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INTRODUCTION

Once again we find ourselves with a Space Master Companion full of new material, new
ideas, and new options. As you can see by leafing through this book, it is quite different from
its predecessor, Space Master Companion 1™ While that book focused primarily on new
character creation options, professions and skills, this book focuses on new telepathy
techniques, equipment, and science.

A book of new equipment is an easy thing for a GM to deal with. Each separate weapon
or device can be allowed or discarded by the GM, at his whim. They are also easily altered
to fit into various campaigns or power levels. If something seems unbalancing, the GM can
make it very expensive, illegal to possess, or it can be disallowed altogether.

The entirely new psychic system, Psifire, will enchance any game, and make telepathy a
totally unique ability. Unlike the current system, itis notatall like Rolemaster™spell casting.

There’s alot contained in this book. Something to please just about every GM and player.
Enjoy.

B e
NOTATION

The material in Space Master Companion
/loften uses the standard referencing notion
for ICE products.

SM — Space Master™ (2nd edition)
RM — Rolemaster

SpaMCo | — Space Master Companion |
PB — Player Book (in SM)

GMB — GM's Book (in SM)

TB— Tech Book (in SM)

RMCI/— Rolemaster Companion™
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REFERENCING
ROLEMASTER PRODUCTS

Though this book is about SM, we must
not forget that the game evolved from ICE's
fantasy role playing game, RM. As a result,
the material in SpaMCo I/ draws heavily on
the series of RMCs, as well as the core RM
rules. When articular section of this product
references to an RMC installment or an RM
book (like Spell Law or Arms Law), what are
you supposed to do; particularly when you
do not own the product in question? Wellrst
of all, do not panic!

We have found that most SM players
know a lot about RM, because they got into
that system first. But, if you are one of the
few who play SMto the exclusion of RM, just
ignore those sections that reference AV
products. This is an optional rules
compliation afte all. Think of the RM-refer-
enced rules as more optional than the oth-
ers—you do not need them. If you think this
is a cheap cop-out and that all relevant and
previously published RMC material dhave
been included in this product, imagine all of
the otherrmation we would have had to axe-
out of this product. It wouldhave been quite
a bit, and many consumers would have been
upset about buying rehased material.

Sodo not get mad thinking you are forced
to go out and buy some other books just to
get a few small references. Forget about
them. Instead, focus on all the new material
appearing here.

NOTE: For readability purposes, these
rules use the standard masculine pro-
nouns when referring to persons of
uncertain gender. In such cases, these
pronouns are intended to convey the
meanings he/she, her/him, ete.
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COMBAT ENGINEER

This profession is practiced at overcom-
ing obstacles to allow others, including him-
self, to get reach a destination. If there was
ariver to cross, the Combat Engineer would
build a bridge or otherwise ford it. If there
was a ship to board and capture, the Combat
Engineer would ensure that that ship’s bulk-
heads were taken down and his ship se-
curely moored to it. He makes the best use of
his immediate surrounding environment.

A Combat Engineer specializes in re-
sourcefulness. They are also adept in demo-
litions, engineering and combat. When work-
ing alone, or in small groups, he excels at
infiltration.

This profession receives +1 per levelinall
engineering skills and outdoor skills. The
prime requisites of the Combat Engineer are
Intuition and Reasoning.

All Technics and Astronautic skill costs
are that of an Engineer. All Combat and
General skill costs are those of the Explorer.
All other primary and secondary skill costs
are the same as for an Arms Tech.

D P IR
BLACK MARKET
MERCHANT/SMUGGLER

This profession deals with operating the
‘insand outs’ of both local and interplanetary
governments, customs agencies and espe-
cially in the black Market. A BM Merchant/
Smuggler, whether working within the law
or not, must have great foresight and knowl-
edge about where he travels and who he
deals with. His main goal in is to make
money. He buys goods from manufacturers
(or some other not-so-noble source), then
sells them to others, at a profit. Though this
sounds simple, the Merchant or Smuggler
has many things to consider. For example,

« those people he deals with,

ethe local government's stance on the goods
he trades,

« the degree of local law enforcement,
 competition from other traders,

* who he hires and how loyal they really are.

In this profession, there are no joy rides.
Often, careers are more dangerous than the
Galactic Marines. Merchant/Smugglers re-
ceive +2 per level bonus to the following
skills: Trading, Advertising, Propagandaand
Administration. They also receive +1 per
level bonus to N-Space Piloting and N-Space
Astrogation. The prime requisites of this
profession are Empathy and Presence.

All primary skills, except Combat and
Weapon skills, are developed as an Explorer.
Combat and Weapon skills are developed as
an Entertainer. All other primary skills and
secondary skills are developed as a Crimi-
nologist.
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TINKERER/SCAVENGER

The Tinkerer/Scavenger specializes in
jury-rigging mechanical and electrical com-
ponents (i.e., unorthodox repairs and modi-
fications). He also builds machines and other
technological marvels from scratch, using
whatever he can find as parts. When the
proper material is not available, he finds
whatever else will work instead.

Thisisadangerous profession; onewrong
wire connection and it could be time to retire,

permanently. The Tinkerer/Scavenger's |

prime requisites are Intuition and Empathy.
They receive +3 per level to all Gimmickry
skill rolls and +1 per level to all mechanical,
item and device skill rolls.

All Engineering and Technical skills are
developed as a Systems Tech. All General
skills are developed as a Criminologist. All
other skills are developed as an Anarchist.

AT SRS

 ANDROID/ROBOT HUNTER

One who is trained to both detect an-
droids and find runaway robots (as well as
how to properly dispose of both). The An-

| droid/Robot Hunter learns the psyche of |
| these synthetic beings to better understand |

them and their motives. Those who excel at
this profession can tell the difference be-
tween a human and androéid without the use
of a scanner, though it takes time. They

receive +1 per level when attempting to |

identify an android.

Part of this knowledge possessed by this
profession deals with the understanding of
how both androids and robots are con-
structed and how they work. Many build

| robots and androids as a hobby, others |
despise them and will have nothing to do |

with them, even “off-duty.”

The prime requisites of an Android/Robot
Hunter are Empathy and Memory. This pro-

fession receives +1 per level on all robots |

and cybernetics skill rolls. They buy Ambush
at half cost for use against robots and an-
droids.

The Android/Robot Hunter develops Per-
ception, Engineering and Technical skills as
an Investigator. All other skills are developed
as a Law Enforcement Officer.
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PSYCHOT

One who has driven both his mind and
body to the edge with extreme dosages of all
types of drugs and med tabs. The Psychotis
not without reason, though. Through the
medium of these narcotics, synthetic de-
signer drugs, hallucinogens and other pow-
erful medications, the Psychot pushes him-
self to greater physical and mental ability for
limited durations.




Psychots have succeeded in super-hu-
man feats of strength, speed, damage resis-
tance and psionic ability (with the proper
drugs). Unfortunately, the life of a Psychot is
extremely fastand extremely dangerous (his-
tory has never recorded one living past the
age of twenty five). They live on a razor's
edge, constantly fearing a lethal overdose or
rehab.

The GM and the player may wish to dis-
cuss various addictions and special abilities
gained from this dangerous and deadly drug
abuse. This can be done by tailoring the
Background Options to fit the character and
the unique profession.

The prime requisites of the Psychot are
Constitution and Self Discipline. They re-
ceive +3/levelin Drug Tolerance and all Medi-
tation skills. All Medical skills are developed
as a Physician. Body Development is devel-
oped as an Armsman. All other skills are
developed as an Anarchist.

E e e
BOUNTY HUNTER

One trained in the tracking, subduing and
or elimination of others. The Bounty Hunter
is no more than a semi- civilized mercenary
working within society. No two bounty hunt-
ersworkalike. Some have honorand care for
their quarries, seeing them safely to their
destination. Others only see those they seek
as amonth’s rent or a needed repair for their
space ship.

Bounty Hunters receive +2/level to all
Tracking, Read Tracks and Subduing skill
rolls.

All Combat and Perception skills are de-
veloped as an Explorer. All General and Sub-
terfuge skills are developed as a Criminolo-
gist. All other skills are developed as an
Armsman.




COMBAT OPTIONS
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EXTENSIVE DAMAGE
BEYOND MARK#
LIMITATIONS

In a combat situation under SM rules,
each weapon has an absolute limit for dam-
age. That point which no roll can possibly
exceed no matter how high the total roll. Five
overloads made at point blank range, with a
computerized +20 laser targeting system,
still cannot exceed 8 hits and a type C critical
when done with a Mark 1 projectile versus a
completely unarmored foe, or even less for
other armor types.

Any weapon should be allowed the op-
portunity to kill if damage can be done. Ifitis
possible to do damage, it should be possible
to do a critical, and if it is possible to do a
critical, it should be possible to kill. Although
it might be a lot more difficult to additional
damage and criticals, it should at least be
possible. The following is a chart which will
provide guidelines based on the amount of
the total roll over the Mark limit, to determine
additional damage and higher criticals. There
are four columns: two for additional hits, and
two for additional criticals. One column in
each pair is a smoothed range, providing a
greater degree of difficulty for lower Mark
weapons. The second column may be used
to simplify the entire procedure and use a
standard adjustment for all weapon Mark #s.

