
(asiongas it is within range of the scanner).
Also, the scanner will have to probe the sight
of the phenomenon before it could recognize
thecause. (Forexample, ifaPC came across
an operational Dimensional Splicer, a device
that opens accass to otherdimensions, which
had opened a gate one miie away, the scanner
could not identify this site as a cause of the
portal without having obtained information
from the dimensional breach. if the portal
had been encountered first, the scanner couid
identify it as a dimensional occurrence, its
classification, and if its cause was located
within it, or at another location within this
universe. The scanner could alsc provide
the PC with the direction from which the
phenomenon is being transmitted. f the
cause was within the 100 meter range, the
scanner could give exact coordinates at the
same time.)

DimensioNALLY STABLE CHRONOMETER

Unlike the name implies, this device has
nothing te do with "Dimensional travel”
This is atemporal device, used to determing
the exact time in which it is located. This
chrenometer has two constant readings on
its large face. The first is the time of the
current sefting, and the second is the time of
the user's Home time. The device also has
an alarm setting to go off at a specified time
and may be provided with awritten remingder
on the watch’s face, to ensure the user
remembers why the alarm has been set. The
chronometer keeps track of time by reading
the temparal pulses absorbed during time
travel. By doing 50, it may provide the user
with the exact time, down to one hundredth
of a second. When both readings on the
chronometer's face are identical, the user
has returned to Home time.

To make this easier, the watch has an
interface to link up. with the computers of i
time altering devices to help guide it to the
proper moment. However, this cannot be

- done with temporal gates, rips, warps, etc.

- vault is visible, but obtainable. The vauit is

as they are contrelled by a more natural |
cccurrence of hending the laws of the uni-

phenomena (e.g., dimensional rips, wargs, verse. Also, if a precise time other than

Home time is desired, the watch may be set
toguide temporal devices to the exactinstant
desired.

DimensionaL VauLT

With each advancement in security, there
is anequaladvancementin security-breaking
technology. “For every action, there is an
equal and opposite reaction.” The dimen-
sional vauit is the most recent breakthrough |
of high tech security systems, which has not |
yet met its opposite reaction. However, this
is not far off, and perhaps has already initi-
ated somewherg in the known universe. The
Dimensional vauit is nothing mare than a
standard safe, but with one unigue guality.
The Dimensional vault phases out of the
material universe with all its contents. The !
vault phases toavery specific "frequency” of
existence which is very similar to that of
DimPS deviges, but not compatible. In the
DimPS prototypes, a semiphase was dis-
covered in which the state was so highly
energized organisms could not survive. Itis
this semiphase which the vault hides in.
From the DimPS ¢conditian, the Cimensional .

obtained by a remote recall key used by the
owner. Suchkeys comeinavariety of forms,
sometimes even being implanted to prevent
it being stolen. Vaults come in a variety of
sizes, and with greater size comes greater

. expense. Todetermine the cost of the vault,

multiply the cubic area in meters by 5000
Elmaonits. The resuitis the standard cost for
a device of that size. However, prices will

* vary frem one economy o anather.

10.4 IR ‘
MISCELLANEOUS |
EQUIPMENT

And last, but not least, a compilation of
gear that doesn’t fit well into any other cat-
sgory. Presented here is the infamous
miscelianeous equipment: stuff you never
thought you'd need until you read about it.
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EmerGency EnviRoNmEnTAL SutT ReraiR
Kir

This repairkitis considered to be standard
equipment for newly purchased environ-
mental suits. Although older suits may not
be equipped with this, itis suggested thatthe
suit owner acquire one. The kit is not very
large, keptinacase 16 x 10 x 4 cm. Within
the plastic box one will find several small
specially designed wrenches, screwdrivers,
splicers, meters, etc., each engineered with
their use on environmental suits in mind.
The kit normally attaches to the suit's exte-
rior in easy reach for the occupant (on the
chest or the thigh are some likely possibili-
ties). The fotlowing is a list of likely contents
of a typical repair kit:

5 specially engineered wrenches of varying
sizes and adjustable ranges.

. «4specially engineered screwdrivers ofeach

type.

¢« 50 cable/wire splice caps.

* 1 universal grip {i.e. pliers, wire cutters,
stripper, with retractable razor, etc ).

= 1 spray canister synthetic environmental
sealantcapable of patching tearsand rips
up to a total of 1 meter in length.

« 10 envirgnmental patches of varying sizes
from 8 x 8 em down to 3 x 3 cm. These
are used for actual hotes as apposed o
tuts and rips. They may be cut to fit as
needed.

= 1 small canister of pressurized liguid at-
mosphere capable of sustaining one in-
dividual for 24 hours.

* 1 pressure gauge capable of detecting
minute leakages. (This is operational
only after being removed from the kit and
placed on the suit's interior).

+ 1 powered soldering pen with solder,

+ 6 small alligator clamps.

« 1 voltage meter.

=1 callapsible solar operated power systems
recharging panel for batteries and small
power units.

The GM should feel free to add campo-
nents to the kit which he feels are necessary.
It should he noted that all of the tools in the
kit are manual tools. This is to prevent
problems caused by drained power cells in
times of emergency. However, powered
teois may be substituted if they are desirad,
attwicethe normal cost ofthe kit. Suchtools
will cut the required time of repairs by 25%.



Enercy FieLo DamPENER

disruptor of energy fields and readings. This
device emits waves in a radius to disrupt ali
energy fields and scanning beams within the
area. Energy shields such as barrier shields,
velocity shields, force fields, etc. are reduced
by half to half of their normal efficiency (e.g.,
a barrier shield providing a BB of 50 becomes
2 shield worth a D8 of 25 when in the
dampenei’s area of effect.) Multiple damp-
eners do have a cumulative effect on energy
fields (e.g., with the previous situation, a
second dampener would reduce the barrier
shield by an additional 50%. Thatis, 50% of
the previous 50%, not a total of 100%. The
barrier shield worth a DB of 50 with one
dampener gperating drops the shield to an
etfective DB of 25, but with two dampeners

drops the shield to an effective DBofonly 12 -

effective DB). Athird dampenerwould reduce
the current standing an additional 50%,
bringing the DB of the shieid down to only 6,
approximately 1/8th of the ariginal DB of
50.)

Scanners and other small electronic de-
vices are rendered useless. A scanner used
with the radius of an active dampener shows
no readings. Although it wiil register power
ON and functioning normally, it will seem to

the dampener's radius of effect, it will operate
narmally, but scan the dampened area at -
20%. High powered scanners such asthose
used on spacecraft for planetary observation
will be unaffected by anything short of EW/
Stealth communication systems. However,
on-board scanner systems (i.e. those used
to scan the ship's own interior) wouid be
standard powered scanners and would re-
main affected by the dampener in operation.

If one decided to spend more money on
an energy dampener, he will not likely get a
maore efficient or powerful unit. instead, itis
more likely that the PC will end up with a
dampener with a wider radius than a fess
costly unit. The percent of increase in the
dampener’s radius is equal to the percent
increase inthe cost of the unit. Farexample,
to increase the radius by 50%, the cost is
increased by 50% (Simple enough?). The
standard radius cfan energy dampeneris 10
meters, which may not be considered to be
very far by some, but it serves quite well. If
the PC does need something more powerful,
it is suggested that a savings account be
opened in the character's name at a local
financial institutign.

The damgener itself comes in a wide

The energy field dampener is simply a : variety of forms depending on the manu-

facturer. Some are designed like a nightstick
with radiating panels along its length. Such
a design can be easily handled, or hung from
one’s belt. Other might be designed as
simply as a box held in a belt-hung holster.
Still others might be designed to fit one's
wristin a fashion similar to bracers for cne’s
forearms. The exact design should be de-
termined by the GM.

Enercy FieLo DisrupToR

Verysimilartotheenergy field dampener,
but a more powerful and effective unit. |t
works in the same manner as the dampener,
but energy shields and fields are completely
disrupted for the duration that they are in the
disruptor's radius, and it is active. Also,

scanners of the personal variety have abso-

 lutely no readings of the area within the |

(1.6 50% of 50%, or 25% of the original | raqine  gven if the scanner is taking the

reading from outside the affected radius
{refer to the Energy Field Dampener in this
section}. In addition, any Android in the

. radius of a disruptor will have a problem. All
i actions of an Android will be done at-20, due

to the interference that the disruptor inflicts

' on its nervous system. Such problems do

not oceur when in the radius of a standard
energy field dampener. Shipboard scanners

I ! 10 - of the type used to observe planets and
pe dead. However, if the scanner is outside |

space will scan the effected area at -20%.

Energy field disruptors tend to be larger
and more costtythanthe standard dampener.

I Far example, it might take three holsters to

* hold allthe components of adisruptor rather .

than the one needed for a dampener. A
bracer-style disruptor can not be done very

: pasily, although a similar design to fit on

one’s leg would be feasible. The most likely
prospect would be an over-the-shoulder or
backpack gesign.

Gravity Boots

A pair of high and heavy boots with an
LED indicator down the sides. The boots are
used to reduce the effects of higher than
standard gravity for movgment. The LED
indicators show the level at which the boots
are currently being used with the top of the
scale representing the maximum reduction
capability. These boots are capable of re-
ducing standard earth gravity to 1/10th the
norm. Also, they will reduce any gravity

. levels between 1 and 3 to half normal, and

those between 4 and 6 to one quarter the
normal. Gravity leveis greater than 6 stan-
dard gravities wilt remain unaffected by the

" boots.

i Although these boots are described in

i reference to standard Earth gravity, they
may be custom made for higher gravity
worlds a PG might be from. Or perhaps even
lower gravity worlds. In such a situation, a
PC might require the boots ta interact nor-
mally in standard Earth gravity. PCs wearing
these boots with LED indicators in the “Red

 Zone" make likely targets for muggers. After
all, the PCs movementis unhindered, but the
strength in hand to hand will still have dra-
matic differences. You might be an obvious
farget.

Gravitic CRuciBLE

Actually a laboratory toa!, this is a tabie
top device which aliows materials to be
suspended in mid-air for heat treatment,
Under older methods, extreme heat would
melt the crucible which held the substance
being heated. With this device, the materials
hover over the device and may be directly
bombarded with lasers, radiation, or what-
ever the heat source might be. There is no
limit to the temperature materials may be
heated to.

GRravity HaNDLES

Gravity handles are a very useful tool
when it comes to moving heavy objacts.
They appear as an oblong piece of flexible
plastic, to shape to the contours of the abject
to be lifted, with dual grips protruding from
each end. The underside of the grip's length
" consists of attachment devices which operate
~in a manner similar to tractor beams, but
must be in contact with the surface of the
object. The handles use a power cell for
energy, and once attached and activated
they are virtually impossible to remove
without turning them off.

The handles operate by reducing the
gravitational pull on heavy obiects. However,
itshould berealized thatthe mass and inertia
of the affected object will remain the same.
This is very important to remember because
it will be necessary to overcome an object’s
inertia to move it, and then overcome its
inertia and mamentum to bring it to a halt.
Any object of 150 pounds or less will be
reduced to weightlessness with grav hangles.
Above the 150 pound limit, every 10 pounds
equals 1 pound. For exampie, 100 pounds
above the 150 pound limit may be treated as
if it were 10 pounds. (That is a total weight
of 250 pounds. treated as only 10 pounds!)
Unfortunately, the handles work by emitting
: anantigrav envelope around the object which
i it is locked on.

e
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Because it operates in this manner, the :
size of the envelope is limited to the handies™ :
power capacity. The diameter of the enve- :
lope is one half of 2 meter and must com- :
pletely enguif the otject, or lose the reduc-

tion capabitity for the portion not inctuded in
the envelope. However, the hangies do work
in a cumutative fashion, Afthough multiple
handles cannot reduce the weight of an
ohject below the normal reduction {i.e. Asin
the earlier example, a 250 pound object
could not be reduced below the 10 pound

timit}, they can work togsther to entarge the

envelops to engulf a larger object.
example, two handies with an effective di-
ameter of half a meter each could be used to
sngidf an object that would require a fuli
meter diameter to be fully affected, .5 meters
+ .5 meters = 1 meter))

Jet Boots
These heavy, knee-high hoots arg con-

heels have high propulsion, miniature jets © the microphone may be zeroed in onto a |

hitt into them, with maneuveriﬂg {Bts inthe smgta person‘s yoice, The area of the target

ankles, Achitles’ tendon, balis of the feet, and

a CGUple stabilizer jets on the sides. The is tost. When on a standarg semng‘ the

boots are powered by an energy cell in each
boot, and stabilize sach other by way of
gcomputerlink. The boots witl be able to carry
their wearer 100 kilometers betore requiring
recharging of their power cells. If higher
speeds than “cruising speed” are used, the

proportional manner, {Cruising speed is

apprOXimate}y 80 kilometers per h(}ur.) The is also capame of magmfymg sounds by

boots are capable of high speed acceleration © 1000 times for a sound at the microphone’s

upto 100meters per second in approximately

5 seconds.
Note: This wouid be considered an
absurtd maneuver for someong not
properly equipped for such accelera-
tion, and may only be done when
iaunching straight up, or horizontally
ina manner that wotild be “head first”.

