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1.0 INTRODUCTION

This booklet is Tech Law, a Science-fiction Role Playing supple-

ment produced by Iron Crown Enterprises. It encompasses all = '

types of Combat in-a Science-fiction environment, from personal
energy and projectile weapons to Starship laser and disruptor
banks. Tech Law also contains rules for the custom design of
spacecraft, all types of smaller vehicles, robots, androids, and liv-
ing organisms. Selected ‘standard’ designs of all of these are also
included, along with complete price tables for everything from
Starships to pocket communicators.

Attack and critical tables to cover dozens of modern and future
weapons can be found here, as well as personal equipment, armor
and energy shields, and complete rules covering personal
maneuvering and combat, all types of vehicular combat, and two
types of spacecraft warfare.

A general glossary is located in the back of the book, defining
terms used throughout Tech Law. Short 'sub-glossaries’ begin
most sections where there is additional, specialized terminology.
The index includes section topics and key charts, to hopefuly
minimize tedious flipping for reference. Charts appropriate for
each section are grouped at the end of the section whenever possi-
ble. Critical Chart pages are tinted grey for quick location. All of
the worksheets, as well as the ship and combat status charts, may
be photocopied for personal use.

Tech Law, when used with its companion book, Future Law,
is a complete SF Role Playing system. It can also be utilized as a SF
supplement to Rolemaster, Middle-earth Role-Playing (for
the bold) or many Science-fiction Role-Playing systems.

2.0 THE TECHNOLOGIES
" OF SPACE MASTER

The universe of Space Master is the far futdgre, where

technologies have achieved in reality what can Only e guessed as
_possible today. A brief framework of the "'curren

“state of such
technology may be helpful in understanding many assumptions
and assertions in other parts of this book. Future Law, the com-
panion volume, deals with levels of technology in more detail,
and offers possibilities of societies where certain aspects of science
have leapt ahead, where others have either fallen into latency or
were held back for various reasons. Power sources in Space
Master — as well as several other elements which bear explana-
tion — are discussed in-detail later in this section.

2.1 TIMELINE OF TECHNOLOGY

Below are listed a series of key achievements in Science and
Technology, followed by a more complete commentary on the ra-
tionale of state-of-the-art technology in Space Master. (Included
in parentheses between technological breakthrough -entries are
pertinent general comments on sociologicat activities).

Vacuum Tubes: The infancy of élect_fdﬁics,‘ fe

Fission Nuclear Power: Heavy atoms split to create heat energy,
converted to electricity with steam-driven turbines.

Transistor Electronics: Vacuum tubes are replaced by (relatively)
compact circuits. First crude computers are constructed.

Microchip Electronics: Silicon chips — vastly more compactand in-
expensive than transistors — spread technology.

Sentient Cloning: Successful cloning of ahuman being is achieved.
No memories are carried over, however. Laws banning cloning for
"*spare organs'’ limit the practice.

Controlled Fusion Power: Advancing laser and electromagnetic
technologies make fusion power generation practical. A
renaissance of inexpensive electrical power ensues.

(Much of the solar system is colonized.)

Cryogenic Hybernation: :Control of human physiological func-
tions to put sentients into cryogenic sleep perfected.

(Large, orbiting space colonies constructed. Many interstellar ships man-

" ned by crews in cryogenic sleep are launched into space.)

Superconductors: Superconductive materials are synthesized,
opening doors to other avenues of advancement.

Thermalectric Power Conversion: One development as aresult of

superconductor technology, electric power can be generated direct-
ly from heat energy, bypassing bulky and inedficient steam turbine
systems in reactors. Microfusion reactors are soon developed.

Molecular Data Storage: The precursor to Molecutronics, this

system stores information by a method (similar to the human brain)

hundreds of times more efficient and compact than magnetic
databanks.

Sentient Alterant Replication: Relaxing of genetic control laws
allows for experimentation. Seyveral: societies practice controlled
breeding. Alteration of fetuses on-a chromosonglievel is done suc-
cessfully, allowing creation 6f belngs*pfe-designed” to certain
professions or tasks. Such activities remain restricted, however.

Gravitic Field Control: The force of gravity is mastered. Fields
which can annul or mimic it are produced cheaply.

Molecular Electronics:“Aftér matly Taifures, diving circuitry is
created, ‘and ‘can be' reproduced (“gtown™) veéry inexpensively.
Molecutronics is born. :




Artificial Sentience (Android Construction): The natural followup
to Molecutronics is the self-programming, *“thinking’’ brain, placed
in a mobile framework. Some true Androids are indistinguishable
from living sentients without a scanning device.

Relative Inertial Field Suspension: The control of inertiaand — by
methods not completely understood — relativity opens the door to
faster-than-light travel. Unfortunately, fusion power is not up to the
task of a controlled hyperspace shunt. The door is ajar but no one
can pass through.

Controlled Matter/Antimatter Power: The creation of andnum
leads to the harnessing of the most powerful source of energy yet:
the mutual annihilation of matter and antimatter. This energy is so
great, however, that it is not feasible for use as a sublight ship pro-
pulsion system. However, the massive energies are ideal to shunta
craft into hyperspace.

Hyperspace Shunt: The technique is perfected, and the human
race explodes across the galaxy.

2.2 ENERGY SOURCES IN THE TIME OF
SPACE MASTER

Three basic types of energy-generation are considered in Space
Master. They are: Fission, or the splitting of heavy atoms and tapp-
ing the released heat energy; Fusion, or the joining of two atoms to
form another (the power sourcé of suns); and Matter/Antimatter,
where Antimatter is allowed to come into contact with matter in
limited quantities, at which point they annihilate each other.

Fission: Heat energy created from the splitting of heavy atoms such
as Uranium and Plutonium. Dangerous radiation is associated with
this form of elergy, though modern alloys can shield most such
radiation. Fuel is in the form of pellets of heavy material, such as
Uranium and Plutonium. These pellets are held in fuel ‘rods’.

Fusion: A much cleaner source of power, many sublight ships use
fusion reactors, which generate heat from the joining of two
hydrogen atoms to form a helium atom. This process releases a
tremendous amount of relatively ‘clean’ (radlatlon-free) thermal
energy. The heat to cause the fusion reaction is in most cases created
by banks of high-intensity lasers — the most compact and efficient
method under Space Master technology. Small, portable reactors
are most often fusion in nature, both because of the ease of acquir-
ing fuel and their relatively simple design.and safe operation.

Matter/Antimatter: This type of reactor is the most powerful and
efficient by far — though initiaily the mostexpensive. By the time of
Space Master, however, itis the predominant method aboard ad-
vanced spacecraft, which require - more than any other applica-
tion — large quantities of power from a limited volume. The fuel
utilized in the vast majority of M/A reactors and engines is an specific
type of dense antimatter. When matter and antimatter are combin-
ed to fuel a reactor or engine, electromagnetic fields of incredible
force are needed to contain or direct the energies thus unleashed,
fields many times more pawerful than those needed to contain fu-
sion reactions.

Antimatter is collected by bombarding certain atoms with specific
types of radiation which strips away — via a fission process — the
protective nucleus barrier isolating the antimatter subatomic
elements. The initial fissioning generates intense radiation: the only
dangerous radiation in the process. Thus exposed, the antimatter
elements are ready to be combined with normal matter to create the
annihilation. Ships are fueled with the material while it is still

‘neutral’. — the antimatter is safe within the subatpmic field. The
ship reactor or engine ‘‘strips’’ the atoms then triggers the controll-
ed annihilation.

Antimatter is, of course, a highly volatile material, since its com-
ing into contact with any normal matter will cause it to utterly and
violently destroy as much of that matter as is equal to its own mass.
For this reason, ‘hot' antimatter is stored at all times in elec-
tromagnetic ‘bottles’, held separate from any matter. While so
stored, the energy to hold the antimatter suspended is relatively
low. For items like M/A Torpedoes, the antimatter is pre-stripped
and tapped into a storage bottle in the torpedo.

The technology level assumed in Space Master is capable of full
control of matter-antimatter annihilation, a power source with
potential far beyond fission or even fusion. However, as has always
been true in the past, M/A reactors are the most costly as an initial in-
vestment, due to their necessary sophistication. Fuel is also a cost
consideration. Antimatter might not even be available in many
areas, where Technic development has lagged behind. In addition,
it is quite possible for a ship to have M/A translight engines while
having a fusion reactor, as engine design is much less complex. In-
deed, truly effective translight travel is not possible without M/A,
since only the raw power released by destruction of matter can shunt
a craft into hyperspace at a velocity which makes frequent in-
terstellar travel feasible.

All state-of-technology reactors in Space Master utilize ther-
malectric conversion to adapt the tremendous heat energy into
more usable electrical power; a far more compact and efficient
method than the immensely crude steam turbines used on pre-
starflight Terra.

2.3 OTHER SYSTEMS

This section touches briefly on several elements of Technlc
development in Space Master which pervade many aspects of the
life of an adventurer, -

2,31 SENSORS

The term Sensor in Space Master is actually a bastardization of
the acronym: SENSR (Selected Electromagnetic/ Neutrino-Stream
Reflection). This all-encompassing title refers to a system used by
nearly all sophisticated sensing systems from Multiscanners to star-
ship sensor banks. The power and flexibility of Sensors far exceeds
such early analysis tools as spectroscopy and gravitic scans, being
able to bombard a target area with selectively treated, hyperlight-
accelerated neutrino beams (which have no mass and can thus travel
at hyperlight speeds). Depending on their ‘treatment’ (a temporary
electromagnetic or gravitic charge) and whether they return to the
sensing device, the neutrino beams provide data on the nature of
the target iri great detail. Neutrino beams are completely harmless

and “almost undetectable, and they can pass through almost
 unlimited amounts of intervening matter if desired, to reach the

scan target. The results are almost instantaneous.

Sensor range is dependent almost exctuswely on the power of the
sensing device itself, although there is inevitable distortion beyond
about 50 light-years. Beyond about one light- year detailed analysis
is limited; however, it is accurate enough at this range for a ship to
plot a reasonably safe Hyperspace shunt. Analysis under one-LY
range is extremely useful to ships as they drop out of hyperspace
near a star system and require a swift, complete analysis. Such a
study using speed-afight analysis bearrs would take hours, if not
days.

2.32 ELECTRONIC WARFAREI STEAI.TH

Developed in its earliest forms almost immediately after the in-
vention of the Sensor, the Stealth Field (as.it is often called), absorbs,
attracts or distorts the treated neutrinos sent out by sensor beams,
thus making it appear as if there were nothing there to detect. The
field does the same with other radiations — including visible light —
50 that the craft or object surrounded by a Stealth Field reflects no
radiation. Of course, the field is not perfect, and there is an in-



evitable warping around the craft. Because of this there are
EW/Stealth operators who monitor and manipulate the field to
enhance its effectiveness.

The Stealth field has a myriad of uses in warfare. For instance, the -

field can be extended out from the ship in such a manner that it can
"fool incoming missile tracking system into believing that the ship is
much closer than it really is, thus triggering the mnssnle proximity
fuse. For more details on EW/Stealth, see section 6.2.

2.33 COMMUNICATION

With the advent of relatively easy lnterstellar travel, ‘swift’ com-
munication among the suddenly far-flung colonies of Terra became
aproblem. People could physically travel from one point to another
more quickly than a message could be sent via any known electronic
method. Curiously, the resulting effect was similar to (thoughona
much larger scale) medieval Europe existing on Terra. The concept
of an effective centralized government was unfeasible because of
the delay in communication. it might take days, sometimes weeks,
to get a message across.

The Tachion Beam Dictor has helped to alleviate the problem but
is far from the perfect solution. The Dictor utilizes tachion beams
{more stable-over a long range than neutrinos) to transmitinforma-
tion. The dictor has an effective range of about 30 light-years, and
this creates the necessity for. a message to be relayed several times if
it has a long way to travel. This creates serious security proijerns for
sensitive information. An additional drawback is that the beam
must be very carefully aimed, and so useful Dictors must be located
on installations with very prédictable movements, such as orbiting
space stations (the beam does not travel well through planetary at-
mospheres either; standard laser transmission is used for ground to
orbit communication).. Dictors can also-be used between ships if
each has a sensor-lock on the other, so that the beam may be proper-
ly aimed. This allows for instantaneous communication between
ships which may be across a solar system from each other, where a
Iaser transmission would take hours’ tobe recmved '

3.0 MACHINES

Included in this.section are all types of machines, from personal
communicators to blaster rifles to starships. The machmes describ-
‘ed here are more-or-less “stock” devices, ready made and
relatively available (dependent of course upon local technic level
and economy).

The monetary unit employed throughout is the Elmonit. This ac-
tually means "’Electronic Monit”, a unit of value which never
changes. throughaut civilized space. The Monit is theoretically
equwalent, but is allowed to increase or decrease in value on a
local level in relation to the Eimonit, to reflect local economic con-
ditions, ""Local’ in this context is usually defmed as ''planetary”
or, at east "contmental" e .

3.1 EGUIPMENT ANDWEMONB

Below is a list of equipment and weapons which might be useful
to an adventurer in"Space Mastel. Foﬂewmg the descnptlons isa
cost and weight chart (3 12).

3.11 DESCRIPTIONS

Note: items marked with an asterisk (*) use a standard energy cell,
about the diameter of ‘a dime and slightly thicker. The cells are
‘rechargéable and prowde approx. 100 hrs of conitinuous operation.
Some items may require more than one cell. Other items require spec:al
' larger power packs; these packs are detailed separately.

barrels {around 10cm) and are di
_ 3mm Needle Pistol: Fires a deadly spray of razor-sharp glassteel

3.111 Hand Weapons

Following are brief descriptions of personal hand weapons and
(relatively) lightweight portable weapons commonly available.
Unless otherwise noted, they are constructed of a high tensile
strength, lightweight alloy, non-corroding and more durable than

steel. See the end of the weapons list for ammunition notes. Also,

keep in'mind that it is very likely that many of these devices would
be restricted or unavailable to the general public — especially
atomic and Matter/Antimatter (M/A) explosives. Descriptions of am-
munition-and power packs are at the end of the section, along with
all power packs and other Accessories.

Projectile Weapons
7mm Automatic: Snub-nosed pistol (also referred to as .32
calibre).

11mm Automatic: Larger, more accurate and powerful projectile
pistol. Also called-a .45 calibre. ‘

Smm Body Pistol: Similar to the 7mm automatic except that it is
even more compact. The pistol and itsammunition are fashioned of
anon-metallic, glasstic material which does not register on standard
metal detection (weapons) checks, or on even a multiscan.

10mm MLA Pistol: (Magnetic Linear Accelerator). An advance-

ment over the explosive-projectile handgun, a Linex — Pistol — re-

quires two standard-rating power celis, which operate a linear ac-

celerator within the barrel, hurtling the projectile ata much faster

rate than normal explosives are capable of. Linexes have rather Iong
glcult to conceal.

needles. Especially effective against unarmored foes.

. 5mm Rifle: Standard model.

10mm Heavy Rifle: Even less subtle than the preceeding weapon.

- Light Assault Rifle: The gun can’ be Qf'ib fire bursts of five rounds, -
Cor mdvau’iT shots* :

gy LT

~Jmm Rocket Rifle: Similar in appearance to the Assault Rifle, this '

weapon is designed to fire 7mm self-powered ‘rocket’ shells. These
greatly improve the gun’s effective range.

9mm SMG: (Small machine Gun) Another weapon very popular ir
the 20th century, an earlier, similar-weapor {& submachine gunj
was sold:by the Uzi company, and the name-has been gererically
transferred to the-gun itself. It is a semiautomatic weapon, firing
bursts of five rounds. Users with an averaged Strength-and.: Agility

- bonus of 20+ can use this gun one-handed at -30.

15mm MLA Rifle: Therifle version of the Linex Pistol (MLA) abave

‘Note the relatively long ranges.
 3mm Tangle Rifle: Mainly a police subdual weapon, it carries a:

bulky, one-shot cartridge of synthetic fibrous material' which is lig-
uid ‘untit it contacts with atmosphere. Like a strong spiderweb, it

" “envelops the target, the webbing contracting and drying into an:

elastic, effective restraint. A sharp knife can cut free the prisoner
after the material has dried. Use the Ehvelop Attack table from Claw
Law, and the Grapple Critical table.

3mm Shotgun. Standard double barrel design.”

3mm Flechette: Similar toa Shotgun, this weapon fires extremjly

ssharp projextiles. It uses-the Slash critical hit table.

6miniv Autoshotgun: Fires as many as two bursts of five shots.per
round. ‘At short range, the most deadly of the handheld automatic:
pro;ectnle weapons, ;‘
9mm LMG: (Light machine Gun) Portable, though requiring a.
tripod for full effectiveness. The ammunition for this weapon is’
available in drum or belt form.



12mm HMG: (Heavy machine Gun) Stretching the concept of port-
able, this gun is the most powerful projectile automatic weapon
available. 1t must be tripod-mounted to be used; all equipment re-
quiring at least two people to carry.

Energy Weapons

Hand Laser: A very small, concealable laser, about the size of a flat
cigarette pack. Rather than the more bulky weapons energy car-
tridge, it uses two standard flat cells, thus sacrificing power and
range for its small size.

Laser Pistol: The standard throughout Civilized Space, utilizing
powerful pulse-laser shots.

Laser Rifle: The same concept as the two smaller models, with ex-
tended power and range.

Medium (Semi-Portable) Laser: Generally tripod or vehicle-
mounted, this weapon requires a portable power supply (normally
a microfusion reactor) — battery cells are expended too quickly to
be practical, usually within two or three shots.

Heavy Laser: Almost always vehicle mounted because of its bulk,
this weapon is the most powerful of the portable fasers.

Blast Pistol: A less subtle and accurate weapon than the laser, it is
outlawed on more civilized planets as ‘barbaric’ {like most projectile
weapons) and is normally only used by the military or criminals. The
Blaster fires energy bolts generated through a capacitance system in
the gun.

Assault Blaster: Larger than a pistol yet more compact than a Blast
Rifle, this weapon is very popular in the some circles. It can also be
used one-handed (at -20) or some models can be set to rapid-fire
(2-handed only) as many as two bursts per round. Use the Automatic
Weapon Table, Mk. 3, substituting Puncture with Impact criticals.
When used this way, there is an additional +5 chance of failure.

Blaster Rifle: Larger, more powerful and accurate version of the
assault blaster.

Medium Blaster: Semi-Portable; can be used two-handed, though
it is unwieldy.

Heavy Blaster: Tripod or vehicle mounted only. Can be set on
rapid-fire (use Auto MK. 5, as Assault Blaster above). Demands 5x
the energy of its power plant. For instance, a Heavy Blaster on single
shot can fire 2x a round, 10x a turn. At Mk. 5 it requires 50 ER
(Energy Rating) units per turn for maximum fire opportunity. On
rapid-fire, it needs 250 ER units. One might be shocked at the high
energy demand, especially in comparison to more powerful ship-
mounted weaponry, but keep in mind that this g gun fires many more
blasts and is not as efficient.

Contact Stunner: Palm-sized, this little device can deliver a tremen-
dous shock to the target. The main disadvantage is that one must
touch the target.

Hand Stunner: About the same size as a hand laser, this compact
weapon also uses two standard power cells, and is-designed to be
easily concealed. Like all the Stunners, it fires a pulsed electrical
charge, designed to deliver concussion h|ts and to incapacitate the
target through neural overload.

Stun Pistol: Standard police issue, itis more powerful and accurate
than the hand model.

Stun Rifle: A step up from the pnstol The most powerful weapon of
its type, it is also useful against large animals.

Plasma Repeator Rifle: A truly devastating weapon, it is often
vehicle or tripod mounted, butitis possible to use it two-handed (By
those with an average Strength and Agility bonus of 20+ — and use

. itat-20). It packs its own high-output microfusion reactor (see Ac-
cessories). The Rifle actually more resembles a small bazooka, and

can be fired from the shoulder or a hip sling. The Plasma rifle fires
bolts of superheated matter at high velocity (accelerated by the
cylindrical elecromagnetic field). It uses the Blaster table (Mk. 5) on
single shot; in addition to impact criticals, roll an additional Radia-
tion crit of same severity (see 4.87). It can be set on rapid fire, but
chance of failure is increased from 8 to 10. When rapid firing, use
the Auto Mk. 5 chart, and employ Radiation criticals instead of im-
pact. Truly terrifying at short range and against unarmored foes.

Flame Pistol: A curious weapon, being both unsubtle and ineffec-
tive at any great range. The pistol uses a cartridge good for four
shots and fires on the Spell Law Firebolt table, 2x hit damage
multipliers.

Flame Rifle: Slightly more powerful than the pistol, the rifle power
pack holds eight shots and multiplies damage x4 on the Fire Bolt
table.

Melee Hand Weapons

Force-knife: Basically a hilt (using a standard pistol power pack)
with a dial control in the pommel. When activated a blade of pure
force springs from the top end of the hilt, the length of which is con-
trolled by the dial. Short Sword or dagger tables from Arms Law are
recommended, with a bonus, and additional Heat or Electricity
criticals.

Power Sword: Larger, more powerful version of the Force-knife, it
is usually used two-handed, and delivers both Slash and Burn Critical
hits. The sword is very destructive to inanimate objects as well, be-
ing able to cut through material as strong as steel with little trouble.
Use Arms Law 2-h sword table, with slash and Heat criticals.

3.112 Support Weapons

Grenades

Conv. Explosive: Usually a chemical agent, ithasa relatively small
radius (up to 50m) but is useful for precision strikes.

Fusion: Blast radius is up to 5 km. Note that in addition to regular

criticals, all targets receive a Radiation crit of one less severity. These.

are usually restricted.

Gas: Any of a variety of chemical or biological attacks; range varies
with conditions but generally not over 100m radius.

Smoke: Harmless smoke reduces visibility to- 3m; also reduces Laser -
dire one Mk. level per 10m range. 100m radius, depgndenton con- .
ditions.

Glitter: (''Laser-Away"') Designed to sabotage Laser and other light-
related attacks, this fills.a radius up to 200m with suspended glitter-
ing particles whlch reduce normal visibility only by 20 butreduce all
Laser-like fire by one Mk. level per 10m travel through the glitter.

Mark | Grenade Launcher: Fires standard grenades (above) with
an effectlve range of 1000 meters (1 km). Simple targeting equip-
ment,

Mark .1l Rocket Launcher: Fires rockets with internal power
system but not computer-guided. Range: 100 km w/ error margin 1
meter per km travelled. Electronic targeting but w/o strategic
display.

Mark V Rocket Launcher: Basically a tube mounted on an ad-

justable stand with simple targeting controls and a luminous
strategic display map. Map can be adjusted to be appropriate with
rocket range. Launcher has built-in scanners to detect heat sources
and power emanations up to 1000 km. distant. Targeting informa-
tion is transferred to cruise rocket internal guidance systems, Error
range 1 meter per 100 km travelled.



Guided Cruise Rockets: (1000 km range w/MKk, V launchér) These
have destructive ‘capability as the conventional explosives above,
but are equipped with a microcomputer and cruise guidance
system.

Chemical Explosive rocket

Fission Rocket

Fusion Rocket

M/A Rocket

Portable Laser Cannon: This ‘portable’ cannon is essentially the o

same as a 10 Mk ship-mounted cannon, set on a tripod equipped
with computer targeting. Requires a portable Fusion reactor for
power (a UM roli of 01-02 when using a Fusion pack to power any
portable cannon indicates that the power supply is depleted).
Weight: (not including Fusion Pack) 100 kg (220 Ibs). It can be par-
tially disassembled for carrying. Against humans use the Automatic

Projectile Attack table, substituting Heat and Puncture criticals, and |

doubling hit damage from the attack table.

Portable Blaster Gun: An Mk. 10 Blaster similar to the Portable
Laser Cannon. Weight: 120 kg (264 Ibs).

Portable Disruptor Cannon: An Mk. 10 Disruptor cannon, less

powerful but also not as fragile or bulky as a laser of comparable

destructive output. Weight: 90 kg (198 Ibs).

3.113 Personal Equipment

Chronometer: Fitted with a lifetime power cell, these wristwatch-
like devices invariably perform several other tasks, including per-
sonal metabolic monitoring, limited audio recording, etc.

Infra-red Lenses: Contact lenses, wearable for up to a month

without discomfort, which allow the wearer to 'see’ into theinfrarad®

spectrum, allowing him to discern heat-radiating objects even |nthe
dark. Activated by pupil dilation, they do not rmﬂede normal’ vmon
Must be custom-fitted (included in price).

Infra-red Goggles: Less expensive than the lenses above, they per-
form basically the same function. They do, however, reduce wearer
Perception by 20 (and it is is obvious that one is wearing them, as
opposed to the lenses, which are undetectable to the casual
observer).

Light Filter Lenses: Similar to Infra-red Lenses, these are triggered
by pupil constriction, darkening to cut glare when the wearer is in
bright light. Must be custom-fitted (included in price).

Light Filter Goggles: As the Lenses above, but not as costly. They
reduce Perception by 10,

Uitra Lenses: These combine the features of Infra-red and Light
Filter lenses. Must be custom-fitted (included in price).

Ultra Goggles: Like the Lenses ‘above, except these are less expen-
sive, and reduce Perception by20.

Earphone (ommumcator. (*)A hghtwelght headset, it mounts in
one ear with a filament wire extending to just in front of the mouth,
a tiny microphone mounted on the tip. The unit s very ||ghtwe|ght
and unencumbering. Hearing, even through the unit, is umm-
paired. Range: 100 m; also used on-board vehicles. - :

Pocket Communicator: (*) A small, cigarette-sized device deSign-
ed for long-range audio communication (1000 km overland, or

land to standard overhead orbit). It can be linked to a multiscanner -

to transmit coded information for more detailed shipboard analysis
— though this is not 100% dependable (base - 01-02 roll indicates

flawed transmission; may be worse dependent on conditions) over

long distances, and can be time-consuming. The Pocket com-
municator has a wider range of frequencies than an earphone and
has limited (25 hour) built-in recording capacity.

Distance Lenses: (*) About the size of a pair of small binoculars,
these combine the powers of Infrared and Filter lenses, as well as
superb magnification (up to 100,000x). A small display inside,
along the edge of the view gives distance to an object targeted in
crosshairs (up to 20 km).

Multiscanner: (*) An extremely useful device for explorer/adven- S
turers, the multiscanner is-the ultimate in portable analysis and -
detection instruments. Approx. 18 x 12 x 5 cmin size, the Multiscan-
ner is often carried on a shoulderstrap. Readout is via'a 2-D screen
set on one side of the device, just above the control surfaces. The -
device is capable of three separate types of scan/analysis, as well as
recording scan information for future, more detailed analysis by an _
onboard ship or land-based computer. it is also capable of normal
audio-video recording. Information is stored on standard memory
disks, 4 cmin diameter and 7 mm. thick, each capable of holding 10
hours of continuous fulf-spectrum scan (about 100 megabytes) in -
molecular memory. There is storage space in the bottom of the scan-
ner for four disks in addition to the reader receptacle further up.
Below is a summary of the scans which can be performed:

Life Types: Life form detection and distinction between
animal and plantlife can be made at a distance of 1000
meters. At 200 metersindividual animal life units can be
discerned, and at 50 meters the scanner can make distinc-
tions between basic types (humanoid vs lizard or bear, for
instance). More detailed information must be gleaned us-
ing a Medscanner.

Power Emanations: This scan reveals any form of radia-
tion, running the full spectrum from gamma to infrared,
automatically screening out the usual background radia-
tions (unless programmed to do otherwise). This is useful
in detecting transmission sources, as well as any sort.of
energy generator. Range varies tremendously depending

.- on the power/transmission, butan activated scanner could
pick up-an unshielded pocket communicator beam at a
‘rarige’ of about 100 meters; while't could detectalarge,
operating fusion reactor from as far as 10 km. At 1/10th of
detection range (again, somewhat variable, dependent
on conditions and skill of scanner operator) specifics can
be made out (interception of transmission, exact location
and type of power generation).

Physical Analysis: By utilizing this setting, the operator
may locate concentrations of a given substance — assum-
ing the scanner already has in mémory a previous scanor -
database readout of the substance'with which to compare’
— of as little as one gram at 10 m: The progressnon is, con-
veniently, fairly even, so thata concentration of one kg of
an element may be found as far as 10,000 meters (10 km)
away.

Memory disks: For use with standard audio/visual playback and
record devices. Each disk holds up to 100 hours. of digitalized
holovideo recording or 100 megabytes of coded gata. Theyare3cm
in diameter and 5mm thick.

Memory Disk Viewer {portable): (*) Slightly larger than a standard
multiscanner, the viewer has a larger screen (12 x 12 cm) covering
nearly all of one face. This black, glassteel plate can either display
textinformation on its surface or generate a 3-D holographic image
above or behind the screen. (An image behind the screen, ‘within’
the viewer, is preferable in bright light conditions wheré the holo- -
image would not be as visible.) This image can be freely rotated, for:
views of different angles — assuming a full 360 ° scan of the original -
was performed. ..

Memory Recorder: (*) About the size of a pack of cigarettes, the
Recorder makes standard 3-D video and stereoaudio (within the"
limits of its sensors) recordings. It uses standard memory disks.



Signal Beacon: (*) A flat disk about the size of a Memory Disk, the
beacon projects a very bright beam of red light as far as 10 km in
length. The touch-switch allows for binary code transmussnon Total
light duration on one power cell: 5 hours.

Magnetic Compass: This simple device will function on.any planet
where magnetic poles are-present. About 6 cm in-diameter and 4
mm thick.

Computer Map: (*) Actually a combined scanner/recorder this
device uses hologlass plates to store visual information. The Map
records information continuously in-a 100 m radius about the car- ..
rier, providing a faultless return guide: Premade maps from aerial .
and orbital scans can also be fed into the Map, which compares scan
data with immediate surroundings to pinpoint current Jocation,
One Hologlass can store about 1,000,000 sq. km.of map.data. The
Map is a 2 cm thick, 10:x 10 cm square, one full face devoted.to a
glassteel display face, which displays.a 3-D top-view at a nearly.in-
finite range of magnification. The Map can also project the image
(in the right lighting) in a 3 m square display.

Elmonit Card: Not a “credit’ card, but an electrohic checking
system. The Elmonit card is about the size of a credit card, though 5
mm thick, and contains encoded data on the possessor’s available -
financial resources. When plugged into a Merchant or Bank transac-
tor the data is read, and, if the holder is making a.purchase, the
amount is deducted, altering the data. Illegal data alteration is ex-
tremely difficult, although not impossible. Normally they are only
accepted if locally (within a system) issued so that the Bank network
can verify-the iritegrity of the card. For Interstellar travel, the
traveller is issued a special bank credit, with which he/she/it may set
up a temporary actaunt at the local institution. Like the Ident Disk
(see below), Elmom&cat:ds ar cally keye,d o} the owner,

edto ! ach cmzen

sensory material, enaraved with the namb of the  beaterin staridard:
Terran. Within-the disk is held an array of personal information —
physical, physiological; psvchaloaical and historical — aswell as a
retina scarfor turther ident confirmation. Access to this mfwmaﬁon '
is limited, deps son the reader. Normiaty, only auth »
Patrol readers with  master clearance have tull acgess;-and anly
Confederation Hpspitalireaders have full medical (physiologic
and psychological) acc€ss. The disks are chemicallv keved tosbeeific.
body chemistry and warmth, so that if the giskeaves the:prommﬁy;
of the wearer long enough to full {idusstpate“«ammreu QLORIVEWE 2
(about an hour), the disk information is:destroved. st im
image blurred beyond#ecogniuon%ﬂen@m i
are very difficult ~but not mpossuble“’ ‘1o’ toras: Thet:am!
worn very close to the body Persomﬁzeddlsk carERes:
are constantly moving’ in‘and out o

Glowglobe: An 8 cm diameter tramlucent sphere, the glowglobeis
a portable, self-contained Ilgh; source. Light level is-altere &
twisting the hemispheres, from ‘off to an illumination equal
abouta 150 watt lightbulb. Also triggered when the globeis turned.
on is a tiny gravity neutralizer, rendering the globe weightless. A ...
small loop is mounted on one hemisphere where the globe can be
‘moored’ to keep it from floating away. A variety of light shades are
also available.
N

Lightrod: (*) Basically a sophisticated flashlight, the-lightrod can
act as a signal beacon, in addition to possessing a variety of other
levels of intensity and bearn width,

Recording Devices ,

Holocamera: (*). Able to record still or motion holographic pictures .
(with sound, if desired) on a hologlass plate (see Hologlass below).
The camera is 10 x 5 x.7.cm and has twin lenses. -

Holoviewer: (*) Basically the same device as the Memory Disk
viewer, though less expensive. Adapter modules are avallable 10 -
convert from one to the other.

Viewer With Enhance: (*) Similar to the Holoviewer, this hamdy
device is capable of ‘enhancing’ images encoded on the hologlass .
(this is-only_possible.with the sophisticated digital laser recording
done ona hologlass) many times, bringing into focus minute details
previously too small to discern. Images may be enhanced up to
1000x,

Hologlass. 5 x5x1cm transparentglassteel square, a rectangle of
metal mounted on one edge and an identifying label on the op-
posite edge. These small squares receive digitalized laser images,
which can be stored ata very,high density.on theirspecial crystalline
interiors. Hologlass storage is permanent; the images cannot be
altered or erased without destroying the square, which is very
resilient.

Recorder (audio): (*) Useful when only an audio recording .is
necessary, this 10.cm long, 3 cm diameter cylinder is capable of
limited stereo recording via microphones at each end. Audio disks
{useable only with this-type of recorder) 2 ¢cm in diameter fitinto a
slot in the shaft. Touch controls modify volume, etc. The recorder is
capable of playback, through the speaker/mics. A tiny readout on.
the side displays ‘location’ in storage area.

Audio Disks: 2 cm diameter: mol,ecular storage discs, they can hold
up to 20-hours.of audio recording each. Due to the nature of the.
storage, near-instantaneous reference to any data area is possible. .

Makeover Kit: (2*) About the size of a small Attache’ case, this unit:
includes a built-in Holoviewer. In addition you will-find a number.of .
advanced cosmetics and-colored eye lenses, allowing the skilled
user to-alter his/her/its face-and-hands-to'appear to be nearly any
humanoid racial type: One very skilled, using a superimposed holo--
image, can duplicate the exact features of another individual. An
easier method of exact impersonation, also in the kit, is a spray-on
mask, which allows one to make a mold and perfect mask of the im-
personee. Of course, a willing (or unconscious) impersanee. is
necessary for this operation. '

Env:ronmentnl Aids

Tent: Holds four people comfortably, madeof a wrtuall,y mdestruc-
tible (in normal use) plastic material which also has superior in- .
sulating qualities. It weighs but 3 kg and collapses toa 12 cm cube' ’
when not in use.

Portable Bed: (*) An air mattress and frame, wnth atr pl"OW and )
veriwool -blanket. A tiny pump inflates the bed and powers a -
warmth unitin the blanket, if desired. \X/elghs 2kg. and co|lapses in-
toa10x10x5 cm. package.

Grav-pack: (*) A Iarge backpack capable of neutral izing the welght
of anything placed in it, up to 50 kg or .5 cumet. Care must be used,

however, as the inertial mass of the pack, of course, is the same.

Maneuvers are at -5/10 kg.

Pressure Tent: (*) Similar to the tent above, this umt has a double :
skin and can be sealed from a hostile atmosphere. It includes a
pump and an air supply enough for four peopleto breathe comfor-
tably for 20 hours (four Air Packs). Folds to a 20 cm cube and weighs
8 kg.

Collapslble Shelter: Capable of housmg 10 comfortably, this struc-
ture is more rigid than a tent and is capable of wuthstandlng a
rougher climate. It can be sealed from atmosphere but requires a
separate air supply. Folds to a20 x 20 X 50 cm package welghmg
16kg.



Filter Mask: (*) For use in areas with suitable atmospheric pressure
and no gasses harmful to skin and eyes, but where the air is not
capable of supporting humanoid:life. The mask fits over nose and
mouth, and provides breathable air for 20 hours before needing a
new air pack. o

Air Pack: 6 cm long cylinder 3 cmrin diameter, holds 10 hour supply
of compressed/solidified air mix. For use with filter mask and stan-
dard pumps, it is practically indestructible.

Life Support System: (4*) 10,cm;cube unitcapable of recirculating’

warmed or cooled air for up to ten people to breathe and live com-
fortably for 100 hours before requiring a new filter unit. (requires
four power cells). :

Gillpack: (*) For extended underwqter activities, the gillpack isa 2
cm diameter cylinder 12 cm long; with a mouthpiece mounted
halfway along the tube. The pack essentially allows the user to
breathe air suspended in water, minimizing the problems of com-
pression. The duration is the life of the power cell (about 100 hours
in this case).

Ration Tube: A disposable plastic container (about a 6 cm cylinder
3 ¢m in diameter) holding a semi-liquid, highly concentrated food.
Though lacking in variety and flavor (it normally has a non-
offensive, if bland, taste) it is extremely nutritious and filling, and
equals a full meal. A man could survive indefinitely on two a day.
These rations are not subject to spoilage and are notdamaged by ex-
treme heat or cold.

Water Accumulator: (*) A 5 cm cylinder which can be mounted on
the mouth of a 2 liter plastic bag. When activated, it condenses
water vapor from the surrounding air and fills the self-sealing bag.
Time to fill varies with atmosphere, though is usually 1-5 minutes.
Power cell is good for about 500 bagfuls. Unit normally sold with 5
reusable, tear-resistant bags.

Foodpack: A more delectable if bulky form of sustenance, a food-
pack is a 6 cm cube. When water is added it hydrates into actual
foods (although they have been somewhat 'homogenized’, eachre-
tains some natural flavor). The foodpack is guaranteed against
spoilage for ten years.

3.114 Clothing

Naturally the prices given are but a base, and clothing costs can
range dramatically, especially when high-fashion items or custom-
made items are involved.

Thermal Jacket: (*) A lightweight jacket with a built-in heating
unit. It has detachable gloves and hood.

Thermal Suit: (*) This full-body suit uses two power cells, has a
hood, foot and hand coverings, and a goggled mask shielding the
face. The suitcan keep a man warm in temperatures to -100° or cool
up to +150° for as long as 100 hours with one power cell set. The
suit is not equipped to be sealed against the atmosphere, but does
have a filter for warming or cooling breathing air to reasonable
temperatures. ‘

3.115 Armor/Suiting
Below are various types armor, environmental suits, and com-
binations. For details on AT and encumbrance see Chart 3.13.

Environmental Suit: This suit uses a shield power cell to operate its
life support system. It provides minimal armor protection and is
somewhat encumbering.

Kevlar Vest: A vest of impact-resistant cloth, this vest provides
some torso protection against projectile, slashing and puncture at-
tacks, but little or no protection vs impact or energy strikes.

Kevlar Suit: Similar to the vest in concept, this item covers most of
the body.

Duralloy Vest: Heavier than the Kelvar vest, the duralloy protects
somewhat better against melee and energy attacks.

Armored Bodysuit: A lightly armored (usually duralloy) en-
vironmental suit, powered by a pistol weapon power pack.

Exoskeleton: More bulky and cumbersome than a bodysuit, the
Exoskeleton is better protected at joints and the armor plating is
more dense.

Powered Armor: Truly a warrior’s accoutrement, the powered ar-
mor has a built-in Microfusion reactor, and all movements are
servo-enhanced. Various types of powered armor are capable of ex-
tended antigrav flight, planetary landings and orbital maneuver-
ing. The life support system can keep a man alive for 10 days, and
there is storage inside for Ration tubes. In extreme circumstances
some models are even capable of interplanetary journeys, assuming
the distance is not too great. It requires an Mk. 10 Portable fusion
Reactor, which is attached to the suit. Powered armor is usually only
used for military operations, and most models are fitted with
weapons and a barrier shield.

Ardinium Suit: (special) Any of the above armor suits could
theoretically be made of this revolutionary alloy, greatly enhancing
the AT and reducing encumbrance. The cost, however, would be
prohibitive.

Ordium Il Armor Suit: (special) See Ardinium suit commentary
above.

Shields

All four shields described below function in basically the same
manner, although the range of protection may vary. In the most ad-
vanced version, the shield is worn ‘as a lightweight belt device
(several small, cigarette-case sized modules affixed to a belt). One of
the modules is the shield power pack. When the device is activated it



covers the body and accoutrements of the wearer (the focus) with a
halo of energy, usually faintly visible as a shimmering aura — quite
noticable in darkness. It should also be noted that persons wearing
activated shields are much more easy to pick up on multiscanner
and sensor probes because of the energy output.

The shield forms about an centimeter away from the wearer's
body, reacting to the surfaces like an electro-static charge. At the
feet the shield dissipates out for a few centimeters over the floor
where they touch. The shield will, however, only spread to envelop
about 1/10th of a cubic meter beyond the volume of the wearer's
body (himself, normal clothing, a small pack and a few weapons)
without suffering dispersal. When dispersal occurs {and the GM
should be alert for the potential of this to prevent PC abuse of
shields) all normal subtractions of the shield are halved, and the
shield energy cell has a 5% every round of going dead due to
overload. This situation is applicable to volumes up to the
equivalent of the wearer’s unclothed body. The living flesh of the
wearer is the basis for the field, though the shield's internal com-
puter is capable of limited compensation. Shield computers are
preset to the general parameters of the owner when bought, and
complex to reprogram. The shield simply will not attempt to spread
over a larger area than that, because of its microcomputer program-
ming. If, when the shield is activated the shield computer realizes
that too much volume is involved — volume even beyond dispersal
— it overrides and will not activate. Any objects added after the
shield is fully activated have no effect. The shield compresses to the
surface it has formed over, leaving the new, added volume outside.
Ashield will, under no circumstances, spread to envelop another liv-
ing being, even if the wearer attempts to embrace that being then
activate his shield. The shield will simply ignore the other focus.