The numbers (e.g., every 6, every 10,
etc.) represent the total amount of the roll
over the maximum Mark limit represented
ontheattack chart. Foreach fullincrement of
this amount, damage is increased by one.

Example: A Bounty Hunter is attacking
with a Mark 2 Small Projectile versus
Armor Type 4. Based on the attack chart,
the character cannot roll a total attack
greater than 105. If the PC has a total roll
of 185, this is a total of 80 greater than the
105 maximum. This would mean that an
additional 10 concussion hits are sus-
tained (80 divided by 8), and the critical
will be increased by one severity level.
Versus AT 4, at 105 the result is 11C.
Therefore, the new result is a total of 21
hitsanda D critical (21D). However, ifthe
GM wanted to use the simple side, an
additional 26 hits are sustained, and the
critical is still increased by only one se-
verity, (11C becomes 37D).

SRR A =R
NATURAL STUNNER

' RESISTANCE

Stunners operate by pulsing electromag-
netic radiation attheir targets, and spreading
throughout the nervous system from the
point of impact. As the pulses spread, they
tend to lose power and therefore lose effect.
Because of this, a larger target tends to be
less prone to stunner effects. The greater
mass provides alargervolume throughwhich

the electromagnetic radiation must be dis-
persed. With the same respect, smaller tar-
gets are more susceptible to the effects due
to the smaller mass for dispersal.

To determine resistance, examine the
character’s natural body weight. The aver-
age weight range is that area in which there
will be no modifiers. For humans, this range
will be from 120 to 180 pounds. For every 20
pounds of natural body weight above this
range, the PC will gain a natural stunner
resistance of +5 to DB. (e.g., A PC with a
natural body weight of 220 pounds will have
+10 DB vs stunners).

However, anyone less than 120 pounds
suffers an adverse effect. Although DB will
remain unaffected, the damage incurred will
be greater. For each 20 Ibs less than the
specified range, all critical results will be
increased by one category, and hits will be
increased by 10%. The DB will not be af-
fected because the smaller person does not
become easier to hit, just easier to hurt.
However, for those larger folks, the natural
resistance will be dropped by -5 for each
Mark of stunners greater than 1. For ex-
ample, a person of 220 Ibs would have a +10
vs a Mark 1 stunner, but only +5 vs a Mark 2
stunner, and +0 vs a Mark 3 stunner. Al-
though modifiers could be made for smaller
PCs and larger powered stunners, why not
give them a break, don’t they suffer enough?
However, if the GM insists on using such
modifiers, itis suggested that with the higher
powered stunners, only hits should continue
to be modified. Otherwise, some little guy
will always take an E stun critical every time
he’s winged by a Mark 5 stunner. For every
Mark above 1, increase the hits by an addi-
tional 5%.

EXTENSIVE DAMAGE CHART
Additional Hits Additional Criticals
Mark level Smoothed Simple Smoothed Simple
Mark | every 10 every 3 every 70 every 50
Mark Il every 8 every 3 every 65 every 50
Mark 111 every 6 every 3 every 60 every 50
Mark IV every 5 every 3 every 55 every 50
Mark V every 3 every 3 every 50 every 50




Example: A little guy, who has a natural
body weight of 80 pounds, is hit by a Mark
3 Stunner. This PC is two brackets under
the 120 lower limit. He will suffer an
additional 10% hit increase for each in-
creaseinMarklevel. (120-80=40and 40
divided by 20 pounds = 2 brackets below
lower limit. 2xthe +5% increaseis +10%.)
However, the PC already suffers +10% vs
the standard stunner. Therefore, the PC
will now suffer a 20% increase in hits
sustained by a Mark 3 stunner.
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POWERED TOOLS
AND MELEE

Something which was completely over- |

looked in the Tech Book’s combat material

was the opportunity for using powered tools |

in combat. When times get desperate, and
no normal weapon can be found, why not a
truly devastating chainsaw if it is available?
Powered tools, especially saws, become
extremely scary when used in melee. How-
ever, they are not designed for combat use,
the result being that they are very bulky and
off-balance, not to mention just plain heavy!

Such problems are reflected in an En-
cumbrance Modifier applied to attack rolls
made with such weapons. (Refer to the
Weapon Chart in Section 8.0). The list only
shows the relatively compact tools (or tools
which may have some movement around a
base unit. e.g., Arc Welder depending on
how powerful itis: there are no High Velocity
Earth Drills, Jack Hammers, Heavy Indus-
trial Equipment, or Mass Mining Equipment,
etc.) Although there is no reason why modi-
fiers and charts could not be determined for
much larger weapons. However, some of the
larger equipment might be more likely to be
incorporated into Armored Assault, or per-
haps Star Strike if the circumstances fit the
situation.

]
VEHICULAR IMPACT

There are no guidelines for using a ve-
hicle to injure a person, and hit and runs are
not exactly uncommon. Some simple rules
of thumb will help determine damage from
such a situation. First of all, determine how
fast a vehicle is going in miles per hour. This
velocity will be the pilot's bonus on the
combat chart. However, the target will get a
maneuver to reduce the effects of the attack.
The maneuver’s difficulty will be determined
by the velocity of the vehicle, and how many
seconds the PC has to react before it collides
with him.

Each second that the target character has
to prepare for the vehicle, he may reduce the
difficulty level by one category.

IMPACT AVOIDANCE CHART
Vehicle’s Maneuver
Speed (kph) Difficulty

01-05 Routine
06-15 Easy
16-25 Light
26-50 Medium
51-70 Hard
71-100 Very Hard
101-130 Ext. Hard
131-200 Sheer Foliy
201+ Absurd

Example: Acharacter sees avehicle round
the corner, and he realizes that he is in
danger when the engine races and the car
accelerates. The vehicle approaches at
120 kilometers per hour (a +120 attack).
This is an Extremely Hard Maneuver for
the characterto avoid being hit. However,
the character has two second to prepare/
run, reducing the difficulty level by 2
categories (bringing it down to a Hard
Maneuver). He rolls on the Hard Maneu-
ver Chart and the GM decides that it
makes sense to add his Agility modifier to
the roll as well. The total maneuver roll,
with modifiers, is 78. On the Hard Maneu-
ver column, this is a result of 50. That
result from the Maneuver Chart is applied
against the oncoming vehicle (thatis, the
character’s DB is increased by 50).

All Vehicular Impacts aremade on the
Fall/Crush attack chart. If an attack results in
multiple criticals, the primary critical is an
Impact and the secondary is a Crush.