(For - to ieap over an obstacle). Sometimes, these

e o
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This is approximately equal fo 223
mifes per hour, and without proper
aerodynamic suiting would be com-
plete disaster for the character stupid
enough 1o try such a lamebrain ma-
neuver. The PC wii crash and bura.

ground (similar to if the PC was attempting

* boots are referred 10 as “Jump Jets” a term
- derived from the hopping maneuvers.

MEGAMICROPHONE

if the microphone is set for a radius of 10
meters with three people trying to remain
silent, the microphone would still be abie to

§  pick up all heart beats, dreathing sounds,

- gyes blinking, as well as a huge array of other
. sounds. Without narrowing the rangs seme,
: gither by focusing, or towering the magnii-
: cation levet, ali that wilt be picked up will be

an unreccgnizahle collection of noise.

The microphone itself is a rod ahout
fourteen cms long with a cross-secticnal
diameter of half a cm. The grip has a small
gontrot panet built in it for moditying the
range and focus. Special attachments may

- be purchased tor listening through walis up
. {o two meters thick and to tap into other
- freqguency ranges not normally cbtainable
© on a microphone. The unit is powered by a
- small energy cell stored inside the grip.

MICRORADIOCOMPUTER
A true teat of technoclogy, the

- microradiocomputerisa step above the more

It sheuld aiso be notad that travelling in comman misrocomputer. Th%ac-‘éj al data
boots fike these is not done in a straight line - %?eragﬁfecrz;{&]iglIg:}e;ez;r%;ﬁu?hg Lni?;“;;
{(under normal use). Rather, travelling is :

do.ne ina style appropriately termed "Hops”. microradiocomputer is sort of a ¢ross be-
With sulch maneuvers; the PC uses the jet . ween the microcomputer and a scanner
propulsion to move along an arc above the The gevice interacts with other computers

used to interface with other computers. The

by way of radio waves at a range of up to 10
meters. A normal microcomputer would
require an interface cabte tinked to the target

. computer,

A very usefuf tool when preforming sur-

i TS, e TESETICORO™ o el use. Laamss v common
Y p - forms, Thefirst designed asahracertofiton

| long range, very precise focusing. Fromone

: may also be widened, but by doing so, range

© microphone will pick up alt sound withina 16

: varyinglengths and widths. This microphone

- tip. Of course this capability decreases the
© further the sound is from the microphone.

RerracTion GLoAK
The Refraction Cloak is 2 stealth device

. one’sarm, and the second is a holster modet

: for the belt. The Refraction Cloak operates

on a standard power cell which provides one
hour of use. The Cloak generates an energy
fleld which comptstely envelopes the user.
The energy field disrupts frequencies of light

meter radius. However, to fisten to a radius and causes them to bend. The light anergy
. .~ o is bent to such & degree that they seem to
with 2 few people around could resultin a @ . " ; - -
et ; : “slip around” the user to give animpression
seramble of unidentifiable noises. Tharange @ [ L 5
i - of invisibility, it should zlso be noted that

can then be narrowed and custom-designed - any energy weapon which uses focused light
e will be drained that much aicker in © by using the microphone’s control panel. By - y
Cetls wi It : i i H :
; . doing so it may be focused into 2 cone of . goauied raraet at 75, This results because

" (e.n., lasers) would attack a refraction-

the laser itself is bent around the user, Be-
yond that, and the penalties for attacking the
target, the cloak proviges no true protection

© against attack. Therefore, the cloak wili not

S terials in ir.
For examipte, the sound of 2 human's voice have an effect on other materials in the air

one mite away could not be magnified above : ! A, i
the actual scund level of the voice {Magni- : user's form inside the cioak, o knee-deep

fication levelis zero, soung levet isidentical).

{e.g., a steam cloud will likely reveal the

water would showtwo holes where the user's
tegs enter the surface.)

I 5 S



The penalty for attacking and for General
Perception is -50. However, if the userisin
motion, there is a slight blur effect which
results in -25 for attacks and General Per-
ception. The user of the cloak also suffers
some ill effects. Althoughlightis bentaround
him, the unit does compensate to allow
some vision. If all of the light was refracted
around the user, he would be effectively
blind. Instead, the user is able to see in
shades of gray (similar to black and white
television), but still suffers -10 for attacks
and general perception while cloaked. It
should be noted that the Refraction Cloak
does not affect scanners in itself, unless the
scanner uses infrared or lasers or some
other light form to retrieve information.

Sorar CHarcing UniT

This device consists of a collapsible solar
panel, a level meter and a set of adaptors for
attaching to various power sources. This
unit uses the power of sunlight to recharge
depleted power cells. Under normal condi-
tions, the solar recharger requires one hour
torecharge standard power cells. Torecharge
a standard power cartridge, the unit will
require three hours. If the PC desires to
recharge a power pack, then about six hours
will be required. However, if multiple solar
rechargers are available they may be used
simultaneously. If this is done, divide the
normal amount of required time by the
number of chargers being used. Forexample,
if three chargers are being used to recharge
a standard power cell, only twenty minutes
are required to complete the job.

STANDARD TRANSLATOR

This amazing device is about the size of a
small scanner. The front of the device dis-
plays a directional microphone built into the
face and an LGD screen with multiple lines.
There is a slot on the side of the unit for data
disks tobe inserted. The unitaccepts vocally
delivered sentences and translates theminto
the desired language currently held in the
unit’s computer. The unit pronounces the
translation with an electronic voice and
displays it on the LCD screen with spelling
and pronunciation keys. The deviceis capable
of holding up to 10 different languages si-
multaneously. It soon becomes apparent
that such a device is extremely beneficial to
any character who does a lot of travelling.
There is also a separate case which may be
obtainedto holdalibrary of up to 100 different
languages.

TeLeporTeR Link

The teleporter link is nothing more than a
communication device between the teleporter
and the target. Simply put, it provides the
necessary coordination and lock-on for safe
teleportation. Without a teleporter link, the
targetisteleported ata penalty of-20. Without
a teleporter link, it is virtually impossible to
teleport a specific person out of a group.
However, if the target was in the process of
communicating with the teleporting ship,
controller, etc., it would be possible to trace
the signal and lock in that way without the -
20 penalty. It would not be necessary to use
the link to teleport from the platform, it only
aids in locking on for teleporting onto the
platform. They come in a variety of forms
and can easily be custom designed. Some
common forms are bracelets, badges,
holstered units, anklets, etc.

11.5 EQUIPMENT TABLE

Equipment Type Mass Cost
Medical Equipment
Artificial Ears
Headset 5 350
Implant NA 800
Artificial Eyes
Oculars 0.5 650
Visor 0.5 1000
Implants NA 1500
Sensory Net 12 800
Cryogenic Stretcher 25 1400
Cybernetic Frame 30 3000
Micro Medical Droid
Type | NA 25,000
Type || NA 50,000
Type Il NA 75,000
Type IV NA 100,000

NA 1000/ % of
total brain mass

Neural Substitute

Miscellaneous
Emerg. Suit RepairKit 4 200
Energy Field Dampner 1 75
Energy Field Disruptor 2 350
Gravity Boots 5 650
Gravitic Crucible 9 200
Gravity Handles 25 150
Jet Boots 5.2 800
Megamicrophone 0.3 650
Microradio Computer 24 100
Refraction Cloak 35 1150
Solar Charging Unit 4 30
Standard Translator 1.5 75
Teleporter Link 2 25
Temporal Dimensional Equipment
Consteilation Chrono. 10 4000
Dimensional Hopper 15 10,000
Dimen. Phase Shifter 1.5 3000
Dimensional Scanner 1.5 5000
Dimen. Stable Chrono. 5 15,000
Dimensional Vault 20 4500
Survival Gear

Atmospheric Tent 50/ 2500/

10m3 10m3
Gravity Repulsion Field 20 2000*

“The cost of 2000 for the Gravity Repulsion
Field is for the standard unit with a radius of
10 meters. For each additional 2 meters of
radius, the cost is increased by an additional
1000, and the mass is increased by 1.