With the shields' spreading tendency, the natural question arises:
how does one fire a weapon while wearing a shield without suffer-
ing the subtraction as the projectile/beam attempts to punch
through the attacker’s own shield? Thisis, in fact, relatively easily ac-
complished (for those using projectile or energy weapons) with a
device known as a dissipator. The dissipator is affixed to the end of
the weapon barrel and acts to prevent the shield from trying to close
over the end of the barrel. Interestingly, if one is armed with a
weapon equipped with a dissipator and can get close enough to an
opponent who is wearing a shield, he can push the barrel through
the target's shield (the barrel tip must get within one inch of the op-
ponent, truly point-blank) and annul its effects for that shot. Long-
range and projectile mounted dissipation devices have been ex-
perimented with, but even Space Master technology is currently
not up to them. ' ‘ a

Cruder, more bulky shield models are most often worn on the
back or chest, or as a suitlike garment covering the entire body. Belt
weight: 3.5 kg; back/chest weight: 8 kg. o

All shields require 3 full rounds after being activated to spread
and establish themselves fully. Conversely, after being deactivated
they require three full rounds to dissapate.

Only one shield can be operated from one focus atany given time.
Though more than one could theoretically be worn, (watch encum-
brances, GMsl) attempting to have both operational around the
same focus at the same time will short them out (Extremely Severe
malfunction). Attempting 10 activate one before the full three
pounds have passed after deactivating a previous one will short out
the one being activated.

A. Velocity Shield: Works basically on the principle that the faster
something approaches, the more resistance the shield generates,
Wearer is essentially -30 vs. all regular melee attacks; -45 vs missile;

-60 vs projectiles (due to greater velocity). This shield is extremely

effective against projectile weapons, but useless against energy
weapons, as the beam has virtually no mass to resist. An option with

the Velocity Shield is a wrist collector, a device worn about the lower
arm, and attached to the main shield belt viaa light cable. The collec-
tor affects the shield aura in such a manner that the shield’s deflec-
tive energy is concentrated more at the front of the wearer (or
wherever the arm is held) much like a version of the ancient physical
shields. The effect adds 25 to all frontal DB’s (-55 vs melee, -70 vs
missile, -85 vs projectiles), however, it reduces the DB on all other
facings by 20 (-10 vs melee, -25 vs missile, -30 vs projectiles). The
collector may be used to parry melee and missile attacks as per
Rolemaster — but one cannot normally parry projectiles.

B. Deflector Shield: Creating a different sort of field than the
Velocity Shield, this shield is very effective against energy weapons,
somewhat useful against fast projectiles, but almost useless against
missile and melee weapons. It uses the very energy of the incoming
attack to deflect, or alter its course. Itis useful against energy waves
as well as material objects, if their kinetic energy is high enough,
Wearer is -60 vs energy attacks, -40 vs projectiles, -15 vs Missile, -5
vs Melee,

C. Absorption Shield: Although useful against all forms of attack,
this shield is not as effective as A or B in either. It acts to absorb and
dissipate over its surface the energy of an incoming object, thus
slowing (or even stopping) it. Wearer is -30 against all forms of at-
tack.

D. Barrier Shield: Able to generate a very powerful field of energy
about the wearer, this is the most impressive of the four, and re-
quires a portable reactor rather than a standard power pack (though
the reactor should be treated the same as the power pack for energy
drain and overload possibilities — see below). It is correspondingly
bulkier and more expensive. It does, however, effectively stop all
but the most determined energy weapon attacks (wearer at -90).
The shield stops material objects by deflecting, or if they are moving
fast enough, destroying them. Projectiles are usually completely
vaporized before reaching the target. For missile and projectile at-
tacks, treat wearer as -70; missile destroyed: if stopped (unless the
missile is some special material or item, in which case the GM may
wish to give ita RR). For melee, treat wearer as -60;.and roll a RR for
the attacking weapon-after eachstrike or attempted strike. [fa metal
weapon s used, wielder takes 1-10 hits during each strike, as power
feedback is channeled down the weapon. Ships and vehicles
employ a shield similar to this type in concept.

Shield Power Pack: Standard high-energy power: cell for shield
generators, itis a 6 cm square, 3 cm thick box cylinder. The charge
level of the cell must be carefully monitored to maintain play fairness.
Each cell, when fully charged, has 100 energy points. Activating the
shield costs five points, and each round the shield is on drains one
point. In addition, each time the shield is activated, the wearer must
make an unmodified, non-open ended roll. A result of 01-03 in-
dicates that the cell is completely dead and requires recharging. This
occurs despite the power level of the cell, due to the initial immense
power drain of setting up the shield. A result of 04-05 indicates a
shield malfunction, and one must roll severity (1D10: 1-5: Routine;
6: Light; 7: Moderate; 8: Severe; 9: Very Severe; 10: Extremely
Severe — followed by a roll on the Malfunction/Repair table).
Changing power cells is a Medium maneuver during combat —
assuming the player is not involved directly in melee, in which case
it would be Absurd.



3.116 ‘Medical Equipment

Note: Use of the following equipment requires specialized training for
full effectiveness. It is not normally issued to anyone who is not at least
certified in First Aid, and even then most drugs and sophisticated equip-
ment are restricted.

Field Equipment:

Medical Scanner: (*) A device almostidentical to the Multiscanner
in appearance, its detection/analysis abilities are more specialized in
the Life Signs field. Life form detection and distinction between
animal and plantlife can be made at a distance of 1000 meters. At
500 meters, individua) animal life units can be discerned (within a
given 50 m radius, after a scan) and within 100 meters the instru-
ment will give information on basic animal types. Within 2 meters it
can detect subtle racial differences and simple diagnostic analysis,
such as detecting foreign matter in the target bloodstream,
dangerous bacteria, etc. More accurate readmgs on an individual
are possible if the Scanner has the person‘s Medhistory fed into it
directly. (This can be transmitted via communicator tie-in or read off
of a memory disk.) Note that the Medscanner does not pr‘ovrde
treatment advice.

Diagnostic Computer: (2*) About twice the size of the MedScan-
ner, this unit has a 200 megabyte internal storage capacity as well as
memory disks, read/write ability, and space to store five extra disks.
it is a sophisticated diagnostic device, capable of a detailed
biomedical and psychologic analysis. It does not perform scanning
functions; rather it reads data gleaned by a Medscanner and inter-
prets it much more effectively than the scanner, including detailed
treatment advice (something the Medscanner does not do). Once
again, accurate readings are much easier if the computer has had a
Medhistory of the patient previously input. An average complete
Medhistory (including all previous scans and medical history) takes
up approximately S000 bytes. (20, 000 such records can be stored
on one memory’ disk). -

Dermal Closer: (*) Releasing an energy wave which accelerates cell
regeneration radically, the Closer is used for healing concussion hits
at the rate of 1/round while activated; it heals bleeding wounds
(max 5 hits/round in severity) at the rate of 1/round. The Sealer will
also repair up to 2nd degree burns. One power cell in this unit will
heal a total of 100 hits or hits/round. The device is roughly cylin-
drical, 2.5 cm in diameter and 10 cm long, and is operated by
holding approx 3 cm above the affected area and activating.

Tissue Knitter: (*)Workmg‘ on the same principle as the Dermal
closer but more powerful;:the Knitter is able to rejoin muscle, ten-
don and cartilage. Severe and complexinjuries (such as shatters) are
not -recommended 10 -be treated by field- equipment, as.the
sophistication of these devices is limited, Tissues to be joined must
be aligned somewhat. The Knitter is 3.5 ¢m in diameter and. 12
long, with more complex controls (and so more skill required to

~ operate). Repair time varies with complexrty The power cell will

-

repair 4 specific wounds.

Regenergun: (3*) Will repair and regenerate any severrty burns at
the rate of approx 10 hits/minute. The ‘gun’ will-also regenerate
destroyed muscle, cartilage, tendon and partial bone tissue, requir-
ing about ane hour for each regenerated part. The gun cannot
regrow complex tissues like organs. The patient is at -25 (for each
regenergun treatment) for a period.of 25 hours after the treatment.
it will repair any three burned areas or three specrfrc trssue damages
before exhausting its cells.

Arterial Sealer: (*) Again, similar to the Knitter and Closer, this
more specialized device will rejoin severed veins and arteries
(maneuver required) and stop bleeding hits at the'rate of 3/rnd. itis
approximately the same size as the Dermal: closer, though'2 em
longer. The power celt will repair 5 severed arteries or-50 bleeding
hits, or any combination (3 arteries and 20 hits/md, for instarce).
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__mental deterioration: »5 0.
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Laseknife: (2*) Utilizing a focused laser scalpel, this device, though
probably not a potential effective weapon, could-be dangerous if
used by the unskilled. The Laseknife is 6crn long; 3in diameter, with
the 'blade’ end cone-shaped.

Preservation Unit: (3*) This device keeps alive a patiént whose
body, for one reason or anather, is incapable of self- support, and is
beyond the capability of field medication. The unitis about the size
of a small backpack, with several retractable wires and tubes, each
fitted on the end with a cutaneous adhesion plate. (These plates
work in asimilar manner to medtabs, adhering to the skin and injec-
ting medicines or taking samples through tiny, high-pressure infu-
sions.) The entire setup, including patient, is placed in a special
polymer bag {included). Although the device can run for as long as
25 hours on the 3 power cells, and the cells may be exchanged in-
'definitely, the body is not as stable as it would be if held in a more
sophrstlcated (and much more blﬂky) Medcon‘rputer Stasis Uit and
the patient's condition could deteriorate if notattended to within 25
/hours (roll a RRIhour for Stat decline aﬂer 25 hrs. See Future Law).

- Medtab Applkatoﬂ {*) An oval, palm-sized instrument, the ap-
: p{rcator adheres Medtabs to the patient’s skin. Medtabs are the
‘latest development in controlled medicine dispensing, and are sold
(to qualified personnel) in 10-tab cartridges. A cartridge is fed into
the Applicator; the dosage to be applied is set on the Applicator con-
trols — based on Diagnastic Computer recommendation or skilled
treatment decision based on Medscanner readout — and the device
is pressed against the patients skin (usually on a limb). A 1 cm disk
sticks to the skin, and remains firmly adhered after the Applicator is
removed. The ‘Tab’ infuses the medication over a safe period of
time and falls off, fully spent.
Tabs:

The following Tabs have a variety of uses; all of the non- healing
Tabs have an Addiction Factor. If the drug is taken more frequently
than 1x/10 days, the imbiber must resist addiction by making a suc-
cessful Resistance Roll (RR). This is done by making a pércentage rol|
(plus Constitution bonus, if applicable) which is above the Addiction
Factor. Each successive time the drug is taken, still within-10 days,
adds 20 to the Addiction Factor. “Addiction’’ can range from a
dependance on the drug, to its losing its effectiveness, to death.
Jirolene: (stimulanit) Aids wakefulriess; adds 20 to Perception and
related alertness rolls. Prolonged use (75 hours without a full rest
period) causes a deterioration of all stat bonuses at the rate of 5

“points per hour, untif a full rest is taken. Addiction factor: 70.

Triadrenaline: (heavy stimulant) A very powerful, short term
stimulant, Triadrenaline acts to ‘haste’ the,user for 4 rounds. Addic-
tion factor: 80.

Hemoflux: (specific stimulant) Acts on the spleen and Irver causing
greatly accelerated blood production — enough. to completely
replace blood supply within 2 hours. Patient must at.all times still
have the normal minimal amount of bload ® remain alive. Patient

‘must be kept hydrated and wrll be atw?.5 &srzs hours after taking

.this drug.

Lurvadrenaline (system strrnuztam) Used'to“revive patient from
- stasis in a protable: preservatron unit:
Virlene: (heavy sedative) Causesir
2-4 hours. Addiction factor: 30,

Doseline: (sedative variant) Causes |mmed|ate unconsciousness as
Virlene, but certain sleep patterns are inhibited. User awakens after’

] l{ate, , unconsciousness for

" 5 maMﬁmfgal sleep time. fully rested (including PP's) and can
' M&ﬁ%&

act05;. 80, (Addicition symptiom:
anent Reasoning, Intuition and

aliefis 1-10 aceummstumrounds Addiction fac-
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Andeline: Heals 30 concussion hits over the space of 6 rounds.
Torethene: Heals 100 concussion hits over the space of 12 rounds
Fir-Queline: Heals 10 hits instantly.

Verex Compound: A universal poison antidote, it allows the pa-
tient an additional RR at + 100. Addiction factor: 25.

Stirene: (antibiotic) Extremely useful in fighting most bacterial in-
fections. Although full recovery usually takes 24 hours; only one
Stirene-aided RR is made, at + 100. If the patient fails this roll (and
the GM should keep this secret for two hours, which is how long it
takes before even a skilled and well-equipped physician could
determine whether the drug was taking effect) more extreme
measures need to be taken. Addiction factor: 20. Addiction here
usually means that the drug becomes ineffective.

Tyreline: (lifekeeping) Strictly an emergency drug, it is used when
even a portable Preservation'Unitis unavailable. The instant the Tab
is applied, the patient’s body is chemically ‘frozen’ and will not
deteriorate. Brain oxygen requirements are minimized, so that
‘death’ does not occur. This condition can be allowed to continue
for a maximum of one hour before the brain begins to deteriorate. If

a preservation unit or (preferably) a Medcomputer Stasis Unit is
reached before this time, however, a dose of Luryadrenalifie must
be applied to cancel the Tyreline, and the patient must roll above
(100 - his Co) or die, his body unable to take the shock. Addiction
factor: 100.

Regenex lll: (regenerate limb) A very expensive drug, it allows the
regeneration of lost body parts. It is also time- consuming, for the
full regrowth of a finger will take as long as 20 Standard Days; an
arm or leg 100 to 150 Days. The limb is a perfect reconstruction,
however; identical to the original.

Interferon IV: (antiviral) The latest synthetic version. Immediately
after itis administered the patient is allowed a new RR at + 100, If it
is successful, complete recovery is achieved within one hour, If not,
the patient may make another roll at +100 after every hour until
successful, or six tries are made, whichever comes first. If all should
fail, one can receive the drug and try again after one full day
(though the drug is at an additional - 10 for every successive use vs
the same virus).

Calcix: (antidegenerative) Used by certain bemgs with specificbone
conditions.

Unmonitored/Recreational Tabs:

Gorteline: (recreational stimulant) Lasting aboutan hour, Gorteline
produces a euphoric effect similar — though. somewhat more.in-
tense — to the drug Cocaine. Addiction Factor: 50,

Urlene: (hallucinogen) Addiction Factor: 80.
Siradrel: (mind stimulant) Addiction Factor: 20.

Myrine: (sense énhancement) Expands vision slightly into infra-red
and ultraviolet realms; allows user to view other light waves. Useful
for night travel where infra-red vision would be an aid. Unfortu-
nately, anyone under the infiuence of the drug outdoors in full
sunlight is virtually blind without goggles. Duration: 2 hours. Ad-
diction factor: 10.

Mertinel: (suppresses hair growth) Usually taken by menwhodon't
want to bother with a beard and are unwilling to deal with perma-
nent beard irradication. The drug alters certain hormonal levels,
retarding beard growth for 100 days.

infirmary Equipment

Larger versions of all of the above treatment devices are available
(Dermal Closer, Knitter, Sealer, Regenergun) with approximately
twice the ability and speed of treatment. These devices are also
capable of such repairs as shattered bone and destroyed organ
regeneration. They are powered directly by the on-board reactor (if
ship-based). These devices are also enhanced by the use of a Scanner
Bed, which shows vital signs on a display, continuously updated, as
well asa holo-image of the patient, with internal scaris as desired by
the physician.

LAl

3.117 Accessories
Tools

Small Tool Kit: (allows repairs to be made w1thout a 25
subtraction). .

Laser cutter/welder: (*) A device consisting of a handie Wlth al3
¢m long, slender (1 cm in diameter at the widest point) cone. A dial
on the base of the handle controls width and intensity of the pin-
point laser beam, which can be used to either cut through any
material or fuse circuits. Though fairly powerful, itis not very prac-
tical as a weapon since the beam focuses about 1 ¢m from the tip of
the cone.

Standard Tools: An assortment of lightweight alloy wrenchesand
other tools capable of performing normal mechanical repairs.

Molec Boards: The basis of modern circuitry, Molec boards are 10
cm square laminated sheets of transparent plastic with conductive
and superconductive materials in the middle layers. The conductive
material is electrically moved about on a molecular level to form the
complex micro-circuitry used in most electronics. These sheets plug
in along one edge to receptacles which tie the device together. The
boards in this repair kit are blank, ready to be etched. An Etcher is, of
course, necessary (and not included in thiskit). .

Infra-plate: (*) A 10 cm square, 1 cm thick plate of glassteel framed
with a black alloy. The controls to this device are located along the
edge. When placed on any surface the plate adheres and glows a dim
red. Utilizing the controls the operator can gain a holographic image
— which appears behind the glass exactly where it would actually be
— of any solid objects behind the surface, up to a depth (vnewmg
depth is variably controlled) of 20 cm. Excellent .for viewing
mechanical lock mechanisms, etc. Tools are designed to work around
the plate, which is held away from the surface on tiny extensions.

Master Tool Kit: (allows repairs to be made at +20)
Contains everything in the above tool kit, plus:

Supplemental Tools

Molec Board Etcher: (*) When a molec board and the appropriate
circuit programming memory disk are plugged into this 12 x5 x 8
¢m unit it will “etch’ a new board to replace the defective one.

Fuser Rod: (*) A tool used ta repair minor wiring damage, more
delicate and specialized than a laser cutter, - =

Blank Molec Boards (20)

Repair Scanner: (*)Also avarlableseparately, the repair scanner is
similar in appearance to a Multi or Medscanner, though very spe-
cialized, It is dependent on circuit “plans’ (in Memiory disks) with
which tg compate the ideal with actual circuitry status. Atarange of

‘50 medrs it will detect a disrupted circuit, and as range decreases it

can pinpoint the, problem. Repair scanners can act as an infra-plate,
probing to a depth of 50 cm (though it does not mount to a surface
and must be held), and can detect even minute electrical currents at
a range of 100 meters, , _

Memory switch panels: (20) Standardized control panels which
can be utilized to replace damaged or defective control panels and
readout displays.

Accessories (Ammunition, Energy Packs, Targeting Aids)

In addition to the normal types of projectile ammunition, a few
special types are available in some areas (illegal in many, though
perhaps available-on the Black Market). See the Price charts for cost
details. C .

Teflon-coated: + 20 toall attacks agalnst any armor, 510 against
unarmored foes.

Irilulon-coated: + 30 to attacks agalnst armored foes, +15 against
unarmored ones.

Burst-shells: Shell head shatters upon impact: all shots are at 10,
butincreases any critical by one severity level (i.e. an "'A" becomesa

"“B", etc; a result of no critical does not become an “A"). Not
available for needle pistol, shot gun, or ﬂechette :



3.12 COSTS CHART

3 o 90, 5

3.122 Woap‘tmry

Hand Weapons
7mm Automatic
Ammunition (clip of 10 rnds)
11mm Automatic
Ammunition {clip of 8 rnds)
5mm Body Pistel' -
Ammunition (clip of 5 mds)

3mm Needle Pistol
Ammunition (clip, 6 bursts)
S5mm Rifle
Ammun. (bolt/clip of 5 rnds)

Ammunition (20 shots)

HMG (Heavy machme Gun)
Ammunition (beli 30 bursts)

Teflon-coated,
multiply cost x 10

10mm MLA Pistel 2+ = .|
AmmmW&Mm&w

10mm Heavy Rifle -
mmww lom
Light Assault Rifle™ -
Ammunition 0 “«h‘
(clip as&m&m :
7mm Rocket Rifle 280
Ammunition
(clip of 3 bursts/15 rnds) 26
9mm SMG (Small machine Gun)| 240
Ammunition (clip of 3 bursts) 2
15mm MLA Rifle o w550
- Ammunition (W e, “‘0‘.«
3mm TangleRifle ==~ | 140~
Ammunition (carir:, 4 shots) . ..-10 e
15mm Shotgun 60
Ammunition (20 shells) 5
3mm Flechette 70

?fﬁ#;”gmsgg"adgus

Irilulon-coated, cost x 20

-3

120

Hend,;.mbr Y gg |25
S TR O
T L
Med Loser 350 6.0
Heavy Laser 820 20 0
Blast Pistol 100
 Assault Blaster 160 lm,
Blaster Rifle 200 | 13|
| Med Blaster rae b33
Heavy Blaster 900 22.5
Contact Stunner 45 .2
Hand Stunner 50 .25
Stun Pistol ‘80 o)
StunRifle ' 180 | 11
Plasma Repeater Rifle 250 8.0
Flame Pistol 125 7
Ammunition (cartr., 4 shots) 10
Flame Rifle 180 1.5
Ammunition {cartr., 8 shots) 16

g

o 3*

Lo i o ik

Rockets: -~ oo i sne b
ﬁﬂiﬁ!‘l ‘ 5

- MJA Rocket (cruise; guided)

Porfoble Fuslon Reocfor (@)

;“HWWWH.M-* g
Ultml.onm

r Ident Disk (replacement)
Glowglobe 1
Lightrod 3

Support Weapons
Grenades:
Conventional explosive
Fusion
Gas

Mark | Grenade Launcher
Mark Il Rocket Launcher

. ta - tkl:;v‘..’h; : A
Mark V Rocket Launcher
Guided Rockets:

Chemical Explosive rocket 400

Fission Rocket (cruise; guided) |
Fusion Rocket (cruise; guided) |

Port. Laser Cannon (Mk. 10)

Portable Blaster Gun (Mk. 10)
Port. Disruptor Can. (Mk. 10)
Plasma Gun (Mk. 10)

Medium Weapon 500
Heavy Weapon 900
Mk 10 Portables

Refueling cost 15

Personal Equipment

Chronometer 1-20

Infra-red Lenses
Inra-red Goggles

. ,‘_J;ﬂ

Ultra Goggles

Earphone Communicator
Pocket Communicator
Distance Lenses

ry £/ ele)

Memory Disk Viewer rra ble
Memory Recorder

Signal Beacon 10

Lwmp

180

b
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COST WT PWR COST WT PWR
Recording Devices: Medical Equipment
Holocamera 45 A4 : Medical Scanner 520 .9 2*
C'Olowe\,\:/?frh - ?20 2 . Diognosﬁlc Computer ?20 ]2.9 ‘3'
iewer With' Enhance . Dermal Closer 0 -
Hologlasses {box of 5) 15 . Tissue Knitter 160 3 *
Recorder {audio) 8 8 2 Regenergun 240 .35 3*
Audio Disks (box of 5) 2 .08 Arterial Sealer 150 .25 *
Makeover Kit 45 1.0 Lasenife 150 2 27
Preservation Unit 300 1.2 4
Environmental Aids: Medtab Applicator 60 2 v
Tent 20 3.0 Tabs: (clip of 10 )
5 ¢ (clipo
Portabiprind 5 TR Jirolene (Stimulant) 20
p rov-pot-:r X g5 (BCE) 9)2* Triadrenaline (Heavy Stimulant) 200
ressure ien y Hemoflux 120
Collupmble Shelter 120 ]26.0 Luryadrenaline 100
F.|Ifer Mask 3 25 . Virlene (Heavy Sedative) 50
Lnfe Support System 40 3 :’ Korteline (Relieve 1-10 stun) 250
Gillpack 45 4 Andeline (Heal 30 in 6 rounds) 100
Ration Tube 2 05 Torethene (Heal 100 in 30 rnds) 150
Water Accumulator 5 .5 Fir-Queline (HEGI -IO) 50
Foodnack 5 (ggnp‘fy) Verex Compound
ooadpac : : {poison antidote) 200
Clothing Stirene (antibiotic) 25
Dress Clothing 40 Ve Tyreline (lifekeeping) : 5,000
Dress Footwear 10 e iR’ege{nex I\/N(regenerate limb) ;8,0000
Leisure Clothing 40 (?fler. eron 25
Leisure Footwear 8 alcix ’
Uniform 50 5
Uniform Footwear 10 " -
Light Jacket 5 h Tools
Thermal Jacket 20 * Small Tool Kit {(includes items
Thermal Suit 40 2* below and case) 720 2.0
% Laser cutter/welder 110 4 3"
Armor/Suiting Standard Tools 100 1.0
Environmental Suit 600 4.0 + Molec Boards {10) 300 S
Kevlar Vest 40 5 Infra-plate 200 . .
Kevlar Suit 150 1.2 Master Tool Kit
Duralloy Vest : 220 .9 (All above, plus:) 2500 6.1
Armored Bodysuit Supplemental Tools 100 1.5
Type 1 4000 15.0 + Molec Board Programmer 500 .5 3*
Type 2 4500 17.0 + Blank Molec Boards (20) 600 1.0
Type 3 5000 20.0 + Fuser Rod 60 2 *
Exosk]elefon 598 Repair Scanner 600 .9 2"
Type 7 : +
Type 2 7800  30.0 +
Type 3 8400 - - 35.0 +
Powered Armor
Type 1 32,000 200 @
IYPE ?3 ggggg 388 @ COST: is in standard Elmonits.
T:g: 4 TSb,OOO 650 g MASS: is in'Kilograms. All mass foritems which require an

All of the above armors are theoretically available in the
special alloys. Use the above price with cost multiplier:

Ardinium Suit x 10
Ordium Il Armor Suit x 20

Velocity Shield Belt Unit
Chestpack

Deflector Shield Belt Unit
Chestpack

Absorption Shield Belt Unit

Chestpack

Barrier Shield (chestpack only)

Shield Power Pack (+)

3,000 1.1
1,300 6.5
3,500 1.2
1,500 4.5
3,000 1.3
1,200 6.8
15,000 3.3
100 2

+
2+
+

2+
3+
2+
@

inc in shield wts.

energy pack include the mass of the pack.

POWER:

* indicates standard utility power cell required (number in
front of symbol denotes how many)

1 indicates pistol power pack required

+ indicates shield power pack required.

t indicates rifle stock power pack required

@ indicates portable microfusion reactor required. See
text; size may vary. A field reactor which can be refueled
by simply pouring waterintoit{rather than having to take it
into a qualified refueling shop) can be purchased at twenty
times the normal cost. These special reactors also mass half

again as much.




3.13 ARMOR RATING AND ENCUMBRANCE

ARMORI/SUIT TYPE
MIN MAX MISSILE
AT (DB) MANEUYV MANEUYV ATTACK QUICKNESS RADIATION
PENALTY PENALTY PENALTY PENALTY BONUS

Environmental Suit 2 (10} 0 0 -25 -20 0
Kevlar Vest 5(15) 0 -10 0 0 0
Kevlar Suit 10(15) 0 -20 -10 -5 0
Duralloy Vest 5 (30) 0 -15 -5 -5 0
Armored Bodysuit

Type 1 15(10) -10 .40 210 10 ARy

Type 2 15 (20) 15 .45 210 15 Al

Type 3 15 (30) -20 -50 -15 -20 -1 vl
Exoskeleton

Type 1 12 (30) -20 -60 -20 -10 -2 Ivls

Type 2 20 (20) -30 -70 -25 -20 -2 lvls

Type 3 20 (30) -40 -80 -30 -25 -2 Ivls
Powered Armor (Special; see below)*

Type 1 20 (110)@ 0 -100 -100 -5 -3 Ivls

Type 2 20 (120)@ 0 -100 -110 -5 -3 Ivls

Type 3 20 (150)@ 0 -100 -120 -5 -4 Ivls

Type 4 200170)@ 0 -100 -120 -5 -4 lvls

Radiation Bonus: indicates how many critical severity levels the armor will protect the wearer from. For instance, a character ina
Type 2 Powered armor suitis exposed to an 'E'" severity radiation attack. The armor reduces the severity 3 levels, from an "'E"’
toa ' 'B".

* When attacking against powered armor with any handheld weapon, that weapon's maximum Mark # should be reduced two
levels (a Mark V weapon cannot roll above the Mark 11l threshold). The symbol '@’ indicates a barrier shield {all powered ar-
mor). See the rules for shields, sect 3.1 for details on the additional DB supplied by the barrier shield.

POWERED ARMOR:

To determine Heavy Energy Projector and Missile attacks against powered armor, use CAT 22, subtract 100 from the DB given
above and roll the attack. Use the Slash Critical table for Pierce weapons and the Impact Critical table for Blast weapons.

Powered armor is a special class, having many qualities beyond the other types of armor. The suits are self-sealing, so even
though the occupant may take wounds, his environment will remain intact — until the suit goes over its maximum hits, in which
case its major systems fail; ten minutes of environment left at that point (assuming a hostile environment outside!).

The Maneuver penalty is a reflection of the need to adapt to using the servo-mechanisms which allow the armor to move; some-
one fully trained is extremely maneuverable and agile.

All powered armor is equipped with a barrier shield, a backpack fusion reactor and gravitic power. The Type 4 has a separate
Fusion drive with an N-Space acceleration rating of 2 (see 6.2), and fuel for 1 hour of continuous thrust (more than enoughfor a
few interplanetary trips). The reactors in all four have 500 'energy points'. It requires 1 energy point per hour of normal suit
operation, + 1 point per hour of gravitic flight, + 1 point per Mk. # per shot of mounted weapon:s fire.

Characters using powered armor weapons must train in those weapons specifically to obtain a skill bonus. Powered armor
weaponry uses the Handheld tables against personnel; Ship attack tables against Vehicles, as appropriate.

MASS
TYPE MOTIVE FORM (hits) Con AT WEAPONRY
1 Gravitic jump: 100m , 1x/rnd 200 22 (55) None
2 Slow Gravitics 300 22 (60) 1 wrist mtd. Mk, 3 Laser {+3)
3 Medium Gravitics 400 22 (75) 1 wrist mtd. Mk. 3 Laser {+3)
1 shldr mtd. Mk. 5 Blster {+5)
4 Fast Gravitics 650 22 (85) 2 wrist mtd. Mk, 4 Lasers (+4)

1 shidr mtd. Mk. 5 Bister (+10)
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Power Cells

Energy Cell: Flat, disk-shaped battery about the size of a dime, used ,

in most personal equipment,

Weapons Power Pack: Standard power source for ‘handheld
weapons, itis a cylinder 2 cm in diameter and 6 cm long, fitting into
the pistol butt. Power packs can be recharged either by a portable
reactor, vehicle outlet, or standard Utility outlet.

Rifle Power Pack: Ellipsoid cylinder 12 cm long and 3 ¢m wide, it
fits into the rifle butt socket.

Plasma Repeator Rifle Microfusion Reactor: This cylindrical unit
is 10 cm in diameter, 15cm long and weighs about 2kg. When its
power isexhausted, itis easily detached from the end of the rifle and
is replaced like a power cell. Refueling is asimple operation, and can
be done on nearly all the Civilized Worlds.

Portable Fusion Reactor (Mk. 10): Capable of powermg a
number of appliances, and recharging power cells. The size of a

large backpack, it weighs about 30 kg (Antrgrav units to nuII the

weight are available).

Laser targeting Mount (*): A slender cylmder it mounts on the
barrel of any rifle, weapon-aiid fires a non-dangerous laser beam,

which can be used for pinpoint targeting, adding + 20 to hit. It can
also be used on large pistols, such as the MLALaser and Stun p:stol
(Blaster is too inaccurate) adding +10.

NOTE: if using a Character-development system mvolvmg

Skills — such as Future Law.— it is strongly advised the PC’s
train on a weapon specifically with or without the targetmgk
mount. Anyone using a gun with a mount but no training in its
use gets half bonus; anyone trained in using a gun with the
mount but forced to use one without is at -20

3.2 THE ROLE OF COMPUTERS

It would no doubt be an understatement to say that computers
- play an important part in the universe of Space Master. Indeed,
they are everywhere, expedi |t|ng every facet of life in the far future.
- They are miniaturized to microscopic size in many cases, and can
perform functions of amazing complexrty at speeds truly ap-
proaching instantaneous.
State of the art computer circuitry memory storage is done on a
molecular level; memory units are, in a way, alive. This allows far

more dense storage and faster relays. Many larger units are voice- .

controlled, able to interpret and respond to verbal commands —
though of course only in languages-for which the .computer has

been programmed. -For.accuracy and efficiency, however, Lmr, -
puters on board most starships and other complex vehicles are still .
manually controlled to a great extent. This is not a reflection of the

machine’s limitations, but rather of the bemg who must giVe itin-
structions. Direct mental links from the human brain to computers )
have been tried, but proved ineffective and even dangerous; the

human mind is simply notdisciplined enough to give coherent com-

mands which are notaccompanied by a flurry of aberrant irrelevant .

‘mental chatter’. And vocal commuands are:not precise because of
the inevitable inaccuracies of any sen@evaed language. The
idea of a computer language to be Seq
but the effort of learning it outweighed.

2 advantages.

Thus, even in Space Master, the weak link in any such sentient-
computer interface is just that: the delay which occurs between the
sentient visualizing and deciding on the action, and the delivery of
the action command to the machine. ,

In Space Master, though, the computer has been able to take

over very complex tasks (such as continuous evasive maneuversina

starship battle, even when coordmatmg gunner fire) the details of
which need not concern the sentients in charge.

by sentients was proposed,
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Obviously, to attempt to cover the entire range of software

available in the universe of Space Master would be absurd. In-"
stead, below are detailed the typical programs available to enhante

a starship‘s performance. Some are necessary for the shrp to even
operate, while some are optional.

3.21 PROGRAMS AND DESCRIP‘I’IONS

Below are brief descrlptpons of the varlous computer programs
available in the most advanced areas of the Space Master
universe. Ail programs may not be available everywhere, or, if
available, they may only be partral {onlyt the frrst ten memory unit
picks, for instance).

Remember when purchasing programs that each has two impor-
tant volume factors, in‘addition to the cost: Processing Capacity and
Memory Volume. This reflects the concept that certain programs,
such as Archive Reference and the Research programs, consume a

vast amount of Memory volume because of the sheer mass of data. -

However, their data retrieval system is relatively simple, and re-
quires only asmall amountof Processing capacity. Complex, deman-
ding programs, such as Evade and Predict, consume very little
Memory volume, but, depending on how demanding. or
sophisticated, alot of Processing capacity. The volume and capacity
for a specific standard computer are determined by its Mark (Mk.)

number: the processing volume capacity is exactly equal to the MK. -

#, while the memory volume is 2 x the-Mk. #. Available programs
always use memory volume but only use processing. capacity when
being used. In addition, standard computers have what is called
Reserve Storage. It is not as easily accessible as Memory, but has a

much larger capacity — ten times the Mark number in storage

volume. However, this memory storage is notas easily accessible: it

requires one round per memory unit to transfer the program from -

Reserve Storage to memory, where it can be easily accessed and us-

ed. In this capacity, therefore, Reserve Storage is useful for Archive

and Research data, but probably not for regular combat program-

storage, since it would require too much time to ‘call up" the
necessary programs from Reserve Storage.
EXAMPLE: Teruk has an Mk. 50 computer. Its processlng

capacity is 50, and its memory is 100 units. It has a Reserve
Storage volume of 500 units. ‘

The reference to memory units refers to a discreet unit of data. As

many as desired (or one can afford, or one can pack into their corti-

puter) may be purchased. However, ‘there-is a declining rate of
return, baséd on the idea that the mass of information reduces the

efficiency of the processor. It also reflects.the idea that after a point

the additional data in memory is more peripheral, and increasingly . -

less relevant to the topic.

For those programs who have a costper femory umtprck thein-
itial purchase provides a +5 bonus 4o the appropriate research .

Itechnical activity/maneuver (cqunting as the initial investment as

well as the first ‘rating pick*). Eac,h addrt;pnal prck adds another +5

to the appropriate bonus, up to a total of +50. The eleventh

through-twentieth picks, though they ¢ost the same, only supply a

+2 bonus per pack Any additional prcks beyond twenty add + 1 per .-

rating pick. ::

EXAMPLE jym-bob (see Starshlp Costructron, secnon
4.211) wants a +60 to his ship Predict bonus. To do this he
must spend a base price of 10,000 Elmonits (this provides + 5)
and an additional 14 picks, costing 2,000/rating pick. The
next nine picks add +5 each, to have a total ‘of +50. Five
more rating picks are required at.+ 2 each (still costing 2,000}
to gain the total of +60. Total Elmonit expenditure: 38,000.

Itis assumed that each pick fills one computer unit, regardless of
the bonus. See individual programs for whether the volume is con-
sumed in Memory orboth Processing-and Memory (if it takes up-a

IS

unit of processing space, it must take up atleast the same amount of .

space in memory for storage while not in use).



PROGRAM DESCRIPTIONS

General Reference: An encyclopedic database, referenced by sub-
ject with multiple cross-references. Includes very basic information
on Terran general history, the sciences, the arts, literature, etc.

Xeno Gen. Ref: The complement to the General reference database
above, this file covers all terran colonies as well as any general data
on other races encountered by Civilization. By necessity, this file is
even more general than the above, having to cover a wider field.

Archive Reference: This file covers the same areas as the General
Reference program, but in much greater depth, especially in the
non-science fields. The detail and referencing is exhaustive;
however, it does not approach some of the planetary Archive
databases; consuming as much as 10,000 Storage units, they might
truly hold what could be called the 'sum of human knowledge"'.

Research Reference:

Physics: Each memory unit pick adds a bonus to all research done
on this topic. Note that this total is cumulative with lab space
bonus, but cannot exceed the lab bonus.

Chemistry: As Physics, above.
Biology: As Physics, above.
Planetology: As Physics, above.
Astronomy: As Physics, above.

Cultures: Each memory unit pick adds a bonus to all an-
thropological and cultural research.

Medicine: As Physics, abu.e.

Mechanical Engineering: As Physics, above.
Genetics: As Physics, above.

Computers: As Physics, above.

Weapons Design: As Physics, above.

Power Systems Theory: As Physics, above.
Cybernetics: As Physics, above.

Technical Reference:

Mechanical: Each memory unit pick adds a bonus to all repairs
and construction related to this topic. Use appropriate table.

Weapons: As Mechanical, above.

Electronics: Includes all electrical systems, As Mechanical,
above.

Communications: As Mechanical, above.
Computers: As Mechanical, above.
Power Systems: As Mechanical, above.
Stardrive: As Mechanical, above.

Crime Systems: As Mechanical, above.
Medical Systems: As Mechanical, above.
Cybernetics: As Mechanical, above.
Genetics: As Mechanical, above.

Basic Systems Monitoring: Automatic ship’s log; all minor
systems control (lighting, portal control, etc.).

Recreation: Games, movies, etc.

Life Support: Maintains environment.

Galley: Food synthesis.

Xeno Galley: Food synthesis for exotic tastes / other races).

Astrogation Reference:
Star Chart: A complete map of the known galaxy is available,
though the total volume would be prohibitive. Astrogation is
made “'Easy’ if within an area on file. See cost chart for price per
memory unit.

Preset Course: Astrogation for such a course is ’Routine”’.
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Astrogation Plotting:
Hyperspace Course: Computes Hyperspace Course. Without
program, computation is “*Absurd”’. (However, every day spent
by a trained individual with proper references lowers the degree
of difficulty by 1.)

N-Space Course: Computes N-Space Course. Without program,
computation is “’Absurd'’. (However, every day spent by a trained
individual with proper references lowers the degree of difficulty
by 1.)

Pilot Interface:
Hyper Jump: Controls Antimatter flow to Translight Engines.

Autopilot: Can maintain a course, or carry out Preset N-space
course

Evade: Each processor unit pick adds a bonus to ship DB due to
computer controlled evasive maneuvering. (1 unit processing
and one unit memory per pick)

Tactics: Each processor unit pick adds a bonus to ship initiative. (1
unit processing and one unit memory per pick).

Power Distribution: Controls and monitors distribution of power
to all ship systems.

Damage Control: Malfunction alert and flame detection/control.
Seals doors to contain decompression unless overridden.

Security: Monitors and can restrict movement of specific beings
within instrallation. Requires .1 memory unit per being.

Cybernetic Monitor: Controls robotic assignments. Requires .5
memory unit per special system.

Communications: Allows Com Tech bonus on Transmission /
Reception, including both Tachion Beam and Laser signals. Each
processing pick adds a bonus, and 5 Light-years of Tachion Beam
range.

EW Distribution: One pick for every 10 points of EW (actual EW
equipment purchased separately) is necessary for manual controf of
EW/Stealth screens. Each Processing pick also adds a bonus for all
EW activity (no matter how many operators). (1 unit processing and
one unit memory per pick).

Target Lock-on: Allows shipboard Heavy Energy Projectors to be
committed on any target in Sensor range (see ship construction for
ship sensor ranges). Energy attacks without this program are at -30
(in addition to any other factors).