ARMS LAW VS SPACE MASTER ARMOR CHART
Armor Tye
Weapon 1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23 24
Bare Fist 0 -0 0 -0 -0 -5 -5 -15-20-25 -30 -35 -25 -30 -30 -35 -35 -40 -45 -50 -80 -100-110-120
Battle Axe 0 -0-0-0-0-0-5-5 -5 -5-10-15-10-15-15 -20 -15 -20 -25 -30 -50 -60 -80 -100
~Bola 0 -0 -0 -0 -0 -5 -15 -20 -15 -20 -25 -30 -20 -25 -25 -30 -25 -30 -35 -40 -65 -90 -105-115
Broad Sword 0 -0 -0-0-0-0-5 -5 -5 -5-10-15-10 -15 -15 -20 -15 -20 -25 -30 -55 -65 -75 -110
Club 0 -0 -0 -0 -0 -5 -10-10 -10 -15 -15 -20 -15 -15 -15 -20 -15 -20 -30 -35 -60 -80 -100 -115
~ CompositeBow -0 -0 -0 -0 -5 -5 -15 -15 -15 -20 -20 -25 -20 -20 -20 -25 -20 -25 -35 -40 -60 -80 -100 -115
Dagger 0 -5 -0 -0 -5 -10 -15 -20 -15 -20 -25 -30 -20 -25 -25 -30 -25 -30 -40 -45 -70 -100-110-120
Falchion 0 -0 -0 -0 -5 -5-10-10 -10 -10 -15 -20 -10 -15 -15 -20 -15 -20 -30 -35 -55 -65 -75 -110
Flail 0 -0-0-0 -0 -0 -5 -5 -5-10-10-15-10 -15 -15 -20 -15 -20 -30 -35 -50 -60 -80 -110
Hand Ax 0 -5 -0 -0 -5 -10 -15 -15 -15 -20 -25 -30 -20 -25 -25 -30 -25 -30 -40 -45 -70 -90 -110-120
Heavy Crossbow -0 -0 -0 -0 -0 -0 -5 -5 -5 -5 -10 -15 -10 -15 -15 -20 -15 -20 -30 -35 -50 -75 -95 -105
Javelin 0 -0 -0 -0 -0 -5 -10 -15 -10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -40 -45 -70 -90 -110-120
Lance 0 -0 -0 -0 -0 -0 -10-10 -10 -10 -15 -20 -15 -20 -20 -25 -20 -25 -35 -40 -65 -85 -105-115
Light Crossbow -0 -0 -0 -0 -5 -5 -10 -15 -10 -15 -20 -25 -20 -20 -20 -25 -20 -25 -35 -40 -55 -80 -100-115
Long Bow 0 -0 -0 -0 -0 -5 -10-10 -10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -30 -35 -55 -75 -95 -110
Mace 0 -0 -0 -0 -0 -0 -5-10 -5-10-15-20 -10 -15 -15 -20 -15 -20 -35 -40 -55 -65 -85 -115
Main Gauche 0 -5 -0 -0 -5 -10 -15 -20 -15 -20 -25 -30 -25 -30 -30 -35 -30 -35 -45 -50 -70 -100-110-120
Morning Star 0 -0 -0 -0-0 -0 -5 -5 -5-10-10-15-10 -15 -15 -20 -15 -20 -30 -35 -50 -60 -85 -115
Pole Arm 0 -0 -0 -0 -5 -5 -10-15 -10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -40 -45 -65 -90 -110-120
Quarterstaff 0 -0 -0 -0 -0 -0 -10 -15 -10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -35 -40 -65 -85 -105-115
Rapier 0 -0 -0 -0 -5 -5 -10-15 -10 -15 -20 -25 -20 -25 -25 -30 -25 -30 -40 -45 -65 -95 -105-115
Scimitar 0 -0 -0 -0 -0 -5-10-10-10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -35 -40 -60 -70 -85 -105
Short Bow 0 -0 -0 -0 -5 -5 -15-20 -15 -25 -25 -30 -20 -25 -25 -30 -25 -30 -40 -45 -65 -85 -110-120
Short Sword 0 -0 -0 -0 -5 -10 -15 -15 -15 -20 -20 -25 -20 -25 -25 -30 -25 -30 -35 -40 -65 -80 -100-115
Sling 0 -0 -0 -0 -5 -10 -15 -20 -15 -20 -25 -30 -25 -25 -25 -35 -25 -30 -45 -50 -70 -100-110-120
Spear 0 -0 -0 -0 -0 -5 -10-15-10 -15 -15 -20 -15 -20 -20 -25 -20 -25 -40 -45 -70 -90 -110-115
2-Handed Sword -0 -0 -0 -0 -0 -0 -5 -5 -5 -10 -10 -15 -10 -15 -15 -20 -15 -20 -30 -35 -55 -60 -76 -90
Warhammer 0 -0 -0 -0 -0 -0 -5 -5 -5-10-10 -15 -10 -15 -15 -20 -15 -20 -30 -35 -55 -60 -75 -90
War Mattock 0 -0-0-0-0-0-5-5 -5 -5-10-15-10 -15 -15 -20 -15 -20 -30 -35 -50 -60 -70 -85
Whip 0 -0 -0 -0 -5 -5 -10 -15 -10 -15 -20 -25 -20 -25 -25 -30 -25 -30 -45 -50 -75 -90 -110-120
3.5 I | 3. I | SM. Most of the weapons have deficiencies,
especially in the higher armor types. How-
DAMAGE TO PERSONAL WHAT OF ARMS LAW? | ever, this is due to the highly superior mate-
EQUIPMENT R consists of thive Bouks 1 s boxsd rials and construction of those types of ar-

Something that never seems to have much
attention paid to it is whether or not personal
equipment is damaged when injuries are
inflicted on a character. For example., if a
character is wearing headgear and takes a
shot to the head, is the gear destroyed or
not? If the location of the equipment on the
body is known, and a hit is made in an area
with some equipment, there should be a
chance that the equipment is destroyed. Use
the number of hits afflicted on that area as
the base percent chance of destroying the
equipment, and modify it as follows: very
fragile = +50, fragile = +25, non-fragile = +0,
lightly armored or heavy duty = -15, very
heavy duty = -40.

set. One of the three books is AL and con-
sists of the attack charts for all of the melee
weapons. When the melee charts were con-
verted into SM, somehow they were all
squeezed into a single chart. This is very
unfortunate, because the system lost the
variations of weapon vs armor types. The
| benefits of one weapon over another be-
came obsolete. However, in many situa-
tions, one weapon would serve much better
than another. For example, would you rather
use a dagger or a war mattock versus a
heavily armored foe? The war mattock has a
much better reputation for ripping through
armor than does a dagger. If a dagger hap-
pens to be the only weapon available, then
good luck! The following chartis designed to

help incorporate the weapons of RM into

mor. However, superior materials can also
be used to make weapons. The modifier for
superior materials should be left up to the
GM, but it is advised not to exceed +20 on
any weapon.

To use the following chart, AL must be
available. Turn to the appropriate chart for

| the weapon being used. Cross reference the

Weapon Chart with the Armor Type of the foe
on the following chart. The modifier there is
added to the attack roll. The resulting total is
cross-indexed on the attack chart in AL to
determine damage inflicted. The modifiers
on this chart are only used on the attack roll,
not critical results rolls, etc. Variations in
criticals will come naturally from the modifi-
ers being added onto the combat rolls. This
will not reduce the critical roll itself, but will
tend to reduce critical class.




3 EEEL o Seasaitgiee
MELEE AND TWO TARGETS

Occasionally, characters may find them-
selves facing the power axes of two foes.
Fighting both opponents can be very dan-
gerous. Ifthe character s exceptionally skilled
with his weapon, he could effectively attack
both of the opponents with a single sweep of
the sword (or whichever potential weapon
he finds available). However, such an at-
tempt does not go without restrictions or
modifiers.

First, the weapon must be of an appropri-
ate length to allow a sweep which could
effectively attack two people. Obvious ex-
amples would be pole arms, and two handed
weapons. Some of the longer, one-handed
weapons may also be employed for such
uses (e.g., long sword, broad sword, bas-
tard sword, etc.) but with additional modifi-
ers. |f the GM truly feels it is possible to use
even smaller weapons (e.g., short swords,
daggers, main gauches, etc.), do so with an
additional modifier of -30 for both attacks.
All of the modifiers are cumulative.

Second, the opponents must be standing
inadjacent facings (i.e. standing nextto each
other). Flank and rear opponents cannot be
attacked in this manner. Before attacking,
the PC must designate his intention to attack
both foes simultaneously. The PC must make
separate attack rolls versus each of the foes.
The attack versus the first opponent is made
at -25, while the second attack is made at -
50.

Example: Melissa, while visiting a primi-
tive culture similar to Medieval Earth, is
attacked by two bandits. She is armed
witha polearmand has an 0B of +70. One
opponent is at her front, and the other at
her flank. This means that she will be +45
for the first opponent and +20 for the
second.

One problem with attacks of this sort is
that the second attack can be dramatically
decreased by the results of the first attack.
An exceptionally successful attack on the
first foe can absorb a lot of the force and
impact that would have carried into the sec-
ond. This is reflected by additional modifiers
based on the damage inflicted by the first
attack. The first of the modifiers to consider

is that of the concussion hits not resulting
from a roll on a critical chart.) This result is
divided by two, and the result is used as a
negative modifier for the second attack.
Round down to give the attacker that ever so
slight benefit from odd numbers. For ex-
ample, a result of 17 hits would give a -8 to
the second attack.

Also, critical results achieved in the first
attack will affect the second strike. Every
level of a critical result will decrease the
second attack by -10 (e.g., an A critis -10, a
B is -20, a C is -30, etc.)

Results from within the critical will also
have a negative result on the second strike.
For each additional concussion hit achieved
with a critical, there is a -1 modifier. For
example, if a critical gives an additional 10
hits to the opponent, the second attack will
be modifier by another -10 to the total. In
addition, bleeding is worth -5 per hit (e.g., a
critical resulting in bleeding at 3 hits per
round yields an extra -15 to the attack total).
Each round of stun will give a -5 to the
second attack. Each round of “stunned and

unable to parry” is worth -10. Broken bones
will result in -15 for the second attack total.
Any critical result that gives an instant death
or comatose conditions will result in -20 to
second attack and lowering the second criti-
cal result by 1 level. These modifiers no
doubt seem many and confusing, and will be
laid out in a chart for easy reference.

With respect to criticals, some might ask
“What about those high-ranking criticals
which yield no real damage?” For example,
a type E critical where the attacker is unfor-
tunate enough roll a very low number. In
such a case, it is still accepted that the blow
was very direct and solid. After all, it did do
a type E critical even if the critical itself was
not exceptionally effective. The -10 per level
of critical severity should stand.

It should be noted that all the negative
modifiers could result in modifying the at-
tack roll down to the fumble range of the
weapon! This would resultinafumble for the
second attack.