12.1 MASTER DEVELOPMENT POINT COST TABLE

o 5 > N ,vm
o @ G @ e SR T
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Academic
Accounting 5 25 an 24 24 214 b4 113 2/4 14 24 2/4 13 114
Administration 5 4 3 4 4 4 14 15 2 25 25 15 5 4
Advanced Math 1 1 112 W W 12 W 12 e 1 12 12 1 1
Asrodynamics 5 12 3 an an an 13 5 1/4 5 4 5 6 5
Anthropology 3 3 2 3 3 3 112 2 2 2 1 3 2
Archagology 5 4 3 T 7 39 1/4 217 3/5 3 2 2/5 1/5 35
Architecture 36 3T 3/5 2/5 36 36 13 ki 2/6 35 35 37 217 215
Art History k'l /6 35 2/6 2/6 2/6 115 2/5 2/6 215 216 27 113 2/4
Basic Math 1/2 172 1/212 Y 1/ v | oo 1/2/2 1" 172 1/2/2 17212 172 1/2
Business Law 35 217 an 2/5 2/5 2/5 217 2/6 2/5 1/4 2/6 2/6 2/5 2/6
Canon 5 5 5 4 4 ] 37 3 4 4 ] 3 3 ]
Ceramics (Industrial) 6 8 6 47 4 4 1/ 5 112 B 5 5 5 8
Civil Law 25 n 2/6 28 26 28 25 2/4 2/8 13 2/5 2/6 208 2/8
- Comparative Religion 36 35 an 2/6 26 35 1/5 25 2/6 a7 2/5 214 14 5
Corporate Management 4 2 3 V6 6 8 15 ar i 2/6 35 3/5 216 28
Cosmetology 3 3 3 k7 an n 27 1/4 3 173 25 n 2/5 2/8
Criminal Law 8 3 n 3 3 3 4 4 8 14 ! 4/8 2 3
Data Manipulation 37 kg 27 2/6 2/8 26 17212 113 13 2/6 2/5 1/3 2/6 27
Dogma 2/5 217 26 27 27 7 15 2/6 2 2/6 2/5 2/5 1/4 216
Drafting 376 2/5 26 14 114 1/4 13 2f7 1/2 2/5 2/5 2/6 37 36
Education an 36 3% 2/5 25 2/5 1/4 2/5 2/5 2/5 2/5 2/5 1/3 114
Evolutionary Theory 5 5 4 3 3 3 1/2 113 3 5 2/5 1/3 4 5
Finance 35 217 37 26 2/6 2/6 114 2/5 26 | 24 26 2/6 2/5 216
Fluid Systems 5 an 36 143 2/4 214 2/6 3 1/2 a7 n 3 4 4/9
Haraldry 15 25 15 36 6 % 25 6 2/6 25 an 36 2n o
History 3 3 2 3 3 3 12 2 2 2 2 1 3 2
Locklore a7 35 28 1/4 2/6 2/6 13 39 27 12 5 37 an a5
Mapping 4 5 27 9 39 38 2/ 4 an 36 3 1/4 4 5
Mechanition 3% 35 n 14 an 218 35 an 12z 114 a7 am 36 an
Metal Lore 2n 3/5 26 216 1/4 2/5 13 37 2/5 215 35 1/22 36 27
Military Organization 1/2 1/4 13 2/5 2/6 1/4 3 kTH 27 1/4 1/4 319 3 37
Mining 37 47 36 36 46 4/6 4/8 4/9 n 39 4/8 1/4 4/8 39
Navigation 2/6 1/4 1/5 2/6 2/6 2/6 26 2/5 215 1/5 2/6 1/4 2/6 2/6
Optics 4 3 3 2/4 214 2/4 113 38 1/2 2/5 7 7 37 a7
Pharmaceuticals 36 35 an 37 37 37 1/4 1/2 36 216 173 217 3/5 27
2/5 an 2/6 25 255 25 13 1/3 26 2t 13 2/5 172 1/4
Political Science 2/5 a7 218 26 246 216 24 216 2/6 2/5 2/6 2/6 2/6 28
Proselytism 3 3 39 an n s 2% 2/6 a 3n k1] 28 25 n
Psychology 3 3 2 3 3 12 2 2 2 2 1 3 2
Religious History 25 an 2/6 2/5 2/5 2% 13 13 26 21 13 25 112 14
Scanner Analysis 13 "3 112 13 173 13 25 17 113 12 12 12 3 2
Siege Engineering 1/2 217 1/5 v 39 36 5 5 4/9 2/5 4 4/9 8 6
Sociology 3 3 2 3 3 3 1/2 2 2 2 2 1 3 2
Star Gazing 2/6 2/6 1/5 2/5 2/6 2f6 2/6 2/5 2/5 2/5 2/6 216 1/5 2f5
Stone Lore 3/6 3 2/6 /5 3/5 3 | 14 an 35 2/4 3/5 112 27 3/6
Tactics 172 13 1/4 2/5 2/5 215 3/5 37 27 2/5 3/5 217 7 315
Tax Law T a5 36 27 27 27 2/6 37 26 1/4 217 35 4/8 3/9
Toxin Identification 4 3 3 ki 36 k1! 1/4 12 3/5 115 13 27 21 25
Trading Lore 27 2/5 2/6 2/6 26 2/6 28 2/6 25 255 2/ 2/6 255 2/6
Vigual Arts 3 2 2 25 25 3 205 n 3 3 a7 3 215 27
Weather Watching a7 an 115 an an an 27 3 2/5 2 3 14 3 n
Xeno-Lores 7 B - 7 7 7 kI T 7 5 B 5 4 5
Animal
Animal Handling 3/6 4 3/9 4 4 4 39 4 b | 36 4/8 3 | 13 215
Animal Training an 3/8 278 | 48 4/8 4/8 39 37 48 | 38 3/5 376 175 2/6
Beast Mastery 6 7 8 7 7 7 5 6 7 | s 6 6 | a7 4m
Herding 2/5 35 2/5 27 mn 217 3/5 kI 27 | 25 35 26 | 24 2/6
Loading 2/8 27 2/5 315 3/5 35 4 4 25 2/6 4/8 3 3 3
Riding 26 3 25 2/6 216 2/6 3 a3 | % 2/6 2/6 2 2
Astronautics 5
Atmospheric Pitot 3% 24 36 49 4/3 49 49 4/8 49 49 48 419 5 4
Combat Pilot 2/4 12 214 4 4 4 10 10 4 8 8 8 10 10
Electronic Wartare 24 1/2 2/4 4 24 4 8 8 5 25 4 2/5 7 6
Hyperspace Astrogation 4 12 1 5 5 4 5 5 5 [} 6 ] [} 5
Hyperspace Pilot 4 12 1 3 4 4 5 b 4 5 ) ] 5 5
Marine Pilot r 2/5 2/5 2/5 n 37 an an a7 kg 37 2/5 | 3 k|
N-Space Astrogation 4 1/2 1 4 4 5 5 5 4 5 5 5 [ B 5
N-Space Pilot 3 12 1 3 4 3 5 5 3 5 5 5 | 8 5
Orbital Pilot 3 1/2 1 3 4 3 5 5 3 5 5 5 5 5
Sensor Analysis 3 1/2 12 4 4 4 3 3 3 4 4 1/2 6 5
Stellar Law 3 173 174 | 4 4 4 3 4 3 2/5 4 4 | 6 5
Aquatics 13 13 12 2/5 25 28 an 7 25 24 as 3/6 an 5
Athletic Games 12 13 12 25 2/5 2/5 35 5 i 15 114 2/5 114 13
Billiards 2% 25 25 26 28 217 14 25 14 25 27 2/6 25 25
Body Development 215 27 27 a8 3 39 6 3 3 8 39 38 5 5
Climbing 37 3 an an an a7 § 1I'g 5 a7 a7 a7 3 3
Dance 26 27 25 35 s 36 3 3 3 25 an 3 215 a7
Distance Running 114 255 15 25 215 25 3 3 3 13 1/4 s 4 3
Diving 113 3 1 24 214 2/5 2% 215 25 2/4 25 2/5 2/4 1/5

[=-]
-



12.1 MASTER DEVELOPMENT POINT COST TABLE
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Flying/Gliding 6 13 24 2/5 255 25 a1 27 a7 15 2/6 2% 21 a7
Rappelling a7 3 k' an i k' 4 4 4 2% a i) 3 3
Rowing 14 215 15 21 2n 27 3 3 36 7 n 3 3 3
Salling 2/6 2/6 15 26 3 3 3 2 256 2/5 3 8 3 3
Skating 1 n 27 36 3% 38 3 3 3 6 s 3% 3 3
Skiing ar n 27 K % 6 3 3 3 36 a5 36 3 3
Sprinting 14 2/4 174 2/5 25 2/5 a5 35 35 13 14 27 3 39
Surfing 27 an 27 6 36 3% 3 3 3 3/6 35 36 3 3
Swimming 2/6 3 2/5 | 26 2/6 2/6 3 3 3 | 28 2/6 2/6 3 3
Concentration
Adrenal Defense 20 20 20 20 20 20 18 20 20 1 20 20 7 15
Adrenal Balance 2/6 37 27 4/8 4/8 319 6 6 4 2/5 5 5 25 3/4
Landing 26 3 o7 4/8 4/8 9 6 6 4 24 5 5 2/5 4
Adrenal Leaping 216 an 27 4/8 418 ki) 6 6 4 2/4 B § 215 34
Adrenal Quickdraw 24 21 2/4 e 3 25 4 4 9 113 48 4 1/4 2/4
Adrenal Speed 26 37 27 48 48 k3] 6 ] 4 24 5 § 25 34
Adrenal Strength 2/6 an a7 4/8 4/8 n 6 B 4 24 5 5 25 34
Body Damage Stablize ans ki) am n v k' 4 2 an 7 27 3 2/5 2
Contral Shape Change 5 5 5 5 5 5 | 4 4 5 5 4 5 3/9 410
Dowsing kI 3 2/5 3/8 38 3/8 3 3 38 a7 217 13 173 1/4
Frenzy 26 217 2/6 3 ar 37 4/8 4 a7 2/6 3 3 114 2/4
Meditation
Cleansing 5 4 3 4 4 4 a7 2 4 3 37 39 172 2/4
Death 4 4 4 5 5 ] 4 5 5 4 5 5 27 35
Healing 7 48 8 47 477 4R 35 216 47 36 27 35 1/2/2 12
Ki s T an a7 477 4 5 35 &7 36 35 a5 1/2 14
Sleep kT an n 47 477 AT 5 3/5 a7 6 35 B 1/212 12
Trance n 35 kL) 27 27 27 2/5 25 25 6 25 35 112 13
Mnemonics 7 25 26 216 26 2/6 174 255 2/5 2/6 2/6 26 1/2r2 12
Psionic Focus 10 10 10 a 9 9 8 7 g 8 9 8 ar 4
Psionic Shield 8 B 7 i 7 8 5 4 7 B B [ 24 375
Space Loc. Aware (SLA) 6 5 4 38 38 38 4/9 4/9 3 s 38 38 17212 112
Criminal/Subterfuge
Acting 2/5 1/5 1/4 215 ki) 215 3 15 7 1/4 2/5 2/6 217 27
Begging 28 2/6 2/5 2/6 2/6 2/6 27 a7 2/6 2/6 2/6 27 216 2/6
Booking 2/4 2/5 215 3/5 a5 35 3 3 6 1/2 2/6 217 anr s
Bribery 24 24 25 26 2% 2/5 an w 215 2/8 216 27 35 7
Camoutlage 25 27 26 247 a7 27 3 4 27 6 35 3 3 39
Computer Crime n 35 6 2/6 214 216 3 3 24 1/4 36 3n 5 4
Counterfeiting 5 5 5 3 5 5 5 5 5 25 5 § 5 5
Criminal Investigation 25 kI 5 6 b6 36 27 2 35 1/4 35 s 2/6 26
Criminal Psychology 2/5 irg 26 6 % 6 13 25 A7 7 26 217 1/4 24
Disarm Trap 4/8 4 2/5 25 478 4/8 i 7 4/8 2/5 5 2/5 5 4
Disguise ar 2/6 217 35 3/5 3/5 3 3 27 35 315 3 4 4
Drug Tratfic 35 2/4 217 3/8 38 3/8 3 2/5 3/6 35 2/4 3T 3T 36
Electronic Countermeasures 37 35 36 2/6 12 2/5 'l 5 2/5 1/5 35 5 5 4/8
Evidence Dispersal 2/5 27 216 27 217 216 375 36 26 |27 27 2/6 2/4 2/5
Falsification 3 2/6 2/5 3 3 24 | 26, 2/5 2/5 1/2 115 2/5 3 3
Fargery 5 5 5 5 5 5 5 5 4 2/5 5 5 5 5
Hide Item 25 2/5 2/5 27 27 a7 2/6 2n 27 25 2/5 217 24 2/6
Law Enforcement 1/4 205 26 35 35 o1 35 an 216 174 a5 an 3 34
Mimery 2/6 2/6 214 2/6 2/6 2/ 26 28 206 2/5 216 2/6 1/3 115
Organized Crime 26 a7 25 a5 5 35 3 4 5 215 4/8 3 5 4
Pick Locks 48 4 6 2/5 4/8 4/8 7 T 4 174 5 4 5 4
Pick Pockets 46 319 36 4/8 4/8 4/8 7 7 4 3/5 5 4 5 4
Safe Cracking 3 3 3 2/6 4/8 n 6 6 4 3% 5 4 5 4
Security Operations 2/5 n 217 36 6 217 n a9 36 1/2 kg 319 4/8 A7
Set Traps 3/8 3 47 3 4 27 5 5 k't 1/3 4 5 7 6
Stalk/Hide 2/5 3 1/4 36 3/6 36 6 6 5 1/4 5 36 3 3
Tax Evasion 39 35 k'r) 37 kT 37 1/5 419 37 2/5 47 4/9 419 319
Trap Building 25 3 o7 7 4 27 5 5 an 13 4 5 7 (1
Trickery 2/6 25 /5 3 3 3 -+ 3 k] 14 3 3 1/5 2/4
Combat
Airhone Assault 12 24 2 2 2 2 8 8 4 4 4 4 8 8
Brawling 28 3/5 ¥6 an an anm 4 4 n a7 s : 5 5
Crewmember (AFV) 13 172 3 1 3 3 10 10 4 4 4 4 10 10
Crude Weapons 1/4 217 255 3 k1) 12 5 5 215 1/4 4 5 { B
Demolitions 24 n 36 a an 12 5 5 37 2/6 4 5 7 6
Disarm (Armed) 215 27 2/6 2/6 2/6 275 3 3 2/6 2/5 4/8 3 3 3/8
Disarm (Unarmed) 6 8 k' 3T 7 3/6 4 4 316 7 4 4 4 4/9
Grappling Hook 2/6 35 2/6 a5 35 5 4/8 4/8 217 113 39 3/5 4/8 39
Guerilla Tactics 173 2/6 2/5 4 4 q 5 6 4 26 3 6 7 6
Heavy Energy Projectile 2 2 3 3 3 1 10 10 4 8 B 8 10 10
Lancing 6 ] 419 18 18 1" 18 18 18 49 15 18 15 1"
Maneuver in Armor
Soft Leather 1* e i \ 1 1" 1 1" 1" H e 1" 1 1
Rigid Leather 1/* " i or 2r 2" i ki 2" 2 - 2 2 2
Chain 2 i 2" ar a ar 3 3 3 4 3 3 ar ar
Plate 3 4 4 4 4 4 1 11 4 1 1" 1 1" 1
LBA 1 i 1/* 1 1 W e 1 1 1" w 1" 1/ "
ABS 1 i " /i 2/ ¥ < -y 4 /i 2 2 /i o