Central Gun Control: Allows any number of ship’s guns to be fired

_from central control with controller’s gunner bonus (-10 to bonus

for every gun over one controlled).

Gunner Interface: Allows inclusion of individual gunner’s fire
bonus for Heavy Energy Projectors.

Predict: Each pick adds a computer bonus for Heavy Energy
weapons fire. (1 unit processing and one unit memory per pick).

Missile Targeting: Each pick adds a computer bonus for missile
targeting. (1 unit processing and one unit memory per pick).

Defense (screens): Arranges and maintains shields. Processor and
memory required is 1 per 10,000 tons (1 unit minimum). Also
allows for *’Double Shielding’* — see ship combat, section 6.21.

Star System Analysis: Reference data; each pick adds a bonus to
sensor analysis, and fills one memory cell — in addition to the base
volume of 3.

Planetary Analysis: Reference data; each pick adds a bonus to sen-
sor analysis of planetary and stellar bodies, and fills one memory
cell — in addition to the base volume of 3.

Bio Analysis: Reference data; each pick adds a bonus to sensor
analysis of life forms, and fills one memory cell — in addition to the
base volume of 3. Range for such analysis is no more that a high or-
bit above scanned planet.



3.22 PROGRAM SIZE AND COST
- —

Q 4SIz§ _
Processing Memory

Research Reference
Physics 4
Chemistry

Medicine
Engineering

Communications
Computers 1
Power

) Ba;ic S Monitonng

100/10 beings
TP

Astrogation Reference:

Star Chart 1 Special 2,000/storage cell (100,000 cu. It. yr.)
Preset Course 0 1/course 500/course
fgt
Pllot Interfoce
Hyper Jump 3
Avutopilot 5
4} it A ‘
Power Distribution 2 5,000
Damage Control 2 3,000
Secunty A 1] Special 1,000 + 100/bemg

M%,,,

Targef Lock-on 2 ) 2 7 000
Central Gun Control .1/gun 1 12,000
Gunner Interface ‘ ’ 1/gnr 1 _ 2,000/gunner

rudict

9 e e . 2 o U [ 24
Star System Analysis 3 3 + Special 1,000 base + 500/memory unit pick
Planetary Analysis 3 3 + Special v " o
e T 3 3 @;sa‘ n“‘c"iul“‘ o O
Medical Diagnosis 2 2+ Specml 1,000 base + 200/memory unit pick
Medical Procedure 2 2 + Special " " " o
Xeno Medicine 2 2 + Special 2,000 base + 500/memory unit pick




Construct Analysis: Reference data; each pick adds a bonus to sen-
sor analysis of artificial constructs and energy sources, such as other
spacecraft, ground-based installations, etc., and fills one memory
cell — in addition to the base volume of 3.

Medical Diagnosis: Reference data; each pick adds a bonus to on-
board scanner analysis of patients, and fills one memory cell — in
addition to the base volume of 3.

Medical Procedure: Reference data; each pick adds a bonus to
surgical or medicinal procedures performed on-board and fills one
memory cell — in addition to the base volume of 3.

Xeno Medicine: Reference data; each pick adds a bonus to medical
diagnosis of anather life-form (than homo-sapiens or derivatives)
and fills one memory cell — in addition to the base volume of 3.

3.3 ROBOTS, ANDROIDS, AND ALTERANT
REPLICANTS

Below are briefly defined the general types of Robots, Androids
and Alterant Replicants which can be purchased “'as is”. In section
3.32 are the exact abilities of each of these products, and in 3.33 the
costs. For custom models, see section 4.2. Special models are cor-
respondingly more expensive.

Before detailing these units, however, a few other clarifications
might prove helpful:

Clone: A genetic duplicate of a specific human. Though genetically
the same, the Clone may not be identical at maturity, since
memories will differ, unless memories are restored — see sec 4.322
— and even then the Clone’s behavior will diverge.

Cyborg: (Cybernetic Organism) A sentient being with mechanical/
electronic parts (such as limbs or organs). A Cyborg may or may not
even resemble a Hominoid in appearance; the key defining factor
between Cyborg and Android is whether or not the actual brain is
living human flesh.

Hominoid: Term used to describe any being or machine resembi-
ing the classic Hominid form. Humans and close mutations,
Replicants of humans, Clones, and Androids all fall within the
bounds of Hominoid. So also do any other sentient peaples possess-
ing two arms, two legs and a head in the same basic arrangement as
humans.

3.31 DESCRIPTIONS

3.311 Robots

A vast range of machines, but defined here as being an intelligent,
self-propelled machine. Robots (with the exception of special Com-
bat Bots) are usually no larger than two meters tall, and possess
manipulative limbs suitable for repair, manuallabor, or mechanical
interface, or weapons operation. Some robot designs are vaguely
man-like in form, possessing arms and legs, but are distinguished
from Androids in that they are clearly machines (being metal encas-
ed, etc.) and not designed to imitate humans, except as necessary for
their function. In the descriptions of the specific types below,
references are made to bonuses to functions. These are explained in
detail in section 4.221.

Service Bot: The standard model is short and squat (1 meter high),
with several extendable limbs fitted with interchangeable
manipulative devices. The Bot's Mk. 10 computer can be program-
med with any Technic data (see 3.21) or it can be purchased pre-
programmed (add program cost separately). It has a +50
Manipulate bonus, in addition to the pragrammed Technic skill.
Remember that itis at-25 to all repairs with no applicable skill in:its
computer. It has normal audio/visual pickup ability, and a Com-
puter Mech Interface, to receive computer data. It can be progea
med to understand any language, but ‘speaks’ only BIVOC (the
Binary Vocabulary of computers). '
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Mech Interface Bot: Less than a meter high and roughly cylin-
drical, this robot is basically a mobile computer. With an Mk. rating
of 20 it can run several sophisticated programs simultaneously. See
"'Service Bot”” above for references to computer input. Available in-
terfaces: ‘Pilot, Heavy Energy Projectors, Sensors, EW and Com-
puter. Beyond a few small manipulative arms and the interface
hookup, this Bot is unadorned. It has short range audio/visual
pickup, and it can be programmed to understand any language, but
‘speaks’ only BIVOC (the Binary Vocabulary of computers).

Cyborg Relations Bot: Probably the most ‘humanoid’ of the
robots, this device is just under 2 meters tall, has legs, arms and a
head, but there the resemblance ends. The Relations Bot's prime
function is liason between humans and robots, and as such most of
its Mk. 5 computer is taken up with language data. it can freely
translate between any language and BIVOC.

Combat Bot Type I: Three and a half meters tall, this fearsome
machine maunts an Mk. 3 laser on each arm. 1t has a 500m Sensor
range, as well as normal audio pickup and visual normal and infra-
red. Its shields add 50 to its DB; it speaks and understands only
BIVOC — instructions must be programmed.

Combat Bot Type lI: Slightly more mobile than Type |, this Botis 2
and a half meters tall and walks like a man. One arm is an Mk. 5
Laser, the other is a mechanical hand with + 10 manipulate skill. On
the shoulder is mounted an Mk. 5 Heavy Machine Gun. Itstores 100
bursts of ammunition. This Bot has normal audio pickup, and visual
into infra-red. Its shields add 50 to its DB. It can only communicate
in BIVOC.




@Jmsmmmumunr
TYPE MOTIVE FORM HITS AT (DB) |[|ARMAMIENT (OB) PWRX |COST NOTES
Lkobot
Service Bot S WHEEL 50 15 0 - 1 50,000 | Seetext3.311°
Mech Interface Bot S WHEEL 100 14 0 |- 1 65,000 oot
Cyborg Relations Bot | WALK 80 13 (10) |- 1 40,000 ot
Combat Bot Type | S TRACK 200 24 {60) |2 Mk. 3 Lsrs (63) 3 150,000 o
Combat Bot Type Il | WALK 240 23 (60) |1 Mk. 5 Lsr (50) 2 90,000 roron
1 Mk. 5 HMG (70)
Combat Bot Type lil | M GRAV 300 25 (100) |2 Mk. 5 Blstrs (80) 4 250,000 non
1 Mk. 5 Plasma Repeates Rifle(100)
Android
Warrior - 220 N {50) |+ 150/+100/+80 any weaps 250,000 | 10th Ivl. *
Pilot — 160 4 (30) | +80/+50 any weaps 200,000 | 10th Ivi, *
Tech - 160 4 (30) | +50 one weap 175,000 | 10th Ivl. *
Protocol - 100 4 (200 |- 150,000 | 10th Ivi. *
*See text 3.312
[Replicant
Type | (Warrior) - 200 1 (40) | +100/+80/+50 any weap 120,000 | 10th Ivl. *
Type il (Tech) - 130 1 {20) |+50 one weap 100,000 | 10th Ivl. *
Type Il (Clerical) —_ 80 1 (100 |- 60,000 | 10th Ivl. *
Type {V (Recreation) |— 80 1 (30) | +50 one weap 80,000 | 10th Ivl. *
: *“See text 3.313

KEY:

MOTIVE FORM: refer to the Vehicular Movement Table (4.24) for the explanation of these terms, The humanoid types obviously move as humans.
T (DB): The Armor type is listed, with the standard Defensive Bonus (DB) in parentheses afterwards.

RMAMENT: Any and all armament. The total Offensive Bonus (OB) for each weapontype. A" '#"' indfcates that this weapon is found on the Master Weapons Chart
5.6) and as an antipersonnel weapon should use those rules. Android and Replicant bonuses are applicable to any handheld weapon desired.

'WR X: the multiplier to be applied once a Power source/Energizer has been selected (from chart 3.42) for the vehicle. Use common sense when selecting a power
ource; do not buy a combustion engine for a SMAC fighter, for instance. Such machines require a fusion reactor.

OST: the average cost for the Robot/Android/Replicont in Eimonits (Power source/Energizer cost not included for Robots).

Combat Bot Type lll: Perhaps the most terrifying of the three Com-
bat Bots, thisone floats on silent gravitics with + 30 stalking skill. Itis
3 meters tall and mounts 2 MK. 5 Blasters on the shoulders, and a
Plasma repeator Rifle on one arm. The other arm has a hand with
+20 manipulate capability. It has a 10km Sensor range, as well as
normal audio pickup and visual normal and infra-red. its shields add
60 to its DB (the rest comes from maneuverability and superior ar-
mor). it also has +40 in Intellect and can speak up to3 human
languages fluently.

3.312 Androids

Android: A robot deS|gned to tlosely resemble a human being or
other sentient race. Androids have an artificial, Molecutronic brain,
but are highly intelligent: capable of self- programming and ex-
treme versatility. The highest-quality models are indistinguishable
from real sentients except by sensor (or other artificial) scan. An-
droids are often much stronger and/or quicker than their sentient
counterparts. They also learn, gathering experience and increasing
their skills just like humanoids.

Warrior: What else need be said? Intellect was not a programming
priority, except to instill an almost animal cunning. Large and
muscular in appearance, these Anidroids can be programmed with
certain absolute loyalties, and other ‘morals’ as desired (there are
legal minimum requirements in most areas). Popular as
‘bodyguards, they are considered a status symbol on the densely
populated, highly-civilized worlds.

Pilot: Preprogramméd with +50 to as many as 5 piloting / dnvnng
skills, these are very useful to large companies needing pilot/chauf-
fers, etc.
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Tech: Similar to the Pilot in nature, the Tech is purchased with 5.
Technic skills (purchaser's choice) with a +50 bonus in all.

Protocol: Programmed with a variety of customs and local étiqdet-
tes, this Android is rarely seen outside of the high- society ““inner
worlds''. They are invariably attractive, but always somewhat
bland.

3.313 Alterant Replicants

Also called simply. “Replicants’’, these are beings created from
sentient genetic material but altered using Recombinant DNA and
other techniques to create an "improved model*’. It is scientifically

‘possible to perform Alterant Replication upon animals, plants, and

most sentient species. Below are listed the four most ‘popular’’
Human Replicant types and their general functions. They are notas
dependable as Androids, but somewhat less expensive and easier to
maintain.

Warrior: Strong and agile, they can be purchased with skill in
almost any weapons combination (see chart 3.32). Also have +25
skill in Stalking/Hiding and Climbing. .

Tech: Identical to the Android Tech, but start with + 30 in 3. Technic
skills.

Clerical: Well-organized memory (perfect short-term memory)
rakes this Replicant an excellent secretary.

Recreation: This Replicant is primarily versed in the skills of Gam-
ing, Acrobatics, Dance, Gambling, Music, and of course, Seduction.



3.4 SMALL VEHICLES

The vehicles described below are for the most part limited to small
machines, designed to carry no more than ten persons. The craftare
either vehicles for private use, small research parties, or exploration.

3.41 DESCRIPTIONS

Below are described a number of commonly used vehicles of dif-
ferenttypes and purposes. These are for quick reference and general
use: if the player or GM desire a more specific special-use vehicle,
they should use the Construction rules, section 4.2. Some general
terms used throughout the section are defined here:

AFV: (Armored Fighting Vehicle) A type of ground conveyance
vehicle designed specifically for combat.

GEM: (Ground Effect Maneuvering) Using powerful fans to create
an air cushion, this system requires an atmosphere of a density
range similar to Terra. Altitude is usually fixed at no more than one
meter.

Gravitic: Utilizing a gravitic field to partially nullify gravity's effect
upon the vehicle. Unless otherwise specified (such as for air and
spacecraft) they have a limited lifting power and an altitude limit of
10 meters. For vehicles like cars, their aititude is fixed at .5 meters.

Hydrofoil: A fin or set of fins so designed as to lifta ship’s hull out of
the liquid and reduce friction, thus allowing an increase in speed.
This general principle is applied with some modifications here. Such
craft are usually propelled by hydrojets: jets which pump tremen-
dous amounts of water (or whatever the travel medium is) out with
great force, driving the craft forward.

SMAC: (Singly Manned Attack Conveyance): A type of space fighter
used for short-range missions.
3.411 Ground Conveyance Vehicles

This definition applies to all vehicles which require a solid surface
on or above which to act — and of course gravity to pull the vehicle
towards that surface.

Cars:

Vehicles for transporting passengers or supplies. These have
minimal interior environmental control (heat/cool/humidity) and
are not suitable for any environment other than standard Terran.

Wheeled Car: Thisrefers to any sort of vehicle which depends upon
the friction of wheels against a solid surface for propulsion. In more
sophisticated versions the wheels are of some soft material or an in-
flated polymer. This cushions the ride for any passengers and equip-
ment. These ‘tires’ are often the most vulnerable part of such craft.

GEM Car: Any GCV which uses air cushioned suspension falls into
this category. These craft tend to have a ‘skirt’ of some flexible
material around the bottom of the vehicle to better contain the air
cushion. If this skirt is severely damaged the air cushion will not
function properly, greatly hampering the craft’s maneuverability.

Gravitic Car: The highest technology personal land conveyance
medium, such vehicles have a built-in stabilized gravitic field which
holds them suspended above any solid (or, if so programmed, lig-
uid) surface. Lateral power is usually provided by compact, quiet
turbofans for slower (under 100 KPH) vehicles, while jets or even
small rocket engines are used on high-speed craft.

AFV’s:

Complete interior atmospheric control is assumed in these
vehicles (heat/cool, humidity and full atmosphere for 1 day per per-
son standard). These machines can function equally well in almost
any extreme of environment as long as there is a sufficient gravity
well and relatively solid ground (GEM of course requires a certain at-
mospheric density).

All are equipped with visual scanners, Sensors with 100km range,
1000 km range com unit, and a MK. 30 computer {software extra).
See specific models on costs chart (3.43) for various weapons and
shields.
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Wheeled/Tracked AFV: Often the heaviest of the fighting vehicles,
these are propelled on protected wheels or wheels within flexible,
treaded tracks which provide greater traction on uncertain terrain.

GEM AFV: These are more maneuverable, but usually lighter than
the above AFV because of the enormous power expenditure to lift
the machine. GEM AFV’s are uncommon, mainly because it is dif-
ficult to protect the delicate lifting fans and skirt adequately.

Gravitic AFV: Very fast and maneuverable yet easily defended craft,
these are truly formidable fighting machines. Because the gravitic
field net can be imbedded in the armored shell of the vehicle, the
entire craft can be fully protected. Their main weakness is instability:
when hit by powerful concussive blasts they do not remain as stable
as the wheeled/tracked version, tending to wobble and veer, mak-
ing weapon targeting difficult.

Armored Walker: Also very maneuverable, these vehicles are
usually conveyed by four to six "legs’’, computer coordinated so
that the machine literally walks over uneven terrain. These are more
stable than gravitic craft, but slower; and the legs are somewhat
vulnerable to damage.

Explorers:

These have full environmental control for 10 days per passenger
{minimum) and are equipped with 3000 km/orbital com units, 200
km range Sensors, visual scanners, viewports, and an Mk. 40 com-
puter.

Exploration Walker: Similar to the Armored Walker, this vehicle is
unarmed and less well armored, sacrificing that mass for research-
oriented equipment.

GEM Explorer: As the Expolaration Walker is to the Armored
Walker.

Gravitic Explorer: In addition to having less armor this craft has a
variable altitude capability, able to rise up to 100 meters before en-
countering stability problems.

3.412 Marine Ships

Although called marine, these craft are appropriate for navigation
through any liquid material which would not prohibit such travel for
some other reason. The correctly designed craft, for instance, might
employ hydrofoils to travel through the liquid hydrogen of Jupiter’s
‘atmosphere’.

Open Speedboat: Unprotected standard craft, powered by a
hydroprop.

Open Airboat: Built to skim the water's surface, this open- air craft
is propelled by one or more large fans which push the vehicle for-
ward. This craft is ideal for shallow or viscous liquid.

Open Hydrofoil: the passenger area of this ship is either complete-
ly open or protected by a limited-environment control cabin. it is
basically a large speedboat with collapsible foils which engage
when the craft attains a certain speed (about 50 kph} lifting it out of
the liquid and allowing for greater velocity.

Exploration/Xenoenvironment Hydrofoil: Much larger than the
open version, with an interior environment completely controlled.
Such a craft might have exploration equipment or be for travel bet-
ween floating stations on a planet of non-Terran environment (such
as a Gas Giant).

Hydroskimmer: An improvement on the hydrofoil design, though
only practical for very small, high-speed designs.

Research Submersible: Small, relatively slow underwater craft, fit-
ted with exploration equipment like the Explorer craftabove. These
are capable of submerging into liquids where pressures far exceed
even the deepest oceans of Terra. Basically short-mission craft.



Exploration Submersible: Larger, more long-range than the
Research subs, these vehicles are usually also equipped with high-
speed submersible functions such as an aerofilm or electrostat fields
to reduce liquid friction to.a minimum. S

3.413 Aircraft and Small Spacecraft

Embracing atmospheric as well as small N-space craft, this section
includes all vehicles whose main mode of travel is independant of
any solid or liquid environment. Naturally, prop craft require an at-
mosphere through which to pull the ship; and jet propelled aircraft
require the appropriate oxygen/nitrogen atmosphere. Shuttles,
SMAC fighters-and other N-Space craft are all capable of at-
mospheric travel and ground landing unless otherwise noted.

AIRCRAFT: ,
Helicopter: A highly maneuverable though fragile vehicle which is
lifted and moved laterally by use of a large overhead rotor (or
rotors). These require an atmosphere to operate.

Prop Plane: Utilizing wing surfaces for lift and stability, these craft
are propelled by forward-facing rotors. They require anatmosphere
to operate. It should be notedthat such craft are often preferred
over combustion jets in Space Master because they can be
powered by clean electricity, and are more efficient and, with new
alloys and aerodynamics, can move almost as fast as most such jet
craft.

Gravprop Plane: Identical to the prop above except that it is
capable of vertical liftoff and landing because of gravitic lifting
boost. This also reduces energy consumption to maintain the
plane’s altitude. Wings are smaller, and the craft is capable of
greater speeds. These require an atmosphere to operate.

High-speed Jet: Used for long-range planetary travel where subor-
bital flightis impractical, these craft are extremely fast. They require
an oxygen-nitrogen atmosphere to operate.

Gravitic Belt: Not so much a vehicle as a personal device, the
gravitic beltis asmall gravitic genenerator strapped to the back with
a wide belt. From the generator, control appendages extend for-
ward to a position convenient for the wearer. The belt is capable of
full lift and maneuverability.

Gravitic Sled: An open sled-like machine, the gravsled has seating
for two in tandem, with small storage areas under the seats. The si-
ed, like the belt, is capable of full lift and maneuverability.

Gravitic Flitter: Coming in a variety of forms from recreational to
exploration, these work.on the same principle as gravitic cars, ex-
cept that their vertical lift is much more powerful and can be
manually controlled, allowing the craft to fly at altitudes of even
kilometers. They are not as fast as some planes, but very
maneuverable and ideal for light survey/exploration work.

Suborbital Shuttle: With complete interior environmental control,
these vehicles are designed for very swift planetary travel. Usually
rocket powered with gravitic lift, they rise to suborbit level and
make most of the journey at high speed where there is little at-
mosphere to create friction.

SPACECRAFT:

Maintenance Pod: A very small craft powered only by thrusters
and incapable of atmospheric maneuvering. Used for repairing
ships in spacedock or other stable, orbit situations. They are equip-
ped with a standard docking collar and have full interior environ-
ment control, : »

Orbit Shuttle: Designed for ground-to-orbit transfer of passengers
and supplies, these ships are rocket-powered with gravitic lift for
landing and takeoff. They are equipped with a standard docking
collar and have full interior environment control.
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Courier Shuttle: For interplanetary journeys, these ships are
capable of landing on most planetary surfaces and have powerful
N-Space engines for swift travel. Like the shuttle above, they have a
standard docking collar and full interior environment control.
Storage for supplies to sustain each passenger for 5 days.

Hypershuttle: Primarily for short interstellar journeys, Hyper-
shuttles are light, fast vehicles designed to transport personnel or
materials as quickly as possible. Like the other shuttles, they have no
armament and possess only navigational deflectors, not useful in
combat. They possess the usual standard docking collar and full in-
terior environment control, and have a capacity to carry supplies for
twenty days per passenger. .

SMAC Fighter: These vehicles are small but swift and equipped

- with powerful weapons. Some have shields, but others even forgo

this protection to allow for more deadly armament. SMAC's usually
use energy weapons because of their lower mass. They usually have
full interior environment control but only space for one pilot/gun-
ner (some have Robot interface capability). These machinces of war
have gravitic landing capabiltity, but usually operate from a large
‘carrier’ ship nearby, as SMAC's are very short-range.

[ 3.42 VEHICLE POWER SOURCES
The cost on this chart is multiplied times the Cost Factor
on the Vehicle Costs Chart to determine the price for the
power source desired. This is added to the cost listed
under the Vehicle Cost to achieve the total cost for the
vehicle. R

Cost
(Elmonits)  Notes
100 Batteries: 10 hours full power before
recharge. , ’
200  Batteries: 20 hours full power before
recharge.

- 500 - Combustion engin‘e:‘SO hours full power
‘ before refueling. (20 liter tank). ~ ==~
1000

Combustion engine: 100 hours full -+
power before refueling. (40 liter tank).
1000  Capacitors: 100 hours power before
recharge. ' :
1500  Capacitors: 150 hours power before
- recharge. ' :
5000  Fusion Reactor: 10 days power before
refueling. (1 liter tank).
30,000  Fusion Reactor: 100 days power befare. . -
te - refuelirig. {10 liter tank). S
50,000 " ‘FusionReactor: 10'days before
e ; refueling (1 liter tank; can be refuéled
60,000 - Matter/Antimatter Redctor: 200 days

power before refueling (1 liter magnetic
bottle).’ o

Note: The energy expenditure assumes full opera-
tional status, and consumption would be much lower if
the craft were not moving, or if only a few systems.were
operational. The GM must evaluate the situation and
rate fuel consumption as appropriate. ‘

Fuel Costs are very general and can'vary tremendously
— or might be unavailable —- dependant-on local -
technology level. Note that all fusion reactors have to
be refueled with deuterium by a qualified Power tech in.
ashop, except the one which can be refueled in the field
by simply adding 5 liters of distilled water. Fuel tank size
should be multiplied times the cost factor as well to
determine actual fuel tank size for the vehicle.




3.43 VEHICLE COST CHART

Cars
Wheeled Sedan M Wheel 5 3 semi 2 22 (20) -
Wheeled Truck M!S Wheel 2

N 1 5,000
(10) — 20,000

32,000

N 2 15,000
(25) -

Gravitic S;d;:n M Grav 4
Gravitic 'I"lfuck

MIS Grav 2

2 semi 2 22
50 semi 20 22

N 10 60,000
AFV’s:
Trojan 37 S Track 3 2 semi 30 24 (60) *40 1 Mk10 Laser (10) N 20 100,000
Conqueror |l M Track 4 2 full 50 25 (70) *50 1 Mk10 Blstr (20) W 30 150,000
2 MKS5 Laser (5)

(
2 Hvy Blstr (#)

Spartan Vi M GRAV 5

4 full 70 25  (80) 750

2Mk10lonCn (10) Y 40 300,000
4 Mk2 Laser (2

GEM“Epror'er
Gravitic Explorer M GRAY

15 22 (20) N 10 65,000

Seascout (explorer) S HYFOIL 3

10 full 18 22
Discovery !l (explorer) F HYFOIL

(20) - N 10 50,000
full 25 23 (40)

Arcft:

Helicopter
1-man S PROP 1 5 none 1 yal (30) N 1 6,000
2-man S PROP 2 1 semi 2 21 (30) N 3 15,000

Gruvpr;)p Plane
2-man
4-man

~N
L
pht

(30) N 4
5 = (40) ‘

8-man
ravitic Belt
Gravitic Sled

—

e
Suborbital Shuttle
é-man

FUSION RCKT 6
20-man

10 full 20 23 (50)
FUSION RCKT 20 25 full 75 23

*30
(50) *30

P 30 800,000
P 100 3,000,000

Orbit Shuttle

é-man FUSION RCKT 6 10 full 5 2
20-man FUSION RCKT 20 30

(50) *30 40 1,000,000
full 90 23 (50) *30

3,600,000

- v
-
»N
L=

SMAC Falcon N-Space Rig 17

(120) *50 1 Mk10 Laser (10) A
SMAC Hawk N-Space Rtg 15 1 1 full 44 22 (100)*40 2 Mk10 Blstr (10) P 25 450,000
SMAC Eagle N-Space Rtg 15 1 1 full 50 22 (130)*50 2 Mk10 Laser (15) P 35 650,000
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KEY:
MOTIVE FORM: refer to the Vehicular Movement Table (4.24) for the explanation of these terms. For the spacecraft, the N- Space rating refers to # of picks in ship
construction process, sec. 4.211. Some for Transllght Rating.

PSNGI&MMWJ persons the v i “:""duigmdhmrry comfortably — including pilot and crew. In an emergency mheumﬂofeorgo space could
* be used for 'passéngers’, but only for limited periods, as it overloads the environmental control systems.

_.CARGO: addnpnal cargo space available, in cubic meters {cumets).
mwdm%ﬁ*m&m«wummmmmmmhmn
Mummmmmumuhmumwmw and is equip-
envirenmental support
MASS. mass of the craft (empty) in tons, The number in parentheses is the number of hits it can take {using the mounted weapons attacks) before itis disabled. If no
number in parentheses, the tonnage equals hits. Against handheld weaponry multiply the number of tons times 10 to determine the number of hits the vehicle can
. withstand, See ulw the Yehicular combat rules, section 6.3 for rules on using handheld weapons against vehicles.
.aﬁtmmmwnmmuawmmwwa) in parentheses afterwards. *** x'' indicates a barrier energy shield of "x' DB
vaolue, included in the total DB
ARMAMENT: Any and alf armoment. The total Offensive Bonus {(OB] for each weapon type is in parentheses. This is in addition to any Gunner or HUD bonus (A
HUD may be added if desired; see sec 4.211, Starship Design, for cost details). A ''#'" indicates thot this wecpon is found on the Master Weapons Chart (5.6) and as
an antiperscnnel weapon should use those rules. :
ﬂa indicates whether the craft is equipped with a Mech Interface terminal for a robot. The space either has an "N’ {for “'no interface ', or one or more of
 the following: "'P"" (Pilot Interface), "W'" {Weapons interface), 'S"" (Sensor Interface). *'Y"" indicates that there is a multi-use interface, capable of any of

PWR X: the multiplier to be applied to the power source cost once a Power source/Energizer has been selected (from chart 3.42) for the vehicle). Use
_common sense when selechng a power source; do not buy a combustion engine for a SMAC fighter, for instance. Such machines require a fusion reactor.

3.5 SOME SPACECRAFT DESIGNS

On the next few pages are shown views of three fairly typical small
spacecraft designs: one SMACFighter, a 1000 ton explorer Starship
(what the Flying Merino might look like — see section 4.21) and a
20,000 ton imperial Scout/Light Gunship.

The Flying Merino
ORIGIN/OWNER: Jym-bob Myllyr G
CLASS: Explorer/Scout }]
PRICE: (completed) 5-7 miliion Elmonits ) (
TONNAGE/HITS: 1000 e P
COMP. SIZE: 70 Eo
ARMOR TYPE: CAT 23 (+10) @
CREW: (Astro: 3 Technical: 6) CD ] [
MAX SUBLIGHT ACCELERATION: 110 km/second =0
TRANSLIGHT DISPLACEMENT: 10 LY/day ) (
(Screens + Pilot + Evade + EW - Encumbrance) (( j]
TOTALDB: 50 — R I 0
GUNS: Type Mk.#  Number/Location
Laser Cannon 10 2 Topand bottom turrets ‘e <
M/A Torp 20 2 Front and rear tubes
TOTAL OB: (Gunner + Predict + HUD) Mk. #
Lasers —_— 10
Torps
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ORIG!N/O\XINER mpenai Stnke Fighter

CLASS: Predator-VHl -

PRICE; (completed) 500 000

TONNAGE/HITS: 16/36

COMP. SIZE: 10

ARMOR TYPE: 23

CREW: 1 Pilot/Gunner

MAX SUBLIGHT ACCELERATION 135 kmisecond
(Screens + Pilot + Ma,;

TOTALDB: .50 = . 330
GUNS:’ Type Mk.# Number/Location
‘Laser Cannon _ 0 1 “Font T
TOTAL OB (Gunner + HUD) Mk #
e i - 10

The Rising Star

ORIGIN/OWNER: House Carlisle

CLASS: Light Gunship

PRICE: (Completed) 50-80 million Elmonits
TONNAGE/HITS: 20,000

COMP. SIZE: 120

ARMOR TYPE: 24 (+10)

CREW: (Astro: 15 Technical: 30 Gunnery: 10 Misc: 20)
MAX SUBLIGHT VELOCITY: 100 km/sec _
TRANSLIGHT DISPLACEMENT T2 LY/day

(SCreens + Pdot o Evade Encumbrance)
TOTALDB: 60 :

GUNS: Type _ Mk.% Nummmm
Laser Cannon 20 4 2 top, 2 bottom o
lon:Cannon 30 . 1.nose(forward) Foaony

Torp Tubes 20 2 forward
(Gunner + Predict) Mk. %
TOTAL OB: —_— 20

. __ 2

— 30




4.0 ITEM CONSTRUCTION
AND RESEARCH
Before delving into this sectian a review of the definitions in sec-
tion 3.31 is strongly advised. This will hopefully clarify the poten-

tially confusing terms used frequently below In addition, a few
- other terms are described here:

AFV: (Armored Fighting Vehicle) A machine whose: mode of travel is
primarily overland, and is designed for combat or combat- support
functions. Always armored; usually armed with maunted weapons.

GCV: (Ground Conveyance Vehicle) A machine which requires a

solid surface on or above which 1o operate, whether it be. wheeled.
tracked, gravitic, etc.

SMAC Fighter: (Singly Manned Attack Conveyance) thters area-

classification of small, highly maneuverable ships with a single
pilotgunner designed primarily ta assault other space vehicles.
Some are capable of in-atmosphere flight (and so attack planetary
defenses) and landing. Most are short-range, possessing no
hyperspace travel capability; and have only a small cockpit with
limited pilot mobility potential. The emphasis i$ on sublight speed
and maneuverability, and high-output weaponry.

USING THE CONSTRUCTION/RESEARCH CHART
Most construction and research ultimately refers to the Construc-

tion/Research chart, sec 4.6, and/or other charts attheend of section
4,

The construction and research chart, Irke the maneuver charts has
anumber of different “Difficulty Ratings'’, from Routine to Absurd.
The appropriate difficulty must be assigned by the GM before a ro!
is made, with additional modifiers if applicable. By glancing over
the table one can see that.the majority of the boxes have two
numbers: the top one indicates — for research — the percentage of
total desired research data acquired after the effort represented by
that particular roll; for construction it indicates the percentage
chance that the item will function properly initially after construc-
tion. Obviously, a test after the roll wiil reveal whether or not the
itern operates, though that .can become involved (or even
dangerous) with complex machines/organisms. It is suggested that
in the case of organisms suchias:Replicants and Clones that the PC be
instructed toroll untila 100% total accumulated chance of success is
achieved (or utter failure, or the creator-gtwes up). If the item fails,
successive rolls with a cumulative chance of success are permitted.
The second number in each box on the chart mdrcates how much
time is expended to achrevge t.he gesul;,, -

NOTE: Research is done using fc:entlf‘ ic skv»bewsesgggn;
struction is done using Technic skill bonuses. If a project
seems to fall under more than one skilbcategory, average-
the appropriate ones to get the skill bonus to be applied.

DIFFICULTY RATINGS:

When assigning drffnculty. a few generat gundellnes should be
keptin mind: -

Routine: Is far\very simple operatrons only, such as improvising
wiring on an available generator to recharge an energy cell, or
assernbling a simple, modular device. With regard to research, this
applies to checking one straightforward reference.

Easy: Applies to most elementary construction tasks, assembllng a.
small apparatus with pre-made parts, for example Research is

slightly more involved than one reference; perhaps two or three
sources need ta be checked far 1009% completeness.

EXAMPLE: Sanvok has a 40 bonus in Weapons Technology,
and decides to take his Laser Pistol apart and put it together
again (just for kicks). The GM determines that this is “Easy”, ..
and Sanvok rolls a 27 (plus 40 = 67). A 67 result in the easy
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column says that, after ten minutes the Laser Pistol is to the
point where there is @ 95% chance that it will operate correct-
ly. Sanvok tests it — probably by shooting at something. He
rolls an 03 (Note that this roll is unmodified and NOT open-
ended). The Laser Pistol fails to wark, He rolls again on the
Easy column, getting a 67 (total, rncludmg bonus: 107). This
reports a 99% after one more minute. The percent is
cumulative, so there isa 100% chance the item now works. (Of
course, there is still always the chance that the pistal will
malfunction in normal action, as reflected in the Failure
range of the weapon chart.)

Moderate: For slightly more sophisticated operations, yet still in
the ‘simple’ range,

EXAMPLE: Norvin, in his fully equipped workshop, decides

. to build a small power cell recharge device to run off his por-
table fusion reactor, so its easier to recharge his Blaster Rifle

- Power Packs. Abruptly he realizes (i.e., the GM tefls him} that
he has no idea of the specifics of the voltage/wattage of the
Power Pack or how 1o alter the current. He goes to the handy
Reference Computer (not necessarily a feature of a workshop, .
but invaluable far research) and calls up the Engineering
Technical Reference Memory. The GM decides that all the
data required for reasanable success in this aperation will pro-
bably have to come from three or four sources (Power Pack
specs, Portable Fusion Reactor specs, and current alteration
details). He informs Norvin that this is a Moderate Research
project. Norvin has a 60 skill bonus in Electronics and a 40 skill
bonus in Power Systems Theory as Scientific Skills (the GM
having determined that this is a Electronics and Power Systems -
Theory project, since the. weapon.itself really has little to do
with it, Weapons Design is not agplrgal;(e) so Noryin'snetadd .
is 50 (averagé of 40 and 60). Norvin rolls a 78 (78 + 50 =
128). 128 cross-indexed on the chart reveals 100% comple-
tion in 30 minutes. Thus, Norvin gleans all the necessary infor-
mation he needs in half an hour. The next step is actual con-
struction, which requires the appropriate Technics skifls. Once
again, Electronic and Power Systems Technics are involved.
Norvin bonuses in these are both 40, 5o the average s (not sur-
prisingly) 40. Norvin’s shop is, as we have noted, fully equig-
ped, so the GM need not impose additional penalties for insuf-
ficient equipment and supplies. The GM determines that this
aperation is also Moderate. Norvin ralls 56 and adds his 40
bonus = 96. The result on the table reveals that after 45
minutes, Norvip has completed the project to the pomt where
there is a 95% chance that the device vwll work. Norv‘in Sh,

-and roffs &n 87:twell above thereﬁufr@d 86+ ). It works (and
will comlnue to work,” under norrnal operatlon/maffunmon

mks} . ”, o r o~

Hard: To be used for.more comphcated construction, perhaps in-
volving the custom tooling or wiring of a complete unit; or simple
organism synthesis (such as reproducing a drug). Also for the lower
range of involved research or a creative design.”

Complex: Appropriate for Cloning, non-experimental Replication,
and extended Eugenics planning. Also used for creative micro-
organism work (based on comparable research) and the construc-
tion of relatively basic'new devices from ‘raw’:materials — a dif-
ferent type of multiscanner, for instance (again; based on com-
parable successful research). Detailed research with possnble
numerous cross-references uses this column, .

Very Complex: This column should be used for Constru(non of
sophisticated new systems and new types of Alterant Replication
(based on research) and extremely detailed research, with attimes
unclear data.



EXAMPLE: Trevoc, after succssfully completing research on
creating a special Alterant Replicant with superior night vision,
goes to his fully equipped lab and begins the necessary
chromosome and gene alteration on the Replicant fetus. He
rolls a 76, plus his 60 Genetic Engineering bonus, a total of
136. On the Very Complex table, the result is 50% complete
after 57 days. He rolls again: 89 (plus 60 = 149) the result is
an additional 50% (bringing his total to 100%) and an addi-
tional 53 days of work. Thus, the fetus is altered and develop-
ing in the growth tank after 110 days of work. Note that this
does not include the 100 days while the fetus is in the tank,
growing to maturity. See sec 4.32 for more details on Replica-
tion and Cloning.

Absurd: Use this column for things which would normally be Hard
10 Very Complex, but when there are important facilities/supplies un-
available. Caution is advised, however. Even in the universe of
Future Law, some things are "impossible”’, and if the GM deems
something to be impossible, he should say so rather than allowing a
roll.

EXAMPLE: Trevoc, with his total Genetic Engineering bonus
of 60, and has gathered all the chemical components of the
human body (water, salt, various trace metals, etc.) and an-
nounces to the GM that he wishes to create a Replicant, using
no equipment. This, of course, is beyond Absurd; the GM
calmly and reasonably informs Trevoc that unless he acquires
the proper materials and equipment, he cannot even attempt
the task. (Then the GM goes home and screams.)

GENERAL FACTORS
Once a column has been selected reflecting the empirical difficul-
ty of the project, a few general factors are very important to con-
sider, and to represent these, a numerical modification to the roll is
suggested.
— If research:
Are there adequate information sources available
for the data-gathering in question. Or has some
vandal stolen the needed volume?
Suggest:
Full data: +/-0; Near Full -20; Partial: -30; Fragmen-
tary: -50
Is the environment conducive to research (no in-
terruptions)?
Suggest:
Quiet: +/-0; Rare Distractions: -20; Noisy: -30;
Disruptive: -50
Is the data appropriately recorded so that, when
used, it will be accurate?
Suggest: (storage type)
Datadisc: +/-0; Tapes: -20; Written Text: -30; Disorg-
anized format: -50
— If construction:
Are the tools and facilities available the ap-
propriate ones?
Suggest:
Complete Equipment: +/-0; Near Complete -20; Par-
tial: -30; Sorely underequipped: -50
Are there adequate materials, and are they of
suitable quality?
Suggest:
Complete: +/-0; Near Complete -20; Partial: -30;
Wanting: -50

26

Is the environment suitable and conducive to the
delicate work involved (i.e., not aboard a small
spaceship under attack or a town during an earth-
quake)?

Suggest:

Quiet: +/-0; Rare Distractions: -20; Noisy: -30; In
Motion: -50 — -100 (varies).

Are the plans/instructions/source data complete
and accurate?

Suggest:

Full data: +/-0; Near Full -20; Partial: -30; Fragmen-

tary: -50

The research/construction roll(s) are made and modified by these
factors as well as the PC's skill rank in the appropriate area. For very
complex machines, several rolls should be made: one for each
system, each possibly with different modifiers and complexities. See
section 4.4 for details on construction and research by groups.
Itis important to be aware at all times the cost of materials. In the

Example above, Norvin was able to build his recharge device
because his workshop was “‘fully equipped’’. This of course meant
that it was fully stocked with the tools and materials needed, After
the device is built, the workshop is no longer "fully equipped’’, and
Norvin will have to pay a certain amount to restock it. This involves a
determination of the Cost in Parts. This important concept comes up
in all types of construction, and repair of devices when they are
seriouisly damaged. Naturally a complete price list of all con-
ceivable mechanical and electronic parts would be tedious and ex-
treme, so it is suggested that the GM review the general price lists
and estimate a cost value. Remember that a Cost in Parts is about
half the cost of an assembled machine or device (due to cost of labor,
equipment, etc). Therefore, if PC's have the time and skill, they can
save themselves a heap of Elmonits (or even go into business...).