TWO TARGET MELEE CHART
Circumstance Penalty
BACK VOTSUSTTISTIFOR 1. . sesismssisssasispamssnssassosusasisss svisvmonoosipssisssssnpansssssissboddobosss -25
ANACK VersUS SEEOTIU FOB...iivimminitaccssessvnssesnonsssnnsiasarsmsimsisnsnsssipias iivsiasassssases -50
Short, 0ne-handed WEAPONS ..........coecvevrreieereierrereeeseiesessese s ensssesmsesssssseanasnes -30
(not advised for use, only under GM discretion)
Long 1-HandediWEAPONS ... iiitisssssssssssarssassnsassssnsissisasassonnsansasassnssnesssesans -10
2-Handed WEAPONS Sl IE S S vt ecesmmsosasamssibmbase fuptassassprtbaia by b saasens +0
Pole AT e Lalllaing 0 o 80 Gl b e sremen A e s e e sy s e +10

Direct Concussion HitS ......coeceveeveeeieenennnes

(i.e., directly from attack chart)

GOtICAl RESHMIL &.0isi. s el mrspaiinssvessssosivens
Indirect Concussion HitS ........cccccevveervenenne

(i.e., derived from critical results)

Bleeding hits perround.........cccccoeveeureennnne.
Rounds Stunned ............cccecvvevermreeenencnnennes
Rounds Stunned and Unable to Parry ........
Broken BONeS ......sxsaiisin S iadin it




PSION OPTIONS

B
PSIONS FOR THE
' NON-TELEPATH

| Accordingtothefirst printing of the Player
Book, only Telepaths (True and Semi) are
able to learn psion lists. However, there is a
basic philosophy which states, “All beings of
higher intelligence have a Telepathic poten-
tial, whether or not they realize this and opt
| to develop it is specific to the individual.” All
ofthe non-telepathic professions should have
the opportunity to develop a psionic talent,
butat great difficulty. Telepaths, on the other
hand, have the advantage that Psionics are
their profession, and they are not restricted
by the guidelines of this section. In this
section, there will be information for
} 1) the availability of Psion lists,
‘ 2) power points and how they are used,
3) the development of skill with Psionics,
| 4) side effects of psionic use,
)
)

i some possible uses of Spell Law, and

5
6) a general comparison between the non-
telepaths and telepaths.

All of this will be discussed in relation to
the non-telepath and the development of
psionic talents.

How does a non-telepathic character ac-
tually become a psion user? There are two
different ways this could be done. First, the
player could just decide that the talents are
worth the time and effort to develop and
begin training by spending development
points. Alternatively, the player might roll on
the Mental Attribute Background Chart and
generate the Psionic attribute. Once this is
done, a field of talents must be determined.
This also may be done in two ways (this
| should be GM moderated).

1) The GM may allow the character to have a
l selection of his liking.

2) The GM might have the player roll on the

Psionic Accessory Chart from the Back-

| ground section. This would result in a

|  random talent. However, some of the

skills on that list do not require any actual
development in Psionics.

Note: /fthe PC rolls on the Psionic Acces-
sory chart and generates a minor ability
(those which do not require any skill
development), there should also be an-
other field of talents which the character
may develop in the normal manner. For
example, if a character rolled a result of
Visions. This is a minor ability and re-




quires no skill development. If the GM
decides that the PC may keep this talent,
the Player should be able to select an-
other area in which he can develop true
Psionic skills.

Power points are handled quite differ-
ently from the normal Telepath. The Non-
telepath must develop his power points from
scratch, unlike the True and Semi Telepaths
who naturally gain power points as they gain
experience. The non-telepathic character
must develop the skill Psionic Training to
have any power points at all. The total skill
rank bonus of Psionic Training is the percent
of the “Power Points per level” that would be
gained if the character were a telepath.

The non-telepath is restricted as to which
types (picks or portions) of lists he may
develop. Their power is limited, and they are
unable to rise to the higher and more power-
ful forms of the art. The non-telepath may
only develop “A” and “C” portions of a list
under their talent. (an “A” portion being
levels 1-5 and a “C” portion being levels 6-
10). However, the character must be level 5
before he can achieve the development of a
“C” portion of a list. If the GM feels it is
appropriate, he may allow the character to
develop portions 10-15 and 16-20 after at-
taining 20th level. However, the character
should never be allowed to go beyond the
20th level psion on the list.

Non-telepaths are not only restricted with
the types of lists they may develop, but also
by the field which the character chooses.
True Telepaths and Semi Telepaths are able
to develop psion lists outside the realm of
their base lists. The non-telepath, on the
otherhand, is strictly limited to his base lists.
Under normal conditions, the character will
never be able to develop a list outside of his
base field. Abnormal conditions could con-
stitute a permanent memory loss, which
would allow the character to start all over.

One of the less fortunate facts about non-
telepaths using psionics is that there are
often side effects. These may include any-
thing from a nose bleed to a severe migraine
headache. The following chart is for refer-
ence whenever a non-telepathic character
casts a psion. The player must make a roll on
the following chart. This roll is not open-
ended, but modifiers involving the casting
are applied. (e.g., snap casting, fewer rounds
of preparation, distractions, etc.) The player
adds his SD modifier to the result to deter-
mine a total for the chart. This chart may be
used in one of two ways, based on the GM’s
preference.

Option 1: The GM may have the player make
a roll on this chart for every psion cast,
resulting in a different side effect every
time, or

Option2: The GM may have the player roll on
this chart once, when he first begins
developing his psionic skills, and use the
same result as an ongoing side effect.
The player would then make a SD check
to see if the side effect is avoided or not.
Ifthe SD checkis failed, the player already
knows what is going to happen and will
also know what sort of risk he will be
taking by casting.

PSIONIC SIDE EFFECTS
Roll Result

01-05 Stroke: The character drops to the floor
unconscious, the victim of a severe stroke.
Medical attention will heal him.

06-15 Faints: The character is out cold on the
floor. If not helped, he will come around on
his own in a few minutes.

16-25 Nausea: The character doubles over
and heaves his last meal onto the floor. Not
only is it humiliating, it's quite disgusting.

26-35 Migraine Headache: The character
suffers a horrible migraine consisting of
severe pain and tunnel vision (-50 to Per-
ception). Until it subsides (in 5-50 minutes),
the character will perform all other maneu-
vers at -40.

36-45 Tunnel Vision: The character’s vision
becomes a long, black tunnel, resulting in -
50 to Perception, and -15 for maneuvers.

46-55 Dizziness: The character is stricken
with a severe dizziness spell and will per-
form all maneuvers at -40 until it passes (in
1-5 minutes).

56-65 Disorientation: The character is disori-
ented for 2-5 minutes and will perform all
maneuvers at -20 until he overcomes it.

66-75 Headaches: The character suffers a
headache for 10-60 minutes. As a result, he
will suffer -10 for all maneuvers attempted
during this time.

76-85 ltching: The character’s body is cov-
ered with an irritating itch for 2-5 rounds
while the character is at -5 for all actions.

86-95 Nosebleeds: The character’s nose be-
gins a steady flow of blood. Although this is
not very severe (loose 1 hit every minute), it
is rather noticeable. A First Aid skill check (-
20 if attempted by the caster) will cease the
flow of the blood in 1-10 rounds. Otherwise,
it will stop on its own after approximately 2-
20 rounds.

96+ Fine: Other than some tingling sensa-
tions through the PC’s hands and scalp, the
PC feels fine. There are no actual side ef-
fects.

Note: The GM may want to use this chart
for a side effect on a target of a non-
directed Psion.

Whatabout SLfrom RM? Thereis alarge
collection of spells and possible psions that
are notused in Space Master. Well, some of
them have been put to use on the Psionic
Accessory Chart (SpaMCo /)for Background
Options. Ifthe GM wishes to use SL, itwould
in fact be very easy to do.

The Professional Base Lists can be used
as other fields of study, and the open and
closed lists may be used by the True and
Semi Telepaths as additional accessory lists.
However, the open and closed lists may not
be used as base lists. Closed lists may only
be available to True Telepaths, while open
Listsareavailable to Semiand True Telepaths.
Non-telepaths may not have access to any-
thing outside their base lists and will not be
able to make use of any of the open or closed
lists. For some examples, refer to the Psionic
Accessory Chart in SpaMCo I.

Here is a summary of the differences
between the True/Semi Telepaths and the
Non-Telepath.

1) The True and Semi Telepaths are able to
develop psion lists outside of their base
field; Non-telepaths cannot.

2) True and Semi Telepaths have innate
power points (i.e. they come naturally as
the PC gains experience), the Non-telepath
must actually develop them.

3) While the True and Semi Telepaths skill
development consists of developing the
psion list, the non-telepath’s consists of
developing Psionic Training, Power Point
Development, and Psion lists.

4) The non-telepath is likely to suffer side
effects from using psionics, while the
True and Semi Telepath will not.

5) If SLis used, the True and Semi Telepaths
will have access to the Open and Closed
lists to a certain degree, where non-
telepaths will not.




4.2 M
PSION/SPELL LEVEL
VARIABILITY

There are many rules regarding the cast-
ing of pslons, many of which restrict casting
to one degree or another. One says that no
character may ever cast a psion of higher
levelthan he is himself. However, with guide-
lines for overcasting, this becomes feasible
only when making the chore that much more
difficult for the character (which is to be
expected). Refer to the Overcasting chart
(SpaMCo I)for details. This section will at-
tempt to describe a way in which a character
may increase the level of a spell which he
already has normal casting skills with. For
example, a character is second level and
wishes to castasecond level spell, but wants
itto have the wallop of a fifth level spell. Well,
by investing more power points in the cast-
ing, this could be done. As expected, this
makes casting more difficult and will be
handled differently for Telepaths and Non
Telepaths.

First of all, it must be made clear that
there are two different types of psions, At-
tack and Non Attack. Attack psions are those
which actually receive an attack roll on the
appropriate attack chart. (e.g. Shock Bolt,
Lightning Bolt, Fire Ball, etc.) Victims of such
a psion will not normally receive a RR vs the
effects. Non Attack psions are those which
the victim does receive a RR vs the effects.