—
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Powered Armor 2" L) 4 4 4" 4 1 1 4 11 " 1 1" "
Martial Arts 15 an ar n 37 3 8 38 8 a7 an a7 27 kg
Missile Artiflery 2 2 2 2 2 1 10 10 4 8 8 8 10 10
Mounted Weapon Ambush 2/5 a 3/ 5 5 215 9 g 9 3 5 3 10 10
Projectile Guninary 2 2 3 3 3 1 10 10 4 8 8 8 10 10
Quick-draw 12 1/4 1/5 2/5 2/5 2/4 3 24 36 1/4 15 2/6 2/5 2/4
Reverse Stroke 27 31 I 4/8 4/8 4/8 4 4 4 4/8 4/8 4 4/8 3/9
Stunned Maneuver 2/6 37 217 n 3 kI 3 3 35 26 am 3 15 217
Subduing 112 1/4 1/5 215 2/5 214 3 2/4 e 1/4 1/5 2/6 2/5 27
TIERing Stage | 9 27 2/5 27 27 27 217 27 27 20 217 216 1/5 2/5
TIERing Stage Il B 3 319 3 3 3 31 3/5 3 an 3 3/8 2/4 36
TIERing Stage 11l 7 5 4 4 4 4 3 3 4 4 4 3 217 418
TIERing Stage IV 7 8 B 5 5 5 4 4 L] 4 4 4 3/6 4
Tumbling Attack 2/6 n a7 4 4 4 5 5 4 1/5 4/9 4 b L
Tumbling Evasion 1/5 1/5 174 216 26 2/6 2/5 2/5 a7 173 1/5 2/8 27 2/5
Two Waapon Gombo v v v v v v v Vv v v v v v v
Wpn Category #1 15 25 25 7 a a7 am 39 27 214 an 215 2/5 H
Wpn Category #2 214 27 2/5 2n 319 3/9 6 B 21 215 31 a7 3/9 3/9
Wpn Category #3 27 3/9 39 4 5 5 7 7 4 | 27 5 39 4 4
Wpn Category #4 217 4 39 4 5 5 9 7 4 | ] 4 7 4
Wpn Category #5 27 4 319 4 5 5 9 7 5] 5 8 4 8 6
Wpn Category #6 5 4 5 ] 7 7 9 15 8 5 15 15 15 8
Wpn Category #7+ 10 12 12 12 15 15 15 15 15 12 20 15 20 15
Yado an 4 4/9 5 5 5 7 7 5 319 (] 7 § 4
Deadly
Ambush 8 3 4/8 5 5 5 9 9 9 5 5 3 3 3
Shtent Kill 2/6 a7 26 4 4 3/8 5 5 4 1/3 4 5 B B
Sniping 15 38 25 5 5 5 9 8 9 2/5 5 3 3 3
Targeting v v v v v v v v v v v v v v
Use/Remave Poison 2/5 27 2/6 3/6 36 3/5 3 1/4 2/6 1/4 2/4 an 38 3/6
Engineering [
Chem. Eng. {Industrial} 10 10 10 6 6 ] 1/4 4/8 1/2 | 10 7 7 3] 7
Chem, Eng. (Medical) 10 10 10 6 6 6 144 124 5 | 7 2/5 6 5 5
Civil Engineering 5 5 5 1 5 5 1 5 112 5 6 6 6 5
Computer Engineering 6 6 6 6 2 [ 1 6 1/2 5 6 ] 7 6
Crime Engineering 4 4 4 § 3 5 1 5 26 113 5 § 7 6
Cybemetic Engineering 7 7 7 5 5 5 1 a7 12 7 an 7 ¥ ]
Electrical Engineering 5 5 5 5 2 § 1 5 12 4 6 ] 6 5
Environmental Engineering 9 g 9 4 a9 9 172 27 ar 5 4 4 5 7
Genetic Engineering 9 8 9 5 9 9 1 iR g 9 ar 7 B 7
Mechanical Engineering 5 5 5 1 5 5 1 5 12 5 6 6 6 5
Medical Engineering 7 8 7 4 3 b i 2/5 112 4 2 7 B 7
Power Systems Theory 7 B 7 4 5 3 1 7 112 B 7 7 10 7
Sanitation Engineering B 7 5 27 5 5 1 5 1/3 5 5 5 9 7
Sound Engineering 5 5 5 3 3 3 2/5 4 1/2 3 4 4 4 3
Structural Engineering 5 6 6 2/5 7 7 |19 7 1/2 5 6 6 9 7
Undersea Engineering 6 7 7 2/5 7 7 i 7 12 B 6 7 9 7
Weapons Design 4 5 5 3 5 2 1 5 12 5 ] 6 B §°
Evaluation :
Appraisal 2/5 7 206 27 27 27 2/5 26 26 1/3 26 217 2/5 47
Armor Evaluation 12 1/4 113 36 3% 215 3 4 7 2/6 37 s 319 3
Metal Evaluation 3/6 26 5 27 174 a7 25 319 a7 21 36 12 36 35
Stone Evaluation 3/6 2/6 35 27 21 an 25 2/6 27 25 26 12 3% 20
Weapon Evaluation 114 2/4 115 27 217 112 37 3/6 217 2/5 27 36 36 217
General
Advertising 7 5 3 4 4 il 2/5 36 27 1/4 3/6 36 27 27
Agriculture 5 5 5 5 5 5 | w4 ¥ 6 5 4 am | 2 A
Art (Cammercial) 4 3 36 2 2 2 1713 ar 2/6 215 35 316 k1 36
Armor Working 113 2/5 214 3/6 36 2/5 4 4 35 1/4 39 3 3 3/9
Cookery 2/5 2/6 2/4 216 2% 2/6 2/4 2/5 6 1/5 2/6 26 24 2/6
Communications 2/4 12 214 4 2/4 4 8 8 5 2/5 4 25 7 6
Crafting 215 2/6 26 24 214 24 26 an 2/4 15 2/6 2/6 27 2/6
Driving 16 1/4 16 15 16 1/6 116 116 116 1/6 16 16 1 116
Efficiency Expert 4 39 3 a7 217 3% 13 2/4 26 36 35 a/5 25 36
Electronic Diagnosis 27 25 2/6 13 1212 13 s an 12 14 35 7 38 35
Emergency Env. Suit Repair 2/4 1/2 1/5 2/6 2/6 2/6 3n 3 2/4 | 2/5 21 37 3 37
Fabrication an 3/5 6 2/5 2/5 2/4 3 4 1/3 207 4/6 3 4 3
Fashion 4 4 q a7 T T 2/8 2/6 3 2/4 2/5 215 1/3 2/4
Fletching 2/4 2/6 2/5 kii} 35 13 39 3m 375 2/4 36 am 3 3/8
Food Processing 2/6 27 2/6 2/5 2/5 2/5 2/4 2/4 27 2/4 1/3 217 | 4 3
Gimmickry ki 3/5 3/6 14 114 1/4 3 3/9 172 2/5 35 39 3/9 36
Health Care 2/6 2/6 27 26 2i8° 26 2/4 12 26 7 113 2/4 2/4 25
Heavy Machine Operator 13 1/4 214 215 27 216 3 4 12 2/4 37 3 - 4
Horticulture 3/5 3/5 an 206 26 26 14 114 216 7 24 2/4 1/4 215
Interior Design 35 36 a7 26 216 2/6 2/5 2/5 26 26 217 35 an 36
Leather Working 2/6 355 27 2/6 26 26 37 39 26 2/4 26 n 319 an
Mechanical Diag. 35 216 47 1/2/2 14 13 3 3 "2 2/5 3/6 319 4 3/8
Music Technology 37 3% 35 2/4 2/4 a5 25 7 24 A5 3/6 2/6 i 2/6
Painting 27 2/6 26 21 27 2 25 26 o 2/6 21 25 14 24
Play Instrument Cat, #1 2/6 26 2/6 218 2/6 2 2/4 26 26 26 215 25 204 28
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Play Instrument Cat. #2 an a7 a7 a7 k1 am 6 an n n a an 3% an
Play Instrument Cat. #3 3 3 3 3 3 3 3 - | 3 3 3 3 3 3
Phatography 2/ 2% 2/6 214 24 24 13 24 24 13 25 2/4 2/6 26
Rope Mastery 26 3/5 7 35 35 3/5 38 3 5 13 35 3 3 a8
Sculpting a7 27 a7 206 2/6 2/6 471 7 2/6 7 28 2/6 2/5 218
Skinning 2/6 an a1 an an a 3 215 an 39 2/5 2 an 355
Smithing 48 5 q a7 k'rd n 6 6 217 7 4 B 7 B
Stone Crafs 37 3/8 3 35 35 35 3 3 5 kI 319 3/5 6 419
Tactical Games 173 2/6 2/5 2/6 2/6 2/6 2/4 a5 2/6 174 7 3/5 216 2/5
Teleporter Operations 5 3 4 2 3/5 36 5 5 s 4 4/9 5 5 4
Urban Design 4 3 39 26 2/6 3 173 37 24 217 6 36 216 28
Wood Crafts 2/6 5 27 2/8 2/6 2/6 35 KI5 26 27 217 35 2/6 218
Gymanstic
Acrobatics 13 1/4 13 5 25 25 36 15 a7 15 215 2/5 7 27
Contortions 13 14 12 1/5 15 15 5 an 26 174 3 3 2/5 25
BGymnastic Events 13 114 13 25 25 2/5 kg an 2/6 15 5B % a7 an
Juggling 14 175 24 5 25 25 kI % 2/6 a7 27 2/6 26
Jumping 18 16 14 26 216 2/6 3% 35 2% 215 2/4 216 2n 26
Pole Vaulting 2/5 an 2/6 2/6 2/6 2/6 an i 2/6 2/6 a5 356 27 26
Stilt Walking 25 217 2/6 2/5 2/5 2/5 2 2/6 2/5 2/4 2/5 2/5 2/5 2/5
Tightrope Walking 35 /6 35 27 an 27 4 3 an 3/5 a6 3 4 3
Tumbling 114 1/5 113 3 3 3 3 2/6 2/5 14 2 3 175 216
Linguistic |
Cryptology 7 8 6 | 4/9 4/9 5 2/5 4 27 5 6 4 4 5
Journalism 35 k14 38 27 a7 27 1/4 26 a7 25 a7 216 2/5 216
Language 3 " g 3 kT 3 Il 1/ 1 i b/ i\ & ¥
Lip Reading 27 a7 an 5 5 35 w a 5 5 35 3/6 2/4 25
Mimicry 25 215 214 27 an n 35 5 2/6 24 a7 U5 27 a
Music 216 26 1/5 2/8 2/6 26 2/6 25 26 26 25 2% 25 2/8
Postic Improv 21 216 2/6 26 26 our 25 25 2/6 an a7 25 214 2%
Propaganda 4 4 215 3 3 3 2/6 3 3 14 2/5 2/5 2/4 25
Public Speaking 2/6 2/6 214 2/6 2/6 215 2/6 215 2/6 1/5 255 2/5 14 24
Signaling 1/4 13 172 2/5 1/5 2/4 1/5 2/5 2/5 112 2/6 2/5 1/5 2/5
Singing 2/6 2/6 2/5 2/6 2/6 2/6 2/6 2/5 2/6 2/6 216 2/6 2/5 27
Tale Telling 2/6 2/4 13 2/6 2/6 2/6 216 2/6 217 2/4 2" 2/5 172 2/4
Trading n 2/5 114 3/5 3/5 a7 3/5 2/5 216 1/5 3/5 /5 36 3/5
Ventriloquism 3 3 anm k' n an /8 a6 an 7 an 356 4 3%
Attunement 10 10 10 7 7 7 4 6 7 7 6 7 26 n
20 20 15 20 20 20 15 15 20 20 18 20 35 6
Circle Lore 7 7 7 L i B n 3 4 4 Kl 3 s 39
Directed Spalls 12 9 10 7 7 8 5 5 7 8 6 6 26 9
Divination 39 36 5 35 s s 25 2/6 35 3/6 35 26 14 25
Magic Languages B 8 7 5/* 5/ 5" ar 5/ 5/ 8 5 TR T 4
Magic Ritual 9 9 8 7 7 7 6 ] 7 7 7 6 T 3
Power Perception ] B 5 4 4 4 anr e 4 5 3 4 2% 35
Power Pt. Development 15 15 12 8 8 8 5 6 8 g 7 8 217 3
Power Projection 15 15 15 10 10 10 8 9 10 10 10 9 217 36
Psionic Perception 5 5 5 5 5 5 3 3 5 § 5 4 172 1
Psionic Training 5 4 4 3 3 3 kirg 36 9 4 3n 3 1’ 15
Runes 6 8 6 479 an 4/9 kli] 4 419 6 5 4/8 27 36
Spell/Psion Acquisition 20 15 10 12 12 12 § 8 12 9 10 [ i o
Spell/Psion Mastary 7 7 6 7 7 7 5 6 I 6 7 6 24 a5
Symbol Lore § 4 4 A7 AT 41 6 an 4/8 4 39 an 15 an
Targeting (Psionic) 8 ] 8 7 7 7 6 6 7 i 7 B 2/5 36
Transcend Armar 15 15 12 12 12 10 10 10 12 12 12 10 kI 3
Warding Lore 6 6 5 3 3 4 3/6 3n an 4 39 37 1/4 2/6
Perception
Detect Traps 214 216 2/6 26 26 25 4 4 26 113 n 3 3 39
Direction Sense 14 13 174 2/4 2/4 214 2/4 /5 174 1/4 24 1/4 1/4 2/4
Electronic Surveillance 3 n 39 25 12 a7 4 5 15 13 4 5 5 4
General Perception 25 26 26 M 2/4 24 a7 1/5 24 13 2/4 26 114 24
Lie Perception a5 ar a6 5 a5 355 1/4 25 35 2/5 27 a7 17 14
Locate Secret Opening 2/5 26 2/6 26 26 2% 35 k') 24 13 27 2/6 14 2/5
Poison Perception 25 an 2% ar an an 3 174 B a5 2/4 2 % 815
Read Tracks 2/5 25 1/3 T a8 318 3 3 316 a7 am n 15 24
Sense Ambush 1/4 215 2/4 k'l an ar ! 3 3 an 113 39 3 4 3
Sense Reality Warp 6 5 5 4 4 4 35 T 4/9 4/8 5 4/3 27 35
Surveillance 2/5 2/6 2/6 2/6 2/6 2/8 37 36 2/5 112 27 36 2/5 2/6
Time Sense 2/5 216 2/6 2/4 2/4 2/4 113 1/4 2/4 1/4 2/4 2/4 1/3 1/4
Tracking 25 215 14 3 4 4 5 26 3 173 3 3 2/6 2/6
Social
Diplomacy 215 14 13 25 25 2/5 24 174 174 12 13 173 13 24
Duping 216 25 25 5 ¥ 5 %6 e 7 k) 35 % 24 2%
Gambling 2/4 25 14 25 2/6 25 26 15 26 13 5 25 15 25
Interrogation 36 a7 7 35 a5 5 i ar 2 13 26 n 24 26
Labor Relations k7] an % 26 28 an 24 25 25 27 248 2/6 13 24
Leadership 24 24 275 25, 25 25 kg n 24 2/6 2% 35 2 256
Seduction 2/6 215 1% 26.- 25 215 4 26 27 2/4 2% 26 24 2/5
Caving 174 25 172 3 3 3 U5 4 § 1/4 a1 n 3 39