4.1 WEAPONS/SMALL DEVICES

Perhaps the most straightforward of the construction operations,
these are normally handled with one roll. Standardized parts and
other construction materials are readily available in most areas of
reasonable technology, so construction, with proper instructions,
should rarely be more than Hard.

4.2 SHIPS, VEHICLES, ROBOTS, AND
ANDROIDS

4.21 STARSHIP CONSTRUCTION

This section provides detailed rules for the creation of faster than
light and other relatively large long range ships. Use these
instructions in conjunction with the Starship Parts Cost (section
4.212) and Ship Design Worksheet (section 4.213) tables. See
section 4.22 to design shuttles and small, short range fighters.

Immediately below are a few definitions used in the design
process.

DEFINITIONS:

CAT: Construction Armor Type. This refers to the ten Space Master
Armor Types created for vehicles and ships which have armor far
superior to anything conceptualized in Rolemaster. Construction
Armor Types are numbered 21-30, not necesarily implying a direct
progression, but to indicate a superiority to the RM Armor Types
1-20.

Cumet: Cubic meter.



DB: Defensive Bonus — the same concept as that used in personal
combat, reflected as a subtraction from attacker's OB (Offensive
Bonus).

ER: Energy Rating — a term to designate the power requirement (or
output) of a given facility.

FTL displacement: Faster Than Light displacement — the distance
a starship travels through Hyperspace in a given period of time.

Hypershunt: A term describing the actual transfer of a vehicle into
Hyperspace. All travel in Hyperspace is measured via FTL dis-
placementrather than 'velocity’. Itis referred to as a ‘shunt’ because
of the high-acceleration boost necessary for feasible FTL travel.

MIA: Matter/Antimatter — relating to a power source derived from
the mutual annihilation of certain particles of matter and antimat-
ter.

N-Space: Normal Space — as opposed to the interdimensional
realm of Hyperspace.

Rating Pick: Gradients of power / speed / protection/ sophistication
of certain systems. The concept is based on discreet units of differing
value, similar to the Rolemaster skill development system. Unless
otherwise noted, the first ten Rating Picks provide a +5 bonus per
pick, while the next ten give a +2 bonus per pick, picks 21-30 are
worth 1 point each, and all others afterward are worth 1/2 point per
pick. The point value declines even though the cost remains the
same, See specific references in the rules for individual exceptions.

RIF: Relative Inertial Field — necessary for hyperspace travel, it
suspends certain relativistic and inertial physical properties.

Standard Day: The standard galactic day in Space Master is 25
hours long — the time found to be most natural for human circadian
rhythms. Hours and minutes remain intact from Old Terra
timekeeping.

TER: Total Energy rating — the total of the combined Energy
Ratings of certain facilities.

RMOR

27

4.211 Design

A few elements of Starships in Space Master are assumed here,
assumptions which deserve elaboration.

The Relative inertial Field (RIF) Generator

The interdimensional state known in the vernacular as
Hyperspace can only be achieved by a craft enclosed in a Relative In-
ertial Field, which annuls the normal effects of relativity and inertia
for all things within the field relative to outside space. Even ships
equipped with a fusion drive can theoretically Hypershunt — which
occurs automatically when a craft exceeds the speed of light — if
they have an operational RIF generator. However, Hypershunts via
such a low-power drive are slow and erratic. Only a Matter/Antimat-
ter drive can shunt a ship through Hyperspace with any significant
speed. If a GM wishes, however, he could incorporate ships with on-
ly fusion power. If so, it is suggested that the FTL (faster-than-light)
displacement rating for a fusion engine be one-tenth that used
below.

The Matter/Antimatter Translight Drive

A completely differentconcept from the reaction drive, Translight
engines propel the ship instantaneously into another dimension:
Hyperspace, where normal physical laws do not operate. Im-
mediately upon the activation of the Translight drive, the ship leaps
into Hyperspace; there is no acceleration. This is why a tremendous
initial burst of power is required, and continuous thrust is also re-
quired. The RIF generator is also necessary, to prevent the inertia
which would normally accompany such a shunt from crushing the
ship like a beer can — not to mention flattening the occupants to
messy pratoplasmic pancakes.

One common design for such an engine, because of the necessary
funneling of immense energies, is often a roughly cylindrical
nacelle (the number per ship can vary, although two or three are
mostcommon) separated from the body of the ship. This is especial-
ly important because M/A engines have been known to overload
and self-destruct. If thus separated, they can be easily jettisoned —
if, for example, an overload is imminent. Also, the release of hard
radiation from the fissioning of the outer, normal atomic structure
(see sec. 3.0, Machines), is kept apart from the ship, and less
shielding is necessary. Because of their already more sophisticated
safeguards, reactors are less prone to overload unless damaged
severely, and, due to their lower power output, require less
shielding. At an additional cost for superior shielding, the engines
can be integrated into the ship’s main hull. Several designs — fre-
quently warships — incorporate this method. "

ReactoriEnergizers

In addition to a RIF generator and a Translight drive, a starship re-
quires an Energizer (also called a reactor), which powers all of the
ship's facilities {the RIF generator, shields, weapons) as well as "ig-
niting’ and maintaining drive systems. If Matter/Antimatter power
is used for the Translight Drive, the most efficient Energizer is also of
this type, which can tap into the same fuel supply as the Translight
drives.

Sublight Drive

To maneuver inside a planetary system, a sublight drive is also
needed. For example, entering and leaving Hyperspace while
within a star gravity well is extremely dangerous. This is because of
the relative density of debris and the gravity of the star itself. Debris
is dangerous because the ship's screens could not deflect all of it,
and the ship could quickly resemble metallic swiss cheese. Gravity is
a peri} because the sudden urch (shunt) could overload the RIF
generator as it attempts to counter the combined gravitational/iner-
tial effects. If this occurs, the ship would be torn apart by the
sporadic application of inertia as the field collapsed around it — a
very messy prospect.



Fusion is quite suitable for such a sublight drive, mainly since M/A
drives are not easily controlled at sublight speeds. Also, a feature
known as a Ramscoop can be utilized. A Ramscoop is a cone-shaped
electromagnetic field extending in front of the craft, scoopingupin-
terplanetary hydrogen, used to fuel the fusion drive. (Thus, very lit-
tle hydrogen fuel need be carried.) it should be noted that
ramscoops are inoperable at FTL speeds — another pointagainst fu-
sion Hypershunts, since bulky hydrogen fuel must be carriec on the
interstellar trip.

Other facilities on a ship are more-or-less optional: deflector
shields (beyond the minimal ones required to protect the ship from
debris), Stealth screens, weapons, labs, shuttle bays, etc.

ASTEP-BY-STEP GUIDE TO STARSHIP CONSTRUCTION DESIGN

This is probably the most complex operation in the entire system
and some juggling will be necessary to get the right balance, but the
result will be a cohesive feasible design. Two important things to
keep in mind are Volume and Cost. Once you select your intended
ship volume, everything has to fit inside it (naturally). Problems
arise, for instance, when you install huge, powerful Hyperspace
Shunt engines, then find you have no room for the reactor! Worse
yet, you buy the engine, and have no money to buy shield or
weapons. That's why the worksheetis a worksheet. Some math isin-
volved, even a square root or two (sorry!), so have your calculator or
scrap paper ready. To help out, examples (our astro-guinea pig,
Jym-bob the hick from a backwater farming planet, designs a star-
ship) are included after every step. Read over all the instructions
before you begin, noting the facilities you wish to include. Fill in
your prices and volumes (in pencill) as you go. Round off to the
nearest cubic meter (cumet) when necessary.

A final note: single numbers in a formula in parenthesis: *(3)" for
instance, refers to the amount derived from the step of that number!

(1) Select ship displacement in (metric) tons. As a general
guide, one-man interstellar ships mass around 50-500 tons. Yachts
and small survey craft with crews up to 10 mass 500-1000 tons.
Scouts, gunships and small freighters mass 1000-10,000 tons.
Small liners, support cruisers and average freighters mass
10,000-50,000 tons. Line cruisers, large passenger liners and small
orbital stations are 50,000-100,000 tons.

EXAMPLE: jym-bob decides to build a small explorer ship,
(the Flying Merino) massing 1000 tons (a nice, round
number).

(2) Volume = (1) x 3 cubic meters. This number is important to
many of your subsequent calculations. When the expression (2) is
used, it refers to this number.

EXAMPLE: 1000 x 3 =3000 for Jym-bob's ship’s volume.

(3) Bridge (control area) = square root of (2). "’(2)"" is the total
volume from step (2), right? This reflects the volume necessary for
control systems, monitor screens, conduit, etc.

The cost indicated here includes everything but the consoles.
There mustbe a minimum of one for each Astronautic crew member
[see step (5) below], and more can be added (as many as one extra
for each necessary) at the same cost for additional operators (such as
extra EW operators to enhance the EW flexibility; see below).

EXAMPLE: The square root of 3000 s (rounding off} 55. The
cost for Bridge equipment is 55 x 1000 = 55,000.
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(4) Computer = 1/10 the Mk. of the computer in cubic meters.
The Mk. (or Mark) number of your computer is its operating capaci-
ty (see computer program list) or the total volume numbers of the
available programs which can be run simultaneously. The com-
puter’s storage capacity {(not to be confused with its operating capaci-
ty} is twice the Mk. number. Some programs, such as data retrieval,
have large storage volumes but take up relatively little space in the
operating system because of their simplicity. Other programs, such
as Evade, are very sophisticated and demand a large amount of the
computer processor’s operating volume to run.

EXAMPLE: Here we have to go to the Computer Program
Descriptions (sec. 3.21) to figure out what programs we want.
Take special note of the asterisked (*) programs, which do not
have a fixed size (research programs; Predict, Evade, and
Missile Targeting) but are variable depending on desired
sophistication. Each unit of size equals a certain bonus, on the
declining return scale (1st ten rating picks each add +5; se-
condten +2; 3rdten picks + 1; all afterwards are worth + %.
Every Rating Pick, regardiess of bonus value, takes up 1
storage unit in the computer, requires 1 rating number to run,
and costs 500 credits — the soaring cost of softwarel. Jym-
bob, fearing a lot of combat, plans on ten rating picks each of
Evade, Predict, and Targeting. This means that each program
takes up ten storage space units and, when running, takes up
ten units of space in the operating system. He also makes five
rating picks in each of the exploration analysis programs (this
is supposed to be an explorer ship). In addition, he picks the
other programs marked on his Program list. To leave a little ex-
tra space for new data, as well as for his Stealth program (the
size of which is yet to be decided), he opts for program spaces
totaling 130. Referring to the rules on computers, note the
Reserve Storage, which is ten times the Mk. number. Figuring
(reasonably) that he won't need all of these programs running
simultaneously (especially those bulky reference programs),
Jym-bob opts for a Mk. of 70 — plenty of room to run most
things at once. Jym-bob’s computer volume s 7. Note that the
actual computer volume is much smaller; most of this volume
is access and maintenance machinery. His computer price tag
is the base of 10,000 plus (70 x 1000) = 80,000 Elmonits.

(5) Required Astronautic crew = square root of [(1)/100] (or 1,
whichever is greater)

EXAMPLE:The mass, (1). of the Merino is 1000, so the
square root of (1000/100) = 3.162. Jym-bob notes that three
Astrogation/Piloting/Sensor crewmembers are necessary for
normal ship operation. If there are fewer people than stan-
dard, increase all difficulties by one column. For severe shor-
tages ( X Y standard) increase two columns. Jym-bob now
knows that he needs at least 3 bridge consoles, at a cost of
5,000 Elmonits each: 15,000 Elmonits. For a ship this size, the
console designation is probably: one Piloting, one Com-
munications / EW combination (assuming jym-bob gets EW),
and one Sensor / Astrogation control. He could buy as many as
three more consoles without having to alter his bridge volume
(and so can add them later). These could be Engineering
(power and shield distribution) consoles and extra EW con-
soles for missile jamming, etc [See sec 6.13, and step (11)
below]. He decides to punt these, however.

Important cost considerations for the Bridge are Sensors and
Communications. They play no significant partin volume, because
they are very compact in the high technology of Space Master,
and their consoles have already been purchased. However, the ad-
ditional equipment cost must be taken into account.

Sensors: (see sec 2.31 for details on Sensor abilities) Costis a base of
2,000 Elmonits plus 500 per light year range. Range beyond 50 LY
is not reliable.



Communications: (see 2.33) The cost and volume is the same for
both Tachion Beam and Laser transmission/reception ability. Base
cost is 1,000 Elmonits plus 200 per 1000 km Laser or 1 light year
Tachion Beam. This includes all equipment, control interface, and

transmit/receive dishes. Tight-beam LASER and Tachion Bean Dic-

tor communication sets must be developed separately.
(6) Required Technician crew = (5)x 2
EXAMPLE: From step (5) Jym-bob got the number **3", 50 3
x 2 is 6. In other words, there must be at least six people on
~ board with Technic skills. (Some of themcan be the same as
the Astronautics people). Jym-bob:goes over his group of
player- characters and finds that there are only five with - .
technic skilfs. Either they must get.an NPC, or weekly .-
maintenance rolls will be at -5 (normally, a roll of 01-02 is
necessary for a random breakdown/malfunction). One man
short, any roll of 01-07 will mean & malfunctmn due to7ack of )
mamtenance _
) Standard crew quarters = [(5) + (6)] x-20 cubic meterst
EXAMPLE: Jym-bob got 3 Astronautic crew from step (5) -
and 6 Technicians from step 6, 50: 3 + 6 = 9, 9.x 201 180.
Even:though there might besome crew overlap, it'sbestto be
safe. :
(8) Hull volume (see armor chart, esp. minimum armor types for
mass classes) = (2) x (armor volume factor /50). =~~~ -~

Construction Armor ‘ A

Mnv/DB - Volume
Types (CAT) Penalty Costx  Factor
21. No Armor. (frame) < 0 0.5 0.5
22. Light Steel - .. S50 1.0
23, Reinforced Steel -10 1.5 . .20
24. Aligned Crystaline Steel -15 2 40
25. Alloyed ACS armor -25 3 7.0
26. Double hull -35 4 10.0
27. Double reinforced -40 5 12.0
28. Double heavy steel 50 - 6 15.0
29, Ardinium -10 30 1.75
30. Ordium Il -5 0. 25

The DB penalty referred toin the Constructlon Armor Chart indicates
the subtraction made from any Pilating skill bonus or Evade com-
puter. program due to the-unwieldiness of a ship with such en-
cumbering armer. G

Minimum Armor Regiirements: -
22— Minimum for 1-man fighter. - I
23 — -Minimum for craft over 500 tons (yachts s&rvey,?'
24 —  Minimum: for. craft over 10,000 tons (patrok- =
' scouts; small freighters; missile cruisers) .
Minimum for craft over 50,000 tons, and any -
shielding over 100-{unless special). Standard for
smaller war ships (frigates) and small passenger
liners and most freighters. :
Minimum for, craft over 100,000 tons: patrol Ilne,'
- cruisers, larger passenger liners or very small or-
bital stations.
Minimum for craft over 300,000 tons: Flag
- cruisers, larger space stations.

Other, superior alloys are avadable Multiplier apphes to -
cost:

x2 for +5 to DB or -5 from Maneuver penalty and -5%
from volume

x5for +10to0 DB or- -10 from MP and -10% from volume
x10for +15 to DB or -15 from MP and -15% from velume
x15 for +20toc DB op -20 from MP and -20% from volume
x20 for +25 to DB or -25 from MPand -25% from volume

25—

26 —

27 —

gunship) S
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EXAMPLE: jym-bob decides that the group isn't rich
enough to afford Ardinium or Ordium II. The Merino, at
1000 tons, must have at least CAT 23, but Jlym-bob buys + 10
superior alloy at 5x cost, 1.5 (for CAT 23)x 5 (for ¥ 10alloy) =
7.5 cost multiplier. 7.5 x 1000 (tonnage) x 50 = 375,000
Elmonits. (If Jlym-bob opted for normal CAT 23 steel, it would
only cost 75,000 Elmonitsi) As far as volume; jym-bob uses
the formula: (2) x (armor volume factor / 50): 3000 x (2.0/50)
= 120. Due to his snazzy allay, however, Jym-bob gets 10%
off, so the total-volume is only 108 cubic meters

(9) Volume available for installations = (2) - (3) (4) - (7) - (8)

cubic meters (curnets),
EXAMPI.E: Jym-bob gets the numbers from his previous
steps and calculates furiously: (3000) - (55 + 7 + 180 + 108)
= 2650 cumets, which is the remaining \ volume available.

NOTE: Keep in mind when calculating the size and power
of the ship drives, screens and weapons that the Energizer
will increase in size proportionally with the other installa-
tions, and they all must fit within the preset ship size. If
weaponry is.going to be very important, you might want
to do a few test calculations, or even do the weapon
volumes first, then your drives. Naturally, since all combat
is at sublight speeds, the sublight drive is what is impor-
tant far combat.

(10) The Relative Inertial Field Generator. Actually a small
device by comparison with other installations, the volume of the
generator-isascertained with the formula.(1)/100. It also requires a
‘net’, asuperconductor grictimplanted over the hull to appropriate-
ly distribute: the field. The volume requirement is (1)/200 for the
net. The cost is a base 10,000 + [(1) X IOO}Elmomts for the unit; (1)
x 10 for the net.

EXAMPLE: Jym-bob performs the anthmet:c HIS massfrom
step (1) is 1000 (remember?). Sooo, 1000 divided by 100is a
paltry 10 cumets, and the net is a mere 5. His cost, however, is
10,000 + 100,000 = 110,000 for the unit, plus (1000 x 10)
= 10,000 for the net. jym-bob has 2635 cumets of volume
left. « S

(11) Drives, Screens, and Weapons -

A. SUBLIGHT DRIVE UNIT (Fusion): Volume = (2)7100 for each
acceleration rating pick. 1st ten picks = 100 km/rnd per pick; 2nd
ten = 50.km/round per pick; each setof ten afterwards = 1/2 value
of preceding pick set value. Note that the ratio of energy expen-
diture to acceleration becomes excessive after apoint.If using a fis-
sion drive, use (2)/50for.each acceleration.rating pu:k See Reac-
tor/Energizer section:for iuejggoragg alculations. - .. -
lxm;ynvbobdm'des thara ksionsublight drive is -
~the-only way to go. He invests 12 picks; so his volume is
(3000)/ 100 x:12.picks = 36@-cumets. The Merina’s max-
-imunysublight acceferation is. 1 100 kilometers per-round (1 10
- -kn/second). His.total cost is 30,000 base + [12 rating picks x
(3000) x: Sit—r 210 000 Elmonits, .

B. TRANS LIGHT DRIVE UNIT: (2)/75 for each TLD (trans light
displacement) velocity rating pick. TLD = number of Ilght-years
traversed in a 25 hour period (one TLD = 1 light-year, covered in
one standard day). 1st ten picks = 1 TLD/pick; 2nd ten = .5
TLD/pick;’ ‘€ach'setof ten afterwards = 1/2 value of preceding pick -
set value. Once again, there is a dechmng return on power invest-
ment.. :

EXAMPLE: Not wanting the Merino to be a slouch in
-Hyperspace, Jym-bob- takes .ten rating p:cks worth of
hyperspace engine power. Thus his volume is (3000)/75 x 10
picks = 400 cumets. His ship is.capable of displacing 10 light-
years in one standard day. Jym-bob's total cost for Translight



drive is: 100,000 base + [ 10x 3000 10] = 400,000. Jym--
bob decides. on pylon-mounted nacelles for the translight.
drive (hecan jettrson them if they threaten to overIoad)

C. DEFENSIVE SCREENS: These screens consist of a net: of fine
superconductor wire implanted in the ship’s hull;:and charged with
energy to create the deflector screens. In addition to the net are of
course the screen generators, usually located “amidships. The
volume requirement is (2)/200 for the deflector net (must be a

separate net in addition to a RIF generator net) +.(2)/100 for each .

Defensive Screenrating pick. Rating Pick bonuses are as descnbed in
the definitions at the beginning of the section, There i isa declmmg
return on power and equipment. volume investment, Any ship
travelling through Hyperspace requires at least one pick in Deflector
screens {and the net) for the purpose of “‘navigational deflectors’.
These protect the ship from microscopic interstellar space debris.
This first pick does also give the ship a +5 to its DB in combat.

EXAMPLE: Again, the thought of combat in mind, Jym-bob
purchases 10 picks of deflection power, giving the Merino a
50 Defensive Screen Ratmg His volume used is (3000)/200 =
15 cumets for the net, plus 10 rating picks x (3000)/100 =
300 cumets. Total volume for screens is 315. The monetary
cost is (3000) x 10 = 30,000 Elmonits for the net, plus 10
picks x (3000) x 5 =150,000; total screen cost = 180,000
Elmonits. At this point, Jym-bob does a quick calculation to
determine how much room he has left. His volume available
for installations was 2650 cumets. So far he has used 360
(sublight drive) + 400 {translight dnve) + 315 (screens) =
1075. 2635 <1075 = 1560 left.

D. STEALTH/JAMMING/EW EQUIPMENT: Volume =(2)/200for

net (not necessary if ship-has deflector:shields); the E\W and Deflec-
tors can use the same“grid; (The-RIF generator-requires:its own,
however} + (2)#100 for edich Stealth Pick: Rating Pick boriusés dreas
described in the'definitions at the beginfing of the séction."When
activated, bonus-is‘given to ship-as:a subtraction from’ sénsor or
visual rolls by other ships — at half value if used as a general ‘cloak’.
Can also act as a subtraction from attacking ship‘s OB, if detected. In

addition, can be used to cancel target ship’s EW-DB; or jam (destroy) .

incoming missiles. See Stealth/Jamming rulesin Spacecraft Combat,
sec 6.13 for more details.

EXAMPLE: Stealth equipment sourids too good to pass up to
Jym- bob, so he takes ten rating picks in that, too. Since he
already has deflector screens, he'doesn't have to worry about
installing a net: Volume comsiimed: (3000)/100 x 10 picks =
300 cumets. Cost is 10ating picks x{3000) x 10 = 300,000 "
Elmonits, (Stealth systems are. expenswel) 1260 cumets of -
volume left; v
E. ARMAMENT:-Weapons power and range is determmed by the
MKk. #. The failure ranges given refer only to armarmentsinstalled on
spacecraftwhen utilized in spacecraft combat. When these weapons
are utilized in any other mount (ground installations, AFV's, etc.),
use the failure ranges supplied with the combat tables.

Heavy Energy bejectqrs: '

Laser Cannon: Volume = (Mk. #) X3 for gun mechanism and fire
control. Failson 1-7 . ;

Blaster: Volume-= (Mk: #) x 4for gun mechamsm and flre control ;

Failson 1-3

lon Cannon: Volume =
trol. Failson 1-5 - )

Disruptor: Volume = (Mk #) X 5 f0r gun mechamsm and flre con-
trol. Failson 1-2 : .
Plasma Gur .Vofumg = (MK #

control. Fails'on 1-8

{Mk. #) x5 for gun mechamsm and flre con- -
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Missiles/Torpedoes:

Matter/Antimatter Torpedoes: Volume = = Mk. #x 5 for launcher
and fire control, + (.1 x Mk. # x number of torpedoes stored).
Available only with M/A reactor on board. Fail on 1-4

Nuclear Missiles: Volume = Mk, #x 6 for Iauncher and flre :control,
+ (.5 x Mk, # x number of missiles stored). Failson 1-4

Explosive Missiles: Volume = Mk. # x 7 for launcher and fire con-
trol, + (1 x Mk. # x number of missile stored). Fails on 1-4 .

Non-explosive Projectiles: Volume = Mk. #x 5 for launcher
and fire control, + (.1 x Mk."# x number of torpedoes stored).
Fail on 1-4

EXAMPLE: No Ionger worriedabout budgetproblem$, Jym-
bob decides to mount two Mk. 10 laser cannons on the
Merino and two Mk. 20 Matter/Antimatter torpedo laun-
chers. For the laser cannons, his volume isMk. 10x3x2guns*
= 60 cumets. His cost is Mk. {10,000 base + (10x 5000)] x 2
guns = 110,000:Elmonits. The torpedo launchers’ volume is -
Mk. 20 x 5 x 2 launchers = 200 cumets.' He gets five torps -
(and a 5-torp loading magazine) for each launcher, and their
volumeis . 1 x Mk.-20 x 10 torpedoes total = 20 (Jym-bob has-
980 cumets of volume left.) The tarpedo launcher cost is.
[30.000 + (500 x Mk. 20)] x 2 launchers = 80,000 Elmonits.
His initial torpedo expendlture is Mk. 20 x 50 x 10 torps =
10,000 Elmonits.

HUD's: HUD's (Heads Up Dlsplays) are necessary if Heavy Energy
Projectors are to be manned by individual gunners. These are
targeting and computer interface aids displaying target informa-
tion, sensor plotting, etc. Their presence has no éffect on volume
calculations,but their expense must be keptin mind. The base cost
for each HUD (one needed per manned gun) is 5,000 Elmonits.
Superior HUD’s which give an additional gunner bonus.can be pur-
chased: 10,000 for each +5 HUD; 20,000 for-each: +10 HUD;
30,000 Elmonits for each + 15, and 50,000 for each*+20 bonus
HUD.

(12) Reactor/Energizer: Look at A and B above (Sublight and
Translight Drives). Sinicé you will never be operating both at the
same time, the energizer need only be powerful enough to run.one -
— the larger-one, obviously, so select the'one in which the most
rating picks were made. Add up al! picks for installations (A or B) + C
+ D above. 3 x [{2)/1000] equals the ER xvolume for each. box for.
these installations, so multiply the total number of picks x the ER
per-pick rating to get the rating of an energizer;large enoygh to run
all three units simultaneously at full power.

EXAMPLE: Poor Jym-bob; the:math:is gettmg to htm (He
almost flunked Algebra-last semester, too.) Anyway, he adds
up his rating picks: 12(sublight) . 10 (screens) + JO(steaIth)
= 32. 3 x[(3000)/1000] x 32 =-288; ... .

Add up‘the total Mk. rating of-ali’ Energy‘Weapons on board
(remembering to double the Mk. forPlasma Gun'— if the ship is to
be equipped with-one = to accommaodate’ thé power'drain). Do not
add in Projectile weapons, 8§ Yhe‘?déstfuctlvepow@r ismore or less
self-contained.

This number means (hatyou could theoretically fire every energy
weapon on the ship once per'tirn. There are & total of six rounds per
turn, however; and tluopparﬁm&vemsts to firethe weaponsevery
round — if the power is available. Of course, the power can be re-
routed. Egringtance, ashlp with six Mk. 10 laser cannons could just
as easily ﬁre one cannon six times in one turn as fire each cannon
once per round or all six cannons simultaneously in one round.
Power pbmts cannot be saved from turn to turn. In an emergency
situation;points could'even'be routed from the shields to a weapon.
The decision to route power from one system to another must be

-----



EXAMPLE: Jym-bob has selected two Mk. 10 Laser cannons
for the Merino, and wants to be able to fire every cannon
every round (just in case). So, he takes the total Mk. ratings of
both guns (2 x 10) = 20, and multiplies it times 6, reflecting
the six rounds within the turn. The weapons energy rating is
therefore 120 (Jym-bob’s two M/A torpedo tubes are not
counted, since they are ‘missile weapons’, as noted above.)

Finally, a number is needed to reflect the ongoing needs of the
ship’s other systems, such as life support, the computer, etc. This is
achieved with (2)/100.

The total of The Installation ER + (weapons Mk. total) + (2)/100
= the Total Energy consumption Rating (TER) necessary to run all
the installations and weapons at full power simultaneously. The
Power Plantwill have to have thisrating in order to operate those in-
stallations. Alternatively, the Plant can have a lower rating, and only
operate certain systems simultaneously. In addition, one can play
with factors such as the Stealth/EW and weapons systems, though it
may mean that the Stealth field would have to be dropped in order
to fire energy weapons. It is recommended that you play with the
numbers, figuring each system’s power requirements per turn, then
adding up the total power requirements.

Matter/Antimatter reactor volume = .5 x TER.
Fusion Reactor volume = 1.0 x TER.
Fission Reactor volume = 2.0 x TER.

EXAMPLE: Jym-bob adds 288 (installation ER) + 120
(weapons ER) + 30 (Ship systems ER) and gets 438. He selects
the state-of-the-art Matter/Antimatter Energizer (also needing
it to arm his M/A torpedoes) and determines that the volume
for the unitis .5 x 438 = 219 cumets. Jym-bob’s cost for the
reactor is the base of 50,000 + (438 x 1000) = 488,000
Elmonits.

(13) Fuel Storage: Fuel is needed both to power the drives and the
reactors. Naturally it makes sense to combine the fuel supplies of
units using the same fuel. So, total common fuel requirements for
drives and reactor and determine the total added % for containment
equipment.

Sublight Drive:

Fusion Fuel volume: .005 cumet x (Drive ER) = one hour of opera-
tion. Add an additional 10% to this volume for containment equip-
ment. If Ramscoop incorporated, standard 1 cumet tank is kept fill-
ed by scoop (as long as the ship is moving through N- space).

Fission Fuel Volume: .01 x (Drive ER) = 1 hour of operation. Add
25% extra for shielding and containment equipment.

Translight Drive (M/A):
Fuel: .001 cumet x (Drive ER) = 1 light year displacement. Add an
additional 50% to this volume for containment equipment.

Reactor/Energizer:

Matter/Antimatter Reactor Fuel volume: .001 cumet x (TER) = 100
days operative power. Add an additional 50% to this volume for
containment equipment.

Fusion Reactor Fuel volume: .05 cumet x TER = 100 days opera-
tion. 10% of this volume is containment equipment. (If a Ramscoop
is incorporated, remember that there must be fuel to operate while
in hyperspace, as the Ramscoop is inoperative.)

Fission Reactor Fuel volume: .01 cumet x TER = 100 days opera-
tion. 25% of this volume is shielding and containment equipment.

NOTE: During combat, each hour (or fraction of an hour)
engaged consumes the equivalent of a day’'s normal
operating fuel. Also, note the containment percentages;
these are also applicable if the ship is carrying supplemen-
tal fuel for shuttles and small fighters on board.
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EXAMPLE: To power his M/A drives, Jym-bob decides on a
10 cumet fuel container, enough to propel the Merino 1000
light-years: .001 x (Drive ER, in this case 10) x (10 cumet tank)
= 1000 light-years. He also allows for Matter-antimatter
Reactor/Energizer fuel storage to last 500 days: .001 x 438 x 5
(for 500 days) = 2.19 cumets. Total M/A storage requirement
(rounding off): 12. For the M/A fuel enclosure he needs an ex-
tra 50%, or 6 cumets, bringing total volume to 18. His storage
facility is the base of 1000 + (18 x 1000) = 19,000 Elmonits.
He incorporates a ramscoop to power his fusion drive, so he
needs only the 1 cumet tank, and pays 30,000 Elmonits for
the scoop package.

(14) Auxiliary Reactor: (Powers only ship onboard systems; no
power for weapons, drives or shields, since it is not designed for
such, sacrificing power in return for compactness). It is recommend-
ed that this reactor be of the same type as the main reactor so that it
can use the same fuel. This auxiliary reactor comsumes fuel at a
quarter the normal rate of the main reactor. The ER used to deter-
mine size is 2 x the systems ER (it is more than just the systems ER
because of set requirements for such a reactor, even if very small).

EXAMPLE: Jym-bob determines that his auxiliary reactor
will take up 30 cumets: 2 x 30 x .5 = 30. The cost is the base
10,000 + (2 x 30 x 0,000) = 70,000 Elmonits. fym-bob does
another calculation to figure out how much volume he has
left: 980 - 219 (main energizer) - 18 for M/A fuel -30 (aux.
energizer) = 713.
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Kashmere Tools

ADDITIONAL FACILITIES:

Attitude Thrusters: These are mainly used for docking maneuvers
and other delicate orientation changes. They are not very powerful
and are too slow to be useful in a combat situation. Spaced over the
ship’s hull, they use compressed carbon dioxide. The volume
calculation is: (2)/200.

EXAMPLE: (3000)/200 = 15 cumets. Cost is 3000 x 5 =
15,000 Elmonits.

Gravitic Control: This is an energy field which creates artificial
gravity throughout a ship. It also (in ships designed to land) is used
to negate the ship’s weight, making atmospheric maneuvering
easier. The dual-use field requires a volume of (2)/100 cubic meters;
only half that is needed if the ship does not land or perform subor-
bital operations.

EXAMPLE: jym-bob wants the Merino to be able to land,
so gets the full-use gravitic field. (3000)/100 = 30 cumets.
The cost is 3000 x 10 = 30,000.

Landing Gear: Standard struts, etc. Needed, of course, only if the
ship is designed to land. Volume = (2)/100.

EXAMPLE: (3000)/100 = 30 cumets. Cost for landing gear
is 3000 x 5 = 15,000 Elmonits.

NOTE: Gravitic Landing Fields and Landing Gear not ap-
plicable for ships over (or around) 100,000 tons, as the
hull bracing for such capability would be prohibitively
massive and expensive. Internal gravitic fields are strongly
suggested, however, to maintain a constant internal mass
distribution.



OPTIONAL FACILITIES:

Tractor Beam: Actually a concentrated and very powerful gravitic
beam (enough to overcome most ships’ normal internal gravitic
control), Tractor beams have Mk. numbers, indicating how many
thousands of tons they can hold (a 10 Mk. Tractor can hold 10,000
tons under normal circumstances). Tractors are too cumbersome
andi lmprecrse to be effective in a combat situation — unless the op-
ponent is surprised. Even so, a ship gripped by a tractor beam can
try to break away on sublight drives. Every 1 LS/minute of thrust
potential increases the ship’s effective mass against the beam by an
additional times 1. For example, Jym- bob’s 1000 ton'ship requires
only an Mk 1. tractor to hold it stationary, assuming it was not trying
to get away. If the ship activated sublight thrust of 5 LS/min ac-
celeration, it would have an effective mass against the beam of
5,000 tons and require an Mk. 5 tractor to hold it; more to bring it
closer. The volume for a tractor beam is Mk # x 10 cubic meters. It
alsorequires a lotof energy: 3x the Mk. number, butsince itis rarely
used in combat, the power should be readily available. Range =
100 km/Mk. #

Passenger Staterooms: ;
High Quality: 40 cumet each. Holds 1-2 beings.
Mid-range: 30 cumet each. Holds 2 beings.
Bargait/military: 30 cumet each. Holds 4 beings.
Cryogenic Berth: 3 cumet each. Holds 1 being.

Workshop: Repairs receive a bonus of + 1 for every 10 cumets of
workshop volume (up to +50). In addition, the workshop is
necessary to make any in-space repairs requiring cost in parts. The
mimimum size is 30 cumets. See section 6.4 for details of repair
costs, difficulty, and workshop bonus. In addition, to perform any
repairs requiring ‘cost in parts’, the workshop must be stocked with
materials, This is done abstractly, by simply spending the money.
The amount of spare parts value stored cannat exceed thé shop
volume x 2000.

EXAMPLE: Jym-bob elects to equip the ship with a workshop
100 cumets in volume, adding + 10 to his crew repair rolls.
The cost is 100 x 500 = 50,000 Elmonits, This is just the basic
cost of the shop. Jym-bob's maximum parts storage ‘value’ is
100,000. He decides to use all of it, so his crew can now per-
form repairs costing up to 100,000 Elmonits.

Medical facilities:

Dispensary: 1 cumet/crewmember (10 cumet mm) Re-
quired for first aid.

Sick bay: 25 cumets/patient. Requnred for operations.

EXAMPLE: Jym:bob includes a 10 cumet dispensary and 50
cumet Sick bay. Cost is 10 x 200 = 2000 for the dispensary
and 50 x 500 = 25,000 for sick bay.

Recreation facilities: 5 cumets per stateroom passenger/crew
capacity. (50 minimum)

Auxiliary Life Support; (main life support mtegrated in crew
quarters) 3 cumets/being on-board.

Auxiliary Bridge: All ship astrogation and maneuvers performed
here are two difficulty levels higher because of compact, less
sophisticated controls. Volume equals .75 x [square root of (2)).

EXAMPLE: Punting Recreation, Jym-bob includes auxiliary
life support: 9 (crew members) x 3 = 27 cumets; cost: 54,000.
He also installs an auxiliary bridge. The volume is 55 (main
bridge size) x .75 ? 42. Cost is 42 x 1000 = 42,000 E[monits,
The latest volume count is: 713 - 15 (thrusters) - 30 (gravitics)

-30(landing gear) - 100 (workshop)- 60(meu" ical facilities)-27
“(aux. life support) 42 (aux. brrdge) =409 -

Cargo Bay: as desired.

Shuttle Bay: (2x shuttle volume minimum required)

EXAMPLE: Wanting one very small landing shuttle (volume:
100 cumets) Jym-bob devotes the necessary 200 cumets to it.
His cost is 2000 Elmonits. jym-bob has. 209 cumets left.

Fighter Bay: (5x fighter volume minimum required — for
maintenance, fueling and repair access).

Security Stations: 5 cumets/10 marines on board. Used for
weapon storage and control. This could be much larger if it includes
space armor.’

Laboratories: Each 5 cumets adds + 1 to related research (up to
+50). 30 cumets minimum. Note that each lab must be devoted to
a specific type of scientific skill. Related skills receive half-bonus.

EXAMPLE: The Merino has 209 cumets left after the shut-
tle bay. He decides to devote 200 to labs (costing 200,000
Elmonits but granting a + 40 to related research) and the Jef-
tover 9 to cargo. Note that he could go back and perhaps in-
¢rease his drive size or add weaponry. However, this would af-
fect the overall TER, whichwould have to be recalculated. As it
is, however, Jym-bob has completed the Merino at a cost of
3,172,000 Elmonits. The actual design is very flexible. See sec-
tion 3.32, Ship Type | for one possible design incarnation of
the Flying Merino.




4 212 STARSHIP PARTS COST _
Bridge Control Sysfems
{vol inc w/cmpir) {3) x 1000 _
Computer Mk #x 1,000 +
o . 10,099 ‘k‘mse cost
Computer Programs ~ See Computer
i . costchart: 3.22
Sensors ’ 2,000 + SOOILY
{ n 1,000 +
e B ~ 200/range unit
Crew Quarters;
related facilities ‘ (7) x 10
Hull/Frame {1} x Costfac x 50
Relative Inertial Field
Generator 10,000 + [(1) x 100]
Base cost for net
‘ i
Fission 20,000 base +
[# picks x (2) x 4] -
Translight Drive 100,000 base +
oo ~ [#picksx (2)x10]
Defensive Screens:
Base cost for net (2) x5
Additional # picks x (2) x 10
Stealth System: AL
Base
~ (N/A if ship has doﬂ-don} (2}x10
Additional :  # picks x (2) x 10
Armament:
Energy Guns:
Laser Cannon 10,000 base +
[Mk. # x 5000] i
lon Cannon 8,000 base’'+ -
[Mk.#x 4500]
Blaster 8,000 base +
- Disruplor
rPlasmu Gun 16,600 base +
[Mk # x 8000]
MetterlAmrmmr
- Torpedo Launcher
~ Torpedoes (each)
Missile Launcher
400 per Mk. #
AMml#es (eoch) ‘ '
i e Mk. #_1'20 o

~ londing Gear

- Medical Facilifies:

Head Up Displays

Fusion Reactor
Fission Reactor
Auxiliary Reactor

Fusion
Ramscoop

Fission

Fuel Cost-
Antimatter

avid Hydrogen

Fissionable material

Graﬁtic Control
{2 if not landing) 4

Optional Facilities:
Tractor Beam

~ Passenger Staterooms

Workshop and equipment
Cost in Parts supplies

Recreohon fucalmes

Cargo bay
Shuttle bay
Fighter bay -

35, 000 + TER x 850
20,000 + TER x 750
10,000 + 2 x sys ER
x rate as above

- 400 per cumet

~ (2)x05

g vol x 200%'-.-\;;;« o
. Auxbrdqﬂﬂximﬂ ,

xohtZﬁ ‘
;.{:_‘Vo‘ X ]Ow

100 per cumet
(2)x 10
(inc. tank cost)

1000 per .1 cumet
(varies)

- 100 per .1 cumet

- {varies) o
600 per .1 cumet
(varies)

(2) x 10

10,000 base +
[MK # x 5,000

Stirm vol x 15

wkshp vol x 500
(as desired,
up to 2x shop cost)

vol X 20

volx 5
volx 10
vol x 50

33



4.213 STARSHIP DESIGN WORKSHEET
To create Starships with sec. 4.21 use the worksheef to mark off
system plcks (sec 4.6). :

SYSTEM VOLUME {cumets)
(1) Select ship dis;;ldcemem in tons. k
(2) Volume = (1) x 3 q;;bic meters.
(3) Bridge {(Control areaq)
(4) Computer
(5) Astronautic crew

(6) Technician crew

Total crew
{7) Crew quarters
(8) Hull volume
{9) Volume available for installations

(10) 'Relative Inertial Field-Generator: (1)1oQ.-

| RERIARER

(11) : Drives, Screens and Weapons

A. SUB LIGHT DRIVE UNIT {Fusion): (2)/100 for each accelera-
tion rating pick. If using a ramscoop, add a flat (2)/50 (Flsuon
drive: (2)/50 for.each accelercmon rahng pick.)