Each of these two psion forms will be handled |

differently in this section.

Where attack psionsare concerned, there
really is not a level to be concerned with.
After all, it is not the level of the psion which
stirs up the fear of the victim, it is the
concussion hits which the psion could incur
on the poor devil. For an attack psion of X
level, every additional power point equal to X
invested above and beyond the required
expenditure, will multiply the concussion
hits incurred.

Example: A character is casting a level 5
Energy Bolt and wants to do twice the
normal damage. He must use 10 PP for
this particular situation.

However, there is a restriction to using
PPs in this manner. The character cannot

spend more PPs than he has in levels. Inthe |

previous situation, the casting character
would have to be at least 10th level, 15th
level to triple the damage, etc. Also, the
psionis still limited to all restrictions applied
at the psion’s original level (e.g. Energy Bolt
5isaMark 2 attack, and no matter how many
PPs are put into the casting, it will still be a
Mark 2 attack).

Note: Critical results of modified attack
psions remain unaffected. Only the actual
concussion hits are altered. Therefore, an
attack result yielding 10B (at 3x damage)
would tally out to a total of 30 hits and still
aBecrit.

The same type of variability may be ap-
plied to Non-Attack psions. Modification of a
Non-Attack psion results in a higher level of
effect (for the RR purposes). For a Telepath
toraise the level of effect for a psion, he must
simply put one more PP into the casting for
each level increase.

Example: A Telepath character wants to
casta 3rd level psion but wants his victim
toresistitas if it werea 5th level psion. He
must only put 2 additional PPs into the
casting (level 3 + 2 extra PP).

The psion will still be limited to the results
of the psion which was originally modified.
For example, if a PC is casting a 2nd level
Pain, from the Thought into Pain list, and
wants to put 5 extra PPs into the psion
(giving it a 7th level effect), the caster could
not affect three targets like the level seven
Pain I11.

Non Telepaths on the other hand, have a
much more difficult time doing this type of
modification. For every full multiple of nor-
mally needed PPs investedinthe casting, the
level of effect will be increased by 1. For
example, if a non telepathic character wants
to cast a 3rd level psion, but wants to have a
5th level of effect, he must invest a total of 9
PPs in the casting.

Using this system of modification, the
total number of power points used is the
casting level of the psion. This becomes a
little confusing when dealing with Non
Telepaths raising the level of non attack
psions. Insuchacase, therearetwo levels to
deal with, the casting level and the level of
effect. Forexample, in the situation described
above, the casting level is 9 (that level which
the character mustactually cast for success-
ful results) and the level of effect is 5. If the
casting level ever exceeds the character’s
experience level, refer to the Overcasting
chart to determine the penalties for over-
casting.

i SRR
EXTRAORDINARY PSION
FAILURE

Whatabout those fools who dare totamper
with the powers of psionics and seem to
sufferno consequences for abusing the sys-
tem? Surely you know the type, or someday
will. These are the characters who overcast
at whim, and will not prep psions for a
normal period oftime (i.e., less rounds, snap
casting, etc.), invest additional PPs, and
even when failing such an attempt seem to
suffernoworse thana character casting with
utmost caution. For example, a character
wants to casta psion which is 2 levels higher
than himself, and also invest 8 additional
PPs. Overcasting by 2 levels is a25% chance
of failure, plus 8 extra PPs increases the
casting level to a full 10 levels above the
caster; for a 75% chance of failure. If this
character rolls a 10 for successful casting,
he would roll an “unmodified roll” on the
Psion Failure chart; the same procedure
used by a character casting a psion two
levels lower than himself, taking the full
amount of preparation time. Such workings
take the threat out of trying outrageously
stupid stunts.

It seems that something should be done
to remedy this situation. Instead of making
an unmodified roll on the Psion Failure chart,
one modification should be applied. This
modification is to be the amount of the
failure made by the character. This would
mean that in the earlier situation witha 75%
chance of failure, and rolling a 10, the Psion
Failure result would be rolled at +65 (i.e. the
difference between the chance of failure and
actual roll). Because this type of modifica-
tion opens up a much wider range of results
than is available on the Space Master Psion
Failure chart (maximum result of 120), use
the Spell Failure charts from SL for refer-
ence, with a maximum result of 301+. If
employing this modification in a SM Cam-
paign, these charts will be much more effec-
tive with some of the larger numbers pos-
sible.




4 4 RSN
OPTIONAL PSION LISTS

FIELD OF ALTERATION

Alter Sense
2) Excite*c
3) Density Control *
Warp
Magnetize

Alter Sense lll

Bewilder III *
Mass Combine X
Warp X

Density Control X *
Density Control T
Bewilder True *

MASS MASTERY

Note: Mass Mastery deals with the
control of matter. The GM should note
that some of these psions would not
work in a vacuum, where no matter is
available for manipulation.

1) Alter Sense (F) D: P R: 5m/level Allows
caster to alter one sense characteristic
(e.g., flavor, color, texture, odor) of one
object of a mass no greater than 30 kg/
level. Caster must be able to see the
object.

2) Excite (F*) D: C R: 5m/level Causes ex-
citement of molecules within a 1 cubic
meter region of space, giving off dim
illumination (5m radius) and a loud hum,
making hearing perception rolls Extremely
Hard (-30) in a 10m radius.

3) Density Control (U*) D: 3 rnd/level R: S
Caster can harden skin by increasing his/
her density. Gives caster AT3and +100B
with all unarmed melee attacks, and
caster’'s mass/weight is doubled.

4) Warp (F) D: P R: 5m/level Allows caster to
twist, bend, or stretch one inorganic ob-
ject, rendering it useless. When the
Telepath attempts to use this psion on an
object, the GM assigns a ‘strength level’
to the object, based on its rigidity. The
strength level is an integer between 1 and
10 inclusive (strength level 1 is the least
rigid; 10 is the most rigid). The object
makes a Resistance Roll at its strength
level against the psion. If this fails the
psion is successful. Object mass is lim-
ited to 10 kg/level. Note that the caster
does not make an attack roll or use the
Directed Psion skill, but Psion Attack Roll
Modifiers ( Player Book, pg. 95) do apply.

5) Magnetize (F) D: P R: T Caster may alter
the magnetic field of one object with the
following limitations.

A. Object must be magnetically encoded or
otherwise capable of holding a magnetic
charge. E.g., an iron bar or computer
storage disk could be affected by this
psion, while a plastic pistol or living or-
ganism could not.

B. Caster must touch the specific object to be
magnetized. Thusacaster could not place
his/her hand on the surface of a huge
computerand magnetize the storage disks
buried deep within components and in-
sulation.

C.The GM can prevent abuse of this psioniin
computer facilities by recalling that laser
technology is often preferred over mag-
netic encoding for data storage/retrieval.

6) Alter Sense lll (F) As Alter Sense, except
the caster may alter a total of three prop-
erties in as many as three objects. |.e., the
caster may not alter three properties in
each of three objects, he/she might alter
two properties in one object and one
property in another object.

7) Bewilder (F*) D: — R: 5m/level By excit-
ing molecules close to the sense organs
of an enemy, the caster creates a stun-
ning burst of light and sound. The caster
makes an attack roll on the Psion Attack
Chart, adding his/her bonus in Directed
Psion. The target must make a Resis-
tance Roll and is stunned for 1 rnd/10%
failure.

8) Density Control Il (U*) As Density Con-
trol, except caster is AT 4, and unarmed
melee attack are made at +20 to OB.
Caster’'s mass/weight is tripled.

9) Mass Combine (U) D:VR: S Allows caster
to cast 6 levels of psions on this list at
once.

Example: Larn, a budding Telepath,
wishes to surprise an opponent in a dark
warehouse. He casts Mass Combine and
decides to use the Excite, Density Con-
trol, and Alter Sense psions. On the fol-
lowing round, his Excite and Density Con-
trol psions take effect, and the Alter Sense
begins. Two rounds later the Alter Sense
will be complete. Note that Larn does not
not need to concentrate on his Combined
psions after the round his Mass Combine
takes effect.

10) Warp V (F) As Warp, except 5 objects
may be affected.

11) Alter Sense V (F) As Alter Sense, except
a combination of 5 objects/properties
may be altered.

12) Bewilder Ill (F*) As Bewilder, except the
caster can affect 3 targets (A separate
attack roll is made for each target.).

13) Mass Combine XII (U) As Mass Com-
bine, except the caster may use 12 levels
of psions.

14) Warp X (F) As Warp, except caster may
affect 10 objects.

15) Density Control 11l (U*) As Density Con-
trol, except caster is AT7 and receives
+30 OB with weaponless melee attacks.
Caster's mass/weight is quadrupled.

20) Density Control True (U*) As Density
Control, except caster is AT8 and re-
ceives +50 OB with weaponless melee
attacks. Caster’s mass/weight is quin-
tupled.

25) Bewilder True (F*) As Bewilder, except
caster creates a brilliant, loud flash which
stuns all within a 10m radius for 1rnd/
10% Resistance Roll failure.

30) Warp True (F) As Warp, except caster
may affect 15 objects, and range is 10m/
level.