12.1 MASTER DEVELOPMENT POINT COST TABLE

o & & 20
\ o' W a® 13@ ‘Q‘\“ R A\l 0\0‘ ‘\‘}\ Q\Q‘ 0“‘ "‘Q‘“.
I T W @ o @ e @ e @
Foraging 2% a7 25 7 27 a 4 33 26 26 4 25 n ETH
Hazard Control a7 17 25 k' a0 an 4 4 26 35 2 3 4 48
Hostile/Alien Env. 13 113 17212 1/4 114 1/4 2/4 1/4 144 14 1/4 13 114 114
Region Lore 256 24 2/5 26 26 2% 14 25 25 26 2/6 2/4 174 25
Scrounge 2% 24 25 244 214 24 5 7 1/4 24 216 n 2/5 2/5
Streetwise 14 25 216 2/6 26 5 k'] 35 at 24 25 35 35 n
Survival 13 113 1122 1/4 1/4 174 2/ 1/4 1/4 14 1714 113 14 1/4
Technical | |
Computer Technics 3 2 3 | 12 11212 13 2 4 12 2/4 2 2 | 3 3
Crime Technics 4 4 3 2 2 2 2 ] 12 17212 4 4 | 4 4
Cybernetic Technics 3 3 2 12 12 1 2 1/2 1/2 2 12 3 4 4
Electrical Technics 3 1 3 12 1212 122 2 4 12 | 13 2 2 3 3
Genetic Technics 5 5 5 5 5 5 2 122 12 § 24 5 10 10
Mechanical Technics 3 2 3 17212 13 13 2 4 1/2 13 2 2 4 3
Medical Technics 4 El 3 2 2 2 2 w2 4 2 e 2 4 4
Power Systems Tech 4 2 3 12 13 12 2 5 12 24 4 2 4 4
Teleporter Technics 5 5 5 a1 38 5 2 4 172 4 4 6 5 5
Weapons Technics 2 2 3 12 113 w2 | 2 4 172 1/2 2 2 3 3
Other Technical Areas
Abnormal Psychalogy 3 4 3 4 4 4 12 2 3 3 2 2 3 2
Animal Healing 4 4 2/5 a5 5 5 5 172 4 | 15 112 2/5 5 4
Astronomy 2 2 1 2 2 2 12 2 2 2 2 1/2 2 2
Astrophysics 35 113 2/5 25 215 25 1/2 7 112 2/6 216 2/5 27 2/6
Atmospherics 4 1/4 217 3 3 3 1/2 217 kTG 4 35 2/4 3/5 an
Autopsy 8 8 8 8 8 8 4 12 8 B 4 § 6 8
Biology (general) 248 26 25 2/5 U5 26 113 112 28 206 12 25 114 215
Biochemistry 2 2 1 2 2 2 12 12 -, 2 1 2 2 2
Botany 2 2 1 2 2 2 12 e 2 2 1 1 2 2
2 2 2 2 2. 2 12 172 172 2 1 12 2 2
Cryogenic Emearg. Resuscitation 4 3 3 2 2 2 1/4 172 21 5 1/3 2% 25 3
Cryogenic Operation 7 24 k13 2 a7 35 1/4 12 2/5 2/4 113 35 2/5 2/6
Cryonics 8 8 8 4 4 T an 12 5 8 2/6 8 5 5
Cybemetics 6 5 5 3 2 4 112 112 1/2 3 2 4 10 ]
Drug Therapy 5 510 4 4 4 4 an 12 4/9 4 214 4 5 37
Drug Tolerance 1/3 13 1/2 2/5 2/5 25 5 2/5 2/6 113 25 3w | e 2/5
Ecolog 3T 3% 27 35 35 35 112 1/4 36 27 2/4 26 | 24 2/6
First Aid 113 13 173 1/4 173 14 24 12 14 1/4 ez 13 1M 1/4
Gentics 5 5 5 4 4 4 173 ;ﬂ 3 4 2 14 10 8
Hypnasis 7 7 6 S 5 & " U5 5 5 k7 5 113 25
Internal Medicine 5 5 5 4 4 4 274 172 3 4 2 5 10 8
Medical Diagnosis 8 8 8 8 8 8 5 12 8 B 5 4 10 8
Medical Practice 8 8 8 8 8 8 6 172 8 8 6 7 B 8
Medical Sciences 8 8 B 6 B 6 2/5 12 6 8 25 B 4/9 5
Metallurgy 3 3 2 3 3 3 112 3 2 3 3 12 3 3
Midwifery 4/9 37 39 35 a5 35 2/6 12 a5 7 2/4 39 27 35
Nulcear Physics 3 4/9 37 A7 27 14 | 24 B 113 37 3 4/9 g i
Oceanography 4 3 38 | 39 39 39 13 37 a7 3 39 113 36 38
Physics {general) 1 1 112 | 10" 12 1* 12 1" 1 112 112 1 1
Ptanetology 2 214 14 fR 2 2 12 2 1/2 2 2. Ve | 2 2
Psychiatry 8 g 8 B 8 6 12 24 ] 5 an ] 215 4/8
Secand Aid 115 24 14 2/5 25 2/5 v 12 2/5 1/4 11212 215 2/5 2/6
Surgery 8 8 8 8 8 8 6 12 8 8 35 7 8 8
Tachyon Physics 3 a 3 3 3 3 12 3 2 3 3 2 4 4
Temporal/Dimensional Physics 9 6 8 7 7 9 18 6 5 9 8 7 6 ]
Zoology 2 2 1 2 2 2 112 12 2 2 1 1 2 2 2
e —————————————————e—————
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Academic
Accounting 215 2/4 27 174 35 26 an 27 26 172 24 316 255 216
Administration s 24 35 24 3% 24 4 “ 24 113 114 § 37 3
Advanced Math 24 112 25 2/5 2/6 24 2 2 2 i 122 1 114 2
Aerodynamics 3 3 3 4 n B 5 5 5 5 3N 5 4 5
Anthropology 2/6 27 2 24 3 14 a5 1 173 13 114 3 2 2
27 a7 4 s 4 214 3 5 k] a7 3 5 4 3
Architecture 2 k1L k'l 3 3 35 1/4 3 217 k' 2/6 i 3 3/5
Art History 2/6 2 6 2/4 35 2/6 1/2 2/4 11 2/4 174 3% 25 26
Basic Math 172 11 12 1 172 1" 113 113 12 1 1/” 13 12 172
Business Law 2/4 12 1/4 113 27 27 35 36 27 1/5 21 an 2/5 27
Canon 5 5 ] n 3 217 4 4 12 5 39 3 5 4
Ceramics (Industrial) B ] 6 5 4 6 | 6 B 7 a5 215 B 7 6
Civil Law 114 172 1/3 25 216 an 35 35 27 2/5 25 35 7 2/6
Comparative Rel 24 a7 an 24 3% 1/4 35 5 12 25 214 2/5 6 "
Corporate Managsmant 48 39 3 27 4 3 3 3 4 12 24 4 3 n
114 215 3 n 2 5 a7 13 a5 6 35 3 a0 a5
Criminal Law 25 17 174 3 2 4 4 3 3 w 4 2 2% 3
Data Manipulation 24 13 a5 a7 35 2/5 3 3 25 26 12 3 5 3/5
Dogma 2/5 7 35 s 35 1/4 an 35 1/2 % 258 2/6 s 2/5
Drafting 35 35 s an 27 U5 24 37 ar o7 2/6 n 35 36
Education 355 a7 355 2% 35 1/4 27 - 2/5 1”2 38 35 2/6