Actual cost per mck :

LRl sk,

* Total Volume
Manx. Sublight Accel. -.
B. TRANS LIGHT DRIVE UNIT: (2)/75 for-each TLD (frans light
displacement) velocity rating pick. TLD = number of light-years
traversed in a 25 hour period (one TLD = 1 hghf-yeor, coveredin
one standard day). VR .
Actual cost per pfck:

Total Volume: -

Hyperspace velocity: B
Bk ISR

C. DEFENSIVE SCREENS: (2)/200 for deflector net + (2)/100 for
each Defensive Screen pick.

Actual cost per pick:
Total Volume:

Defensive Bonus,

D. STEALTH/JAMMING EQUIPMENT: (2)/200 for net (not
necessary if shlp has deflector shlelds) + (2)/100 for each Stealth
Plck '

Actual cost ber pick:
Total Volume:

EW Total Rating:

E. ARMAMENT: Weapons power and range
is determined by the Mk. =

Volume:
Laser Cannon: (Mk #) x 3 each gun
Blaster: (Mk. #) x 4 each gun

lon Cannon: (Mk. #) x 5 each gun
Disruptor: (Mk. #) x 5 each gun
Plasma Gun: (Mk. #)x 10 sach gun

Matter/Antimatter Torpedoes: Mk # x5 each launcher
(Available only with M/A reactor on board:) -

Plus . 1x # of torps x:Mk +

Nuclear Missfle: Mk = x 6 each launcher ——
Plus .5 x # of’misgiles x Mk +

Explosive Mfésile: Mk # x 7 each launcher

Plus 1 x # of missiles x Mk #

(12) Reactor/Energizer

Maher/AnhmaHer reacfor 5x TER + volumc
Fusion Reactor: 75 x TER + volume | e
Fission Reactor: 1.5 x TER + volume S
(13) Fuel Storqg; L

Drives:

Fusion Sublight: - '
.005 cumet x (Drlve ER) =] hr pperahon

Fission Sublight. - g
.01 cumet x {Drive ER) = ] hr operation

M/A Translight:

001 cumet x {Drive ER) = 1 wdisplaés.ﬁqm _

Reoctor/Energlzer ’

M/A: 001 cumet x (T ER)
100 days pwr (add 50% for cntnr)

Fusion: .05 cumet x TER =

100 days pwr (add 10% for centnr)
Fission: .01 cumet x TER =

100 days pwr {add 25% for cntnr)

S —————————
——————————
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SYSTEM VOLUME (cumets)
(14) Additional Facilities

Auxiliary Reactor:
2 x Systems ER x reactor type factor (see 12)

Attitude Thrusters (2)/200 - ,
Gravitic Control: (2)/100 (%.if ship does not land) .
Landing Gear: (2)/100

Tractor-Beam:

Passenger Staterooms:

High Quality: 40 cumet each. 1-2 beings.
Mid-range: 30 cumet eoch. 2 beihgs;
Bargain fare: 30 cumet each. 4 Beings.

Cryogenic Berth: 3 cumet each. 1 being.

Workshop:
Dispensary:

Sick bay:
Recreational Facilities
Auxiliary Life SJpport
Auxiliary Bridge
Cargo Bay

Shuttle Bay

Fighter Bay

Security Stations
Labordtories

Total Volume:




4.22 VEHICLE AND ROBOT CONSTRUCTION

This section embraces Robots (as opposed to Androids) GCV's,
SMAC (Singly Manned Attack Conveyance) Fighters, and any other
Jand, sea or air machines. At the end of the section are located the
""Construction Tables’’ for these machines: one for the standard
classes of Robot, and ane covering construction of all other craft
(besides Starships). The concept behind these tables i identical to
that used to create characters in Character Law, except that the
ability to pick-(or ‘purchase’ in this case) the machine ¢haracteristics
— and the level of those characteristics — is based upon monetary
cost rather than stat points. These are called FunctiorRating {FR)
Points. A few general facts applicable to Robot and Vehicle Construc-
tion:

FR Picks: (Function Rating Picks): These are acquired uith Function
Rating Points. Most Picks cost more than one Pointeach. Sometimes
referred to as Function Rating "levels".

FR Points: (Function rating Points): Purchased at a given monetary
value, these points may be expended to buy Function Rating Picks
(above) and thus provide different functions for a given
vehicle/robot.

Function: The mechanical equivalent of a character development
"skill,

- Unless otherwise noted, one Function Rating
_Point for these machines equals 1000 Elmonits .
{keep in mind that a "’Rating Pick'* can cost more
than one 'Rating Point’. Also, each class of Robot
has a final ‘cost multiplier’ (see the Class descrip-
tions) based on the overall Robot design.

— The maximum FR points available for any given
project are equal to the averaged applicable skill
bonuses of the Construction team plus the Com-
puter Design Bonus. This second bonus is based
upon the Mk. of whatever computer is used in
tandem with the construction team. Any Robot or
Vehicle construction attempted without computer
aid is considered to be at -50 because of the addi-
tional time needed for design.

— Before construction can begin, appropriate
design research (using the applicable Science
bonuses) must be done. The acquired information
is fed into the computer being used with the pro-
ject, thus affecting the computer bonus.

— As is true for just about everythrng in this section,
the Research/Construction table is used for final
Robot and Ship construction success confirma-
tion, and a reflection of the time required,. .

4.221 Robot Construction

Below are explanatrons of ‘the: Various Robot «lasses and Func-
tions.

ROBOT CLASSES :
Service Bot: A worker specializing in maintenance. This Robot is most

efficient at manipulating heavy equipment because of integral

servo-mechanisms in the desrgn Cost Multiplier: .7,
Mech Interface Bot: A “self-portable’’ computerféommunsitor and

manipulator. This is the only Robotwhich can dfrectly interface with -

mounted weapons’ HUD/gunner installation {assuming such an in-
stallation is equipped with a Robot interface terminal). When inter-
faced, the Robot adds its appropriate Equipment Interface Function
Rating bonus to the gun firing bonus (see Mech Interface below).
Cost Multiplier: 1.5.
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Human Relations Bot: Used in societies where Androids and
Replicants are outlawed, these are the most Hominoid* of the
robots. They are usuatly employed to perform light menial labor,
serving as valets or other household gervants. They are also usually

_skilled communicators, and probably the most versatile overall.

Cost Multiplier: 1.0.

Combat Bot: Used almost exclusively in all-out military situations on
hostile worlds, these are highly mobile, self- controlled intelligent

- fighting machines. Cost Multiplier: 3.0.

MASS DETERMINATION
To determine mass of a Robot, use the formula below:

Robot relations and Mech Interface Bot: # of Function Rating Picks x
1 kg = mass.

- Service Bot: # of Function Rating Picks x 2 kg = mass.

Combat Bot: # of Function Rating Picks x 3 kg = mass.

In addition, any Robot which uses a Construction AT multiplies its
mass x 1.5 (unless special alloy or AT 29 or 30).

Size is a subjective determination made by the designers and the
GM, keeping in mind that more Function Points generally means
more size.

FUNCTION DESCRIPTIONS

Remember, when allocating Function Rating Picks, that for many
Functions (Maneuvering, Screens, Radiation Shielding, EW, Equip-
ment interface, Weapon Function Ratings, all General and Special
Functions) the first ten Picks are valued at 5 points each, the second
ten 2 points each, the third ten 1 point, and all afterwards 1/2 point,
just-tike Character skill picks. ‘

Physical Parameters:

' Comput@'r Mk. #:

© As usual, the Mk. # gives the Processing (CPU) capacity in pro-
gram size units. Robot computers have a limited storage capacity,
however (only equal to their CPU .capacity, rather than double,
which is standard for Starship Computers) The computer add for
various functions is dependant on the FR — assuming the ap-
propriate software. In addition to él standard permanent stérage in-
formation assumed tc be programmed into the' ‘computer memory
(the volume of whick issnotincluded; the-futistorage capaclty is
avarlable) other prograns can be mStaﬁed See the compditer pro-
gram chart, section 3.22. Robots haveno language capability ex-
¢ept for.BIVOC, abinary-based robatic langiiage, unless it is install-
ed independently, and the Robot has at least one pick of Oration.

_ Power: The GM may want to restrict the maximum Function Rating

level for power source, to reflect an inferior technology.

mﬁ: The. per-pick cost for Power (as well as Motive
Fotm) s based on the total picks to be used for the Robot
{not including the Power Picks themselves, of course) to -
reflect the mass to be powered and moved. The total picks
to be used must be decided on before these Functions are
picked, and the cost (in points) per Power Function Rating
Pick # (Total Picks/50).



Notes
Virtually inoperative.
Batteries, 10 hour charge.
Batteries, 20 hour charge,
Batteries, 30 hour charge.
Batteries, 40 bour charge.
Capacitors, 50 hours minus integral weapon
use (also minimum for heavy weapon use).
Capacitors, 75 hours minus weapon use.
Capacitors, 100 hours minus weapon use.
Capacitors, 125 haurs minus weapon use,
Capacitors, 150 hours minus weapon use.
Internal Fusion Reactor. Runs for 20 days
without refueling (half that for a Combat Bot).
— Each leve! pick over 10 up to 19 extends reactor .

life between refuelings by 20 days (10 for Combat

Bots). ;
These times assume full operational status; time can be conserved
by reducing energy expenditure, the exact amount to be deter-
mined by the GM.

NOTE: An integral energy weapon failure resulting in a
"power depleted’ condition indicates a capacitance drain
and that weapon is inoperative for 1-5 rounds.

Motive Form: It is possible for a Robot to have two motive forms, but
they must be developed separately. The cost (in points) doubles for
each additional motive function type. Walk and Run assume a Robot
with leg-like limbs; Hydrofoil assumes aquatic capacity, and has a
fixed speed range: 40-80 kph; GEM assumes standard max 1 meter
altitude; Jets are maneuvering turbofans, 3m maximum vertical lift;
Gravitics are low-toncentration, maximum 10m vertcal Jift.

FR Level

Ui W= O

O W~

1

NOTE: The per-pick cost for Motive Form is based on the
total picks to be used for the Robot (not including Motive
Form picks themselves, of course — or Power picks), to
reflect the mass to be powered and moved. The total picks
to be used must be decided on before these Functions are
chosen, and the cost per Function Pick (in points) = (Total
Picks/50).

FR Level Notes
0 Immobile.
1 Slow (10m/rnd) wheeled/water propeller.
2 Medium (20m/end) wheeled or Slow tracked.
3 Fast (30m/rnd) wheeled or Medium tracked.
4 Walk (20m/rnd).
5 Run (40m/rnd).
6 Fast tracked or Very fast (40m/rnd) wheeled.
7 Hydrofoil (base 40kph; each extra pick adds
Skph).
8 GEM (Ground Effect Maneuvering) Slow.
9 Slow Jets or GEM Medium.
10 Slow Gravitics or Medium Jets.

— Each level above 10 adds 5 to the speed rating.
This may aiso be affected by streamlining, etc.

Maneuvering: This regular bonus is added to maneuvers performed
by the Robot." :

Armor (Personal AT): All Robots start at AT 13, and each FR level pur-
chased increases the AT by 1 up to a maximum AT of 20. A Robot
with a Personal AT may not have a Construction AT (see below).
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Armor {Construction AT): Each FR level purchased gives the Robot
one (1) Construction AT level (i.e., 5 levels purchased # AT 25 —
remembering that Construction AT's are numbered 21-30) up to AT
28. The special CAT 29 requires 12 Rating levels, while CAT 30 re-
quires 16. A Robot with a Construction AT may not have a Personal
AT. Note: superior alloys are available at a cost multiplier (though
requiring no extra Function Rating picks) which give the Robot an
additional DB. See the hulls list in the Starship Design rules for cost
multiplier and DB information for superior alloys.

Concussion Hits: Each Function Rating Pick allows the Robot to take
10 concussion hits before shutting down. {f a Robot takes double its
total concussion hits, it is Extremely Severely Damaged.

Screens: The FR bonus reflects the DB for this defensive shielding.
Most Robots use Barrier Shields (like Starships) rather than personal
shields, because the former are more evenly effective against all
forms of attack (in this case, completely equal), more dependable,
and the additional power drain is not significant (for a robot).
However, if one of the other shields is desirable instead (it is not
possible 10 use two types of shielding simultaneously) five FR picks
will buy any one of the other shield types. (see the personal shield
details, sec 3.11, for the exact DB for personal shield types).

Radiation Shielding: The FR bonus is an add to the Robot Resistance
Roll vs exposure to radiation which could damage the Robot
brain/computer. This shielding also protects the Robot from radiant
heat.

Data Output: Could be either a viewscreen to display data, a printer
mechanism, holographic projector, or a datadisk recorder. More
than one is possible, but they must be developed separately.

FR Level Notes
0 Nothing
1 6cm diagonal screen
2 10cm diagonal screen
3-4 Standard datadisk recorder
5 Standard 3m range holographic projector
6 16cm diagonal screen
7 Standard sheet size printer
8 20cm diagonal screen
9 15m range holographic projector
10 30cm diagonal screen

Audio-Visual Pickup/Recorder: A builtin holographic camera and pro-
jector with audio pickup. Three meter effective resolution/pickup
for FR pick. Either this function or Sensors is Necessary for a mobile
Robot to operate effectively.

Weapon Installation; Each pick equals the cost per 1 Mk. #of weapon
installation. Add the cost of the actual weapon — if mounted, see
the personal weapons, section 3.12 for costs — to the Robot total.
The standard design allows each energy weapon to be fired once per
round. If the designer desires to allow the Robot the abaility to fire
weapons 2x/rnd, increase the point cost for Power Picks by six per
weapon (six Rounds in a Turn). Robot brains are designed so that
they can fire every built-in weapon they possess as often as they
have power to do so.

Sensors: Required for a Robot firing on more than one target per
round. Each pick equals 3 meters of effective range (all targets must
be within effective range). Five picks required for each potential
target more than one per round — assuming available weaponry. In
addition, sensors are capable of basic Multiscanner analysis (see sec.
3.11, Item Descriptions, for Multiscanner abilities).

EW/Stealth: The Function bonus is equal to the EW/Stealth field that
the Robot can generate. jamming range equals the number of Func-
tion Rating picks x 100 meters. See the EW/Stealth rules, in Starship
Design, sec 4.211.
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Equipment Interface: This is the cost for an interface to allow the
Robot to interface with a standard piece of equipment, handheld or
mounted (multiscanner, ship’s sensors or computer, a communica-
tions network, etc.). The number of picks reflects the Robot bonus
for that piece of equipment (standard 5-2-1-1/2 bonus
progression); at least one pick is necessary for any chance of suc-
cessful interface. A separate function must be developed for each
general type of interface. Mech Interface Robots can link- up direct-
ly to a properly equipped mounted weapon HUD/Gunner console,
using their Interface bonus. One great advantage for the Robot over
a Sentient gunner: its interface Rating Function bonus is applicable
for all energy or all projectile weapons, rather than a specific
weapon.

EXAMPLE: A Mech interface Robot has 10 Function Rating
Picks in Mounted Energy weapons. It can plug into an inter-
face terminal of any mounted energy weapon (Laser Cannon,
Disruptor Bank, etc) and have a +50 bonus with that
weapon. The gunner console must have a Robot interface ter-
minal, however.

Weapon Function Ratings: As can be seen from the Robot Con-
struction chart (4.223) each Robot type is restricted to a limited
number of weapon types. The Rating bonus reflects the "'skill”* Of-
fensive Bonus for the Robot's use of the weapon.

General Functions:

Climbing: As the Character Skill bonus, adding a bonus to climbing
rolls.

Xeno-Environments: This Function Rating bonus adds to-any PR's vs
hostile environments: extremely high atmospheric pressure, cor-
rosive atmosphere, excessive heat, etc. Note that a vacuum is not
normally considered ‘hostile’ to a Robot. Some systems (GEM
motive power, for instance) might not function, however, so com-
mon sense should be used in construction.

Stalk and Hide: Provides a bonus for stalking a target and being suc-
cessfully concealed.

Perception: A bonus for detecting things which the robot is seeking.
Special Functions:

Ambush: Each pick allows the Robot to actually shift the number of
any critical strike roll up or down by one percentage point. An Robot
may ambush if they have point-blank weapon range, the target is

not in a combat situation, and the target is totally surprised by the
attack.

Oration: The Robot's ability to speak and be understood by Sen-
tients. This is a bonus for using programmed languages; atleast one
box of Oration is necessary for the Robot to be able to speak
anything other than BIVOC (languages are usually implanted as
'hard’ software and consume a very small amount of space, butare
fixed in memory and thus not as flexible as stored software).

Intellect: Each Function Pick adds to the chance that the Robot will be
able to perform independent (not pre-programmed) courses of ac-
tion which are logical, given a set of circumstance and based on
available programming and information.

EXAMPLE: A Combat Bot is programmed to destroy all Tro-
jan class AFV's (Armored Fighting Vehicles) it encounters.
Italso has an intrinsic + 50intellect bonus. It is given detailed
data on the appearance of a Trojan AFV. Therefore, if it sees a
different type of GCF, there is no chance that it might destroy
the other type, as that is counter to programming. However,
say that the Bot encounters a Trojan AFV and incapacitates it.
Several humanoid surviors scamper out, trying to escape. The
Bot sees them. Analysis says that they are not Trojan AFV's;
however, they came out of one, and might be considered
undestroyed parts of one. The Bot would make an Inteliect



roll, needing to roll over 100. To the roll it adds 50 for its
_bonus, and if the total were 100 it would be able to make the
decision to destroy the escapees (assuming of course that
there is no other programming specifically Ielllng it not to
destroy humanoids).
Manipulate: The ability to utilize tools and controls. Ability with dif-

ferent types of tool/control should be treated as different Functions,
and thus developed separately.

4.222 Other Vshicles

GCV's; ships:(marine eraft) Aircraft'and smalf‘spacecrafeiare all
considered together in this section, and all use the similarly named
construction table, 4.224 below, for design purposes. The concept

is identical to Robot Construction, wuth only the individual Class and -

Function types varying.

VEHICLE CLASSES

GCV: This term (Ground Conveyance Vehicle) covers many types of
ground-related conveyance machines, including automobiles, low-
flying scout craft and military and para-military vehicles. The key
distinction between GCV's and ‘aircraft’ is that GCV's invariably re-
quire a solid surface on or above which to operate.

Aircraft: This broad term encompasses atmospheric interceptors,
ground attack units, N-space shuttles and SMAC (Singly Manned At-
tack Conveyance) Fighters. The aircraft section can actually be
broken down into Small Spacecraft and True Atmospheric Vehicles.
Naturally the latter will require a more aerodynamic design (as will
the former if they enter a planetary atmosphere). The GM must use
common sence when designing the vehicles (for instance, obviously
props will not wopk too well on a planet with no atmoshpere).

Watercraft: Though of limited usefulness in Space Master, these
ocean-going vessels are still employed on low-technology worlds.
Variations might also be found on such worlds as Gas giants, where
the atmosphere is semi-liquid layers. There, such devices as
hydrofoils might find new purpose.

FUNCTION DESCRIPTIONS

Remember, when allocating Function picks (bought with Func-
tion Rating Points) that for many Functions (Maneuvering, Screens,
Radiation Shielding, EW and  Equipment interface) the first ten
Function Rating Picks/Levels are valued a +5 bonus each, the se-
cond ten a +2 bonus each, the third tena + 1 bonus, and all after-
wards 1/2 point, just like Character skill picks.

Aerodynamics:

‘ FR Level Notes
0 Could be mistaken for a pile of junk.
1 No atternpt at pleasing appearance.
2 Some hint of cohesive design.
34 Minimum required for GEM motivation-use.
5 Fairly sleek lines.
6 Minimum required for Hydrofoil use.
7-8 Minimum required for atmospheric flight.
9-10 Necessary for high-speed flight (above S0 kph)
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Computer Mk #: As per normal computer rules, the Comp Mk. #1is
that system's simultaneous processing capacity in its CPU, Program
memory volume capacity is 2x the Mk. #. Remembering from sec-
tion 2, the Reserve Memory volume is ten times the Mk. #, but less ac-
cessible,

Power: .
FR Levei : Notes :
0 -~ Unpowered and rather useless.
1 Batteries: 10 hours full power before
recharge.
2 Batteries: 20 hours full power before
recharge.
3 Combustion engine: 50 hours full power
before refueling.
4 Combustion engine; 100 hours full power
before refueling.
5 Capacitors: 100 hours power before
recharge.
6 Capacitors: 150 hours.power before
recharge.
7 Fusion Reactor: 10 days power before
refueling.
8 Fusion Reactor: 20 days power before
refueling,.
9 Fusion Reactor:. 50 days power before
L . refuelmg
10 . Fusion Reactor 100 days power before
IR refue]mg
1 MatterlAmrm&ttef Reactor 100 days
- power before refueling. _
12-20 Matter/Antimatter reactor; each level

above 11 adds 50 days operating time -
before refueling.

These power expenditure times assume full operational status (full”
cruising speed); time can be consétved by reducing energy expen-

diture — the exactamount to be determined by the GM. Also, Power

form must be matched to Motive Form, (Fusuon rockets require — at

least — a fusion reactor).

NOTE: The per-pick cost for Power (as well as Motive
Form) is based on the total picks to be used for the Vehicle,
to reflect the mass to be powered arid moved. The total
picks to be used must be decided on befare these Func-
tions are picked, and the cost per Funﬁtlon Rating Pick =
(Total Plcks/50) "Total Pncks" as defmed ‘ﬁere, do notin-
clude Power. * °
Anintegral energy weapon failure resuitmg ina power depleted’
condition- indicates a capacitancedrain’ and that weapon is in-
operative for 1-5 rounds.
Keep in mind that combustion engines are more susceptible to
breakdown that Fusion Reactors, and are banned on some planets
becauge of their. exhaust

Motive Form:=-
GCV’ _
FR Levei

Notes (see Movement Chart 4.24 for
actual speeds)

Slow wheeled. . .

Medium wheeled; Slow tracked.
Fast wheeled; Medium tracked.
Fast tracked.

Slow GEM (Ground Effect Machine).
Slow Gravitics; Medium GEM.
‘Walker

Hydrofoil; Medlum Gravitics.

Jets ’

Fast Gravitics

O\qm\la\w.hwi,\af-a‘



Motive Form.descriptions: (GCV's ONLY) It is possible for a vehicle to
have two or more ‘Motive forms,  but they must be developed
separately, ahd'each additionial Motive form requires 1.5x as many’
points per pick as the previous one. Walk assumes a vehicle with leg-
like limbs; Hydrofoil assumes aquatic capacity, and has a fixed speed
range: 40-80 kph; GEM assumes standard max 1 meter altitude and
require atmosphere; Jetsare maneuvering turbofans, 3m maximum
vertical lift; Gravitics are low-concentration, maxlmum 10m vertcal
lift,

SHIPS:

FR Level Notes (see Movement Chart 4.24 for

actual speeds)
Slow surface
Medium surface
Fast surface-
Hydrofoil
~Mydroskimmer
Slow submersible
Medium submersible
Fast submersible
GEM and surface :
GEM and submersible

Motive Form descriptions: (WATERCRAFT ONLY) It is possible for a
vehicle to have two or more motive forms, but they must be
developed separately, and each additional Motive form requires
1.5x as many points per plck as the previous one, Hydrofoil assumes
aquatic capacity, and has a fixed speed range: 40-80 kph;

Hydroskimmer is a similar concept, but has a speed range of 60-120
kph; GEM assumes standard max 1 meter alt‘fude and requires at-’
mosphere, -

AIRCRAFT
FR Level .

-
QOO NOU LW —

~ Notes (see Mavement Chart 4. 24 for
actual speeds)
: Slow prop.
Medium prop.
Slow jet. .
Fast prop.
Medium jet.
. Fast jet or Medium gravitics
. Fast jet with Gravitic lift or Fast gravitics
. »Hydrogen Rocket jetwith Gravitic lift.
Fusion boosters with Gravmc lift (orbit
capable).
Fusion engine (N-space. capable) wath
Gravitic lift.

WOWOONOUVTE WN =

°
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Motive Form descnptfons (AIRCRAFT ONLY) Itis possnbte for avehiicle

to have two or more motive forms, but they must be developed-
separately, and each additional Motive form requires twice as many ;

points per pick as.the previous one.Prop indicates propeller driven;
Jet indicates standard turbofan (requnres combustible fuel); Gravitic
Lift indicates that vertical maneuvering is controlled by graitics (re-
quires gravity well) allowing for vertlcal "takeoff and Iandmg aswell
as hover and precise maneuvering; Hydrogen rocket jet is a clean, ef-
ficient hydrogen-fiieled'jet; Fusion Boosters of FUsvon engine is self-
contained fusion-powered rocket. -

NOTE: The per-pick cost for Motlve Form (as well as
Power) is based on the tofal plcks to be used for the vehi-
cle, to reflect the mass to be powered and moved. The
total picks to be used must be decngjed on before these
Functions are picked, and the cost’ per Funct|on Rating
Pick = (Total Picks/50).
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Maneuvering: For all vehicles except N-Space vehicles, the Function
Ratinglevel indicates the maneuver bonus for the craft. For N-Space
capable craft, the picks purchased grant an N-Space acceleratlon
rating; just like Starships.”

See Starship Construction Rules (sec 4.21) tofind the correlatlon
between # of picks and sublight-accleration rating.

Armor Type:

- Maneuvl

FRvl.. -AT .. Description /DB penalty
1o 0e%. 21+ No Armor (framework only) 0

2 22 - Light Steel W5

3 © 23 Reinforced Steel - -10
4 24 Aligned Crystaline Steel -~ 15
5 25 Alloyed ACS Armor -25
6 26 Double Hull ‘ -35
7 27 Double Reinforced Hull - .-40
8 28. Double Heavy Steel .- . = -50
9 29 . Ardinium = -10
10 - 30 Ordium 1l -, -5

‘Note: superior alloys are available at-a cost multiplier
(though requiring no extra Function picks) which give the
Vehide an-additional DB or reduces the maneuver penal- -
Cost Multiplier Bonus
T (x2) 45 to maneuver bonus or DB
(x5) + 10 to maneuver bonus or DB

{(x10) +15 to maneuver bonus or DB
(x15) +20 to maneuver bonus or DB.
(x20) . .-+25 to maneuver.bonus or DB

Concussion Hits: Each Function level purchased allows the Vehicle to
take 10 concussion hits before being rendered inoperable:(GCV's
cannot move or fire; Aircraft drop like rocks, ships are ‘dead inthe
water’). If a Vehicle takes double its total concussion hits; it is Ex-
tremely, Severely Damaged.

Screens/Shields: The Function Rating reflects the DB for this defenslve
shielding. Vehigles use Barrier Shields (like Starships) rather than the
less powerful person;l shields, because the farmer are equally effec-
tive against all forms of attack, more dependable, and the addi-
tngnal power drain i, not significant when.a large power source is us-
e

Radiation Shielding: Each Rating level generatesa reduction directly
on the Radiation Critical Chart, when occupaﬂs of of a unitare sub-
jected to radiation. L



4.223 ROBOT CONSTRUCTION CHART

‘ WEAPON | GENERAL SPECIAL
ROBOTCLASS PHYSICALPARAMETERS FUNCTIONS [FUNCTIONS | FUNCTIONS
< S|, £
— s - a o] s [ E
E '% g3 g5 ;:6' 1-h melee L;E) 9
; 212 | 2 €& | o £ o
-~ c |E = o (= S £ |2-h melee cle =
= £ g’ g le = L 1T | @ £ [T o 'S 9
< EIE S £ g 5 1o |2 | £ £|= 1-h projectile °IE e 3l |e
g H.', g - |V 2 | '9: :g Z 15 |n § ,GE’ 2-h projectile | @ g 2 2 < Z‘G Lg
eisI3lelsis 12|28 S|8lolnh|a Bls1° & 5|210 2
ESEEIEIEIER B[R |8(2 (8|5 \hererer [El2 [ 2ErS]S
O EElkI<SBIEERIZIK|ZIB|IR|S J-henergy |GREBEEL | <|OIEE
Service Bot 3|x(yl3l1rnof2i5 13 {1 {11813 172 3/517 412 |5 12 5 4 N
Mech Interface Bot Tix |y (212216 {3 [V {1V |71 |7 {1 2/3/5 515 1 41311 N
Human Rel. Bot 2 xy V]V N513 (7 (4 (2 {1 (103 |83 2/417 3133 (11
Combat Bot 3 xfy |V ]V |51V |2 V|40 |10 ]|2]5 1/2/3/4/7 2141 |12 1 3/14(2 |4

Key: The number indicates the number of points required to purchase one Function Rating Pick. See text (4.221) for details of Function definitions. “x"", the cost per
pick for Power Function Ratings, is dependant on the total picks for the unit. "'y"", the cost per pick for Motive Form, is dependant on the total number of picks for the
unit (minus Power — the pick calculation for Power is done affer Motive Form).

Special Notes:

Waeapons Installation: Each pick equals one weapon Mk. £. See the text for details of weapon rating limitations. When utilizing mounted projectile weapons,
one Rating Pick equals the volume for one magazine {usually five projectiles). Be sure to add the additional cost for actual missiles/torpedoes.

Waeapons Functions: Weapons functions are the ability of the Robot to utilize normal handeld weapons. The numbers may be assigned to whichever weapons
the designer desires (a Service Bot can develop a rating in 1-h projectile ot a cost of 3 per rating pick; 2-h projectile at 5 per rating pick, and 1-h Energy at 7 per rating
pick, for example).

4.224 VEHICULAR CONSTRUCTION CHART

VEHICLE CLASS | PHYSICALPARAMETERS GENERALFUNCTIONS
o | 6
€ | =
e “w :§ =g ®
v s = Q [+ °
B e | 2 583 2|2 REAREY
8 | § o 5 |5 | ¢ e | ¢ = s | 2| 22
s | g e L8 8T s 15| .3 |E|9|EF
T8 |s |2 |8 (§2]3 2 l8 |8 ({g|8|x8|8%
S|E 132 |35 |5 (52|58 21325585z
< |0 |& |2 |2 |0 |0 5|2 |3 |8 @ S|
Gev 12 | x|y [4 |5 |5 s (v {215 [w|2]2
ARCRAFT |3 |5 | x |y |2 |15 |8 8 |5 |5 |15 |w]|s5]3
SHIP 212 [ x |y |6 ] 3 |2 4 2. {21138 w]|1]2

Key: The number indicates the number of points required to purchase one Function Rating Pick. See text {4.222) for details of
Function definitions. "'x"’, the cost per pick for Power Function Ratings, is dependant on the total picks for the unit. "y'’, the cost
per pick for Motive Form, is dependant on the tmtal number of picks for the unit (minus Power — the pick calculation for Power is
done after Motive Form.

Special Notes:

Weapons Installation: Each pick equals one weapon Mk. #. See the text for details of weapon rating limitations. When
utilizing mounted projectile weapons, one Rating Pick equals the volume for one magazine (usually five projectiles). Be sure to-
add the additional cost for actual missiles/torpedoes.
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Weapon Installation: The development cost represents the cost to
purchase each Mk # of all weapons installations to be placed in the
unit in addition to the cost of the weapons themselves. See Starship
Parts Costs, sec 4.212 or weapons costs sec 3.12 (depending on
weapon size). This category is also used to purchase missile laun-
chers. Remember that missile ammunition must also be boughtand
stored. A robot interface adds 10% to the total weapon installation
cost.

Sensors: This category allows sensor analysis (as a Multiscanner, see
sec 3.11)upto 1 km per FR pick for GCV's and Ships, 10 km per pick
for Aircraft, and 1000 km per pick for N- Space capable craft — while
in space, They are limited as above while in those environments.
The increased range is because of reduced interference from ground
clutter, atmosphere, etc. Function Rating Picks in this category also
include communications capability of similar range.

EW/Stealth: Purchase of EW FR picks allows use of Stealth and Jamm-
ing properties akin to those utilized by Starships (see Stealth/EW, sec
6.2).

Ammunition Storage: Each Function Rating Pick purchased allows
the unit to store 50 Mk. worth of non-energy ammunition.

Mech Interface: Each level purchased represents one on-board
system (piloting, a weapon, power control, sensors, et¢) which can
be operated by a Mech Interface Robot.

Cargo/Personnel: Each FR level purchased allows the unit to transport
up to 10 cumets of equipment or 5 men (with equipment) or 2
heavily armored men. Note that space allowances for mustbe made
here.

Environmental Protection: Each level purchased gives the unitoneen-
vironmental protection/support system (vs vacuum, cold, heat, null
gravity, etc. For instance, the usual N-Space capable Fighter must
have Vacuum protection (air), heat or cold protection, and some
have interior gravitic control. Thus, potential for four picks.

HUD bonus: Each pick grants a bonus for one gunner. See Starship
construction rules, section 4.21.

4.23 ANDROID CONSTRUCTION

Constructing an Android is conceptually somewhere between
constructing a Robotand creating an Alterant Replicant, and usually
more expensive than either. It is recommended that the GM read
over the Replicant rules to familiarize him/herself with the general
concepts and difficulties so that they will better understand the men-
tal facets of Android construction. Scientists designing an Android
use the averaged skills of Cybernetics and Electronics. Techs
building an Android use the average of their Cybernetic Tech and
Electronic Tech skills. Android body construction should be con-
sidered a Very Complex procedure, and linking the body to the
Molecutronic brain is another, Very Complex, operation.

4.231 Stat Development and Bonuses

An Android should be considered as being in two distinct and
separate parts: the body and the mind, the ‘mind’ in this case being
the Android Molecutronic Brain, a semi-living substance which
stores and processes information in a way similar to that of the
human brain — although more quickly and efficiently.
Molecutronic brains also 'die’ if their supply of energy is cut off, los-
ing all memory. It is possible to place such a brain in another hous-
ing, such as a robot or vehicle, but it is generally considered a waste
of the brain‘s unique iearning (self- programming) potential.
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Future Law Character Development stats are used here, so if
another system is being used the GM should convert the given stats
as closely as possibly to his/her system. Five of the ten stats are linked
to the Brain: Intuition, Empathy, Self- Discipline, Memory, and
Reasoning, while the other five are associated with the body:
Strength, Quickness, Presence, Constitution, and Agility.

Physical Capabilities:

The theoretical standard Android body has 100°sin all its physical
attributes (Temporary and Potential, reflecting a +25 bonus). This
bonus can be enhanced further by using improved, more expensive
systems, instead of the 'standard parts’. See the cost chart at the end
of the section for the standard system prices.




Since they are no more difficult to install, these systems do not
make the construction roll more difficult, They aré however, more’
~costly, as can be seen below ! ‘

Cost
Multiptier System bonys *
(x2) +5 voice or appearance.
(x5) "+ 5 muscular or skeletal +10.voice or-
appear.
(x10) +5 energy or nervous; + 10musc or i’
A skel; + 15 voice or appear.
(x20) +10 energy or nervous; + 15 musc or .
skel; +20 voice or appear.
{x50) + 15 energy or nervous; +20 musc or
skel; +25 voice or appear.
~{x100) +20 energy or nervous; +25 musc or
skel; + 30 voice or appear. ,
(x200) +25 energy or nervaus; +30 muscor

- skel,

* Note that thJs is the cost and bonus for a system,
however, to be apphed 28, stat bonuses, rwo or.mere :

- systems are invalved; :
Improved Strength: (skeletal angd muscular systems)
Improved Quickness: (muscular and nervous systems)
Improved Agility: ( ** "~ "
Improved Presence: (voice, appearance) ,
Improved Constitution; (skeletal and energy systems)
EXAMPLE: Ryk the Engineer has done his research to build
an Android and is purchasing the needed parts. He wants his
Android to have a + 10 Presence and + 10 Agility (i.e., a + 35
total in each, including intrinsic bonuses) -To do this, his An-
droid must have +10 quality versions of all the following:
Musculature, Nervous system, Voice, and Appearance. Note
that other factors which only have one applicable enhanced
system (such as Strength, for instance, for which anly
Musculature was improved) gain no bonus, because the
skeleton could not take the strain should the improved
muscles be used to capacity. Thus, strength is +0. If Ryk spent
the money to buy a + 10 skeleton, his Android would thus
have a + 10 strength bonus as well. (then he would only need
to buy a + 10 energy system to enhance h:s Andraid’s con-
stitution.. )

After initial construction, the physical systems cannot be altered

without a complete physical overhaul (a Complex operation).

Mental capabilities:

The stats of the molecutronic brain, once activated, are all 90.

(Temporary). To determine potentials, roll-one D10 adding two
points. Potentials are rolled, then each is assigned to a desired stat.
Android mental stats move toward their potential just as the Player
Characters do. Note that this can generate stats as high as 102.

General attitudes and tendencies can also be programmed in,
such-as aggressiveness, compassion, specific fears, hatreds or loves,
and prohibitions (such as refusing to kill a humanoid), and loyalty to
a specific individual. Although none of these are absolutely
guaranteed, as.the brain is self-programming, and, after a point,

self-muativating, the Android-should be almost incapable of
disobeying explicit program directives.

‘Note: The GM may wish do institute a “secret’* percen-
tage-chance of a hidden flaw in the Android Brain, such a
hiflden hatred; homicidal tendencies triggered by an
‘urilikely &vent, etc. This ‘unreliability’ would explain a -
racial diglike for Androids in some areas, if that is desired.
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4.232 Skill Development
The Android chooses a profession, and makes skill picks, etc. It

‘matures’ after a fashion, as it goes through a ten year period of
development during which it gains its. adolescent and appren-
ticeship skill levels {this ten year period can be bypassed via intense
programming, but this involves expensive "’Background Data”’, as
well as an additional Complex operation. Also, this data is rather
basic, and of necessity lacking in trivial — yet helpful — background
expenence’) In general though, an Android develops and learns
just Tike a PC with. the followmg exceptions: Androids cannot be
Telepathic; and Androids do not pick Body Development boxes.

See below for Android répair mformanon

4.233 Androids in Combat

In.combat and most other areas of day-to- day play, an Andrond
should be considered a sentient being: subject to attacks.and
criticals as would anormal Sentient: For example, an Android would
‘bleed’ precious lubricating and power fluids, and it could be 'stun-
ned’ by a serious strike which might temporarily incapacitate its
system (the GM.may wish to have Androids more resistant to stuns,
however, perhaps being stunned for only half as long, or, for in-
stance, subtracting 1from any stun total).

However, Androids do not ‘lose consciousness’; all take 200 hits
plus their total Con bonus before being incapacitated. Most An-
droids have a built-in safety mechanism which causes them to ‘play
dead’ long before that point is reached, so they can repair them-

- selvesjater {unless-analysis of the sltuatuon tells them that playing
 dead will do no gode: S e

Another important factor aboutAndrmds is their supenor AT: An-
droid flesh is AT 4 (ratherthan niormat Seritient AT t). Furthermore,
Androids with a musculature and skeleton of + 20 or better have an
effective ATof 11,

4.234 Android Physnology and chair

Androids do not eat, although they can drink and process liquids,
eliminating them the same way sentients do. Their body extracts
any needed hydrogen to fuel their internal high- efficiency microfu-
sion reactor: the Android power center (‘heart’). Supplemental
water is stored in the stomach area to keep eyes and mucous rern-
branes moist, for a complete ‘living’ appearance. Androids:seem to
breathe, though itis an artlfmal convention as arepuise and heart-
beat.- 4

The most advanced Andrord des&gns are absolutely in-
distinguishable from a living being to hirfian sensesyard some are
fully capabale of all applicable Sentient physiologitalfunctions.
Some cultures consnder Andro&dcapablllfyuof Certam fumnons tobe
an abomination. ..

Androids can be eilippec whk specra! abilities’ ;ums Alterant
Replicants and muiatl ns. The GM should review - the special
abilities section-below.ard assign costs for each, Naturally; an An-
droid would not have corresponding physiological problers
associated with most special abilities. In addition, other spec:al
sense or manipulation skills are possible.

- Androids do not ‘heal’ as do living Sentients; they must be
repa;red Simple concussion hit damage can be dealt with using a
Compact Repair Kit, which includes a container of substance nearly
identical to the Android flesh, and a device very similar to the
Medical Dermal Closer. The Android (assuming he/she has boxes in
Cybertechnics and is not incapacited) can perform these simple
repairs easily at the rate of 10 hits per round.