50) Mass Master (U*) D: 5 rnds/level R: S
After casting this psion, the Telepath may
freely cast any other psions on this list.




FIELD OF SELF MASTERY

PSION DISCIPLINE
1) Extend

2) Continuance
3) Mind’'s Reach *
4) Endure
5) Continuance |l
6) Extend llI
7)  Multiply
8) Mind’'s Reach X *
9) Parallel .
10) Endure il
11) Extend V
12)  Multiply 1
13) Parallel llI
14) Endure V
15) Mind’s Reach True *
20) Extend True
25) Multiply True
30) Endure True
\50) Psion Master J

PSION DISCIPLINE

Note: Psion Discipline involves in-
creasing the level of organization in
the Telepath’s mind. The GM should
monitor the use of these psions care-
fully.

1) Extend (U) D: 3 rnds R: S Allows caster to
double the range of any one psion cast
within three rounds after this psion is
cast.

2) Continuance (U) D: 1 rnd/level R: S When
this psion is cast, the Telepath may cast
another psion within 1 rnd/level whose
normal duration is Concentration, and
that psion will last 5 rounds after concen-
tration ceases.

3) Mind’s Reach (U*) D: 1 rnd/level R: S
Allows caster to change the range of one
psion (cast within 1 rnd/level of Mind’s
Reach) from Touch to 1 meter. The GM
should determine which psions (if any)
are unaffected by Mind's Reach due to
their special nature.

4) Endure (U) D: 1 rnd/level R: S Caster may
double the duration of any one psion cast
within 1 rnd/level.

5) Continuance Il (U) As Continuance, ex-
ceptthe affected psion will last 10 rounds
after concentration ceases.

6) Extend 11l (U) As Extend, except range of
the affected psion is tripled.

7) Multiply (U) D: 1 rnd/level R: S Allows
caster to modify one psion (cast within 1
rnd/level) that normally affects one target
such that it affects two targets.

8) Mind’s Reach X (U*) As Mind’s Reach,
except range is increased from touch to
10 meters.

9) Parallel (U) D: 1 rnd/level R: S Caster
splits his/her concentration into two dis-
tinct ‘psion pools’ such that he/she may
prepare and cast two psions at once, but
they must be cast within 1 rnd/level of
Parallel. Further, though the caster re-
tains 100% activity after he/she casts
Parallel, any disruption of the caster’s
concentration from an outside source
(including damage from an attack, ex-
tremely loud noises, etc.) between the
round that Parallel is cast and the round
the psions take effect (inclusive) will cause
the caster to make an open-ended roll,
adding his/her SD bonus and subtracting
a modifier determined by the GM based
on the severity of the distraction (e.g., -20
per level of critical severity). If the modi-
fied roll does not exceed 100, the psions
do not take effect, and the power points
for Parallel are still lost. Note that the
psions affected by Paralle/ must have the
same preparation time; the caster could
not use Parallel with one psion that is
instantaneous and another that requires
two rounds of preparation.

|

10) Endure 11l (U) As Endure, except caster
may triple the duration of the affected
psion.

11) Extend V (U) As Extend, except range of
the affected psion is multiplied by 5.
12) Multiply I (U) As Multiply, except the
affected psion may be applied against 3

targets instead of one.

13) Parallel 1l (U) As Parallel, except the
caster may cast three psions at once.

14) Endure V (U) As Endure, except caster
may multiply the duration of the affected
psion by 5.

15) Mind’s Reach True (U*) As Mind’s
Reach, except range is increased from
touch to 5m/level.

20) Extend True (U) As Extend, except range
of the affected psion is multiplied by 10.

25) Multiply True (U) As Multiply, exceptthe
affected psion may be applied against 5
targets instead of one.

30) Endure True (U) As Endure, exceptcaster

may multiply the duration of the affected
psion by 10.

50) Psion Master (U*) D: 1 rnd/level R: S
After casting this psion the Telepath may
freely cast any other psions on this list.




PSIFIRE

Psifire is an alternative system to the |
existing Space Master Psion system. It de- |

scribes Psychic Powers interms of the exist-
ing Skill Rank system. The various skill/
abilities are called a Psychic Discipline. Dis-
ciplines are developed as normal skills. The
term rank (equal to one development in a
skill) is used as a measure of the develop-
ment and versatility that a Psychic has
achieved with a particular Discipline. There
are no resistance rolls in this system; every-

thing a Psychic attempts is resolved as a |
maneuver. There are no Semi-professions. |

Ifaplayerdecidestobe “psychic”, he chooses
to be so and develops his character accord-
ingly in addition all demands of his chosen
profession.

WARNING: This system drastically
changes the way that psionics work in a
campaign! It is suggested that this sys-
tem NOT be used with the original system
for psions.
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DETERMINING DISCIPLINES

Psychic characters are able to develop a
certain number of Disciplines based upon
the temporary value of their SD. See table
below. The table shows the total number of
disciplines a character can have.

DISCIPLINE DEVELOPMENT CHART

Temporary
SD

75-89
90-94
95-97
98-99
100
101
102
103

Disciplines
Available

o~ OIS WD —

DiscipLiNe LeveLs

A Psychic with more than one Discipline |

must decide which will be his primary or
Level 0 Discipline, and then continue to
organize the remaining Disciplines as Levels
1, 2, 3 etc. Low level Disciplines can be
developed to greater degrees than higher
level Disciplines.

Disc. Dev. Optional
Level Cost Dev. Cost

0 1/2 1*

1 1/3 2%

2 1/4 3*

3 1/5 4*

4 1/6 5

5 1/7 6*

6 1/8 7*

7 1/9 8*

8 110 9*

9 15 15

10 20 20
11+ +5 +5

Example: Aunty Mind has a Self-Disci-
pline of 98 giving her four Disciplines.
She chooses as her Disciplines Choke,
Pain, Mind Shield and Transmutation,
and she categorizes them as follows:

Level 0: “Choke”; Cost 1/2

Level 1: “Pain”; Cost 1/3

Level 2: “Mind Shield”; Cost 1/4
Level 3: “Transmutation”; Cost 1/5

A Psychic with more than two Disciplines
may sacrifice his highest level Discipline in
order to raise his Level 1 Discipline(s) to
Level 0. This process forces the sacrificed

Discipline into dormancy. If changes occur |
to the Self Discipline of the Psychic (see |

Changes in Self Discipline), these ‘dormant’
Disciplines may be ‘awakened’. More than
one Discipline can be made dormant. This
process must be done before any develop-
ment points are allotted to the Discipline.

Example: Aunty Mind decides that “Trans-
mutation” will not suit her future needs.
So before developing “Transmutation”,
she drops it in favor of increasing “Pain”
to Level 0.

Level 0: “Choke’; Cost 1/2

Level 0: “Pain”; Cost 1/2

Level 1: “Mind Shield”; Cost 1/3
Level 2: “Transmutation” (dormant)

|
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DEVELOPING DISCIPLINES

Once all Disciplines have been chosen
and assigned Levels, the character can de-
velop those Disciplines just as he would his
normal skills. A Psychic can continue to
develop hischosen Discipline(s) throughout
his life.

CHANGES IN SELF-DiscIPLINE

During the course of a campaign, the
character may encounter situations, in addi-
tion to normal stat gain rolls, that may alter
his Self Discipline modifier. If this occurs, it

| can “awaken” dormant disciplines.

Example: Aunty Mind discovers that the
Institute for Psychical Research is testing
an experimental drug that supposedly
boosts Psychic abilities. Never being one
to pass up an opportunity for power,
Aunty Mind decides to be a guinea pig for
the Institute. She takes the experimental
drug, and sure enough, it raises her Self-
Discipline by four points. Aunty Mind
now has a SD of 102 giving her 7 total
abilities, or4 additional Disciplines, which
must include any Disciplines which are
‘dormant’. She enters the institute to de-
velop some new Disciplines, and in a
short time her abilities look like this:

Level 0: “Choke”; Cost 1/2

Level 0: “Pain”; Cost 1/2

Level 1: “Mind Shield”; Cost 1/3
Level 2: “Transmutation”; Cost 1/4
Level 3: “Empathy”; Cost 1/5
Level 4: “Pyrokinesis”; Cost 1/6
Level 5: “Mind Death”; Cost 1/7

Aunty Mind can of course drop
“Pyrokinesis” and/or “Mind Death” in
ordertoraise “Mind Shield” and/or “Trans-
mutation” to Level 0, but she’ll have to do
this before she begins any further devel-
opment in those disciplines.

TARGETING SENSE

Psychics are limited to a single sense by
whichthey targettheir disciplines. Some can
only target their disciplines through sight or
smell or touch. One sense must be selected
(subject to GM approval) and cannot nor-
mally be changed. Listed below are the tar-
geting senses and their modifications.




Sight—Some Psychics are sight based; they
can only use their powers on targets they
can see. This is the most common target-
ing sense and maneuvers are modified by
such things as distance, lighting condi-
tions, etc.

Touch—Some Psychics are tactile based;
they can only use their powers on targets
they can touch. The second most com-
mon targeting sense; the Psychic must
make direct contact with the target’s skin
or whatever serves as skin for the target.
All psychic maneuvers are at +30.