w2
puy
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Evolutionary Theory 41 4 5 3 5 1722 4 4 1/4 a/5 2/4 5 4 4
Finance 27 2/5 an 2/4 an 3/5 am an /5 172 anms n 2/6 2/6
Fluid Systams 3 3 an 4 2/5 a7 3 3 4 3 a5 4 3 an
Heraldry 24 1/4 12 143 2/5 7 2/6 2/6 173 2/6 25 2/5 2/6 a7
History /5 216 a5 2/4 a5 1/4 2/6 2 172 12 13 a8 a/5 2
Locklore 2/5 an 24 2/6 215 39 3/8 a9 39 318 35 36 2 k7]
Mapping 37 4 38 37 35 4 4 5 4 | 5 5 ) 33 4
Mechanition 217 4/8 35 an 3/5 419 36 39 49 | 4/8 35 an a7 39
Metal Lore 2/5 a5 2/6 214 2/4 3/6 k1] 38 7 | 3m a5 217 2/5 27
Military Organization 2/5 38 1/4 k5] 217 39 38 38 n 35 35 1/4 39 35
Mining 3 4/8 < 319 215 4 4 4 4 4/9 3/8 4/8 3/9 an
Navigation 2/5 2/6 25 1/4 2/4 2/5 2/6 2/6 2/5 2/6 2/6 1/5 2/5 216
Optics kit 3 3 8 2 38 A7 4/8 4 3 4 4 39 4/8
Pharmaceuticals 314 355 27 k4] 2/5 an 39 3/9 an 7 35 34 316 37
Philosophy 2/6 206 315 a7 a5 112 15 2 v 3 1/4 2/5 114 206
Political Sclence 2/5 24 215 26 216 25 2/6 216 2/5 1/4 2/6 1/4 2/5 2/6
Proselytism 3 2 3 /5 an 12 3 3 12 3 2/5 3 3 3
3 /8 3 3 2 2 3 a- 12 13 31 3 2 3
Religious History 214 2/8 2/6 2/5 2/6 1/4 27 2 1/ 3 1/3 2/5 2/6 25
Scanner Analysis 2/6 217 2/5 2/6 2/4 2/5 2/5 2/5 2/5 2/4 35 27 | 25 2/5
Siege Engineering 4 5 1/4 4 4/8 5 3 6 5 6 5 26 | 6 5
Sociology 2 39 8 3B 27 3 an 3/5 2/5 35 27 3 3 3
Star Gazing 2/6 2/6 24 1/4 2/4 1/5 214 1/5 1/4 1/5 1/4 27 | s 2/6
Stone Lore 2/6 38 3/5 113 2/5 35 3/5 n 38 k1) 35 39 | 26 a6
Tactics 35 172 5 2/6 an an 355 7 an 27 1/4 a5 a5
Tax Law 27 1/3 24 14 2/6 a/5 3/5 206 26 1/4 215 r 2/6 27
Toxin Identify 25 ar 35 6 1/5 26 an a5 36 35 /6 2/5 an /5
Trading Lore 26 2/5 2/6 171212 25 27 2/6 14 2/5 2/4 2/5 26 2/5 2/6
Visual Aris 27 2/5 an 217 an 247 1212 25 n 3 14 3 2/6 7
Weather Watching 216 n 7 2/5 1/5 2/6 3 174 116 26 3 Vi1 25 a7
Xeno-Lores 5 6 B 6 [ 4/9 7 6 5 7 8 7 4 7
Animal
Animal Handling 35 3 37 1/4 27 206 | 35 2/4 27 36 2/4 4 4 3
Animal Training a7 4 3 2/4 a8 3 3 5 3 3 1/3 3 | 3 39
Beast Mastery 5 7 ] 4 6 6 6 5 6 7 3 7 | B 6
Herding 2/4 217 2/6 2/4 2/8 2/6 27 27 2/6 35 2/4 s | 35 27
Loading a7 21 25 173 25 2/5 217 216 27 3 a7 2/6 206 3/5
Riding 2/8 26 25 24 25 2/6 Firg 25 2/6 3 27 2/6 7 27
Astronautics
Atmospheric Pllot 3 419 6 an 3 419 479 4/9 49 419 4 417 4 4
Combat Pilot 5 6 35 4 4 10 8 8 10 10 10 4 8 10
Electronic Warfare: 39 478 24 26 a9 8 8 8 8 215 7 35 6 8
Hyperspace Astrogation 4 5 4 3 3 5 7 7 5 6 4 5 6 7
Hyperspace Pilot 5 6 4 2 37 5 6 6 5 6 5 3 5 B
Marine Pilot 3/8 kI 316 2/5 35 an an n 37 anr 3/5 3/5 3 36
N-Space Astrogation 4 L] 4/8 2 an 5 7 T 5 6 4 3 6 5
N-Space Pilot 4/9 q am 39 35 5 5 5 5 5 4 2 4 5
Orbital Pilot 4/8 4 35 39 27 5 5 5 5 5 419 2 4 5
Sensor Analysis 27 2/6 35 2n 24 4 5 5 5 4 3 2 4 4
Stellar Law 2/8 112 13 26 1/4 4 5 4 4 3 3 2 3% 3
Athlstic
Aquatics 26 n 2/4 15 13 a7 3 nm a 9 a7 a7 3 35
Athlgtic Games 14 25 13 114 13 3/5 2/6 213 35 35 215 1/5 2/6 2/5
Billiards 2/5 24 2/6 216 256 2/5 26 26 2/8 2/5 2/4 2/8 2/5 2/5
Body Development 3/8 4 26 35 2/5 6 an 2/6 B 6 4 2/5 3 4/8
Climbing an 5 35 37 13 5 3 a 5 5 5 27 4 4
Dance 1/5 2/4 2/5 2/5 2/6 27 174 1/4 27 27 1/4 217 2/6 217
Distance Running 2/5 2/5 1/4 2/5 113 3 2 2 3 3 2/6 2/4 3 3/5
Driving 214 2/6 113 24 112 26 | 26 214 2/6 2/6 2 1/5 2/6 214
Flying/Gliding 2/5 27 216 2/5 174 2 | 3’ 35 a7 ar 35 315 38 KI5 ]
Rappliing 2/4 as 13 5 172 3 3 3 3 4 4 26 3 3
Rowing s 3 13 216 12 3 b7 3 3 3 24 % ] 39
Saifing an 3 an am 214 3 3 3 3 3 3 26 3 319
Skating an 3 n 36 27 3 3 3 3 3 3 2m 3 8
Skiing an 3 an an 2/6 3 n 175 3 3 3 2/6 3 an
2/5 215 1/4 o5 113 3 2 2 3 3 2/6 15 3/ 36
Surfing 27 ki an n 2/4 3 3 2/5 3 3 35 ki 3 39
Swimming 2/5 3 1/4 24 112 3 217 2/6 3 3 2/6 26 ar 27
Combat
Airborne Assault 5 8 35 6 2 8 8 B 8 8 8 39 7 6
Brawling 35 39 2 35 an 3 38 39 3 39 39 36 315 4
Crewmember (AFV) 5 10 2 7 3 10 10 10 10 7 10 3 8 319
Crude Weapons 2/5 5 24 26 2 ] 35 35 5 5 5 an 4 3
Demolitions 37 5 2/5 ¥ 27 5 5 5 5 5 104 5 3
Disarm (Armed) iy 3 24 277 a5 5 2/6 13 5 5 3 14 2/4 4
Disarm (Unarmed) 3/5 § a7 n 418 6 s an 6 6 4 2/5 4 an
ling Hook 27 ar 2/6 k'] 13 4/8 355 a/5 4/8 an 35 27 n a/5
Guerilia Tactics ar 6 5 4 3 5 5 5 5 8 B 172 5 4
Heavy Energy Projector 3 10 2 L | 10 10 10 10 10 10 2 10 6
1" 18 an 13;‘ : I 18 18 15 18 18 15 5 18 15
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Maneuver in Armor
Soft Leather 1 i i 1 17" 1" 1" 11 1 - i 1 1" 17
Rigid Leather 2/ ar i Fiid 2r /i ar r r /i 2" 1/* 2 2
Chain ar A o ¥ a 4 4 4/ 4 4 4 '/ 4 i
Plate 4 12 ar 6 7 12 12 10 12 10 12 4 (] 6
LBA 1 1 e 17" 1 1" 1" i i i W 2| 1w 1
ABS 2 3" 1/ 2 1/° i ar a k' k' 3 2 2" 2
AEX 4/* 3 2 kT 2 3y | 3 k' ¥ 3 i 3 3 ¥
Power Armor 6 " vl B ki 1 1 7 1 15 1 3/ 8 6
Martial Arts 215 s 2/4 2/6 2/5 35 35 216 w n 36 216 315 6
Missile Artillery 3 9 2 6 5 10 10 10 10 10 10 3 10 8
Mounted Wpn Ambush 27 5 2/6 an 35 9 9 9 g 9 9 2/6 9 6
Projectile Gunnary 5 10 3 8 5 10 10 10 10 10 10 2 7 7
Quick Draw 174 4 13 2/5 2/6 4 4 24 4 4 4 1/4 26 2/6
Reverse Stroke 35 4 an an 35 4 4 478 4 4 4 K/ 4 A/8
Stunned Manguver s 3 27 7 2/4 3 3 N 3 3 3 an an %
Subduing 174 3 172 a/5 27 3 3 3 3 3 3 174 2 n
TIERing Stage | 2% i 39 27 39 25 a7 V1 215 7 27 an rirg 319
TIERing Stage || ki 3 5 3 5 /8 n 39 an 3 3 3 39 4
TIERing Stage Il 4 5 B 4 B 4/8 4 4 4/8 5 5 5 4 5
TIERing Stage IV 6 7 [ 5 7 5 6 7 4 | 7 7 B 6 [
Tumbling Attack ki 5 27 kG 35 5 4 4/9 5 5 5 2/6 4 39
Tumbling Evasion 2/4 2/6 1/4 2/5 2/4 i 27 2/5 a7 2n 7 1/4 2/5 2/6
Two Weapon Combo v v Vv v v v v v v v v v v v
Won. Category #1 2/5 27 1/5 2/5 26 a7 255 /5 a7 26 a7 1/5 25 26
Wpn, Category #2 2/6 AfT 25 2/6 m 6 216 25 6 27 6 216 7 a5
Wpn, Category #3 Kl 5 216 7 419 B n 8 6 7 7 7 36 4/9
Wpn, Category #4 3 6 27 3 6 7 9 9 7 9 9 3/5 R 5
Wpn. Category #5 478 7 w 49 8 7 9 9 7 9 9 an 48 7
Wpn, Category #6 7 9 6 5 15 9 9 9 9 9 m A5 ] 9
Wpn. Category #7 11 20 10 12 12 20 20 20 20 20 20 12 13 12
Yado 3 5 39 49 4 5 5 5 5 5 5 an 5 5
Concentration
Adrenal Defense q 20 5 15 4 20 | 15 15 20 20 20 38 B 15
Adrenal Balance a7 35 2/6 5 2/5 6 | 4 3 B 6 6 2/4 35 ki
Adrenal Landing 27 37 2/6 w 2/5 B M 37 6 B 6 24 355 a7
Adrenal Leaping € n U6 /8 26 7 4 3 7 7 T 24 an k'
Adrenal Quick-draw 25 s 24 35 2/6 K wn kg 9 9 n 174 am n
Adrenal Speed 217 6 216 an 26 5 3 3 5 5 5 24 n k7
Adrenal Strangth 21 an 2% n a7 6 5 § 6 6 6 15 K7 an