For more severe damage, such as ‘muscle’ or ‘bone’ damage.
Major Repair Kit is necessary. This “’kit"* is actually a set of two 1/2
cumet containers holding a portable computer and a number of
very specialized devices and materials. The computer.is programm-
ed with necessary specialized Android anatomy data, and acts asa
guide for repair/reconstruction purposes For these serious repalts




the Malfunction/Repair table should be consulted. Match the severi-

ty of the critical with the repair column (Routine =
“D"'; Very Severe = "E' (not us-

"B, Moderate =

(' Severe =

""" ; Light =

ing the Extremely Severe column) and use the critical roll(s) as a sub-

traction from the repair roll(s). Treat 66" as 100

criticals require separate repairs.
EXAMPLE: An 87 "'C" critical is rolfed on Billy the Android.
Therefore, to repair the damage, the Moderate column of the
Repair/Malfunction table is used. Billy's owner Ryk has a 60

Cybernetic Tech bonus, and rolisa 65. 65 + 60 =

. Separate

125, minus

87 equals 38. Thus, a 38, which reads 20 minutes to repair

with 10% CIP (cost in parts). The 10% is ten percent of the
damaged area, which the GM much subjectively decide the
approximate value of.
Naturally there will be inconsistencies between the actual critical
to the Android and the written crit on the table designed for living
beings, but the GM is urged to extrapolate to the nearest mechanical
equivalent. In some instances (such as a destroyed eye or heart) a
replacement is obviously necessary, and the Repair Chart alone is
not encugh. Unless there are specific replacements available (they
could be purchased ahead of time) the Android will crippled until
such replacements can be found.

Equlpmonthutorlul Cost
Melecutronic Brain 50,000
Complete Workshop 1.5 million
Vocal System 2,000
External ' System 3,000
Energy/Power Syshm , T ,20.000
Muscular System wewmwtnnn T ) B 00w
Nervous System 10,000
Skeletal System 7,500
Visual Sensors (eyes; 2) 3,000 *
Audio Sensors {ears; 2) 1,500 *
Compact Repair Kit - ST 1 300
Simulskin refill (mpanmws fpag o 20
Major Repair Kit 2,500

4.24 VEHICULAR MOVEMENT TABLE

{all speeds in kph unless otherwise noted)

—

h o pan e I Tize FORH AT <L et k.
TR Sy

Fast Submer.
Slow Hydrofoil
Fast Hydrofoil
Hydroskimmer
Slow Hydroprop

Slow Prop
Med. Prop
Fast Prop
Slow Jet
Med. Jet
Fast Jet
Chem Rocket
Fusion Rocket

- Fast Hydroprop

150

Pown- Up- Sub- Dense Thin
Road Trail Clear slope llopo Rough Woods Swnmp Water Ocoun merg. Atmos Atmos

Slow Wheeled |50 30 30  +10 -W*i < 10 - g : i
‘Med. Wheeled | 100 60 50  +20.. -20 20 -

Fast Wheeled - | 300~ 200 150 +20 20 20 -

Slow Tracked 35 30 30 +10 -10 25 10 - - - - -

Med. Tracked | 50 40 40 +10  -10 30 15 - - - - -

Fast Tracked 150 100 80 +10 -10 40 20

Walker 50 40 40 -5 <10 40 20

Slow GEM 50 50 50 +10 -10 40 10

Med. GEM 100 100 100 +10 -10 80 20

Fast GEM 300 300 300 +20 -10 100 30

Slow Gravitic 100 100 100 50

Med. Gravitic | 200 50
Fast Gravific | 500 50

Slow Submer. |- )

Med. Submer. |- ar

- - - - - 120
- - - - - 400 350
- - - - - 750 700
- - - - - 2000 4000

2400

* indicates speeds only attainable by g’roviﬁc vehicles capable of high-altitude lift.
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4.3 ORGANISMS

In the universe of Space Master some cultures have made an art
of genetic manipulation. Engineered microbes and other tiny
organisms serve as everything from food to computers to garbage
consumers. On many planets can be found plants and animals
created specifically for certain environments and for certain func-
tions. Cloning of Sentients has become (relatively) simple, and even
artificially constructed.and bred people are possible.

The GM should keep in mind that, even in the far future the social
ramifications of some of these things would be significant: racial
resentment of Alterant Replicants; mistrust of Clones, perhaps
because of ‘tampering’ by the Genetic engineers, etc. For more on
the social and cultural aspect of Genetic Engineering, see Future
Law.

4,31 MICRO-ORGANISMS
4.311 Guidelines for Creation

The possibilities for engineering custom-made micro-organisms
are virtually limitless; they are the origin of many drugs used for
healing in Space Master, as well as poisons. The GM must make
judgements here, although the engineering of micro-organisms is
usually less complex than such undertakings as an Alterant Repli-
cant. Moderate is applicable for most simple tasks. Genetic Tech
skills are used for construction in this area,

4.32 COMPLEX ORGANISMS
4.321 Alterant Replication

Alterant Replication is a process whereby a living fetus is altered
by artificial means at the genetic level to produce an different (usual-
lyimproved in some way) being or creature. The Research/Construc-
tion chartis used, and — in general — the greater the abilities of the
new Replicant, the more difficult the operation.

Conceptually similar to the simpler genetic alterations, Replica-
tion involves implanting new genetic material into a fetus (‘blank’
fetuses are produced in large numbers using a modified cloning
process) and growing the prepared fetus at an accelerated rate in a
special tank. ‘

Very expensive, sophisticated machinery is necessary to perform
the' operation of altering the chromosomal structure to the new
form, involving extensive programming and delicate operations.
Once the fetus has been altered, it is placed in a growth tank to
develop to the desired maturity: 100 days to full growth (20 year-
old equivalent for full maturity; with five days in the tank equalling

1 year if the Replicant is to be brought out pre- maturely and

perhaps raised as a normal hominoid).

When creating a Replicant, first the appropriate regearch is re-
quired to determine exactly how' the genes are to be altered.
Genetics is the Scientific skill used. 1f the desired Replicant type has
already been created by someone else {this can be determined by a
percentage roll, likelihood determined by the GM) the Research is
Easy. If itis a new type, research is Very Complex. The GM is urged to
place restrictions on how powerful or sophisticated the designed
Replicant can be. It is suggested that no special stat bonus exceed
+30 (in addition to an intrinsic stat bonus) and that the average of
all bonuses never exceed 15. These restrictions should be even
lower for Eugenics Products (+20 maximum special stat bonuses,
and a maximum total average of 12). Review the Race Abilities
Table (4.7) for trends. Note the tendency towards lower Empathy
and Intuition for Replicants and Eugenics people, due primarily to
an inevitable ““attitude problem'* which occiirs in superior beings.
For Replicants, Empathy and Intuition starts at -20 for purposes of
modification, and for Eugenic products, these stats start at- 10. For
Construction, Genetics Technics is used, and Replicant Construction
is always Very Complex unless otherwise noted.
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An additional difficulty factor should be assigned, depending on
how many special abilities the Replicant will have, and how good its
stats will be. For instance, in the Race Abilities Chart (sec 4.7) when
averaging all the stat bonuses, the Type | (warrior) has a +35
average bonus. Thus, the creator of this Replicant might be given a
35 (10 x 3.5) modifier to his detriment (-35) when rolling to con-
struct the Replicant. (If using data from a type already created, the
difficulty modifier is halved). That is just the Stat modifier section.
Also to be considered is the Resistance Roll modification section. As
can be seen, all Replicants are at Base -50 vs. Channeling and
Essence. They are intrinsically at this level because those Realms are
virtually unknown in Space Master, and those who do know of
them don’t bother. Any improvement of those conditions must start
from the -50 level. Against the other areas, Replicants startat +0, as
with Stat modifiers.

In the area of healing and injury, (Refer to Future Law)
Replicants’ soul departure delay is two rounds; this is generally con-
sidered irrevocable. Stat deteriorationis +5, butcan be reduced ata
cost of 5 modifier penalty per 1 point of deterioration decrease.
Recovery factor is base 1.0, but can be imppoved (or reduced) at a
modifier of +/- 5% per .5x of recovery rate,

Each ‘Starting Language’ costs in the form of a 10 modifier, and it
is implanted and permanently known.

Hitdicestartat D8, with a + 5 cost per extra ’side’’ of die roll. The
flat bonus per level costs + 10 per one point.

Max hits start at 100, and can be raised (not lowered in this case)
atarate of five hits per + 1 modifier. The GM can also stipulate that
the desired gene material for superior stats, bonuses and abilities
must be bought specifically and installed at a base cost x the bonus as
a multiplier (see costs 4.33):- :

Lifespan is generally set at approximately 50 years (after removal
from the growth tank) and can be increased at a rate of: the number
of years equivalent to modifier on a ane-to-one correspondence;
twenty extra years of life equals a 20 modifier. The lifespan can also
be decreased, but at no bonus to the creator. Replicants do not age
except very slightly, until their programmed expiration, at which
point they age very rapidly (one year per hour) until death ata 100
year-old equivalent.

EXAMPLE:The first creator of the Type | (Warrior)
Replicant’s modifiers: +35 from total average Stat bonus
enhancement, +40 for average RR enhancement, +5 due to
reduced Stat deterioration, + 5 from improved healing rate,
10 from two extra “die-sides’” and +20 for two extra
automatic hits/lvl. Total modifier: 115 to the creator’s detri-
‘ment, See the cost chart for associated expenses.

General physiological/appearance factors (sex, eye and hair color,
skin tones, height and other body proportions, etc.) aré set by the
creator at no additional cost — within reason and subject to other
factors: Replicants with superior strength are probably taller and
definitely bulkier than average; thosé with great agility less so, etc.

Psychological 'backgrourid {in generalf is pre-programmed as
desired, including general attitudes and inclinations. Replicants fre-
quently are unaware that they aré Replicants, as false memory struc-
tures are “easily purctiased, modified slightly and implanted.
Repticants who discoverthat they are a Replicant must roll a RR with
SD as a modifier. if they fail (and depending on how badly) they will
become depressed and unhappy and perhaps even commit suicide.
Below is a small table which can be used to determine depression
severity. ' :

01-05  Criminally Suicidal (violent; secondarily

- Homicidal)
06-25  Suicidal.
26-50  Inactive/Semi-Comatose.
51-75  Surly and prone to RR's vs. respect for authority.
76-90  Deeply Depressed (-25 for all actions).
91-100  Depressed, at -5 for all activity.



Some can be helped with treatment (rolling additional RR's, one
per month while in “intensive treatment’’, all at an additional - 50,
modified by the therapist’s Psychology bonus). An addition subtrac-
tion of -10 is added for each month of a failed RR). If they succeed,
they are cured.

When the Replicantis removed from the growth tank, his/her stats
are rolled in the same manner as a Player-character, including
Temps and Potentials, etc. Profession, as well as Adolescent and Ap-
prenticeship skill selection are also pre- programmed. Itis naturally
assumed that the stats will be assigned to further enhance the pro-
grammed strengths of the Replicant. After "'birth’’ from the tank,
skill point selection is theoretically the decision of the Replicant,
though naturally it will obey the wishes of its master if imprinted
(see below) or whatever authority figures are available if itis suitably
passive in that area.

Imprinting {the very strong bonding of the Replicant to — or
against — a certain individual) is more involved. Imprinting is a
special ability (see the Abilities List in Future Law, sec 6.2) and must
be done within one day of the Replicant’s emergence. The method
is this: a subconscious ‘trigger’ is pre- implanted, with the desired in-
clination (devotion, love, selfless protectiveness, open dislike, cunn-
ing, murderous hatred, etc.) formed into a phrasein one of the Start-
ing Languages. When the phrase is spoken, the Replicant is exposed
to the "'imprintee’’ (or an image of same — a full color holograph is
best) and thus Imprinted. Imprinting to more than one person is rare-
ly effective and often results in damage and confusion to the Repli-
cant.

4.322 Cloning

Cloning is much more straightforward that Alterant Replication,
since genetic 'tinkering’ is not involved. A living flesh sample is
taken from the donor, and grown in a fetus propogation tank (dif-
ferent from and more complex than a regular growth tank). Suc-
cessful completion of this phase alone is a Very Complex operation,
and takes the time indicated on the chart. Thenthefetus is prepared
and placed in the normal growth tank for the term, again a (un-
modified, except for the creator’s Genetic Tech bonus) Very Complex
task. After both operations are completely successful, the: living
Clone emerges. He or she has the exact Potential stats as the. Donor
(though Temps are at 1stlevel equivalent) and intrinsic abilities. The
new Clone has no skills, however.

This problem can be avoided or corrected in two ways: The Clone
can be awakened as an infant (after about 10 days in the growth
tank) and trained. This may result in slightly different skill develop-
ment (the GM should enforce this possibility, since the new Clone is
a person, and just as capable of independant thought and free wiil
as the donor).

Alternatively, the Clone can receive memories from the clone
sample donor. This is invariably traumatic, and can possibly kill or
mentally damage the Clone. The propet ‘Memory Transfer’ equip-
ment is required, and a.roll .on the Hard column of the Resear-
ch/Construction table is needed. If 100% success is not achieved im-
mediately, the Clone must make a RR, with Memory as a modifier, If
he fails, there is a 20% chance of death (irreversible in this case). If
the Clone survives, his Potential Memory and Reasoning is reduced
by the number equal to the amount less than 100 rolled to awaken
the memories, and its actual skill knowledge is reduced by the same
amount. Subsequent attempts to restore memories after the Clone
has failed once will definitely kil it. If the Clone resists, the Creator
may roll again, attempting to complete the memory restoration.
Assuming the restoration is successful, the Clone will have all
memories and skills of the original, up to the point the sample was
taken. However, the Clone is now a separate entity, and its environ-
ment immediately begins to take effect. There will be inevitable at-
titude divergences as the Clone has new experiences and makes its
own choices.
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EXAMPLE: Trevoc is trying to transfer the memories of so-
meone into a clone of that person. He rolls a 77 {plus his 60
bonus = 137) On the chart; 137 indexes to 65% success:. So,
the Clone must make a RR. It's Temp Memory is 80, s0 a 20%
chance of failure. Trevoc rolls 16. Qoops, not high enough.
Trevac rofls the chance of death: 47. Well, it doesn 't die, but its
Memory and Reasoning are reduced by 35 (100 - 65 = 35).
His 87 Pot. Memory is now 52,.and his 76 potential Reasoning
is now 41, Not good. Also, 35% of the Clone’s background
and skill knowledge is lost, the specifics to be decided by the
GM, probably by assigning numbers to the total number of
Trevoc's skills and rolling, removing those skills until about
35% are gone.

Itis also possible to grow a Clone fetus, then proceed with Alterant
Replication procedures, thus improving on an already existing set of
Stats and personality traits. The result is a combination: whatever is
not altered in the Replication process carries through from the
original. This procedure is more delicate, however, and the RR's
necessary when Memory Restoration is attempted on a normal Clone
must be followed at every step of this Clone Alteration. Any failed RR
by the fetus (usmg Adolescent level Temp Constitution during
Alteration) results in death. Memory Restoration to an Alterant
Clone is done in the same way as normal Clones, except that failure
of a RR by the Clone invariably results in death.

4.33 GENETIC MATERIALS COSTS CHART

Replication Equipment  Cost
Genetic Alteration Equipment 2 million
Growth tank w/monitors 600,000

Fluids for growth 500

Blank fetus {fertilized egg) 25,000 *
Additional genetic material 2,000 for +5*
Background History 5,000--50,000
Memory Transfer Equipment 150,000 -

* Price highly variable; often available only on the Black
Market (3x normal cost, and lower quality and reliabili-
ty). Genetic material cost is for genes providing a +5
bonus in one stat. The cost doubles for each additional
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4.4 GROUP RESEARCH AND
CONSTRUCTION

Group research is almost always more productive than individual,
and below are the factors to be included. Keep in mind that ade-
quate facilities for the group are necessary for their full efficiency to
be realized.

4.41 SINGLE SClENCEITECH PRO,IECT

-A situation in which one skill is clearly the central one and any
others are relatively irrelevent. Everyone on the ‘team’ must possess
this skill bonus, and all the people’s bonuses.are averaged. The roll
is also modified by the number of people in the team: for each per-
son (more than one and up to ten) on the team, add + 5 to the rol;
for every one over ten (up to 20) add +2; every one after twenty add
+ 1. The time listed on the chart shouid also be halved each time a
person is added.

EXAMPLE: A project that would take one person 100 hours
takes two people 50 hours, three people 25 hoirs, four people
12.5 hours, etc,

4,42 MULTIPLE SCIENCE/TECH PROJECT

When a project seems to fall under several categories, the major
applicable skills are averaged. Each person on the team need only
know at least one of the necessary skills. Bonuses are as above, and
the time is also halved as above.



4.5 CONSTRUCTION AND RESEARCH CHART

Very
Routine EASY Moderate Hard Complex Complex Absurd
=151 Light malfunction to the | Maderate malfunction Moderate malfunction | Moderate malfunction Sevare malfunction to Severe malfunction to Physically impossible
equipment. ta the equipment. to the equipment. to the equipment. the equipment. the equipment. 10 days
wosied.
{=150)=—{=101) ] Routi functionto | Routi functionto | Routi i to | Routine malfunctionto § 50 hours wasted; 50% | No progress; 50 days Project botchad ofter
equipment. equipment. equipment. equipment, of materiols (clone. wasted and 100% of one year. All moterials
replicant, machine materials destroyed lost.
parts, etc.)destroyed due to error.
due to errors.
30 days into project-a
{-100) — (-51) ] 5¢ S minutes. 5% 40 mins. Upgrade to HARD. 5% 100 hours. 10 hours lost; 20% of | problem is encountered. 5% & yrs. Slight
Waste 1 hour. materials destroyed Rall “&‘:‘:‘:&:ﬂf" progress, but
dus i error. Wronp doio) ond must stors | BAVIPMeNt octs up: rol
from scratch, 50% no dom- | Very Severs
age, but no progress. malfunction.
(-50) — (-26) | 106 2 minutes 10% 40 mins. 5% 4 hours. 5% 80 howrs. 5% 350 hours. If 10% 100 doys. If 5% Syrs. If
{12 rounds). construction; 10% of construction, 20% of construction, 50% of
material destroyed and | materiol destroyed and | materials damaged
must be replaced. must be replaced. " and must be replaced.
(<28} -0 20% | minute 10% 30 mins. 0% 2hour. Y% 60 houn, IO% 350 houn. 20% 90 days. If 5% dyrs. )f
(6 rounds). construction, 10% of construction, 20% of
moterial destroyed and | materials domoged
must be replaced. and must be replaced.
01 —=20 [ 40% 6rounds. 30% 30 mins. 20% 1 hour. 20% 50 hours. 15% 350 hours. 10% 85 days. 5% 3yrs. If
construction, 10% of
materials domaged
and must be replaced.
21 — 480 | 60% 6rounds. 50% 30 mins. 30% 50 mins. 25% 40 hours. 15% 300 hours. 15% 83 doys. 5% 2y,
41— 53 ] 80% 6rounds. 70% 20 mins. 40% 50 mins. 30% 40 hours. 20% 300 hours. 20% 80 days. 5% 1.5yrs.
86— 65 | 90% &rounds. 95% 20 min. 50% 40 mins. 35% 30 hours. 25% 300 hours. 30% 80 days. 5% 1 year.
66 —-73 95% 6 rounds. 95% 10 mins. 60% 40 mins. 40% 30 hours. 25% 250 hours. 30% 78 doys. 6% ) yeor.
76 =85 | 99% 6rounds. 99% 10 mins. 70% 35 mins. 45% 30 hours. 25% 250 hours. 35% 75 days. 7% 1 year.
86 — 95 100% & raunds. 99% 5 mins. 70% 30 mins. 50% 30 hours. 30% 250 hours. 35% 72 days. 8% 1 year.
96 — 103 | 100% 6 rounds. 99¢ 2 mins. 95% 20Q min4. 50% 30 hours. 40% 250 hours. 35% 70 days. 9% 1year.
106 — 113 100% 5 rounds. 996 1 min. 98% 20 mins. 55% 25 hours. 40% 200 hours. 40% 69 doys. 10% 1yeor.
116 —125 | 100% 4 rounds. 996 1 min. 99% 20 mins. 60% 25 hours. 40% 200 hours. 40% 64 days. 10% 300 days.
126 — 135 | 100% 4 raunds. 99¢ S rounds. 100% 20 mins. 65% 25 hours. 45% 200 hours. 45% 60 days. 10% 250 days.
136 =145 ]100% 3rounds. 99¢ 5 rounds. 100% 20 mins. 70% 25 hours. 50% 200 hours. 50% 57 doys. 10% 200 doys.
186~ 155 | 100% 3rounds. 99¢ 5 rounds. 100% 15 mins. 80% 25 hours. 50% 125 hours. 55% 53 days. 10% 150 doys.
186 — 163 | 100% 2rounds. 99¢ 5 rounds. 100% 10 mins. 95% 25 houes.’ 50% 110 hours. 50% 51 days. 10% 120 days.
166+ }'00% ) round. 100% 4 rounds, Y00% YO mim. 100% 20 hours. 0% 0D hours. 80% 50 doys. 10% 100 doys

NOTE: all percentages refer to the fraction of research / construction on the project that has been completed by the
given roll. Times (unless otherwise noted) indicate the amount of time required to complete the given percentage of the project.

ROCKET RIFLE




b.s CONSTRUCTION PICK WORKSHEET

Cost

Skill

Special

10

17

21

22

24

25
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4.7 ANDROID & REPLICANT STATS CHART
(all bonuses are cumulative)
Stat Bonus Modifcations
ST QU PR IN EM CO AG ME RE SD

Regplicant
Type | {(Warrior) +20 +20 +0 .20 -20 +10 +20 +0 +0 +5
Type |l (Tech) +0 +0 -0 +10 -20 +0 +20 +0 +20 +0

+0 +0 +10 10 -10 +0 +0 +30 +10 +0
+5 +5+30 -10 +0 +5 +5 10 -10 +0

Type Il (Clerical)
Type IV (Recrea.)

Androids
Warrior +30 +20 +10 -20 -20 +30 +20 +0 +0 +10
Pilat +10 +30 +10 +10 -20 +10 +30 +10 +30 45
Tech +0 +0 +10 410 20 +0 +30 +0 +30 +0
Protocol +0 +0 +30 +10 +10 +0 +10 +20 +20 +0

1 RESISTANCE ROLL MODIFICATIONS

Mental
[} Ch is Teleputh Polson Disense
4 Replicants
Type | (Warrior) -50 -50 -20 +30 +30
Type If (Tech) -50 -50 -10 +10 +10
Type lil (Clerical) -50 -50 +10 +10 +10
Type IV (Recrea.) -50 -50 +0 +10 +20
Androids
Waorrior +20* +20 +20 N/A N/
Pilot +10 +10 +10 N/A N/A
Tech +10 +10 +10 N/A N/A
Protocol +10 +10 +10 N/A N/A
HEALING AND INJURY
Souvl  Recovery Storting Type of Max
Departure Multiplier Lang’s  Hit Die Hirs
Replicants
Type | (Warrior) 2 5x 3 D10+2 200
Type |l {Tech) 2 - .5x 5 D10 130
Type lit (Secretary) 2 1.5x 8 D8 100
Type IV (Recrea.) 2 1x 3 010 120
Androids
Warrior 12 N/A N/A D10+2 200
Pilot 12 N/A N/A D10 150
Tech 12 N/A N/A D10 120
Protocol 12 N/A N/A D10 120

Key to Heoling and Injury codes: Soul Departure: rounds before the
"Soul'’ of the being departs and he/shelit is no longer revivable. For Androids, this
indicates the 'death’ of the Molecutronic Brain. Recovery Multipliers this is o
function of the relative time it takes for the being to heal. Starting Languages:
The number of Languages initially known. Type of Hit Die: The die used when
rolling to determine hits Max Hitss the maximym number of hits the being cantake
{plus Con banus if using Future Law).

*The Resistance Roll Modifiers vs spells and Psions given for Androids reflect their RR
ogoinst spells which effect ‘inanimate’ objects (such as spells which destroy certain

moterials). Androids are immune to Spells and Psions which affect living sentients,
ujch as mind attacks and controls, and nervous sytem or muscular attacks.

BLASTER PISTOL
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5.0 PERSONAL COMBAT

Waeapon terminology and useful abbreviations:

Automatic: Refers to any weapon which is capable of rapid- fire
bursts of ammunition.

DB: Defensive Bonus: the total of a number of modifiers which af-
fect how difficult it is 1o *hit’ an opponent.

Energy weapon: any distance weapon which projects an energy
beam/burst as opposed to a physical projectile or missile weapon.

Fire: any distance weapon attack, this term corresponds to the
"’'missile’” concept in Rolemaster, but is broadened to encompass
projectile and energy weaponry.

Melee: Hand-to-hand combat (as opposed to ‘fire’ combat) where
opponents are physically engaged — be it a fistfight, a duel with
rapiers, or a wrestling match. All of these are considered melee.

Missile weapon: (n Space Master this indicates a weapon which
manually fires an airborne projectile, such as an arrow from a bow
or a quarrel from a crossbow. This does not include projectiles fired
by explosions or other high-velocity propulsion means. Thrown
weapons are also included in this area.

0B: Offensive Bonus: the total of a number of modifiers which affect
an attacker's chances of hitting an apponent with a weapon.

Projectile weapon: As opposed to a missile weapon, this indicates a
device which mechanically fires a high-velocity projectile,

Psion: Referring to Telepathic/Psionic power; the act of using such
power. This carresponds the the Rolemaster term ‘Spell’ which
refers to the use of a magical ability.

Setf-Loading: Refers to any weapon which reloads itself and is
ready for another shotalmostimmediately. All Energy weapons and
most projectile weapons fall into this category, while bows and
thrown weapons do not.

5.1 TACTICAL COMBAT SEQUENCE
5.11 BATTLE ROUND SEQUENCE

All combat in the Rolemaster systems takes place within a
framework of ten-second rounds, in one-minute turns. Normally,

- each combatant is allowed one attack roll per round, whether itbe a

spell/psion, missile (bow fire) or melee. The rationale behind allow-
ing missile and melee combatants only one roll every ten seconds is
that, though he or she may actually swing or shoot more often that
this, only one effective attack is made in a given round. This concept
is preserved in spirit, though allowances have to be made for ad-
vanced weapons like submachine guns and plasma repeator rifles.

The combat sequence in Space Master is essentially the same as
that used in the rest of the Rolemaster system, with a few additions
necessary ‘to incorporate the superior abilities of high-tech
weaponry. The expanded Space Master combat round sequence
is shown below, with the new additions asterisked. There are now
two missile phases, the second one available only to those using a
hand weapon which automatically reloads (i.e., not a bow,
crossbow or throwing weapon). These missile phases are now called
Fire phases. Examples are automatic pistols, revolvers, and any kind
of energy weapon. These weapons can be fired more easily and fre-
quently, and are thus offered two rolis during the round sequence.
Any standard Rolemaster missile fire is done during the first
missile phase (unless opportunity is specified). Details of exactly
how self-reloading weapons are to be used are found later in this
section.



Spell/Psion Action Phase
Speli/Psion Results Phase
Spell/Psion Orientation Phase
Fire Phase (A)

Fire Result Phase (A)
Movement and Maneuver Phase
Fire Phase (B) *

Fire Results Phase (B) * -
Melee Phase

10. Melee Result Phase

11. Final Orientation Phase

RN D WN =

Spell/Psion Phase: All combatants who will use a Psion during this

round must specify any pertinentinformation to the GM (spell type,
target, option to wait for opportunity fire, etc.)

Spell/Psion Results Phase: All Psians specified in the previous
phase are resolved simultaneously, unless an.exception is indicated
by the system or the GM. Effects are applied immediately, except
spells held on opportunity. Movement for those who have cast a
spell this round is reduced to a maximum of 10% of their normal
allowance for that round.

Spell/Psion Orientation Phase: All combatants who performed
unusual activities during the previous phase (i.e. Teleportation, etc.)
must make an orientation roll. Exactly what constitutes unusual ac-
tivity is at the discretion of the GM. Unconscious Spells/Psions are
not, however, unusual actiwty, being intended for use without
strain or loss of time, =~

Fire Phase (A): All combatants who will fire or throw missiles this
round (cannot have cast a Speil/Psion) must specify mtssﬂe type,
target(s) and any other pertinent information.

Fire Result Phase (A): All missile attacks specified in the ,pﬁre\'/ipus
phase are resolved simultaneously, unless an exception is indicated.
All results (except opportunity) are applied immediately. Move-
ment for all combatants performing non-self- reloading missile at-
tacks are reduced to a maximum of 25% of their normal activity
allowance for that round (movement, maneuver, etc.). Users of self-
reloading weapons have 50% of their activity remaining. For exam-

ple, they may fire again in Fire Phase B, or move 50% of normal, or

melee at 505, etc. See 5.12 for various ‘missile/melee and move-
ment combination options.

Movement and Maneuver Phase: All combatants in play may
move up to the maximum of their movement allowance (depending
on movement system, and any activity engaged in during the
earlier phases) Those intending to move-and-fire (self-reloading
weapons only — see 5. 12) must declare so here. Success or failure of
an extraordinary maneuver must be resolved on the maneuver
chart.

Fire Phase (B): Same as the fire phase above, except that only self-
reloading weapens. users (or, others- who opted to hold their fire for
opportunity) may fire again. Anyane firing this phase sacrifices all
movement and melee ability for this round (except for those who
chose to move-and-fire).

Fire Resuit Phase (B): £ssentially the same as Resuit Phase (A)
above.

Melee Phase: All combatants may attempt to engage in amelee at-
tack except those who have done any of the foIIowmg this round:

. Cast a Spell/Psion;

. Fired or thrown a missile (there are exceptions; see 5.12);

. Used more than 50% of their activity for the round;

. Failed an orientation or maneuver roll;

. Announced opportunity action not yet performed or cancelled
. Been incapacitated.

U A WN =
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Melee Result Phase: Within each group of combatants attempting
to mélee-attack each other, attacks are conducted accordmg to the
following sequence:

1. Determine order in which-combatants wnll swing by comparing
initiative (determined by Quickness, and other factors, depen-
ding on circumstance).

2. First combatant attacks and results are applied immediately.

3. Second combatant, third combatant, etc., attack and’ apply
results in order. . ‘

4. First combatant attacks with any useable second weapon (if he
entered melee with a weapon in each hand).

5. Second, third combatants, etc., attack with second weapon, if
any.

Final orientation Phase: In the judgement of the GM, any comba-

tant under significant pressure .or who has made an unusual

affect his ability to actin the next round.

5.12 OPTIONS WITHIN THE SEQUENCE
5.121 Opportunity Action
Combatants may plot opportunity action if they wish to perform a
combatactivity in a following phase of the current round or a follow-
ing round. For example, a combatant may wish to withhold his Fire
attack unttl he sees who ismoving where; and then fire. Opportunity
action is announced during the correct phase for the desired action.
Movement restrictions apply as if the combatant hag actually per-
formed the action during the correct phase. A combatant who has
planned opportunity action can take no other action (except reduc-
ed movement) until the action is performed or cancelled. Oppor-
tunity fire occurs first in a phase, unless otherwise indicated by the
GM. .
NOTE: Self-reloading weapons users may opportunity fire
in any two non-sequential action phases (1, 4, 6, 7, 9) if
desired (Fire B and Melee, for instance) but may not fire
twice in the same phase, or sequential action phases.

5.122 Fire-and-Melee

If a combatant is skilled in a particular throwing weapon or is sk|II
ed in using a self-reloading fire weapon with one hand while skilled
with a melee weapon in the other, he may opt to throw/shoot with
only a 20 subtraction from his OB during Fire Phase B, and engage
in melee (in phase 9, of course) with a -20-to the melee bonus as
well. This'is onlybefore a combatant actually enters melee. Of
course, only a one-handed melee weapori is permissable in this
situation, and no physical shield. The fire target should be the same
as or very close to the impending melee target. [n general, fire
weapons cannot be used while engaged in melee.

5.123 Move-and-Fire -
- Anyone using 4 self-reloading weapon has the option of essential
Iy combining his movement with Fire Phase B.-In this way, the com-
batant (if he has not fired in Fire Phase A) may move 50% of his max-
imum movement allowance, and fire (during Phase B) at -30 to his
OB. This option is useful for ‘covering fire’. Alternatively, the com-
batant may move 25% of his: mammum movemen
both Fire phases at-50..

5.124 Two'l{lmiﬁ;

Anyone using an seif-reioadlng weapc)n may demde to fire at two
separate targets during the same round. However, the targets must
be within 90° of each other from.  the attacker’s viewpoaint, and the
firer subtracts 20 from each attaek roll-(in “addition to any other
modifiers).




5.2 DEFENSIVE GAPABILITIES iN
COMBAT
In Space Master, as in the rest of Rolemaster, many factors
affectthe resultofan attack. Space Master offers the defender new
options with which to protect himself, some similar in concept to the

Fantasy realm of Rolemaster, others new and completerV

different.
5.21 ARMOR
Below are listed the various general categories of armor and

defensive clothing available in Space Master. For details see sec
3.311, and maneuver penalties, consult the Armor table, 3.13.

Keep in mind that the armor type numbers listed on the table are -
adaptations from the basic Roltmsfer armor types, which is why

most of them incorporate DB modifiers as adjustments.

Light Body Armor: Usually made up of lightweight alloys or cloths
such as Kevlar, these range from vest-sized coverings which provide
limited torso protection up to full body outerwear.

Combat Body Suit: Heavier than a standard vacuum suit, this
armor incorporates layers of kevlar material and light alloy
reinforcement. This armor includes a helmet and can be sealed from
the environment.

Combat Exoskeleton: True armor, the exoskeletons offer fuII -body

coverage, the amount of rigid plating varying with subtype. Like the
bodysuits, this armor can be sealed and used in lieu of a vacuum
suit, :

Powered Armor: The ultumate space armor, th|s group embraces

full-body reinforced, rigid armor, maneuverabie only with the help.

of servo-mechanisms, and even then great skill is.required to
operate it. Some powered armor is capable of atmospheric and even
(limited) interplanetary travel, in- addition to being: frequently
equipped with a variety of weapons. For-more on Powered Armor,
see Section 3.11 and 3.13.

5.22 PERSONAL SHIELDS

There are four basic types of personal shield, each with different
strengths and weaknesses. See sec 3.11 (personal items) for detailed
descriptions of personal shields.

5.23 DEFENSIVE BONUS

The sum of all bonuses and penalties that affect the defender’s
capability in combat is the adjusted Defensive Bonus, This number
will be subtracted from the opponent’s combat roll. The defender
can possibly receive bonuses and/or penalties for superior armor,
energy shields, his quickness, and his position.

5:231 Quickness -

An addition ta the defensive bonus ¢an be gwen toa combatant
with exceptional quickness. This bonus will depend on the system
being used to determine the physical characteristics of the com-
batants. In Space Master itis based upon the Quickness Statbonus
(if using Future Law, see sec 2.4), ..

5.232 Position
“Avariable bonus can be awarded'to the defender if hIS position in

~ the combat, relative to the attacker, is judged sufficiently advan-
tageous (for instance, behind-a 150 cm wall could be -40). Penalties
due to adefender’s disadvantageous position (e.g. defender prone)
are reflected in an attacker’s offensive ‘bonus (see table 5.93):

'5.24 PARRYING OPTIONS
" The defender may wish to place more emphasis on personal

defense in combat than is implicit in this tactical system. A comba-
tant may sacrifice some or all of his offensive bonus and movement
capablllty inorder to increase his melee and/or fire defense. In order
to parry, a defender must have a weapon (useful against melee at-
tacks only, with very few exceptions), a shield, a shield collector (as
available with a Velocity shield) or a similar item or terrain féature
(e.g., a tree, a large rock, a wall, etc.).
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For melee parry, a combatant commits all or part of his melee OB
to parrying, This part of offensive bonus is then added to his normal
DB'to give a new total BB. His OB is reduced by the amount that was
added to defense.

Fire Parry is slightly more complex in Space Master than afan-
tasy environment due to the differing.types of projectile; missile and
energy weapons. If a combatant elects to devote some of his OB to
parry fire attacks, he is so commltted for both fire phases of the
round (unless Hasted or otherwise in an accelerated mode). Natural-
ly, this same amount is subtracted from whatever OB he has elected
to use forthat round, whether it be fire or melee. Note that the OB
value, when used to parry thrown or missile (maximum of 1/2 OB)
weapons, is at full value, and when against other fire is half-value.
Also, the defender can only attempt to parry one attack (shot or
burst) per phase, and the person whose attacks are being parried

cannot change from fire phase A to fire phase B in a given round.

EXAMPLE: Ryk Seltyk finds himself in a combat situation
behind a 150 cm wall, armed with a blaster pistol. Two op-
ponents are across the room, also behind a low wall, armed
with weapons (we'll call them Creep X and Creep 2). Creep X
has a pistol, Creep Z an automatic rifle. Ryk s normal DB:is 20,
and his OB is 100. Because of the wall his DB is 60 (+ 40 for this
size wall). Deciding that this is still a bit too dangerous, Ryk
opts to devote 50 of his 100 OB to parry. He is allowed to do
this because he has a handy wall with which to parry (called
"ducking’ in some cultures). Ryk’s 50 becomes a 25 since he is
parrying a fire weapon, and he selects to parry the Creep with
therifle. Ryk’s DB is 85 against Creep Z and 60 against Creep
X. The round begins, Ryk and the Creeps fire. No one is hit,
- and Creep Z's rifle jams (Ryk hears it — and the Ceep
swearing). Ryk's player wanits to switch his parry to X, since Z
won’t be firing for awile, but the action is too swift, and Ryk
can't reorient that quickly. Ryk’s player whines at the GM, but
gets nowhere, as the GM knows the rules arid stands fast, Next
round he can re-direct his attention to duck Creep X more ef-
fectively.

5.3 OFFENSIVE CAPABILITIES IN COMBAT

The success of an attack will partially depend on the weapon or
weapon combination used, and any offensive capabilities possessed
by the attacker which can alter the combat roll in his favor, The
factors which can affect the combat roll include a superior weapon,
physical prowess, experience, position, special equnpment etc.
5.31 WEAPON COMBINATIONS ;

In Space Master-a. number- of compbinations. are. possuble,
ranging from sword and sworc 7‘(’cﬁ’vered moré fully in Rolemaster
to Blasterplstol and Blaster ] ﬂ\eGMTﬁustbeverycareful ifhe
55 o allow chal  combinations. Superior Agility,
stbe prereqaisites. if the GM allows

xt 'to fight With two weapons, the off-hand
should be cof A‘dered at -20, Even when this is allowed, the
¢haracter Should be aIIowed only one target per round (unless
hasted). h

5.32 OFFENSIVE BONUS

The Offensive Bonus is the sum of the bonuses and penalties that
affect an attacker's capability in combat. This number is added to
the combat roll. The attacker can possibly receive bonuses and/or
penalties from a superior weapon, phyS|ca| prowess, expertlse
position, etc.

Superior Weapon: An especially good weapon. in terms of
material, construction, or ammumtloncan result in-additions to the
OB. . g

Physical Prowess: A combatant with exceptional Strength,
Quickness, Self-discipline or Agility (whlch attribute is effective will
depend on weapon type) may receive an additional OB




Expertise: A combatant especially expert with a particular weapon
will receive an additional OB. In Space Master this is based on
his/herl/its skill rank. (See Future Law)

Experience: A combatant with a certain level of overall experience
may be given an additional 08.

Position: A combatant in a position judged by the GM to be in some
way superior to his opponent's may be given an add to his OB.
Offensive Penalties: Certain variable occurences can decrease an
attacker’s OB, such as encumbering armor, wounds, lighting, etc.

5.33 OFFENSIVE BONUSES AND PENALTIES CHART

Flank Attack +15*
Rear Attack +20*
Surprise , +20
Stunned Foe +20 @
Downed Foe (foe an knees) +30@"
Prone Foe +50 @*
Wounded more than 25% (concussion hits) -10
Wounded more than 50% (concussion hits) -10
Wounded more than 75% (concussion hits) -10
Armor (see Armor Penalty table) -(Varies)
Moving (% of possible movement

equals subtraction -(Varies)
Drawing Weapon -20
Changing Weapon -50
Miscellaneous (determined by GM) Varies

* Only opplies to melee or point-blank projectile fire.
@ Non-cumulative with each other

SHIELD CHART v

Defensive Bonus Versus -
Shield Type Energy Projectile  Missile Melee
Velocity™ +0 - +60 +45 . +30
Deflector +60 +40 +15 +5
Absorption  +30 +30 +30 +30
Barrier +90. +70 +70 +60

*The velocity shield is also available with a collector. See
section 3.115 for a detailed description.

5.4 RESOLUTION OF COMBAT -

A melee swing or fire attack is resolved by cross-indexing the net
combat roll with the target's armor type on the correct combat table
for the weapon being used. The effects of Failures and Critical Strikes
are found on the correct Failure/Fumble table o Critical Strike table.
In each fire phase, all attacks are treated as simultaneous. For melee,
first determine the order in which the combatants will swing, and
then resolve each attack in sequence, implementing the results
immediately.

5.41 FIRST SWING DETERMINATION

The more quick combatant normally swings first in a melee, but
this may be be modified based on a number of factors, including
weapon size, weight, etc.

5.42 ATTACK RESOLUTION

The net combat roll representing the swing/fire is the combat roll
plus the Attacker's OB minus the Defender’s DB. This number is
cross-indexed with the Defender’s armar type (AT) on the combat
table corresponding to the Attacker’s weapon to arrive at the result
of the swing/fire. In certain cases where an attack is especially bad or
good, another roll may be required to determine the results of a
Failure or Critical Strike.
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The Combat Roll: A swing/fire is represented by rolling percentile
dice. The number result is the combat roll for the attack.