Smell—This rare targeting sense is almost
never seen with humanoids but mani-
fests itself within high order canines and
entities that hunt for their prey through
smell ratherthan by sight or sound. Modi-
fications for this sense are air quality, air
temperature, etc.

|

Sound—Not as rare as smell, this targeting
sense often manifests itself in Psychics
that have lost their sight. It is also com-
mon in aquatic entities and subterranean
creatures. Modifications for this sense
are distance and the quality of the me-
dium through which the sound is being
transmitted.

Taste—Extremely rare, this sense mani-
fests itself in entities that rely exclusively
on taste for their survival. There have
been no reported examples among the
humanoid populations. Modifications for
this sense are the same as for touch.

Discipline—As rare as Taste, the Psychic
must locate his target through a disci-
pline such as Detection, Empathy, Probe,
Psychometry, Telepathy, etc. The spe-
cific Discipline must be chosen at the
time of the character's creation. When
utilized, the Discipline blindly ‘attacks’ all
targets within the Psychic’s BIS. All range
modifiers, etc., apply. All targets so de-
tected can be attacked as long as they
remain within the BIS of the Psychic.

R
DISCIPLINES AND
CAPABILITIES

NominaL Activity Rance (NAR)

A Psychic’s power stems directly from
his Self Discipline. The basis of his ability is
directly proportional to his current SD modi-
fier. The Nominal Activity Range (NAR) is the
most important measure of a Psychic’s true
ability. The NAR is how many ranks of disci-
plines a psychic can use in a given round. It
is equal to the Psychic’s Self-Discipline
modifier plus any racial adjustments. A Psy-
chicis not required to employ all the ranks he
has developed in a Discipline. Small in-
creases in the Self-Discipline modifier can
multiply a Psychic’s power tremendously.




Example: Aunty Mind has a Self-Disci-
pline of 98. This gives her a base modifier
of +15. She is human, so she receives an
additional +5 making her total stat bonus
20. This bonus makes up her Nominal
Activity Range (NAR). Aunty Mind cannot
employ more than 20 ranks in any given
round.

Exceeding the NAR

A Psychic can exceed his Nominal Activ-
ity Range (NAR) by employing more ranks
than he has NAR slots. A Psychic who ex-
ceeds his NAR, inany given round, will suffer
a loss to his NAR equal to the difference
between the total number of discipline ranks
employed minus his NAR.

Example: Aunty Mind is accosted by two
Squigloids trying to mate with her purse.
Squigloids are very dangerous this time
of year, so Aunty Mind employs three
defensive Disciplines and attacks in her
first round. The total number of ranks she
employs is 24. Her Nominal Activity Range
(NAR) is 20, so she loses 24-20 =4 points
(slots) from her NAR. Now her Nominal
Activity Range is 16. Ouch!

A Psychic who has burned (reduced) his
NAR may recover it after waiting a certain
amount of time per point lost (see chart
below) and then making a successful psy-
chic maneuver skill roll modified by his SD
modifier. For every 5% of success, the Psy-
chic regains one (1) point of NAR. If the
maneuver is unsuccessful, the Psychic must
wait another period of time based on the
points that remain lost before trying again
(see the following table for the period of
time).

Strong Psychics heal faster than weak
Psychics. Refer to the following table to
determine the time that must pass per point
burned, and the skill roll modifier, before
attempting to regain lost NAR.

Note that a Psychic does not have to
attempt a full recovery. He may decide to
only recover one or two points at a time. In
such cases, his recovery time and roll is only
modified by the number of NAR points he is
attempting to recover.

NAR RECOVERY CHARTS
NAR to be
Recovered Maneuver Type
1-3 Routine
4-6 Easy
7-9 Light
10-12 Medium
13-15 Hard
16-18 Very Hard
19-21 Extremely Hard
22-24 Sheer Folly
25+ Absurd

Hours Delay Maodifier

SD per Point  per Point
75-89 10 -9
90-94 9 -8
95-97 8 -7
98-99 7 -6

100 6 -5

101 4 -4

102 2 -3

103 1 -2

Example: Aunty Mind burned four points
of NAR. She has a SD of 98. Referring to
the recovery chart, Aunty Mind will have
to wait 28 (7x4) hours before she has
rested enough to attempt NAR recovery.
Aunty Mind rests for the appropriate
amount of time and then attempts to
regain her NAR. Her base rollis 78 (58 die
roll + 20 SD mod) this is modified by -24
(4 points lost x 6 recovery mod) yielding
a total recovery roll of 54. Aunty Mind
decided (before her maneuver) to only
attempt to regain three points of NAR so
that her maneuver would be Routine (see
chart). Referencing the Psychic Maneu-
ver Table on the Routine Column, Aunty
Mind was successful; but by only enough
to regain one point of NAR. Had she
attempted to regain all four points, her
maneuver would have been resolved in
the Easy Column and would have failed.
Aunty Mind will now have to wait21 (7x3)
more hours before she can attempt an-
other recovery maneuver.

A Psychic can reduce his NAR below 0
(zero). Forevery point the NAR falls below 0,
the Psychic’s Self-Discipline modifier will be
equally reduced. This type of loss is not
normally recoverable exceptthrough extraor-
dinary means (list as a permanent modifier
to the SD).

Example: Overmind was caught in a re-
ally mean Psychic duel in which he had to
push himself to unknown limits. The re-
sult was a reduction of his Nominal Activ-
ity Range (NAR) from 30to-10! Overmind
successfully makes his skill roll to re-
cover the lost NAR, but now, because he
was either unwilling or unable to retreat
from the battle, his NAR and SD modifier
are now 20. This is permanent.

Bounpary oF
INFLUENCE AND SensaTiON (BIS)

Psychics have a Boundary of Influence
and Sensation (BIS). This radius, or range, is
the physical limit (in meters) in which a
Psychic can manifest and sense most Psy-
chic influences. The base BIS is equal to the
Psychic’s SD modifier multiplied by itself
(i.e., SD modifier squared).

Example: Aunty Mind has a SD modifier
of 20. Her BIS is 2(P. or 400 meters. Any
ranged discipline she uses is limited to
her BIS. If she used Disciplines such as
Probe or Pain, their ranges would be
limited to 400 meters. A Psychic with a
BIS of 900 meters could use the same
Disciplines with greater range.

Impedance

A Psychic’s powers are much stronger at
close range. The farther away a target, the
more difficult it is to affect. All psychic ma-
neuver rolls are modified by the distance
between the Psychic and the intended target.
Disciplines which do not require a maneuver
rolls are unaffected by Impedance.

To quickly compute the Impedance modi-
fier, determine the range to the target (in
meters). If the distance is less than or equal
to the psychic's level, there is no modifier.
For each increment of levels, there is a -5
modifier to all psychic manuever rolls.

Example: Aunty Mind has a BIS of 400
meters and she is 10th level. At 10th level,
Aunty Mind will have a hard time affecting
someone faraway from her. Ifshe tries to
affect a target 30 meters away, it would
receive a bonus RR mod of -15 ((30+10)
x5).

Option: Multiply the result of (distance +
level) by 3.




Applying The BIS

All Disciplines that require a psychic
maneuver roll are subject to the restrictions
of the BIS and Impedance.

GM Note: The BIS is a very handy tool by
which to control the power level of a
campaign that includes powerful psychic
characters.

MentaL Faticue Points (MFPs)

Mental Fatigue Points (MFPs) are equal
tothe sum of the Psychic’s temporary values
for Reason, Memory, Empathy, Intuition,
and Presence divided by 5. The Psychic will
lose one MFP for every Discipline rank em-
ployedinagiven round. Whenevera Psychic
has expended 150% of his MFPs, he be-
comes mentally exhausted and cannot em-
ploy more Disciplines until he rests his mind.
APsychic will feel the affects of approaching
fatigue (modifications to psychic maneu-
vers) before completely exhausting himself.
Maneuver Modifiers are based upon the total
number of MFPs expended.

MFPs Maneuver
Expended Modifier
50% -10
75% -20
100% -40
125% -80
150% -100

Example: Aunty Mind over-exerts herself
one day while chasing a neighbor’s cat
outof her new garden. She decides to use
10 ranks of ‘Body Discipline’ to increase
herAgilitymodifierand 12 ranks of ‘Choke’
for the cat for a total of 22 ranks. Aunty
Mind only has 20 slots in her NAR (a fact
she often forgets), so she loses 22 Mental
Fatigue Points (and 2 points of her NAR).

Aunty Mind finds the cat to be a very
formidable opponent, and the chase lasts
for many rounds. She quickly uses 50%
of her MFPs and begins to suffer a -20
modifier to everything she does including
employing Disciplines. Later she passes
the 75% threshold and now finds it diffi-
cult to even run or think clearly. Finally
she is able to get a clear shot at the
troublesome feline using up 125% of her
MFPs. Immediately afterwards, she real-
izes that she can’t even walk and col-
lapses to the ground.

The Maneuver Modifier affects everything
the Psychic attempts. Maneuver Modifiers
are applied directly to the dice roll, before
any modifiers, to determine success or fail-
ure of the Discipline. A Psychic can use up to
150% of his MFPs before he is completely
unable to employ more Disciplines.