Body Damage Stabilization n i 26 3 2/5 4 ] < 5 | 5 an 3 319
Control Shape Change 5 5 5 5 5 5 § 5 5 5 5 5 5 5
Dowsing 35 3 an a7 2/4 3 3/8 38 3 3 35 an a5 3
Frenzy 315 3 27 36 35 4 4 3 5 3 4 1/5 4 38
Meditation
Cleansing 4 47 4 35 3 36 36 3/5 25 47 3/5 4 39 3
Death 4 5 4 5 4 5 5 5 5 5 5 1 4 4
Healing 3/ 4/8 3 a7 an 4/8 4/8 4/8 2n 4/8 39 36 47 4/6
Ki 3/5 AT k') 3/6 27 4/6 3 9 4/8 47 38 3n an 318
Sleep 5 3 an 27 B 2/5 2 2 12 3 4 14 3/5 3%
Trance 36 3 ar an 3/5 an 2 2 24 3 4 4 3 38
Mnemonics 13 113 216 24 26 215 2 2/5 25 21 214 2/5 12 2/5
Psionic Focus 10 8 9 10 9 7 8 9 6 10 10 10 10 8
Psionic Shield 7 7 7 8 7 6 8 8 6 7 8 8 5 6
Spacial Location Awareness 417 5 3 a8 13 4/9 4 5 4/9 5 4 5 4 4
Criminal/Subterfuge
Acting 115 2/4 25 2/5 27 2/5 14 113 1/5 1/5 2/5 2/4 113 2/5
Begping 215 2/5 2/6 24 27 2/6 1/4 1/4 13 27 2/5 2/6 12 2/5
Booking 2/5 27 2/5 2/4 35 3 5 21 an 14 5 27 13 35
Bribery 25 1/4 2/4 2/6 2/6 an 25 2/4 7 113 3/5 2/5 113 2/6
Camouflage %6 3 a7 an 5 4 o 4 “ 3 3 a7 35 a/5
Computer Crime a5 3 an 3% 5 4 + a7 4 2/6 35 2% 27 35
Computer Tapping 3 4 s 27 35 4 4 3 4 5 m 3 a5 an
Counterfeiting 4 5 3 2 4 5 1 § 5 4 5 3 s 5
Criminal Investigation 112 24 112 3 3% 419 4 3 49 3 r 2% 35 3%
Criminal Psychology 14 13 2/4 k7 256 an % 35 an an 27 &5 % 35
Disarm Trap 36 5 5 3 27 7 7 7 7 4/8 7 13 k1) 319
Disguise 27 3 35 3/6 3in 4 | U6 1/4 q 3 3 2/4 13 36
Drug Traffic 2/5 3 113 | 24 2/6 4 3 36 4 26 3 1/5 25 35
Electronic Countermeasures an 5 s | 3 27 5 4 4 5 5 5 2/5 3/5 47
Evidence Dispersal 14 2/5 2 | 35 a7 a7 k1) 5 an 35 k'] 25 a7 2/5
Falsification 1/4 2/6 24 | a7 3 3 174 3 216 25 3 2/5 15 26
3 5 4 39 5 § 12 5 B 2/5 5 5 1/5 4
Hida Itam 215 2 25 24 25 ur 25 2/5 28 2% 26 12 2/4 2%
Law Enforcement 214 13 1?2 35 28 3 n 5 39 an an 216 34 n
26 2/5 26 24 2/4 2% 114 7 25 216 25 an 24 216
Organized Crime 114 24 13 n s 4 3 3 4 2/6 4 13 26 ans
Pick Locks a7 7 39 47 k' 7 5 6 7 % 7 2% 27 3
Pick Pockets 3B 6 /6 48 5 7 6 6 7 49 6 5 25 4
Safe Cracking an § 3n 6 3 6 5 5 6 5 ] 7 35 4
Security Operations 114 24 172 217 2f5 ar 5 35 n n % 12 7 an
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Set Traps 5 5 27 48 wn 5 4 4 5 4 B 13 k1] 4
Stalk / Hide 218 5 214 n 35 B 36 2/5 6 L 5 2/4 a7 3
Tax Evasion 26 27 Y5 24 an 26 n 215 27 17 27 37 2/4 39
Trap Building 49 6 7 3 4 5 4 5 5 L} 5 113 39 4
Trickery 217 26 207 s 3 i an 11 25 214 3 =35 112 35
Deadly
Ambush 3 9 39 417 38 9 4 39 g 9 9 12 3 5
Silent Kill 27 5 25 a5 3/5 5 47 37 5 4 5 w3 | 4 4
Sniping 4 g 35 6 5 9 6 39 9 ] 9 114 4 6
Targeting v v v v v v v v v v v v v v
Use/Remave Poison 2/5 35 15 a7 13 356 a7 27 k') 3% a 174 3T 35
Engineering
Chem. Eng (Industriat) 10 6 10 5 10 5 8 8 10 4 10 B 10 8
Chem. Eng (Medical) 10 9 10 7 5 5 9 10 7, 8 9 7 9 9
Civil i 3 § 4 5 2 5 6 6 6 5 5 4 3 5
Computer Engineering ] 5 6 5 ] 6 ;i B 6 5 7 B L] 8
Crime Engineering 25 5 214 4 3 5 6 8 & 5 6 1/4 25 5
Cybernetic Enginearing 7 7 7 5 4 7 8 8 7 5 7 B 7 B
Electrical Engineering 4 6 4 5 3 5 5 B 6 5 6 4 5 5
Environmental Engineering 9 9 9 9 2 1/5 9 9 9 8 9 8 g 9
Genetic Engineering 9 9 9 | 3 5 7 9 9 9 9 9 9 9 9
Mechanical Engineering 5 6 5 | & 4 7 5 7 7 6 6 4 | 8 5
Medical Engineering 7 7 6 7 4 6 7 7 8 7 7 8 8 7
Power Systems Theory 7 7 7 7 5 B 8 8 8 7 5 7 7 [
Sanitation Engineer 7 7 7 5 4 7 7 14 7 5 5 | 7 7
Sound Engineering 3 4 5 5 3 4 5 5 5 5 5 4 5 4
Structural Engineering 5 6 6 6 27 7 4 7 7 B 6 3n ] [}
Undersea Engineering 7 7 7 T 3 6 5 7 7 B 7 6 7 7
Weapan Design 4 [ 4 5 5 7 B 7 J B 6 1/4 7 6
Evaluation
Appriasal 255 27 2/6 113 2/6 26 1/4 115 4 4 26 2/6 115 2/6
Armor Evaluation 2/6 3 1/4 35 2/5 4 | 3 2 3 3 4 2/4 1 2
Metal Evaluation 3% 39 a5 113 27 e | 35 38 39 7 35 26 | 2% 36
Stone Evaluation 35 34 36 1/3 2/6 ki 217 36 a5 8 35 35 2/6 3%
Weapon Evaluation 2/5 319 114 2/5 27 n 36 35 an 8 35 115 35 217
General
Advertising 2 2 3 1/4 4 8 21 215 a6 13 3 3 2/5 2
Agriculture 5 5 5 8 5 39 6 6 4 5 5 6 4 L
Art (Commarcial) 2 2 3 1/4 3 3 1”2 35 39 26 s 3 27 3
Armor Working 3’ 4 27 kI3 Kl 4 4 3 4 4 4 1/4 s w
Cookery 2/6 a7 26 2/4 216 o5 25 25 2/4 o 2/4 25 24 2/5
Communications § B 24 4 2/5 8 8 8 B 25 8 3 5 5
Crafting 2/4 2/6 25 2/5 2/5 2/6 2/4 2/5 28 2/6 25 26 2/4 25
Driving 1/5 115 113 1/5 1/4 116 1/5 1/6 1/6 1/6 115 13 1/5 15
Efficiency Expert 3 2/6 2 37 27 27 4 4 35 113 2/6 3 35 35
Electronic Diagnosis 25 39 2/6 26 2/4 34 3B ki a9 | 38 35 3/5 36 217
Emerg Env Suit Repair 2/5 7 1/4 215 1/3 37 a7 7 35 n kI 113 a5 25
Fabrication 39 4 36 an 25 4 3 4/8 4 4 4 217 36 35
Fashion 3 25 3 a7 3 2% 14 1n 25 25 2% 3 1/4 217
Fletching 26 3 2/5 3% 217 3 2 37 3 39 3 2/6 37
Food 26 217 ol 25 205 217 26 2/6 25 27 216 27 25 216
Gimmickry 25 9 an 35 2% 8 2/5 27 7 38 37 22/4 13 3/5
Health Care 2% 2/6 215 26 24 25 26 2% 218 26 25 2/6 2/4 26
Heavy Machine Operation 3 4 25 a5 14 4 4 3 4 4 3 B | 3 2
Horticulture 35 28 35 27 n 2/4 2/6 2/6 2/5 2/6 255 3 2/5 2/6
Interior Design 35 2/6 3/6 3/5 37 a1 | 12 25 27 2/5 2/6 37 2/4 27
Leather Working 35 7 an | 25 27 36 27 35 3/5 37 35 B | 27 35
Mechanical Diag. 27 3 26 27 215 3 4 4 319 3 319 3/5 37 36
Music Technology 35 3/5 an 2/6 2/6 217 2/5 12 26 27 2/5 38 27 35
Painting 2/6 2/5 27 2/6 27 2/6 11212 2/4 26 2/6 2/5 27 2/6 27
Play Instrument Cat. #1 28 2/6 26 25 2/6 25 174 12 15 2/6 25 27 2% 2/6
Play Instrument Cat. #2 7 27 37 2/6 35 a7 26 13 &5 7 256 3B 36 37
Play Instrument Cat. 43 4 35 4 5 319 5 2 174 7 s 38 4 3 3
Photography 204 25 2% 25 26 25 2 174 28 25 2/6 27 25 25
Rope Mastery ki 3 27 35 13 3 4/6 47 39 3 3 5 3% 36
28 28 27 26 7 25 1 27 28 25 26 27 218 26
Skinning 36 3 35 2 2/6 3 37 38 et} 3 319 6 3 3%
Smithing 4 6 39 4/8 35 6 5 5 B B 5 3 6 5
Stone Crafts 3 4 3 3/5 36 4 12 277 3 4 4 4 3 38
Tactical Games 2/4 2/5 1/4 2/6 2/6 215 s 27 25 | 173 2/5 1/4 2/6 2/5
Teleporter Operator 3 5 ki) 6 38 5 7 7 5 B 6 7 6 5
Urban Design 35 an 2 2/5 2/6 7 27 4 35 27 3 2 3 37
Wood Crafts 5 ki) s 25 2% kL] 13 35 38 n % 3B an 35
Gymnastic
Acrobatics 173 7 13 25 113 35 14 13 % 6 35 15 27 15
Contortions 113 5 14 klrg 12 5 3 13 5 5 4 214 25 214
Gymnastic Events 173 27 174 26 24 a7 255 2/6 ki 35 s 15 n 2n
Juggling 24 27 14 2/5 25 k) 256 25 s 27 an an 25 7
Jumping s 3% 15 2% 13 % an 215 3% 5 35 5 % 26
Pole Vaulting 216 Y - 25 5 25 37 7 2% % n 35 28 7 27
Stitt Walking 26 7 26 25 24 7 25 25 256 26 255 28 15 2%