Failure: Each weapon has a failure range. An unmodified combat
roll in this range results in the attack having no effect. Instead
another process is necessary. In Space Master refer to the bottom
of the chart for specific information. In the case of Energy and Pro-
jectile weapons, a 1010 (roll one percentile die to attaina 1-10 —
‘0" indicating ‘10 in this case) roll is required to determine if there
has been a weapon failure (such a malfunction, jam, or dead power
cell) or if the character has actually fumbled his weapon. If there has
been a weapon failure, apply the result indicated on the attack
chart. (f the 1010Qroll indicates a Fumble, the player must roll again
on the appropriate Fumble chart. ’

Over One-Hundred Roll: The combat roll is open-ended, pro-
viding the possibility for any combatant to hit any given opponent
— no matter what the respective offensive and defensive bonuses
are, If the unmodified combat roll is between 96 and 100 inclusive,
the dice are rolled again and the second roll is added to the first. The
dice rolls can continue tobe made and summed ad infinitum, until a
roll is made that is less than 96. This stops the process and the total at
this point is the relevant combat roll.

Result Determination: The net combat roll is determined by ad-
ding the OB to and subtracting the defender’s DB from the (non-
failure) combat roll. The net combat roll is then cross-indexed with
the defender’s armor type on the table corresponding to the
weapon used by the attacker. Note that on all of the Personal
weapon combat tables in Tech Law there are intermediate
thresholds below the theoretical ‘‘max-out’ of the chart. These
thresholds are indicated by dotted lines and a phrase such as Max-
imum for Mk. { weapons. This refers to a specific reference on the
Master Weapons Chart (section 5.6) the 'Table Used*’ column. This
not only indicates which table to use, but the relative power of that
weapon on the table, designated by a Mark number (Mk.). No mat-
ter what the bonus.or roll, a weapon's attack roll cannot go above the
designated threshold, instead the maximum allowed result is used.

EXAMPLE: Ryk makes a net roll of 87 and has an OB of 100
with his blaster pistol. His target has a DB of 30, so his total roll
is 157. However, on the Blaster chart, the pistol threshold oc-
cursat 105. Therefore, that is the level at which the rollis cross-
indexed against the target AT. '

A typical result will have two components, as indicated below:
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The first component will be a number from 0 on up, which is the
number of concussion hits delivered to the target. The second com-
ponent is a letter describing the severity of a critical strike (if-any —
no letter indicates that no critical strike was delivered). The type of
critical normally given is noted on the chart itself, for instance
Blaster normally gives an Impact critical. ‘‘Normally‘ is defined as
the range of critical severity A through E: the headings on the Critical
charts themselves. However, more powerful weapons can deliver
multiple criticals. These are indicated by letters F through |, and the
breakdown is shown on a small table at the bottom of the attack
chart. Only one critical roll is made, even though two or more
criticals might be indicated. This-same roll is cross- indexed to the
appropriate severity column on the designated columns.

The Automatic Weapon Table: This is a very special table, needed
to reflect the unusual nature of a weapon which fires bursts of am-
munition capable of hitting several targets. Looking at the table
(5.74) one can see that it has thresholds similar to the ather tables,
but these serve another purpose. The Mk. number of an automatic
weapon on burst does not indicate a threshold, but rather abonus to
be added to the weapon: +5 for each Mk. # (an Mk. 1 weapon
would be +5, an Mk. 2 +10, etc.). The thresholds here are max-



imums to be delivered against a given number of individuals (if at-
tempting to hit more than one). Several factors must be keptin mind
when using the table, as noted below:

1) Number of targets: No more than five potential targets are
allowed per burst, and all must be within & 60° arc of the at-
tacker. If more than one person is designated as target, the at-
tacker’s Offensive Skill Bonus is halved. The skill borus is the
same whether he is attempting to hit2 or 5 targets. However, the
weapon uses a lower maximum threshold the more targets the
user is trying to hit. _, A

2) Mk. Number of Weapon: as:stated above, the Mk. indicates a
bonus:  +5 for every Mk. number.

3) Ailcriticals are Puncture below 135. However, when a the total
roll exceeds 135 (this can.only happen when attacking one
target) the Automatic/Shrapnel Critical table (5.85) is used against
the target.

When attempting to hit more than one target, separate attacks
and critical resolutions (if any) are rolled against each target.

Concussion Hits: Each combatant is limited in the number of con-
cussion hits that he can take. When the limit is passed, the comba-
tant is rendered unconsious and can take no further action until he is.
once again under the limit. Death may be caused if this limit is ex-.
ceeded by a certain amount. The point at which death occurs'is pro-
portional to the combatant's physical condition (determined by
Constitution in Space Master — see Future Law, section 10).

- Critical Strike Types: A critical strike can be one of 5 types: Punc-
ture, Slash, Unbalance, Heat, or Automatic/Shrapnel. See tables ~
5.81-85 Critical Strike Severity: The severity of critical strikes
ranges from A (least severe) to E (most severe) with letters F through
| indicating multiple criticals; detailed on the individual attack
~ tables. Whena critical strike is indicated on the net combat roll, a se-
cond roll (always 1-100) is made and the resulting number is cross-
indexed with the severity of the strike (A, B, C, D, or E).

Any additional concussion hits indicated are immediately
applied, as well as any other effects.

Critical Strike Interpretations: Most of the critical strike results are
self-explanatory. However, certain results may have to be modified

due to circumstance (i.e,, a defender behind a low wall hit by a laser

receiving a critical strike calling for damage to his ankle should, in-
stead, indicate a hit to the wrist). Similarly, if a critical strike calling
for an unspecified limb to be broken or otherwise damaged is roll-
ed, then the limb affected should be determined randomly (unless
the GM determines that certain limbs are much more likely to have
been hit). A stunned combatant may parry to his frontat half his nor-
mal ability (unless no parry is indicated), but may not attack or
change facing. e

NOTES: . ... : :

1.. All damages (including hits) unless otherwise indicated, are only ap-
plicable to the target combatant. ,

2. Bleeding indicated on the Critical strike tables is reflected in the form
of additional concussion hits. This is meant to show the gradual
weakening brought on by blood loss. .

3. “Next swing"’ can refer to a fire attack as well as a melee attack.

E

5.5 :MANEUVERIN. ORIENTATION, AND
MOVEMENT

Problems can arise during combat situations when combatants
attempt unusual or difficult maneuvers, and when two or more
combatants come into conflict while moving. The guidelines for
maneuvering, orientation, and moving provide a method for
resolving these conflicts.
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5.51 MANEUVER RESOLUTION

When a combatant indicates an attempted maneuver, the GM
should assign a:degree of difficulty to the maneuver. The degree of
difficulty is chosen from those listed across the top of the Personal
Maneuver Table (5.92). The combatant then makes a maneuver
roll. After the maneuver roll is modified by bonuses and penalties,
the net maneuver roll is cross-indexed with the degree of difficulty
of the table to obtain the result. It is important to remember that
certain maneuvers may be deemed impossible by the GM. The
player should be advised thatsuch a maneuver is doomed to failure.

Maneuver Roll: The outcome of an attempted maneuver is
resolved by rolling percentile dice. The number result is the
maneuver roll, which is open-ended both upwards and downwards.

01-05 Roll: An unmodified dice roll between 01 and 05 inclusive
indicates exceptional clumsiness.. The dice are rolled again and
subtracted from the firstroll. If the second rol! is between 96 and 100
inclusive, then a third roll is made and also subtracted, and so on.
The sum of theese rolls (often a negative number) is the maneuver
roll.

96-100 Roll: A dice roll between 96 and 100 inclusive indicates

" exceptional agility. The dice are rolled again, and the result added

Ao the first roll. If the second roll is between 96 and 100 inclusive,
then a third roll is made and also added, and so on. The sum of these
rolls is the maneuver roll.

Note that open-ended rolls can only continue in one direction once that

- direction has been established by the initial roll; they cannot see-saw up

‘and down.: ieo = -
Maneuver bonuses and Penalties: Attempted maneuvers can be
affected by various factors such as skills, armor and special equip-
ment. Bonuses and penalties for these factors are outlined in table
5.93. The sum of these bonuses and penalties is added to the
maneuver roll to determine the net maneaver roll.

Maneuver Results: Most results are self-explanatory, but a per-
centage resutt can be interpreted in several ways by the GM. In the
case of an all-or-nothing maneuver (i.e., no partial success) a second
dice roll must be made. If this second roll is equal to or less than the
original percentage result, then the maneuver succeeds. Otherwise,
the maneuver fails. if a maneuver can be partially successful, then
the original percentage result is the degrée of success.

5.52 ORIENTATION ROLL E
When required by the GM, combatants must make an orientation

. yTolltodetermine their degree of self-control and awareness. The GM

. mystdeterr ‘ir‘ié the _c!ifﬁtulty’?:f the orientation, then the combatant
m..akes the-orientation. roll in the same manner. as a maneuver,
Failure means disorientation and no further action is allowed for

" thatround. Sticcess means that the combatant is under control and

aware of the situation, and may take futher action that he would
normally be allowed.

5.53 MOVEMENT CONFLICTS
When two of more combatants attempt.fo perform conflicting
- movements, the GM may choose to resolve the conflict by having
“the combatants’ ini: guestion make maneuver rolls. If both the
maneuvers are successful, then the conflict is corisidered a draw,
and movement for the involved parties terminates at the point of
conflict, In these cases of conflicting movement, the GM will have to
ultimately decide himself the outcome of the conflict. The
maneuver rolls of the involved parties are intendedto aid him in his
decision.
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Weapon Type Rate F PB SR MR LR  Used 20-1716-13 12-9 8.5 4-1 w‘
7mm Automatic  Thproj 2/rnd 3 i 10 20 50 0 0 10 95 SmPrj Mk. 1 -5 0 0 0 0 Clip of 10 rnds.
11mm Automatic Thproj 2/rnd 3 2 15 30 80 +10 +5 -10 85 SmPri Mk. 2 0 ] [ +5 +10 Clip of 8 rnds.
P .Yhproj-.2/rnd - L) . -20 Mk, 1 -5 0 0 0 ClipofSrnds.
i et 100200 450 45 0 10 90 SmPr i o (0‘*' S0 00000 (Clipofdmds. -
2 burst 10 20 30 0 -5 -0 -5 SmPri Mk. 2 -5 0 6 bursts
2hpr0| 1/rnd 3 5 100 200 450 0 5 20 SmPri Mk. 1 -5 0 Bolt/clip 5 rds.
v . ~ 30 0 0 Cbufl&nﬁ.
-40 -9 0. +5 inuu
7mm Rocl(et Rifle  2h proj 2burst 7 10 80 150 350 30 0 <10 .60 Auto Mk, 3 0 3 Bursts
2/rnd é 10 100 300 900 30 0 10 -60 SmPr| Mk. 3 Clip of 15 rnds.
bus, 411050 800 4150 15 80 2000 s 5 5 3w
nMLARifle  2hproj 2/rnd 5 Lan 48 45 'ClipofBinds.
3mm Tangle Rifle  2h proj 1/rnd -5 0 0 0 Max Lg Atk/1rnd

{Claw Law)

-20 90 . Sn +5 410 410 +10 SshotsP&Im
20 904 B 4&-*” WU IO TS Sk S P
: 20 90 ILAGOMIGE L0 30 Qo U oL i SEE *an. 3
9mmI.MG 210 -70 Auto Mk. 5 0 0 0 0 0 Drum:lObursts
proj Belt: 30 bursts
12mm HMG Support 2burst 5 10 200 500 1000 +100 5 .70 Auto Mk. 5 0 0 0 0 0
proj Belt: 30 bursh
- Hondlaser. .. Thengy 2/md 5 ~ .5 10 200 30° 0 .10 -30 -70  LoserMki} - =0 M (] FNT NRRY I m
Laser Pislol ~~ Thengy 2frmd 50 100 #4100 15 90 loserMk2 0 0 0 @ 0 *
Laser Rifle 2hengy 2/rnd 50 200 .10 80 Laser Mk. 3 0 o 0 0 0o
Med Laser Port. £ 2/rnd 100 300 0 90 Laser Mk, 4 0 0 0 0 0o "
) 5.0 3 0 U laserMkS 0 - 0 0 0 0 0t
“Blast Pistol. """ *Thengy: 2rnc 15 90=ABlaeMk P 09 10 R L0 B P ‘
Assault Blaster 2hengy 2/rnd 20 -90 Blast Mk. 3 0 0 0 0 0 ‘Uu'lhcn 20
Blaster Rifle 2h engy 2/rnd 20 90 Blast Mk. 4 00 00 0 0 0
Med Bloster R R4S B
}-@, & «‘,(a “WEF“*‘WW & ¥ L.@‘g ;%;,~‘~‘;Yiw%*°>-q“!}%>;
Hoavyﬂlm'hr Por.E 2nd 4 . 0 0 0 0
Hand Stunner Thengy 2%nd 4 1 5 10 15 +5 0 -10 Stun Mk. 1 0 0 0 0
; 3 .1 10.20 50  +00 -0 . 2 0 0 0 0
“%*“"Mﬁ‘?m% 20077850 1000 4100 10 ’uas e 007 e
Plasmo Rep. Rifle  2hengy 2burst 8 2 100 200 +100 20 Auto Mk. 5 0 0 +5 45
3 15 Blast Mk. 5

-10 :
15 -4

'irc_wvvsel«_—mo--‘_.'wn R
=' .

Key:

F  Failure %

PB Point Blank

SR Short Range
MR Medium Range
LR Long Range

* NOTE: There is no set charge in energy weapons power prices; when a "'Fail-
ure’’ is rolled there is a subsequent chance that o “'Power Pack Depleted’’ result
will be attained. This is the only time {in normal use) that energy weapons power
packs are depleted.

FLAME PISTOL
Haunt

ASSAULT STUNNER
Kashmere Tools
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5.71

Attack Chart for: Blaster e e
Alt Criticals A-E are IMPACT; mbeiowfofcombmafm S e e
20 19 18 17 16 15 14 13 12 11 10 9 8 7 ] 5 4q 3 2 1
01-0% F F F F F ERE e F FoE L F F F
0X-30 1] 0 0 0 0 0 0 0 0 ¢ 0 0 0 0
31-33 0 0 0 0 0 0 0 0 0 o0 0 0 0 0
34.36 0 0 0 0 0 0 0 0 0 0 0 0 0 0
37-39 1 0 0 0 0 0 0 0 0 0 0 0 0 0
40-42 1 1 1 0 0 0 0 0 0 0 0 0 0 0
43-45 1 1 1 1 0 0 0 0 0 0 0 0 2 0
= oAbAB o 2o b s b B e O D s 62, 0
4951 2 2 52 1 Foo0 R0 e 0 Lol 4
5254 1 2 2 % T2 v iR 0 e
- 55-57 3 2 3 3 2 2R (Rl 0 0 5A
58-60 3 3 3 3 2 P il o 1) 0 1 - 5A
61-63 3 3 4 4 3 3 2 2 1 1
64-66 4 3 4 4 3 3 3 2 1 2
67-69 4 4 4 5 4 4 3 3 2 2
70-72 4 4 5 5 4 4 4 3 2 3
73-75 5 5 5 6 5 5 4 4A 3 3
7678 5 L 6 S8 SeSAT ¥
- 79-81 é 6 6 7 6 6 6 bA 4
. 82-84 6 7 7 8 6 7 7 7A 4
8587 | 7 7 8 8 7 7 TA 5 ¢ : 16C
8890 | 7 8 9 9A 8 BA BA BA & : = o
' mmumssmmmmwm e e
9193 8 8 10 104 9 8A 9A 9A 7A BA 10A 12B 11B IIC 14B 12C 9A 10B 18D 11C 91-93
94-96 8 9 11A 11A 10A 9A 10A 118 8A 9A 11A 13B 12B 13C 15C 14C 10B 11B 20D 13D 94-96
97-99 9 10A 12A 13A 12A 10A 11A 13B 9A 10A 12A 14B 13B 14C 16C 16C 11B 13B 21D 15D 97.99
100-102 9A  11A 13A 14A 13A 11A 12A 14B 10A 11A 13B 158 14B 15C 17C 17C 12B 14B 23E 17D 100-102
103-105 10A 12A 14A 15A 14A 12B 14B 16B 11A 12B 14B 16B 15C 16C 18C 18C 13B 15C 24E 19D 103-105
MAXIMUM RESULT FORMARKII WEAPON (PISTOL)
106-108 | 10A 13A 15A 17B 18A 13B 16B 183 12A 138 168 17C 16C 17D 19C 20C 14B 16C 26E 21E 106-108
109111 | 11A 14A 168 1BB 19A 1SB 188 20C 13A 14B 188 18C 17C : r : 109111
112174 ) 1A 14B 17B 20B 218 178 20C 22C 14B 158 20C 19C 19C 2 112-114
115197 ] 128 158 188 21B 228 19C 22C 24C 158 178 22C 20C 21C . 115117
118120 ] 12B 16B 198 23C 24B 21C '24C 26D 16B 18C 24C 22C 23D 118-120
| e MAX]MUMRESULTFORMARKH!WEAPQN (ASSAUL — ——
121-123 138 17B 20B 24C 25C 23C 26C 28D 18B 20C 26C 24D 25D 27D 26D 30D 19C 23D 34F 3I1F 121-123
124-126 138 17B 21C 26C 27C 25C 28D 30D 19C 21C 28D 26D 27D 29 28D 32D 20D 25D 37G 34F 124126
127-129 148 18C 22C 27C 28C 27D 30D 32D 20C 23C 30D 28D 29D 31E 30D 34D 22D 27D 40G 37F 127-129
130-132 14C 19C 23C 29D 30C 29D 32D 34E 22C 24D 32D 30D 31E 34E 33D 34E 24D 29D 43G 40G | 130.132
133-135 15C 20C 24D 300 31D 31D 34E 36E 23C 26D 34 32E 33E 37 36E 39 26D 31E 46H 43G 133-135
MAXIMUM RESULT FOR MARK IV WEAPON (RIFLE)
15D 21D 25D 32D 33D 33 36E 3BE 25D 28D 37E 35E 36 40E
16D 22D 26E 33E 34E ‘
. 37E ‘ ;
39F 44F 4
MAX!MUMIESULTFOR* KVW
20 19 18 17 6 15 14 13 12 11 10 9
, * nction: UM 10
’;'&mblomupon(roﬂonhandmponfumbhclmﬁ{ it e
:Exfmdadelculs: f = Eimpact ond A heat
G = Eimpactand B heat
H = Eimpact and C heat.

ASSAULT BLASTER

55



9193 | 3 5 5 7 9 8

3 MNA 8 9A 11A 128 8 ) ' 9193
94.96 W o9 3
3
4

3
4 128 138 8A 94-96
97-99 n 9 4 1A 13B 148 9A 9799
100-102 1210 5 12A 14B 14B 158 10A 100-102
103-105 13 17 4 5 13A 15B 158 16B 11A 103-105
MAXIMUM RESULT FOR MARK | WEAPON (PISTOL)
412  12B_ 16B. 18C 12A 158 26C. 21C | 106-108
Joed Sl B 13A 138 . 13B. - S r.ﬂsm
T2

19A ' ' 1 20C 34D 31D | 121-123
124-126 208 188 20C 22C 18C 18C 21C 36D 33D | 124-126
127129 | 10A 12A 21B 198 7B 22C 23D 19C 19D 22C 38E 35D | 127-129
130132 | 11A 13A 168 178 208 22B 20C 8B 10B 23C 24D 20C 20D 24D 28D 20C 230 40F 37E | 130-132
133135 | 12A 148 158 178 18B 218 23C 21C 8C 11B 25D 25D 21C 22D 25D 30E 21C 24D 42E 39€ | 133135
MAXIMUMRESULTFORMARKIVWEAPON(RIFLE)

STUNNER RIFLE

iz W,

STUNNER PISTOL
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5.73

Artack Chart for: Hand Laser
 All criticals AE are HEAT; see below for.combinations -

»

lzo 19 18 17 16 15 14 13
1 : H
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31-33
34-36
37-39
40-42
43-45
446-48
49-51 ¢
'52.54
55.57
58-60
61-63
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67-69
70-72
73-75
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socoooaom
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91-93 5 5 4 3A 7 6A 0 91-93
94-96 5 5 4 4A TA A 3 6A 10D 8C| 9496
97-99 5 5 5A 4A 8A 7B 6B 5B 3 4A 7B 8B 10D 11C 11C 13C 5A 7JA 10D 0| 9799
100102 | 6A 6A S5A SB 8A 7B 7B 6B 4 5A 8B 9C 10D 12C 11C 13D 6A 8B 11D 10D| 100-102
103105 ] 6A 6A 6A 5B 9B 8B B8C 7C 4A 5A 9C 10C 11D 12D 12D 14D 7A 9B 12 10D| 103-105
MAXIMUM RESULT FOR MARK Il WEAPON
106108 | 6A 7A 6A 6B 9B 8C 9C B8C S5A 6B 10C 11C 11D 13D ‘¥3D 15D ‘8B - 106108
0911} 7A 7A 7B 7C 108 9C 10C 9C 5A 6B 11C 12D “12E° 13D 14D -]5€ 98 1
“N2-n4 | A 88 S90C 1C T u n 120 13D 1;: ae 15E 3
‘NsN7Z| 7A -8B < 16E-
118120 | 88 - 98 10C ¢ :
121123 | 88 98 11C 11D 13D 7C 8C 15E 16E mr 121123
124126 | 88 10C 12C 12D 14D 13E 15D 14D B8C 9D 16E 17E 15F 16F 19F 20F 14C 16D 18G 19F | 124-126
127129 | 98 10C 13D 13D 15D 14E 16E 15 8C 9D 17E 18F 16F 16F 20F 21F 15C 17D 19G 21F| 127129
130-132 C 11C 14D 14E 16E 15E 17E 14E 9D 10D 18F 19F 17F 17F 21F 22G 16D 18E 20G 23F 130-132
133135 | 10C 12D 15D 1SE 17E 16E 18E 18E 9D 11E 20F 20F 18F 18G 22G 23G 17D 19E 22H 25G| 133-135
MAXIMUM RESULT FOR MARK IV WEAPON
136-138 | 11C 13D 16E 16E 18E 17E 19E 20E 10D 126 22F 21G 19G 19G 23G : 136138
139-141 : 18F 20F 22F TIE 13E 246G 22G m 120G 24G 25H 139-141
142-144 : : 216G 26H 42.144
1;:}"4'5:,13:7", ?

LASER RIFLE

LASER PISTOL
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5.74

Attack Chart for: Automatic Handheld Projectile

Attacks against one target resulting in above 135 use the Shrapnel/Muitiple strike critical table; those beiow use Puncture.

Consult Master weapons chart for actual fumble range of weapon. If a failure is rolled, rolf 1 D10;

20 19 18 17 16 15 14 13 12 11 10 ¢ 8 7 6 5 4 3 2 1
01-0X F F F I H ks F F F F F F F f F F F F F F 01-0X
03-30 0 0 0 0 0 0 0 0 (¥ 0 0 1] 0 0 [t} 0 0 (0] 0 0 03-30
31-33 0 0 0 0 0 0 0 0 0 o 0 0 0 kR 12 0 0 0 (] 31-33
34-36 0 0 0 0 2 0 0 v} 0 0 7 8 10 n 12 13 0 0 0 0 34.-36
37-39 0 0 0 0 3 0 0 0 0 0 8 9 1M 12 13 14A 10 0 0 0 37-39
40-42 0 0 2 0 4 0 0 7 0 0 9 10 12 13 14A 15A 10 11 17A 0 40-42
43-45 0 0 3 0 5 V] 7 8A 0 0 10 1 13 14 15A 16A 1 12 1BA 16 43-45
46-48 0 2 4 4 6 i 8 9A 3 4 1 12 14 15 16A 17A 11 12A 19A 17A 46-48
49-51 2 2 3 5A 7 8A 9A 10A 4 5 12A 13A 15 16A 17A 18A 12A 13A 20A 18BA 49.51
52-54 3 4 6 6A 8 9A 10A MTIA 6 6A 13A T4A 16A 17A 18A 19A 12A 14A 21B 19A 52-54
55.57 4 5 6A 7A %A 10A 11A 12A 7A  8A 14A 15A 17A 18A 19A 20A 13A 15A 22B 20B 55.57
58-60 o 6A 7A BA 10A 11A 12A 13A BA 9A 15A 16A 18A 19A 20A 21A 13A 16A 1238 21B 58-60
61-63 6 7A  BA BA 10A 11A 12A 14A 9A 10A 16A 17B 19A 20A 21A 22B 14A 17A 24B 22B 61-63
64-66 7A  8A 9A 9A 11A 12A 13A 14B 10A 11A 17B 18B 20A 21A 228 23B 15A 18B 25B 23B 64-66
67-69 8A 9A 10A 10A 12A 13A 14B 15B 11A 12A 18B 19B 21A 22B 23B 24B 16B 19B 26C 24B 67-69
70-72 9A 10A 11A 12A 13B 14B 15B 16B 12A 13B 19B 20B 22B 23B 24B 25B 17B 20B 27C 25C 70-72
73-75 10A 11A 12B 13B 14B 15B 16B 178 13B 14B 20B 21C 23B 24B 25B 26B 18B 21B 28C 24C 73-75
76-78 T1A 12B 13B 14B 15B 16B 17C 18C 14B 15B 21C 22C 24B 25B 26B 27C 19B 22C 29C 27C 76-78
79-81 126 13B 14B 15B 16C 17C 18C 19C 15B 16B 22C 23C 25B 26B 27C 28C 20C 23C 30D 28C 79-81
82-84 138 14B 15B 14B 17C 18C 19C 20C 16B 17C 23C 24C 26B 27C 28C 29C 21C 24C 31D 29D 82-84
85-87 148 15C 16C 17C 18C 19C 20C 21C 22C 23C 24C 25D 27C 28C 29C 30D 22C 25C 32D 30D 85-87
88-90 15C 16C 17C 18C 19C 20C 21D 22D 23C 24C 25D 26D 28C 29C 30D 31D 23C 26D 33D 31D 88-90
MAXIMUM RESULT FOR SPRAY OF FIVE TARGETS
91-93 16C 17C 18C 19C 20D 210 22D 23D 24C 25C 26D 27D 29C 30D 31D 32D 24D 270 34E 32D 91-93
94-96 17C 18D 18D 200 21D 22D 23D 24D 25D 26D 27D 28E 30D 31D 320 33D 25D 28D 35E 33E 94.96
97-99 18D 19D 19D 22D 22D 23D 24D 25D 26D 27D 28D 29E 31D 320 33D 34D 26D 29D 36E 34E 97-99
100-102 19D 20D 21D 22D 23E 24E 25 26E 27D 28E 29E 30E 32D 33D 34D 35D 27E 30E 37F 35E 100-102
103-105 20E 21E 22E 23E 24E 258 26E 278 28E 29E 30E 31E 33E 34E 35E 36E 28E 31E 38F 36F 103-105
MAXIMUM RESULT FOR SPRAY OF FOUR TARGETS
106-108 | 21E 22E 23 24E 25 26E 27E 28E 29E 30E 31E 32E 34E 35E 36D 37E 29E 32E 39F 38F | 106-108
109-111 | 22E 23E 24E 25E 26E 27E 28E 29E 30E 31E 32 33F 35E 36E 37E 38E 30E 33E 41G 40F | 1091M
112-114 § 23E 24E 25E 26E 27E 28E 29E 30E 31E 32E 33E 34F 36E 37E 38E 39F 31E 34E 43G 42G | 112-114
115-117 | 24E 25 26E 27E 28F 29F 30F 31F 328 33F 34F 35G 37F 38F 39F 40F 32F 35F 45G 44G | 115-117
118120 | 25F 26F 27F 28F 29F 30F 31F 32F 33F 34F 35F 36G 3BF 39F 40F 41F 33F 36F 47H 46G | 118-120
MAXIMUM RESULT FOR SPRAY OF THREE TARGETS
121-123 26F 27F 2BF 29F 30F 31F 32F 33F 34F 35F 36G 37G 39F 40F 41F 42F 34F 37F 49H 48K 121-123
124-126 27F 28F 29F 30F 31F 32F 33F 34F 35F 36F 37G 38G 40F 41F 42F 44G 35F 38G 511 50H 124-126
127-129 28F 29F 30F 31F 32G 33G 34G 35G 36F 37G 39G 40H 41F 42G 43G 46G 36F 39G 531 521 127-129
130-132 29F 30F 31G 32G 33G 34G 35G 346G 37G 38G 40G 42H 42G 43G 44G 48G 37G 40G 555 54l 130-132
133-135 30F 31F 32G 33G 34G 35G 36G 37G 38G 39G 41H 43H 43G 44G 45H 50H 38G 41H 57K 561 133-135
MAXIMUM RESULT FOR SPRAY OF TWO TARGETS
136-138 | 31C 32C 33C 34D 35D 36D 37D 38D 39D 40D 42D 44D 44D 45D 46D 52D 39D 42D 59 58E | 136-138
139-141 | 32C 33D 35D 36D 37D 38D 39D 40D 40D 41D 44D 46D 45D 46E 48E S4E 40D 43E 61E 60E | 139-141
142-144 | 33D 35D 37D 38D 39D 40D 41D 42D 41D 42D 46E 48E 46E 47E S0E 56E 41E  44E 63E 62E 142-144
145-148 | 35D 37D 39E 40E 41E 42E 43E 44E 42E 43E 4BFE 50E 47E 48E 52E 58FE 42F 45 65E  64E 145-147
148-150 | 37E 39E 41E 42t 43E 44FE 4S5E 46E 43E 45E S0E 52E 48E 49E 5S4E 60E 43E 46E 67E  66E 148-150
—————————— MAXIMUM FOR SINGLE TARGET ATTACK (USE SHRAPNEL/AUTOMATIC TABLE FOR CRITICALS THIS SECTION) —————4—————
20 19 18 17 16 15 14 13 12 11 10 ¢ 8 7 6 5 4 3 2 1
Multiple critical strikes: F = EP, AP Mark (Mk. #) Bonuses when using thistable: Mk. 1= +5
G = EP, BP Mk.2 = +10
= EP, BP, AP Mk.3 = +15
= EP, CP, AP Mk. 4 = +20
Mk.5 = +25

If projectile weapon: 01-05: ammunition jammed, weapon useless for 1-10 rnds; 06-08: weapon malfunction, roll on Malfunction/Repair chart (6.41); 09-10: Fum-
ble weapon, roll on Fumble Chart.

If energy weapon: 01-05: charge depleted; 06-08: weapon malfunction, roll on Malfunction/Repair chart (6.41); 09-10 fumble weapon, roll on Fumble table,

PLASMA REPEATOR RIFLE

58




5.75

Atrtack Chart for: Smail Proiteﬁlt

All Criticals are Puncture & ;
20 19 18 17 16 15 14 13 12 11 10 9 8 7 & 5 4 3 2 1
COROXE F R F L F s Fs oF L B RS e B B F o F|oo1ox
a0 o 0 0 00 0 0 Bt 0 00 0 0] O0X30
81 00 0. 000l e N0 0 0000 ) 3133
©3436 -0 0 0 0 00D 0 000 0 G e L
AR 0 00 D B B 0 e T 0 0 S0 3739
40-42 2z 0 0 ©0 0 0 0 0 ©0 0 0 0 0 0 0o 0 o0 40-42
43-45 2 0 0 0 0 0 0 0 0 0 0 0 0 6 o 0 o0 43-45
46-48 2 0 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 46-48
49-51 3 0 0 © 2 0 0 0 0O O 0 0 0 0 0 0 0 49.51
52-54 3 0 0 0 2 0 0 0 0 0 0 0 0 0 0 0 0 | 5254
5667 13 @R g RTINS e e 0 0 0 0 0] 555
5860 E 8D Qe O g a2 s g 0 00 O 070 3A. 0 ] 5860
6163142 2 0 3 .2 0.0 0 0 004 20l 0] 6143
SRR s s e T SR I S R S @ e L N C6A | 6466
BPAY o 0RO A B0 e A LR A | 6769
70-72 4 3 2 0 4 3 2 3 0 0 0 3 S5A 0o 0 6A | 7072
7375 4 3 3 2 5 4 3 4A 0 0 3 3A 6A 0 0 A | 7375
76-78 5 3 3 2 5 4 4 5A 0 0 3 4A 6A 0 0 78 | 7678
79-81 5 4 3 3 5 4 5A 6A 0 0 4 4A 7B 0 0 78 | 7981
82-84 5 4 4 3A 6 5 6A 7A 0 0 4A 5A 7B ( 0 3A 88 |  82-84
L B5BY.E Al ke DA e T BAT AT TBB 0 00 S5A BA TR 10 T BRI 8 88 | 8587
8890 | 6 4 4A A A 6A 98 3 4A 6A 6B BC | 4A - 4A 8C | 8890
-t : o MAXIMUMRESULT FORMARKI WEAPON ——— " Tl R T
91-93 6 5 5A 5A 7A JA 9A 10B 3A 4A 6A 6B 9C 12C 13B 11C 4A SA 10C 8C | 9193
9496 6 5A 5A S5A 7A BA 10B 11B 3A 4A 7B 7B 9C 13C 14C 12C 5A 6B 11D 9C | 949
97-99 6 5A 5A 6A BA 9B 118 12B 4A 4A 7B 8B 10D 14C 15C 13C 5A 7B 12D 9D | 9799
100102 | 6A 6A 6A 7B 9A 10B 128 13B 4A 5A 8B 9C 10D 15C 16C 14C 6A 8B 13D 10D | 100-102
103105 | 7A 6B 6A 8B 10B 11B 13C 14C 4A 58 9B 10C 11D 16C 17C 15D 78 9C 14E. 10D | 103-105
MAXIMUMRESULTFORMARKIIWEAPON — —
 106-108| 7A 7B 7A 9B 11 4C 15C  5A 10C 11C 11D 17D 18D 16D 8B 10C 15 11D | 106-108
109111 ] 7A 78 88 10C 121 5C 16C 5A 53 11C 120 12D 18D 19D 17D 9B 11C 16E 128 | 109-111
| 112114 | 8A 88 9B 11C 13C 14C 16C 17C 6B 7B 12D 13D 12 19D 20D 18D 10B 12D 1ZE 13 | 112-114
| 1151171 8B 88 10B 12C 14C 15D 17D 18D 6B 7C 13D 14D 13E 20D 21D 19E 11B 13D 18E 14E | 115117
1181201 8B 98 11C 13D 15C 16D 18D 15D 7B B8C 14D 15 136 21E 22 20E ]zc 14D 19 15E -=31&m,_
f . ‘ : ———MAXIMUMRESULT FOR MARK I1] WEAPON——— - ——- S e
121123 | 98 98 12C 14D 16D 17D 19D 200 7C 8C 156 16E 14E 22E 23E 21E 13C 156 20E 17E | 121-123
124126 | 98 10C 13C 15D 17D 18E 20D 21D 8C 9D 17E 17E 15 23E 24E 22 14C 16E 22E 19E | 124126
127129 | 98 10C 14D 16E 18D 19E 21E 22E B8C 9D 29E 1BE 16E 24E 25 24E 15C 17E 24E 21€ | 127129
130-132 | 10C 11C 15D 17E 19E 20E 226 23E 9D 10D 21E 19E 17E 256 26E 26E 16D 18E 26E 236 | 130-132
133135 | 10C 12D 16E 18E 20E 21E 23E 24E 9D 11E 23E 20E 18E 26E 27E 28E 17D 19E 28E 256 | 133.135
MAXIMUM RESULT FOR MARK IV WEAPON
136138 | 11C 13D 17E 19E 21E 22E 24E 25E 10D 12 25€ 21E 19E 27E 28E 30E 18D 20E 30E 28E | 136-138
139-141 | 12D 14E 18E 20E 22 23E 256 26E 11E 14E 27E 22E 20 29E 30FE 32E 20E 22 32E 31E | 139.14)
| 142144 | 14D 16E 19E 21E 23E 25 27E 28E 12E 16E 29E 24E 22 31E 32E 34E 22 24F 34E 34E | 142144
145147 1 16D 18E 21E 23E 25E 27E 29E 30E 13 18E 31E 26 24E 33FE 34FE 36E 24F 26E 36E 38E | 145.147
 148-150 | 18E 20E 23E 25E 27E 29E 31E 32 18E 20E 33 2BE 35E 35E 36E 38E 26E 28E 38E 4O | 148-150
———e T MAXIMUM RESULT FOR MARKY WEAPON ——— —— e S
20 19 18 17 16 15 5 4 2 1

< Cmuhmmwoupoﬂsdxmbrucmdbﬁum‘ :
o ,

14 13 12 1t 10 ¢ 8 7
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5.81 PUNCTURE
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Zip. Glancing blow. No extra +1 Hit, +2 Hits. +3 Hits.
o l -o 5 i damage. +0
+1 Hit. +2 Hits. +3 Hits. +4 Hits. Unbalance foe with a nice grazing

06-10

strike. You gain initiative.
+5 Hits.

11-15

You receive inifiative for next
round. +1 Hit.

Glancing blow to foe's side.
+2 Hits. You receive initiative
next round.

Blow to foe's side. +5 Hits. You
receive initiotive next round.

+2 Hits. Foe must porry for next
round.

+3 Hits. Foe must parry next
round.

16-20

Foe must parry next round.
+1 Hit.

Blow to side. + 2 Hits. Foe must
parry next round at - 10.

Blow across side. Foe must parry
next round at -20. +3 Hits.

Minor side wound. Foe fights ot
-10. You have the initiative next
round.

Stun foe for 1 round. Add 20 to
your next attock.

21-35

Foe must parry next round.
+2 Hits. Add 10 to next attack.

Foe must parry next round at -20.
+ 2Hits.

You wound foe along side. of
chest. Foe is stunned 1 round and
takes 1 Hit per round.

You wound foe along side of hip.
Foe is stunned 1 round and takes
2 Hits per round.

Foe receives minor side wound.
+2 Hits. Foe is at -10. Foe tokes 2
Hits per round.

36-45

Minor calf wound. Foe receives
1 Hit per round.

Minor calf wound. Foe takes 1 Hit
per round. +2 Hits.

Minor calf wound. Foe takes
2 Hits per round.

Minor thigh wound. Foe takes
3 Hits per round.

Thigh strike. If foe has leg armor,
+3 Hits. If foe has no ormor,
+72 Hits and 3 Hits per round.

46-50

Strike along foe's back. +2 Hits.
Foe must now parry next round at

Strike along foe's back. Foe is
stunned for 1 round and takes
1 Hit per round.

Strike across foe's back stuns foe
for 2 rounds. Foe takes 1 Hit per
round,

Strike to foe's lower back, Foe is
stunned and is unable to parry
next round. +6 Hits.

Strike to foe's lower back. Foe
takes 3 Hits per round. +5 Hits.
Foe is stunned and is unable to
parry next round.

51-55

Strike to foe's chest. Foe must
parry next round at - 25. Foe
takes 2 Hits per round.

Minar chest wound. Foe fokes
2 Hits per round. +3 Hits. Foe
must parry for niext 2 rounds.

Minor chest wound. Foe takes
2 Hits per round. +3 Hits. Foe is
stunned for 2 rounds.

Strike to chest. +5 Hits, Foe takes
3 Hits per round and fights at -15.
Foe must parry next round.

Chest wound. Foe takes 4 Hits per
round. + 5 Hits. Foe fights at -10.
Foe is stunned and is unable to
porry next round.

56-60

Minor thigh wound. Foe takes
2 Hits per round. +2 Hits. Foe is
stunned next round.

Minor thigh wound. Foe takes

2 Hits per round. + 3 Hits. Foe is
stunned and is unable fo parry
next round.

Minor thigh wound. +5 Hits. Foe
takes 2 Hits per round and is at
-10. Foe is stunned for

2 rounds.

Strike to thigh. Foe fakes 3 Hits
per round. Foe is stunned and is
unable to parry next round.

+3 Hits.

Thigh wound. Foe tokes 5 Hits per
round. +6 Hits, Foe is stunned
and is unable to parry next round.

61-65

Minor forearm wound. + 2 Hits.
Foe takes 2 Hits per round. Foe is
at -10.

Minor forearm wound. Foe is
stunned during next round.

+2 Hits. Foe is ot -10 and takes
2 Hits per round.

Forearm wound. Foe takes 2 Hits
per round and is at -10. +3 Hits.

Forearm wound. Foe takes 3 Hits
per round and is ot -10. +3 Hits.
Foe is stunned for 2 rounds.

Forearm wound, Foe takes 3 Hits
per round and is at -15. +5 Hits,
Foe is stunned for 2 rounds.

66

Strike through foe's non-weapon
shoulder. Arm is useless. Add

+ 10 fo your next attack. Foe is
stunned for 3 rounds.

Strike shatters elbow in foe's
weapon orm, +3 Hits. Arm is
useless. Foe is stunned 4 rounds
and cannot parry for 2 rounds.

Strike shatters foe’s knee, Foe is
knocked down, is at -90, and
stays down for 3 rounds. Foe is
unable to parry for 3 rounds.

Strike to side of head. Foe is
knocked out for 6 hours.

+ 10 Hits. i foe has no helmet,
you kill him.

Strike through both of foe's lungs.
Foe drops and passes out. Foe
dies in 6 rounds. Add + 10 to your
next attack,

67-70

Strike along foe's neck. +5 Hits.
Foe is stunned for 3 rounds and
cannot parry next round.