Famicue Free Rance (FFR)

Forevery 5 levels of experience a Psychic
achieves, he automatically converts one point
of his Nominal Activity Range (NAR) into a
Fatigue Free Range.

Example: Aunty Mind is 10th level. She
has two (2) points of FFR. This is still part
of her overall NAR, but two points of itare
Fatigue Free. If she decides to use 8 ranks
in a Discipline, her total Mental Fatigue
Point (MFP) cost will be only 6 (instead of
the full 8).

The Fatigue Free Range (FFR) is the last
portion of the Nominal Activity Range (NAR)
a Psychic will lose due to over-exertion (see
Exceeding the NAR). Additionally, although
a Psychic may have his full FFR available, if
he has expended enough Mental Fatigue
Points (MFPs) to develop a Maneuver Modi-
fier (see Mental Fatigue Points), this modi-
fier will still apply even if further Disciplines
employed stay within the FFR. If a Psychic
has expended more than 150% of his MFPs,
he may still attempt a Discipline, provided
thatits total ranks are no higher than his FFR.

Example: Aunty Mind has expended 50%
of her MFPs, so she has a -10 modifier to
all actions. She does not want to expend
any more MFPs, so she limits herself to
employing only one or two ranks with her
Disciplines. Even though this method does
not require her to use further MFPs, the
use of these Disciplines is still modified
by -10 due to mental exhaustion.

Point Expenditure Modifiers and Extended
Displacement within the FFR

All Disciplines initially require full fatigue
expenditure and NAR slots equal to the num-
ber of ranks used. But some Disciplines do
not require the normal amount of fatigue or
NAR space to maintain them. Defensive Dis-
ciplines require only 1/10 of the normal
expenditure after the initial employment.
Concentration Disciplines require only 1/5.

Note: /f a psychic becomes uncon-
scious due to illness, physical injury,
or mental attack, then all Disciplines,
even those within the FFR, are can-
celed.

Note: Any discipline that is an attack
cannot be placed in an FFR slot.

Example: Aunty Mind likes to keep 10
ranks of Shield (AT 5), a defensive Disci-
pline, active all the time. She employs
Shield, which is within her NAR of 20,
expending 10 Mental Fatigue Points
(MFPs). On the nextand following rounds,
she will only have to use 1/10 of 10, or 1
slot of her NAR and 1 MFP to keep it
active. She now has a NAR of 19 because
she is using one of her NAR “slots” for
Shield.

Aunty Mind is a 10th level Psychic, so
she has a Fatigue Free Range (FFR) of 2 (1
point per five levels). She decides to
maintain Shield within her FFR. Now she
no longer has to pay any MFPs, but her
NAR is still 19; limiting her to only 19
ranks in the future, unless she wishes to
burn her NAR or drop Shield from her
NAR'’s Fatigue Free Slot.

Aunty mind now decides to place 6
ranks of Observation, a concentration
Discipline, into her FFR. The initial Mental
Fatigue Point (MFP) cost will be 5 (6
ranks - 1 (for the one remaining FFR
slot)). Afterwards, it will only require 1/5
of 6, or 1 (always a minimum of 1) of her
NAR. Since she has a FFR of 2, she can
putthis discipline into the FFR with Shield.
She has now completely filled up her FFR,
reducing her usable NAR to 18 slots. She
can get no further benefits from her FFR
unless she cancels one or both Disci-
plines.

Extended Costis
Healing 110
Utility 1/2

Subconscious (waiting)  Full
Subcon. (programmed)  Full

Informational 1/2
Passive(indirect) 1/2
Passive(direct) Full
Defensive 110
Force Full
Mental Attack Full
Concentration 1/5
Permanent Full
Instantaneous Full




MentaL Recovery VaLue (MRV)

A Psychic’s Mental Recovery Value is
equal to his Self Discipline as a percentage of
his constitution. The Psychic will have vary-
ing rates of recovery depending on his activ-
ity level.

Recovery Activity
Multiple / Hour Rank

x0 employing Disciplines/
expending MFPs/Combat

tofél féiﬁxétidn/ |
sleeping/ No Disciplines
stored in FFR

Example: Aunty Mind is a healthy old cow
with a Constitution of87. Her SD modifier
is 10, so her Mental Recovery Value is
10% of 87 or 9. If she were actively
employing Disciplines, she would recover
no fatigue points. If she were not using
Disciplines but still physically active, she
would recover 9 MFPs/Hour. If she were
sleeping or just lying about, not doing
anything, she would recover 18 MFPs/
Hour.

The recovery of MFPs could alternately
be taken in one minute intervals.

Example: At level 1, Aunty Mind would
recover 0 MFPs/minute. At level 2, she
would recover 9+60=.15 MFPs/minute
(almost 1 every 7 minutes). At level 3, she
would recover 18+60=.3 MFPs/minute
(about 1 every 3 minutes)

A Psychic can only recover MFPs if he is
not using his psychic abilities. Even if a
Psychicis limiting Disciplines to his FFR, itis
still considered active employment.
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RESOLVING DISCIPLINE
EFFECT

When a Discipline is employed, the effect
of the Discipline must be resolved. In many
cases, the results are automatic, but when
the target is a living creature or unusual
object, various results can occur.

Non-Attack DisciPLINES

Non-attack Disciplines include all Disci-
plines which do not directly affect an oppo-
nent. These are indicated in the Discipline
descriptions. When a non-attack Discipline
is employed, the Psychic makes a maneuver
roll on the Psychic Maneuver Table under
the appropriate column (as determined by
the GM).

Directep DisciPLINES

Directed Disciplines manipulate kinetic
energy to directly attack a target. Directed
Disciplines are resolved by making a Di-
rected Discipline Attack Roll (DDAR) (open-
ended), modifying it with any directed attack
bonus the Psychic may have developed for
the attack, and then applying the resultto the
appropriate Attack Table (see Tech Book).
For example, Psychokinetic (PK) Bolt is a
Directed Discipline that concentrates PK force
into an attack that is resolved on the Blaster
Attack Table. Normal OB and DB modifica-
tions apply and are based upon the Weapon
Attack Table used for the Discipline (e.g., OB
and DB modifications that apply to blaster
attacks also apply to Psychokinetic Bolt at-
tacks).

Skill Bonus

The skill bonus foraDirected Discipline is
based upon the attacker’s skill with the Di-
rected Attack skill, not his skill for the corre-
sponding weapon. Skill must be developed
separately for each type of Directed Disci-
pline (e.g., the skill for Psychokinetic Bolt
must be developed separately from the skill
for Hurling).

Directed Discipline Failure

Discipline failure is based upon the Disci-
plineitselfand notthe corresponding Weapon
Attack. If the Directed Discipline maneuver
rollis 03-00, the Discipline succeeds and the
attack proceeds normally. But if the roll is
01-02 the Discipline fails. If the discipline
fails, another roll is made (not open-ended);
the roll is modified by +20 and applied to the
Discipline Failure Chart; the result is imme-
diately applied to the Discipline or Psychic
(whichever is indicated by the table).

Directed Discipline Resolution Summary

To resolve a Directed Attack, refer to the
appropriate attack table (as indicated by the
Discipline description), and follow the steps
below.

(1) Attacker makes a Directed Discipline
Attack Roll (DDAR).

(2) Subtract the defender’s modifications
(if any) from the Attackers DDAR.

(3) Cross-index the DDAR with the target's
Armor Type on the attack table. If the
result is 03 or greater, the attack has
succeeded and the damage indicated is
immediately delivered. If the result is
less than 03, another roll is made (not
open-ended), the roll is modified by
+20 and applied to the Discipline
Failure Chart.

Critical Hit tables

Some Discipline attacks require a roll on
one of the Critical Strikes Tables (see Tech
Book). Inthese cases, the attack proceeds as
usual and if the Target fails to repel the
attack, the Psychic employing the Discipline
then makes an unmodified roll on the appro-
priate column of the critical chart indicated.

5.5 I
STANDARD DISCIPLINES

Standard Disciplines include those that
are not Non-Attack Disciplines or Directed
Disciplines. These Disciplines are resolved
by making a Psychic Maneuver Roll (open-
ended) and applying the roll to the Psychic
Maneuver Table to obtain a result. Targets of
Standard Disciplines defend themselves by
applying their SD modifier, any modifiers for
position, defensive disciplines, psycho-mys-
tical devices, Mental Armor Type, and appli-
cable defensive technological equipment.

MobiFicaTiONS TO THE PSYCHIC
Maneuver Artack RoLL (PMAR)

The Attacker's base attack is equal to his
percentage with the Standard Discipline he
chooses to use in an attack. This value will
vary depending on the number of ranks used
in the attack. This Offensive Bonus is further
modified by the following.

MFPs

The PMAR is increased by one for each
additional MFP expended in the attack that is
not actually required to employ the Disci-
pline.

Range (BIS Impedance)

See the BIS section for the Impedance
modification.




PSYCHIC MANUEVER TABLE

MAT |

MAT A MATB MATC MATD MATE MATF MAT G MATH
Routine Easy Light Medium Hard Very Hard Ext. Hard Sheer Folly Absurd
-201 Disoriented; Unconscious | Unconscious | Unconscious Unconscious Unconscious | Coma for 3 yrs. | 