w
F-=



12.1 MASTER DEVELOPMENT POINT COST TABLE
o . =

ot PR \ o & @ &
W ] « 3 N 3 R et S o
\@!& \’g“‘ \.“ *.@’ wlﬁ v‘Q\\§ '& t@d‘\’ ‘“\gﬁ\ ‘gﬂ “ﬁ w“' w“ﬁ“ ‘Q‘
Tightrope Walking 2 3 21 36 25 4 an 35 3 3 a9 27 3 36
‘I:mbllnq 2/5 3 115 TH] 13 3 2/4 13 3 3 3 1/4 2/5 35
Linguistic
Crypiology 2 i 4 5 [ 41 3 3 4 6 8 3 3 4
Journalism 12 14 n 3% % 26 k'rg 2/6 24 214 173 35 s 7
Language 2 " 3 a ar 1 ar 1 w ir* 1w " i o
Lip Reading 2/4 2/6 27 2/6 35 % % 27 2/6 s 5 21 215 a5
Mimicry 3/5 35 7 218 5 an 2n 12 315 35 2/6 kILg 5 B
Music 2/6 2/6 27 2/6 27 2/6 172 173 216 27 214 m 25 27
Poetic Improv 2/6 217 a7 2/6 217 2/6 1/2 113 a7 27 2/4 27 25 2/6
Propaganda 2/5 2/4 2/4 25 25 38 35 25 174 112 3 Mmoo 35
Public Speaking 2/8 13 25 2/4 2/6 2/6 2/5 1/4 174 1/2 12 1Mo 12 2/5
Signaling 218 7 17 26 24 215 24 172 17”7 13 27 3 | 1/5
Singing 2% 27 26 2% 2% 26 214 13 ) 216 2/5 2/8 2% 2%
Tale Telling 26 24 26 25 2% 216 24 13 26 an 2/4 2/6 173 25
Trading 218 5 a7 12 5 3% 214 115 &5 174 a5 26 14 25
Ventriloguism 3 36 3 35 3 3 2% 173 35 w an 3 2 3
Attunement B 5 B 7 8 5 k] 9 5 4 7 10 6 6
Channeling 20 17 20 20 18 15 20 20 10 17 20 20 |, 16 20
Circle Lore 3 4 5 4 5 3 4 7 2 5 3 7 | 4 5
Directed Spells 8 7 9 8 9 B 8 8 5 7 7 12 B T
Divination 36 a5 39 35 kI 3B 27 215 174 /5 3/5 34 2/4 35
Magic Languages [ 5 8 7 8 4/ 6 6 K 5 5 9 6 &/
Magic Ritual 7 6 9 6 9 7 8 8 49 6 T 9 8 7
Power s 418 6 3 6 4 3 6 35 5 5 6 4 5
Power Point Development 8 8 12 7 12 6 7 9 5 8 8 15 9 8
Power Projection 12 10 15 10 13 9 9 10 7 10 10 15 9 13
Pstonic Perception 4 5 5 3 4 3 3 N 2 5 & S 5 5
Psionic Training 4 o8 5 4 5 3n 3 4 38 4 419 5 B 4
Runes 39 4/9 5 5 6 4 6 6 2 4/9 4 6 6 5
Spell/Psion Acquisition 12 10 15 12 15 8 10 11 7 a 9 20 12 14
Spell/Psion Mastery 6 5 7 6 v i 4 5 4 39 4 7 7 5 6
Symbaol Lore 4 n 4 4 5 3 4 4 35 3 4 5 3 3
Targeting (psionic) 7 7 8 7 8 6 7 8 5 7 7 9 8 7
Transcend Armor 12 12 10 10 ] 8 | 9 12 8 10 10 15 | 10 "
Warding Lore k] w 6 4 § k] 3 4 35 an 3 6 4 4
Perception ;
Detect Traps 214 3 174 5 27 4 3 3 4 3 3 25 3 an
Direction Sense 14 25 2/4 24 13 25 2/6 26 25 26 25 2% 25 2/5
Electronic Surveillance 174 3 215 4 an 4 5 5 4 3 5 35 3 3
General Percaption i lrd 25 24 2/6 26 214 2/5 2/5 25 14 25 113 112 U5
Lie Perception 2/5 1/3 24 2/6 /5 n 3/5 2/6 217 36 35 n 1/3 3/5
Locate Secret Opening 2/5 35 2% | 7 3/5 k' 3/5 36 7 an 5 ki /5 7
Poison Perceptian 1/4 3 2/ an 2/5 4 3 3 4 4 4 25 | 3 6
Read Tracks 12 3 25 | 35 27 4 3 3 4 3 3 27 | 4 36
Sense Ambush 26 3 2 | an 3 4 | 4 4 4 3 4 7m | 4 3
Sense Reality Warp 4 5 5 48 5 4/8 4 4 39 4 5 5 3 4
Surveiliance 1"’ 36 174 25 24 27 35 35 k] a0 35 214 n 21
Time Sense /4 26 214 25 2% an 28 4% 2/5 214 2/6 25 an 2/5
Tracking 174 4 26 26 2 4 4 5 5 5 4 37 4 3
Social
Diplomacy 26 173 2/5 15 2/5 24 €0 14 2/3 12 25 27 172 24
Duping kIE} 2/4 % 26 an 3 415 a7 an 25 3% 3% 12 a5
Gambling 2/4 2/6 2/5 14 26 27 25 15 2/6 1/4 2/6 2/6 13 25
Interrogation 112 12 113 27 5 3 2 2 2 3 3 115 1 ar
Labor Relations s 2/4 35 27 an < 3 3 25 112 35 3 2 s
Leadership 3% 37 2/4 35 13 8 an s 27 25 2/6 174 a5 2/6
Seduction 115 24 26 | 24 2/6 7 2/5 1/3 24 | 15 2/6 2/6 1/4 25
Survival |
Caving 2 4 2/6 a5 1”2 b 3 5 5 5 4 3 4 3
Foraging s 4 35 215 25 a0 3 3 3 5 4 27 3 35
Hazard Control 7 4 215 an 12 4 3 3 4 4 an 14 4 an
Hostile/Alien Environment 174 2/4 13 174 1R 214 14 1/4 2/4 2/4 24 244 2/6 1/5
Region Lore 174 2/6 2/5 13 26 24 25 25 2/4 114 172 255 2/4 26
Scrounge 25 an 25 214 274 an 2 a5 3w an 35 27 2/4 2/6
Streetwise 112 27 13 114 2/5 ks 2/6 2/5 2/5 35 27 1/4 15 26
Survival 1/4 2/4 113 1/4 e 2/4 214 1/4 24 214 2/4 174 214 1/4
Technical
Computer Technics a8 4 3 2 3 5 5 5 5 4 2 3 38 3
Crime Technics 2/4 3 1/4 35 37 5 38 2/5 6 2/4 5 113 1/4 3
Cybernetic Technics 3 5 3 39 38 5 | 5 6 6 5 5 4 5 4
Electrical Technics 27 d 2 an 2 5 4 ] ] 4 4 2 a5 3
Genstic Technics 5 5 5 5 5 3nm 6 6 5 6 5 6 6 5
Mechanical Technics 3 gl 3 2 n 5 5 5 5 4 4 3 5 3
Medical Technics 3 5 4 3 2 5 5 5 5 5 5 3 4 4
Power Systems Technics 4 5 4 4 3 6 6 B 6 5 5 4 5 4
Teleporter Technics 5 5 5 4 n 3 5 5 4 5 6 5 6 4
Weapons Technics 3 5 2 3 3 5 5 5 5 5 & 14 4 4
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Other Technical Areas
Abnormal Psychology 3 s 3 4/9 38 2 4 4 2 3 39 3 3 3
Animal Healing 4 5 4 38 35 4 5 4 4 5 an 5 4 4
Astronomy 2 27 2 2/6 2 2 2 2 172 17”2 a7 3 2 2
Astrophysics 24 7 5 2/6 5 a7 n 37 2n an 3/5 9 an a7
Atmospherics n 419 39 35 27 5 4 4 35 41 35 3 3 6
Autopsy 3 8 5 | 8 6 8 8 8 8 B 8 5 7 7
Biology (general) 2/5 2/4 2/6 2/6 214 1/2 2n 27 2/6 2/6 12 27 2/6 2/6
Biochemistry 2 1/4 2 2 1 12 2 2 1/2 2 2/5 2 2 2
Botany 2 27 2 2 2 12 2 2 172 | 2 2/5 2 2 2
Chemistry 2/5 27 217 2 2 2/6 3 3 3 | 2 1/4 2 3 27
Cryogenic Emerg. Resuscitation  3/7 4 an 5 2/4 39 4 4 s 4 4 2 37 3
Cryogenic an an an a7 172 KIL] 31 39 35 3 36 35 36 36
Cryonics 8 B 8 8 6 7 8 8 7 8 8 B 6 6
Cybemetics 5 6 6 6 5 7 7 7 7 6 7 5 5 8
Drug Therapy 4 4 5 5 4/8 4 5 5 4 5 5 4 5 4
Drug Tolerance 26 3 24 35 20 5 a9 1/4 5 4 4 1/2 24 215
Ecology n a7 an 26 36 12 5 K 2/8 35 25 316 an 5
First Aid 173 1/4 1/3 114 12 214 2/4 2/4 14 | 24 114 1/3 2/4 113
Genetics 5 5 5 ] 4 12 /] 5 1/4 4 3 5 5 5
Hypnosis B 7 7 6 7 4 7 6 4 7 B 7 3 ]
Internal Medicine 5 4 5 5 3/9 4 | 5 5 4 5 5 5 5 5
Medical Diagnostics 8 8 8 | B 6 7 | 8 8 8 8 8 8 8 8
Medical Practice 8 8 8 8 6 7 8 8 7 8 8 8 8 8
Medical Sciences 8 7 7 8 5 3 8 8 7 7 6 8 8 7
Metallurgy 3 4 3 2 8 3 4 4 4 3 4 3 4 3
Midwifery U5 35 an a4 2/4 an 9 33 26 35 25 4/8 318 3%
Nuclear Physics n 3 k1] 4/8 36 47 419 479 4 3 2 27 4 9
Oceanography 3 an 4 3 3 2/6 5 b kll:] A 35 4 5 9
Physics (general) 1/4 12 1 12 114 12 2 2 1 1 173 1 2 172
Planetology 215 2/6 2 2 1 1/4 2 3 2 2/4 2/4 2 2 2
Psychiatry ] B B B 5 B 8 7 B 8 ] 8 B 7
Second Aid 1/4 27 2/5 2/6 2/4 27 2 2 21 27 27 14 27 2/6
Surgery 8 8 8 B 5 8 8 8 8 8 8 ] 8 8
Tachyon Physics 3 3 3 3 3 2 | 4 ! 3 3 3 3 - 3
Temporal/Dimensional Physics 7 7 9 9 8 6 | 9 9 7 9 9 9 g ]
Zoology 2 2 2 1 1/4 1/212 2 2 1/2 2 2/4 2 2/5 2
12.2 LEVEL BONUS TABLE
A
ol ®
A3 o Wwe
i O o qe® S\ AT Y o A e s A
Profession ™ 40 o 0 Vi W«““;@\*‘“@N e 6“‘“‘a‘t“‘“‘%:\\“*ﬁ\}w\‘\\h“‘@\!-“‘\@w‘wo e (o
Administrator 42 @ — —] — — — | — 42 —|] — — —| = — 42| = — —| 42 — 43| — —
Anarchist e oo SRS A IR SR e SO e R T R [ e S )]
Armsman - = =] #& ¥ 4P| - - #A| - = L= - —]= = == = =42 =
Arms Tech e e e eSS S i s S S IS QO i < SR ey S AUE=R ) o=l Cesr o am i = g ) = oy
Artist A i i e e R L R L e L L e 111 M= L 4 S — et
Con Artist LA = (e S i e [T e St e e e U [Pt E Bl e AR B e
Criminologist — — | — - +1 — 4 — | # — +1 — 42 - - = =] = — +1 +1 43(+1)
Electrician +1 — —_] - = = = = —|+#2(+1) # 2| - = == = =] = +1 + —  +3(+2)
Engineer 2 — == = == = =% # == = == = =11 —|— 2
Entertainer — = = = = =] = == = #ud = 2l= = == = K= =
Evolutionist #$ — == — —=|4% - - - = | = = 42| = — —] 42 £ Q| = =
Explorer —_ - +2 +1 +1 +2 —  — -] - - +1 _ - +1 - - +1 —_ — +1 +2 —
Investigator IR [ s e ) TS R e R T R T T SR < SRR B (R
LawEnl.Officer — —  +1 | +1 41 42 | — 42 =R T MR e BRSNSl W S . B e
Lawyer 2 = == = =|l# 8 =|= = —=|= = @#W]|= — |8 — @¥|—= =
Medical Teeh 4+ — — | — - - = = = = | = = —| = 22 —| = 4 —| 4+ 43+
Merchant 2 1 | - — -] = ¢4 —| - 84 —-]=- - #L|= - == = =14 -
Physicisn 2 N == = = == = === = 8 == #a =" =
Pilot 1 — 43| — + H| - - -] ¥ - -] - — == = —=|42 — —1# +1
Planetologht +2 4+ —| — — — [ ¥ — —] — = H]| = — ]| = = 4| = 2 # 2 —
Rescue Worker +1 +1 — +1 +2 —_ = == — | — # +1 —_ —_ —_—] = +1 — | = — — | 43 -
Researcher 2 - -] - - =]/ = -4+ = —=|=- = £2|=- 4H+H =]+ 8 —|— -
Semi Telepath —  +1 = — +1 — | 2 - =] = # 2 | — - 2l = =] = = +1 S
SystemsTech +1 — —| — — — | — — —l4261) #1 2| — — —| = — =4+ — 4+ | — +3+2)
Teacher B - -] - — =|= = =|= = 8|41 — 2| = |47 N H]| = —
Theologist B = = = = =|¥® = =|= = M]|= = @2l = =] = a@|= =
True Telepath  +2 +1 — — — — +3 — — — — +1 — — — | 42 = = = = +2 = e
This table provides suggested level bonuses by skill category. Bracketed values indicate level bonuses for non-specialty skills within the category(e.g.. a computer technician, a specialty within
trician profession, would get a +3 bonus per level with his Comp Tech skill and a +2 level bonus with a Weapan Tech skillj.
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