Strike to foe's neck area. Foe
takes 3 Hits per round and is ot
-5. Foe is stunned for 2 rounds.

Strike along foe’s neck. Foe is
stunned for 3 rounds and cannot
parry for 2 rounds. Add + 1510
your next affack.

Strike foe in shoulder. +3 Hits.
Foe is stunned ond is unable to
parry for 2 rounds. Foe is ot -20.

Strike foe in shoulder. Sever
muscle and tendons. Arm is
useless. Foe takes 3 Hits per round
and is stunned for & rounds.

71-75

Strike lower leg. Tear tendons.
Foe is at -25. +3 Hits. Foe is
stunned and is unable to parry
next-round.

Strike to foe's calf, Slash muscle.
Foe is at -40. + 3 Hits, Foe is
stunned and is unable to parry for
2 rounds.

Sirike to lower leg. Foe is stunned
and is unable to parry for 2
rounds. +5 Hits. Foe is-at-50,
Slash muscle and tendons.

Strike to lower lag. For is ot -50.
Slash muscle and cartilage. +6
Hits. Foe is stunned and is unable
fo parry for 2 rounds.

Strike through lower leg. Foe is
stunned and unable to parry for
3 rounds. Sever muscle. Foe is at
-75.

76-80

Strike to foe's upper arm,

+ 3 Hits. Foe tokes 3 Hits per
round ond is ot -25, Foe is
stunned for 3 rounds.

Strike through muscle in foe’s non-
weapon arm. Foe is ot - 30 and
takes 3 Hits per round. Foe is
stunned for 3 rounds.

Strike foe in non-weapon arm.
Tear muscle and tendons. Foe
takes 3 Hits per round, fights at
-25. Foe is stunned for 6 rounds.

Steike foe in non-weapon arm.
Arm is useless. Foe is stunned for
6 rounds. Foe takes 3 Hits per
round. +12 Hits.

Strike foe in weapon arm. Bone is
broken. Foe is stunned and is
unable to parry for 3 rounds.
+10 Hits.

81-85

Side wound. Foe tokes 5 Hits per
round and is stunned for

6 rounds. Add +20 to your next
gttack.

Side wound. +6 Hits. Foe takes
5 Hits per round. Foe is ot -25.
Foe is stunned and is unable to
parry for 3 rounds,

Side wound. +7 Hits. Foe takes §
Mits per round. Foe is at -30. Foe
is stunned and is unable to parry
for 3 roynds.

Major abdominal wound, Foe
takes 6 Hits per round. + 10 Hits.
Foe is stunned and is unable to
parry for 3 rounds. Foe is at -20.

Strike through foe's back severs a
vein. Foe is stunned ond is unable
to parry for 12 rounds — then
dies.

86-90

Strike foe in back. Foe is ot -20
and takes 3 Hits per round. Foe is
stunned and is unable to parry for
2 roun‘c_iz.

Strike to back of head. If foe has
no helmet, he dies. If foe has a
helmet, +6 Hits and foe is down
for 2 rounds.

Strike to back of head. if foe has
no helmet, he dies. If foe has a
helmet, he is knocked down and
stunned for 6 rounds.

Strike through foe’s kidneys. Foe
drops. +9 Hits. Foe dies after

6 rounds of very intense agony.
Sad.

Strike through leg severs an
artery. Foe drops, lapses into
unconsciousness, and dies after
12 rounds.

91-95

Rip off foe's ear. +3 Hits. Foe
takes 2 Hifs per round, hears at
-50. Foe is stunned and is not able
to parry for 2 rounds.

Strike through foe's hip. Foe takes
3 Hits per round. +5 Hits. Foe is
stunned next round. Foe is at -25.

Strike through foe's chest severs a
vein. Foe drops immediately and

dies in ¥ rounds due to shock and
bicod loss.

Strike through foe's side destroys
a variety of organs. Foe fights
normally for 6 rounds then dies.

Sever artery in foe's arm. Foa is
stunned for 12 rounds ond then
dies.

96-99

Strike foe's nose. There is a
permanent scar. Foe takes 3 Hits
per round. Foe is stunned and is
not able ta parry for 3 rounds.

Strike through foe's cheek. Foe
drops and dies after 9 rounds of
incapacity. Add + 20 to your next
attack.

Strike through foe's neck breaks
backbone and severs spine, Foe is
paralyzed from the neck down...
permarnently.

Nail the sucker in lower back.
Internal bleeding and shock kift
foe in 6 rounds. Foe is down and
out.

Shot through heart sends foe
reeling 10 feet to a spot suitable
for dying.

100

Strike through neck. Sever vein
and artery. Foe cannot breathe.
Foe drops and dies immediately

of mgssive heart failure,

Strike through foe's eye. Foe dies
instantly. Add + 10 to ol friendly
attacks within 30 feet next round.

Shot through both ears proves
effective. Foe dies instantly. Add
+20 to your next é rounds. Very
neat.

Strike through brain makes fife
difficult for foe. you have

% round to act. Add +20 to your
next attack.

Strike through foe's eye. Foe dies
instantly. Add 25 to your next
atiack. Carry on.
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5.82 SLASH

tepr gy e e ] 11
Zip. Weok strike yields no extra +2 hits. +2 hits +3 hits
o l -05 damage. +0
+1 hit. +2 hits +3 hits. +4 hits Unbolance foe. +5 hits. You

06-10

receive initiative next round.
+4 hits.

11-15

You receive initiative next round.
+1 hit.

Glancing blow to foe's side.
+3 hits. You receive initiative next
round.

Blow to foe’s side yields + 6 hits.
You receive initiative next round.

+ 3 hits. Foe must parry for next
round of action.

Foe must parry next round
of action,

16-20

Foe must parry next round.
+1 hit.

Blow to side. + 2 hits. Foe must
porry next round at -10.

Blow to side. + 4 hits. Foe must
parry next round -20.

Minor side wound. Foe fights at
-10. +2 hits. You receive initiative
next round.

Stun foe for 1 round. Foe moy r
parry. Add + 10 to your next
swing.

21-35

Foe must parry next round.
+2 hits. Add + 10 to next swing.

Foe must parry next round
-20 +2 hits.

You break foe's rib. 3 extro hits.
Foe is stunned next round.

Strike to side. Foe is stunned for
next round and connot parry.
+3 hits.

Foe raceives minor side wound,
fights ot -10 and takes 1 hit per
round. +3 hits,

36-45

Minor calf wound. Foe receives
1 hit per round.

Minor calf wound. Foe takes 1 hit
per round. +2 hits,

You slash foe’s leg. Foe takes 2
hits per round. + 2 hits.

You slash foe's upper leg and
deliver 3 extra hits. Foe tokes
2 hits a round.

Blow to foe's upper leg. if foe hc
leg armor +5 hits. If foe has no
armor, + 3 hits and + 3 hits per
round.

46-50

Blow to foe's back. + 2 hits. Foe
must parry next round -30.

Blow to foe's back. Foe must
parry next round ot -30.
+4 hits.

Blow to foe's back stun foe
1 round. Foe may not parry.
+3 hits and 1 hit per round.

Strike foe's lower back. Foe may
not parry and is out next round.
+3 hits. Foe takes 2 hits per
round.

Strike to foe's lower back. Foe
may not parry and is out next
round. + 4 hits. Foe takes 3 hits
per round.

51-55

Blow to foe's chest. +2 hits. Foe
must parry next round -25. Foe's
wound gives 1 hit per round.

Minor chest wound. Foe takes 1
hit per round and must parry next
2 rounds. +3 hits. Foe fights -5.

Minor chest wound. + 4 hits. Foe
takes 2 hits per round and fights
at -10. Foe must parry next
round.

Medium chest wound. +5 hits.
Foe takes 3 hits/rnd, fights -15,
must parry next rnd.

Chest wound. Foe takes 4 hits pe
round, is at -10, and is stunned
2 rounds. + 6 hits.

56-60

Minor thigh wound. Foe takes
2 hits per round and must parry
next round. +3 hits.

Minor thigh wound. Foe tokes 2
hits per round. + 4 hits. Foe must
porry next two rounds.

Minor thigh wound. Foe tokes
2 hits per round. +5 hits. Foe is
stunned next round.

Moedium thigh wound. + 6 hits.
Foe takes 2 hits per round and is
stunned 2 rounds.

Thigh wound. Foe is stunned for
2 rounds. +8 hits. Foe takes 5
around.

61-65

Minor forearm wound. +3 hits,
Foe takes 2 hits per round ond is
ot-10.

Minor forearm wound. Foe is
stunned next round. + 4 hits. Foe
takes 2 hits per round and is at
-10.

Medium forearm wound. + 4 hits.
Foe takes 3 hits per round, is ot
-10, and is stunned next round.

Medium forearm wound. + 4 hits.
Foe takes 3 hits per round, is ot
-10, and is stunned next

2 rounds.

Forearm wound. Foe is stunnec
for 2 rounds. +6 hits. Foe toke
3 hits per round and is ot -15.

66

You shatter shoulder in foe's
non-weapon arm. Arm is useless.
+10 next swing. Foe is stunned 3
rounds. +9 hits. Your initiative.

Shatter elbow in foe's weapon
arm. + 8 hits. Foe is stunned

4 rounds ond cannot parry during
first 2 rounds.

You shotter foe's knee. Foe is
knocked down. + 6 hits. Foe at
-90 and is down for 3 rounds.
{ond cannot parry).

You knock foe out for 6 hours with
a strike to side of head. +15 hits.
If foe has no helmet, you kill him
instantly.

Sever foe's weapon arm.

+12 hits, Foe expires in 12
rounds, but drops immediately.
Add +10 to your next swing.

67-70

Slash foe's neck. +6 hits. Foe is
stunned for 3 rounds and cannot
parry during next round.

Blow to foe's neck area. Foe takes
3 hits per round and fights ot -5.
Stun foe 2 rounds. +7 hits.

Slash foe’s neck. Foe is stunned

4 rounds and cannot parry during
next 2 rounds. +8 hits. +10 next
round.

Slash muscle in foe's shoulder
area. +5 hits. Foe is stunned

3 rounds, ond is at -20. Add +10
to your next swing.

Siash tendons ond crush the bor
in foe’s left shoulder. Arm usele
and foe takes 2 hits per round.
Stun foe 4 rounds.

71-75

Slash tendons in foe's lower leg.
Foe at -30 and takes 2 hits per

round. + 4 hits. Stun foe 2 rounds.

Poor sucker.

Slash muscle in foe's calf. Foe is
stunned for 3 rounds and cannot
parry during next round. + 6 hits.
Foe ot -40.

Slash muscle and tendons in foe's
lower leg. Foe is stunned for 2
rounds and cannot parry, +7 hits.
Foe at -45,

Slash muscle and sever tendons in
foe's lower leg. Foe is stunned for
3 rounds and cannot parry for
next 2. Foe af -50.

Slash foe's lower leg and sever
muscle and tendons. Foe at -70
+8 hits. Stun foe 6 rounds.

76-80

Slash foe's upper arm. +5 hits.
Foe takes 3 hits per round and is
at -25. Foe is stunned and unable
to parry 2 rounds.

Slash muscle in foe's non-weapon
arm. Foe is ot -30 and takes 3 hits
per round. Foe is stunned and
unable to parry for 2 rounds.

+6 hits.

Slash muscle and tendons in foe's
non-weapon arm. + 9 hits. Foe
takes 4 hits per round and arm is
useless. Foe is stunned 6 rounds.

Slash muscle and tendons in foe's
weapon arm. Arm is useless (he
drops pon) and foe is stunned
4 rounds. Foe cannot parry next
2 rounds. + 10 hits.

Slash tendons and break bone ir
's non-weapon arm. Arm is

useless. +12 hits. Foe is stunned

ond unable to parry for next

3 rounds.

81-85

Slash foe in side. + 6 hits and o
major wound. Foe takes 6 hits a
round and is stunned 5 rounds.

Slash foe in side. +7 hits and o
major wound. Foe takes & hits per
round. Foe is stunned and cannot

Strike to foe's side. + 8 hits. Foe
takes 4 hits per round and is at
-20. He/shelit is stunned and

Major abdominal wound.
+10 hits. Foe takes 8 hits per
round, is stunned for 4 rounds,

Sever opponent's hond. +5 hits.
Foe is stunned and unable to
porry for next 12 rounds. Foe

86-90

Add + 20 to your next swing. parry for next 2 rounds. cannot parry for next 2 rounds. and is unable to porry for next dies.
2 rounds. Foe ot -10.
Slash foe in back. +8 hits. Foe is Strike 1o back knocks foe down. Blast to back breaks bone and Sever opponent’s hand. + 6 hits. Sever foe's leg. + 15 hits. Foe

stunned and cannot parry for 2
rounds. Wound yields 2 hits o
round. Foe at -10,

Foe is stunned ond unable to
porry for 3 rounds. + 10 hits. Foe
takes 3 hits o round.

knocks foe down. + 9 hits, foe at
-10 and is stunned and unable to
parry for 4 rounds.

Foe is stunned for 6 rounds,
unable to parry. Foe then drops
ond dies 6 rounds later.

drops and lapses into
unconsciousness. Foe dies in

9 rounds. Add +10 to your next
swing.

91-95

Cut off foe's ear. + 3 hits. Foe
tokes 3 hits per round and hears
at -50. Foe is stunned 3 rounds
and unable to parry next round.

Strike to foe's hip. +7 hits and foe
is stunned 3 rounds. Foe cannot
parry next round ond fights -20.
Add +10 to your next swing.

Sever foe's leg. Foe drops
immediately and dies in 6 rounds
due to shock and blood loss.
+20 hits.

Sever foe's weapon arm. Foe is
stunned and unable to parry for
next 9 rounds. Foe then dies.
+15 hits.

Sever foe’s spine. + 20 hits. Foe
collapses in o second, ond is
paratyzed from the neck down
permanentty.

96-99

Slash foe's nose. Minor wound.
+ 2 hits and a permanent scar.
Foe takes 2 hits a round and is at
-30 Foe stunned 6 rounds.

Strike to foe's head and neck
breaks skull ond causes massive
brain damage. Foe drops and
dies in 6 rounds. +20 hits.

Sever foe's non-weapon arm. Foe
is stunned and unable to parry for
next 12 rounds. Foe then dies.
+18 hits.

Slash foe’s side. + 20 hits. Foe
dies in 3 rounds due to massive
internal organ damage. Foe is
down and unconscious
immediately.

Strike to foe's head destroys bri
and makes life difficult for the
poor fool. Foe expires in a hea
immediately.

100

Neck strike severs carotid artery
and jugulor vein. Foe's neck is
broken. Foe dies in 1 round of
intense agony.

Disembowel foe, killing him
instantly.

Destroy foe's eyes. + 5 hits and
foe is stunned and unable 1o parry
for next 30 rounds.

Impole adversary in heart.
+ 12 hits. Foe dies instantly. Heart
is destroyed.

Strike to foe's groin area.

+ 10 hits. All vitals are destroy:
i diately. Foe is d
anguished, and unable to parr
for 12 rounds.

61
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01-05

Nary a thing extra. + 0 Hits.

Fairly weak. +0 Zip.

Nope.

+1 Hit.

+ 2 Hits.

06-10

Sorry pol, maybe next time.

+1 Hit.

+2 Hits.

+3 Hits.

+5 Hits.

11-15

Gloncing strike. +3 Hits.

Lame side strike. +4 Hits.

Weak blow. +5 Hits.

Back strike. + 6 Hits.

Blow to back. +7 Hits.

16-20

Foe must parry next round.
+ 3 Hits.

Glancing side blow. +4 Hits and
foe must parry next round.

Side strike. Foe must parry next
round. +5 Hits.

Blow to foe's side. Foe is at -10
next round. +7 Hits.

Side blow. Foe is at -20 next
round. +8 Hits.

21-35

On fine, but weak. Foe must parry
next round. + 4 Hits.

Foe is unbalanced ond is at -20
next round. +5 Hits.

Chest strike. Foe is stunned next
round. + 6 Hits.

Blow is weak but stuns foe for next
round. +8 Hits.

Blow cracks foe's rib. Foe is
stunned and is at -10 next round.
+9 Hits.

36-45

Break foe's concentration. You
gain initiative for next round.
+4 Hits.

Leg strike unsteadies foe. +5 Hits.
You gain initiative next round.
Foe is at -5 for 2 rounds.

Blow to leg. Foe is at -40 next
round. +5 Hits.

Calf strike. Foe's hurt muscle
impairs maneuvers by - 25. You
gain the initiotive next round.

+7 Hits,

Hard glancing blow to leg. If foe
has leg armor, + 10 Hits. If not,
+12 hits and foe is stunned for
2 rounds.

46-50

Back strike. +5 Hits. Foe must
parry next round ot - 10. Good,
glancing shot.

Back hit forces foe to porry next
round at -20. +5 Hits.

Lower back strike. Foe reels and is
stunned and unoble to parry next
round. +5 Hits.

Blow to back spins foe. + 8 hits
and foe is stunned and unable to
parry next round.

Strong back blow staggers foe.
+12 Hits. Foe is stunned and
sadly unable to parry next round.

51-55

Chest strike knocks foe back. Foe
must parry next round at -20.
+5 Hits,

Blow stuns foe for next round.
+5 Hits.

Blast staggers foe. +6 Hits ond
foe is stunned and unable to parry
next round.

Chest strike takes wind out of foe.
+10 Hits. Foe is stunned and
unable to parry next round.

Foe is knocked down. + 12 Hits,
Foe is stunned for 2 rounds and
unable to parry next round.

56-60

Glancing leg strike. If foe hos leg
armor, +5 Hits. If not, +7 Hits
and foe is stunned next round.

Thigh strike bruises foe. +6 Hits.
Foe is forced to parry at -30 next
round.

Skipping calf strike. If foe has leg
armor, +7 Hits. if not, +9 Hits,
foe is stunned 2 rounds, ond
moves ot -10.

Thigh strike. + 12 Hits. Foe is
stunned for 2 rounds. You have
initigtive next 3 rounds.

Glancing strike to leg. Foe is
stunned for 3 round. + 14 Hits.

61-65

Arm strike. Foe is stunned for next
round. + 6 Hits.

Forearm strike disarms foe.
+6 Hits,

Shoulder strike disarms foe and
leaves foe stunned for next
2 rounds. +6 Hits.

Arm strike disarms foe. Foe is
stunned for 2 rounds. Add +20to
next action. +7 Hits.

Blow to shoulder spins foe.
+ 13 Hits. Foe is stunned and
unable to parry for 2 rounds.

66

Shoulder strike sends foe spinning.
+7 Hits. Foe is stunned and
unable to parry for 2 rounds while
regaining bearings.

Elbow strike numbs foe's forearm,
+8 Hits. Foe drops his weapon
and is stunned and unable to
parry 2 rounds.

Knee strike knocks foe down.
+9 Hits. Foe is at -80 due to
broken knee and is stunned and
unable to parry for 3 rounds.

Hard hit strike. if foe has helmet,
he is knocked back 10 feet and
stunned for 6 rounds. if not, foe is
knocked out for 24 hours.

Foe is knocked down and is
unconscious. + 30 Hits,

67-70

Chest strike unbalances foe.
+6 Hits. Foe is unbalanced and
fights at -50 for 2 rounds.

Blow to foe's chest. +7 Hits.
Confused foe is stunned and
unable to parry next round.

Strike to chest. Foe is ot -20 due to
broken ribs. +8 Hits. Foe is
stunned for 2 rounds.

Shoulder strike spins foe.

+ 10 Hits, Foe is at -25 due to
broken collar bone and is stunned
and unable to parry next round.

Shoulder blast knocks foe down.
Foe is stunned and is unabie to
parry for 2 rounds and is at -10
due to minor fracture.

71-75

Blow to foe's lower leg. Foe is
stunned for 2 rounds. +7 Hits.

Blow bruises foe's calf. Foe is
stunned next round. +9 Hits, Foe
is at -10.

Bruise foe's leg. + 10 Hits. Foe is
stunned and unable fo parry next
round. Foe operates ot -20.

Blow breaks foe’s leg. Foe moves
at -75. + 12 Hits. Foe is stunned
and unable to parry next round.

Hard biow to foe’s thigh knocks
foe down. + 15 Hits. Foe is
stunned and unable to parry for
3 rounds.

76-80

Blow to foe's weapon hand. If foe
has o weapon, it is torn away and
+ 8 Hits. If not, +12 Hits and foe

is stunned for 2 rounds.

Strike to foe's non-weapon arm.
Foe is stunned for 2 rounds and is
knocked backwards 5 feet. +10
Hits. Bruised foe is at -10.

Strike to foe's weapon arm. Foe is
knocked back 5 feet and is
stunned for 3 rounds. + 11 Hits.
Mild fracture. Foe is ot -25.

Strong blow to foe's weapon arm.
Foe is knocked back 10 feet.

+10 Hits. Foe is at -25 and drops
weapon. Foe is stunned for

3 rounds.

Strike to foe's shield arm. Foe
stumbles back 3 feet and folls
down. + 15 Hits. Foe is stunned
and is unable to parry for

4 rounds ond is disarmed.

81-85

Side strike. + 12 Hits. Foe is
stunned and unable to parry next
round. Add + 10 to your next roll.

Blow to foe's side. Foe is knocked
sideways 3 feet and is stunned for
3 rounds. + 15 Hits.

Shot to side knocks foe 5 feet
sideways. Foe drops anything
carried in his non-weapon hand
and is stunned for & rounds.

Strike to foe's left side knocks foe
5 feet sideways. Foe breoks ankle
and falls down. Foe is at -50.

+11 Hits.

Awesome side shot sends foe
tripping sideways. Foe breaks leg
and rolls 5 feet. Foe is at -50, is
stunned and unable to parry for
6 rounds.

86-90

Blow to back. Foe stumbles 5 feet
side vays and is stunned for
3 rounds. + 13 Hits. Add +20 to

your next roll.

Strike to foe's back knocks foe
sideways 10 feet. + 12 Hits. Foe is
stunned and unable to parry for

2 rounds.

Precise back strike knocks foe
down. Foe is disarmed and
stunned for é rounds. + 14 Hits.
Add +20 to your next roll.

Brutal back strike knocks foe
down. + 12 Hits. Foe is disarmed
and stunned and unable to parry
for 4 rounds.

Cruel head strike... Foe sees stars

{more than usual}. + 20 Hits. Foe

is knocked 10 feet backwards and
is stunned and unable to parry for
12 rounds.

91-95

Head strike breaks foe's nose. If
foe has helmet, he is stunned for
3 rounds. if not, foe is knocked
out for at least 2 hours.

Biow to side of foe's head crushes
ear area. Foe is stunned for 6
rounds. +9 Hits. Foe is ot -50 foe
3 weeks... impaired balance.

Side strike spins foe 10 feet
sideways. Foe must rolt on
oppropriofe fumble table next
3 rounds. +8 Hits.

Strike to foe's non-weapon arm. If
foe has a shield or armor, he
takes + 10 Hits. If not, Foe's arm
is useless and he is stunned for

9 rounds.

Blow to foe's shoulder. If foe has
a shield or armor, he is stunned
for 6 rounds. I not, he is knocked
down, has a useless arm, and
passes out.

96-99

Nicely placed strike sends foe
sprawling on his face. + 10 Hits.
Foe is stunned and unable 1,
parry for 3 rounds.

Side strike causes foe to
ungracefully stumble to an
embarrassing prone position. Foe
is stunned and unable to parry

6 rounds.

Smooth and snazzy strike sends
foe to his knees. if foe was using
1-hand weapon, it is thrown
backwards 10 feet. Foe is stunned
for 24 rounds.

Strike top foe's head sends him
10 feet backwards. If foe has
helmet, +9 Hits, the helmet is
destroyed, and foe is stunned for
6 rounds. If not, foe is sent into
coma for 4 weeks.

Pinpoint strike breaks foe's neck.
Foe falls back 5 feet, spins, and
stumbles to the ground. Foe dies
of shock and suffocation in

3 rounds.

100

Brutal hip strike knocks foe down,
tears tendon, and shatters joint.
Foe stunned and unable to parry
for 9 hours. Leg useless, foe -90.

Inspired back strike sends foe
flying 10 feet and onto his face.
Severe nerve damage. Foe is
paralyzed from waist down.

Upper chest strike knocks foe

10 feet sideways. Foe falls down
and breaks both arms. For is sent
into @ 2 month coma.

Savage blow to foe's head knocks
foe down. Foe falls into coma and
dies in 12 rounds due to severed
vein. Add + 20 to next roll.

Frightening strike to foe's temple
knocks foe hack 20 feet. Foe dies
instantly, Add + 20 to your next
3 rolis. Blind now.

62




5.84 BURN A g g rep g
Hot air. +0 hits. Hot draft; +Q hits. + 1 hit. +2 hits. +3 hits.
01-05 '
+ 1 hit. +2 hity. +3 hits, + 4 hits. Foe loves initiative far | round.

06-10

+4 hity.

11-15

Foe loses initiative for 1 round.
Rard, hot breeze. +2 hits.

Foe loses inititive for 1 round.
Strong heat; litfle effect. +2 hits.

Fos loses initiative for 1 round
while he recovers his balance.
+3 hits.

Foe loses initiative for ) round.
Not quite singed. +4 hits.

Foe feels heot. Foe loses 1 round
initiative. If he has no armor, he
loses 2 rounds initiative. Either
way, +5 hits.

16-20

Fae loses inifiative for 1 raund.
The nearby fire gives foe 3 mare
hits. Good blast, weak fire.

Blast unbalancet fae. Foe loses
initiative for 2 rounds.

Foe laset initiative for 2 rounds.
+§ hits.

Foe is unbalanced and must parry
far 1 round. +6 hins.

Hot, unbalancing blast. Foe must
parey for | caund. +7 hits.

21-35

Blost unbalances foe. He lotas
initiative for 2 rounds. + 4 hits.

Foe loses initintive for 2 rounds.
Bothersome smoke. +6 hits.

Light burns. Foe must parry for
1 round. +7 hits; foe takes 1 hit
per round.,

Minor burns. Foe mus) parry for .
2 rounds. +8 hits. Foe tokes 1 hit
per round.

Minor burns. Foe must parry for
2 rounds. + % hits. Foe takes 2 hits
per round.

36-45

foe must parry for 1 round. +6
hits.

Light burns. Foe must parry for
1 round. +7 hits. Foe takes 1 hit
per round.

Minar butns force foe to parry for
2 rounds. +8 hits and 1 hit per
round.

Blast stuns foe for 1 round.
+9 hits. Foe takes 2 hits per
raund due to pain and suffering;

Blast stuny foa for 1 round.
+10 hity. Foe rakes 3 more hits
per roynd.

46-50

Light burns, Foe must porry for 1
round. +7 hits, and foe tokes 1 hit
per round.

Minor burns. Fos must parry for
2 rounds. +8 hits. Foe takes 1 hit
per round.

Fire stuns foe for one round.
+9 hin. Foe takes 2 hits per
round. Minor burns.

Fire stuns foe for 1 roynd.
+10 hits. Foe takes 3 hits per
round. If foe is using a
non-metallic tool or weapon,
itis destroyed.

Fire stuns foe for 2 rounds.

+ 12 hits and 3 hits per round. If
foe is using o non-metallic tool, it
is destroyed.

51-55

Blast unbalances foe. + 8 hits. Faoe
must parry for twe roynds and
takes | hit per round.

Blast stuns foe for 1 round.
+8 hits. Foe takes 2 hirs per
cound. Wide shat, ttcong fire.

Blast stuns foe for 2 rounds.

+9 hits. ( fae has leg armor, he
okes 1 hit par round. ¥ noY, fou
tokes 3 hits per round.

Blast stuns foe for 2 rounds. If foe
has a helmet he takes 8 hits and
2 par rnd; otherwise he tokas 11
hits and 4 per round.

Foe resls back 3 feat. +13 hits,
Foe is stunned and unable to
porry Jor 1 round. Fos takes 3 hits
per round from hot blast.

36-60

Foe is stunned for 1 round. +9
hits. Foe loses initiative for 2
rounds and takes 2 hits per round.

Foe is stunned for 2 rounds. If foe
is in metal armor and hasleg
armor: +8 hits. If not: +9 hits
and 3 hits per round.

Blast stuns foe for 2 rounds.

+10 hits. Foe-takes 2 hits per
round. All other cloth covering on
foe's back is destroyed.

Foe's clothing ignites. + 12 hits.
Foe is stunned and unable to
parry for 1 round. Takes 2 rounds
to extinguish fire. Foe takes 9 hits
each round aflame,

Fire stuns fos 2 rounds; + 15 hits.
Foe cannot garry for 1 rnd. He
fights at -10 and burns deliver

3 hits per raund.

61-65

Faais itunned for 2 raunds. (¢ foa
hes lsg armor, he tokes + 7 hits
ond one hit per round. If nos, he
takes 10 hits and 3 hits per reund.

Fae is stunned and unahble ta
parry for 1 round. +9 hits, and
2 hits per rovnd. Foe fights ot -5
(teg burns).

Foe 1 stunnad ond unoble ‘o
porry for ) rsund. +10 hits, foe
tokes 3 hits per round and fights
a1 -10. Upper leg burns.

Foe is 1tunned 2 rounds and
unable to parry for 1, i foe has
leg armor, he takes + 10 hits and
4 hits per round. If not, + 13 hits
and 6 hits per round.

Sworing blost burns fos's legs. Fos
is stunned ond unable to parry for
2 rounds. He tokes 4 hits per

round and fights at -10. + 15 hits.

66

Blast causes foe to drop whatever
he is holding. +9 hits. Foe is
stunned and unable to parry far 2
rounds. He fights at -15. Chest
buras.

Foe is stunned 2 rounds. If foe
wears non-metallic armor, it is
now useless. + 10 hits. Foe takes
4 hits per raynd fram chest blast.

Chaest blast knocks foe down.

+ 12 hits. If foe has arm
protection, he takes 2 hits per rnd;
if not his weapon arm is vieless

and he takes 4 hitilcnd.

Neck blast, If foe has neck armor,
he takes 3 hits/rnd and fights at
-10. If not, foe is uncamciaus and
taking 10 hits per round.

Head strike. If foe has a helmet,
he is knocked aut and takes 5 hits
per rnd. (f not, Foe is killed
instantly, his head vaporized. Fine
oW,

67-70

Back blast. Foe is stunned for 2
rounds. Foe takes 2 hits per round
ond fights ot -5. +8 hits.

Back blast. Foe is sunned for

2 rounds and vnable to parry for
1 round. Foe fakes 2 hits per
round and fights at -10.

+7 hits.

Bock blosy. Foe is stunned for

2 rounds and unable to parry for
1 rovnd. Foe takes 2 hits per
round and fights at -15.

Back blast, Foe is knocksd down.
+15 hits. Foe is out of oction for
1 round. Foe takes 3 hitt/rnd; all
organic material on his back is
destroyed. ’

Blast to foe s lsh arm. If using a
2-handed wenpon, drops it. If he
has arm armer, he takes 4 hits/rnd
and fights ot -15. If no armor, foe
takes 5 hits/rnd, arm useless.

71-75

Hat smoke blinds foe. Foa it
stunned and unable to garry fae 1
caund. +12 hits.

Chest blast. Foe it stunned for

2 rounds and ynable 1a parry for
1rnd. Foe fights at -15. Add 10 to
your next swing. +9 hits.

Chest blast. Foa is stunned for

3 rounds. (¢ fae has organic chest
armaor, it it desteoyed. If ag chest
ormor, fon takes 6 hits per round
ond fights at -25.

Blast to foe's non-weapon arm. If
foa is using o two-handed
weagon, he dropyit. Me is
stunned 6 rounds, loses use of
orm and fights at -50.

Chest blaat. |f fae has chest
armar, it is destrayed. Foe takes
+ 12 hity ond @ ttuaned 3 rounds.
Otherwise, fos it down, takes

6 hits/rnd, fights o1 -60.

76-80

Blast stuns foe for 2 rnds. Foe
cannot parry for 1 round, + 10
hits. Side wound. Foe takes 2 hits
per round.

Arm strike. Burns stun foe for

2 rounds. Foe tokes 2 hits per
round, All cloth on foe's weapon
arm is burned off and foe drops
whatever he is holding.

Blast 1o foe s shield arm. it toe hos
a shield, he drops it. If it is an
organic shield, it is destroyed. If
foe has no shield. He is stunned

6 rdy, loses use of arm, fights at
-50%.

Foes loses weapon hand. Severe
burns. Any item in hand possibly
damaged. Foe is stunned ond
unable to parry for 3 rounds, and
takes 5 hits per round.

Blast to foe's non-weapon arm.
Foe loses use of arm and is
knocked uncanscious. + 20 hits.

81-85

Back blast. Foe is stunned for 2
rounch, and burns deliver 2 hits
par round. He is af -20; 4 B hits.

Back blast. Foe is knacked dawn.
All orgonic materiol on fos's back
is destroyed. Foe it stunned

1-rnd and takes 2 hits/round.

Blast to foa's nan-weapon arm,
Foe is stunned and unable to
porry 6 rounds, loses use of orm,
and fights at -80.

Blast burns bioth of foe's arms and
oll of upper chest. Foe Ioses use of
orms (drops whatever he was
holding) and is stunned % rounds.
+15 hits,

Foe inhales Hame and gats
parched throot ond lungs. Foe
expires in 12 painful rounds.
+20 hits.

86-90

Blast knocks foe down. Fire
destroys any of Foe's organic foot
and calf covering. +10 hits.

Leg strike. Any organic leg
covering catches fire and delivers
6 hits per round until extinguished
— which takes | raund. Foe is
stunned for 3 rounds. + 10 hits,

Foe loses foot, but wound is
cauterized. Foe is stunned and
unable ta parry for six rounds,
takes + 3 hits per round, ond
fights at -85. + 15 hits.

Abdomen strike. If foe has
abdominal armor, it is dastroyed,
foe is knocked.out and takes

2 hits/rnd. If not, foe dies in

12 raunds from organ damage.

Foe's lower body is engulfed in
flames. Foe dies in 9 rounds as o
result of organ and tissue loss.
+20 hits,

91-95

Fire burns foe in hip orec. Fos it
stunned and unable to perry for 2
rounds. oe fights at -30. + 12 hits.

Head striks. Foe it blinded and
fights at -95 for 6 rnds. If foe has
no helm, he tokes 8 hits per round
and loses 50% of head hair.

Upper Ing burns. Foe loses foos,
but wound is cauterized. Foe is
stunned and unable to parry for 6
rounds, tokes +4 hits per round
and fights at -90. + 18 hits.

Head strike. |f foe hos o closed
helmet, he is in a como for 2 days.
If not, foe dies in 6 rounds due to
shock and brain damage.

+20 hits.

Chest sirike, All organic material
on foe's body is destroyed. Foe
dies of shock ond nerve damage
in 6 rounds. 4 25 hits,

96-99

Blast to foe's neck area. If foe has
neck armor, he is stunned and
unable to parry for J rounds. If
aat, foa it down and taking @ hits
perrnd.

Neck strike destrays foe's throat.
+20 hits. Foe takes 12 hits per
round and is inactive far 9 rounds.
€oe then dies. Add L0 e youur
next roll.

Chest strike. If foe has chest
armor, it is utterly-detroyed and
foe diet of burasin 9 rnds. If not,
Sou's chatt cavity is a hollow
cinder ond he dies instantly.

Foe's side is engulfed in Aames.
Foe dies in 6 rounds due to
multiple compound fracturas,
fistus ond orgon Joss, ond boiling
blood. +20 hits,

Foe is instantly dehydrated into
dust. Add 10 to yaur next roll.

100

63

Saaring blost to foe's heod. + 15
hits, If foe has helm, he is knocked
outand takes 7 hits per rnd. If
not, foe is in a coma for 1 manth
and loses 50% of Presence.

Blast to foe's neck fuses vertebrae
and unites skin with clothing. Very
unpleasant. Foe is paralyzed
permanently. + 25 hits,

Foe's head is but a charred
stump. Sadly, foe cannot handle
the loss and he dies instantly. Add
+10 ta your next roll.

Heat vaporizes foe's midsection,
destroys foe's clothing, ormor,
and all items he carried. He is cut
in haif and dies. Add + 15 fo your
next roll.

All that remoins of foe are
charred bits of teeth and bone.
Add 20 to your next roll.
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01-05

A grazing shot; no extra Hits.
Your gun just d...sorry.

You shoot off a piece of foe's
equipment. + 0 Hits.

Hit foe's weapon, destroying it
and breaking one of foe's fingers.
L.2.Hi

Foe is staggered by your effort.
He is stunned next round.
+6 Hits,

Foe urinates in fear. +7 Hits.

06-10

Just a nick...for +1 Hit.

+2 Hits,

Foe stunned next round. +3 Hits.

Foe, impressed with your hail of
fire, is stunned for 2 rounds.
+7 Hits.

You have initiative for the next
3 rounds, +10 Hits,

11-15

+3 Hit.

You have initiative next round as
foe checks for damage. +4 Hits.

Hit foe’s side in poorly aimed fire.
+9 Hits. You have the initiative.

Solid hit fo shoulder blade. Foe is
stunned for 4 rounds and is
unable fo parry for 2 rounds. He
tokes 2 Hits per raund. +9 Hits.

foe fumbles weapon and is
unable to parry when he is
stunned next to rounds. + 12 Hits.

16-20

Foe may not attack next round.
+4 Hits.

Siash foe's side. He must parry
next round. +5 Hits.

Blows to the sides cause foe to
parry for 2 rounds, +9 Hits.

Foe takes 3 side strikes. He is
stunned for 6 rounds and bleeds,
taking 4 Hits per round + 11 Hits.
Add 10 to your next actien.

Grozing head strikes stun foe for
3 rounds. He takes 2 Hits per
round. + 13 Hits. Add 25 to next
attack.

21-35

You gain initiotive next round.
+4 Hits.

Foe must parry next round ot -40
as the metal is too close for
comfort. + 6 Hits.

You shatter one of foe's ribs. Foe
is stunned for 2 rounds, takes

2 Hits per round, and is knocked
an his back. + 11 Hits.

Foe hit in hip and along both sides.

He is stunned and unable to parry
for 4 rounds. He is at -45 and
takes 2 Hits per round. +13 Hits.

Several ribs shatter in gloncing
blows. Foe takes. 2 Hits per round
and is stunned for 2 rounds with
no parry. + 15 Hits,

36-45

Blow to the calf. Foe receives
1 Hit per round unless armored.
+5 Hits.

Strikes to calf and hond give
+7 Hits. Foe is ot -10.

Strike foe's knee and calf. Foe
receives 4 Hits per round and foe
is at -40, + 12 Hits.

Foe doubles over with hits to the
shin, thigh, and groin. He/she
receives 5 Hits per round, is prone
for 4 rounds ond permanently
sterile. + 15 Hits.

Arm and leg strike. i armored,
foe takes + 12 Hits, i not, he
takes + 17 Hits and is bleeding ot
4 Hits per round, is ot -40 and
stunned for 10 rounds.

46-50

Glancing shots to foe's upper
back. Foe must porry next round
ot -30. +5 Hits,

Strike to the back. Foe is stunned
and unable to parry for 2 rounds.
Foe receives 2 Hits per round-and
+8 Hits.

Strike across foe's back and
buttocks — ouch. He takes 2 its
pe: round and is stunned for

3 rounds. +13 Hits.

Strikes to lower back paralyze
foe's legs. He is down (ot -80 to
all dction) and taking 4 Hits per
round.

Multiple back blows send foe
flying 10 feet. Unable to parry,
foe is stunned for 12 rounds. He
takes 6 Hits per round and is at
-70. +19 Hits.

51-55

2 strikes to foe's chest. He is
knocked back parrying ot -20 next
round. Foe receives 2 Hits per
round and +6 Hits.

Foe hitin chest and side. + 10
Hits. He is stunned for 3 rounds
and takes 5 Hits per round.

Foe staggers and parries for

3 rounds after receiving minor
wounds to the chest and groin.
Foe receives 3 Hits per round and
+15 Hits,

Major wounds to foe's chest. He
and is stunned ond unable to
parry for 3 rounds. He takes §
Hits per round. + 19 Hits.

Foe knocked back with chest
sirikes. Aorta damage causes 20
Hits per round. Lung lacerations
will suffocate foe in 4 rounds. He
is prone, meanwhile. +21 Hits.

56-60

2 shots to foe's leg. If armored,
+7 Hits. if not, + 10 Hits. Foe is
stunned for next 3 rounds.

2 strikes to the thigh and 1 to the
forearm sadden foe. Foe receives
4 Hits per round and + 11 Hits.
Foe is stunned 3 rounds and
unable to parry, He is at -50,

Foe stunned for 5 rounds by
strikes to the calf and thigh of
both legs. He is down and taking
5 Hits per round and is at -50,
+16 Hits.

You lacerate foe's thigh and
shatter a hip joint, He is in a week
long coma taking 5 Hits per
round. +22 Hits.

Both thighs and groin very
severely slashed. Foe tokes

10 Hits per round, is down and
stunned for 30 rounds. +23 Hits.
Embarrassing.

61-65

Hit along weapon arm. Foe
receives 2 Hits per round. Foe is
stunned next round. + 10 Hits,

Blows along forearm and
opposite shoulder. Arms less than
useless. Foe receives 4 Hits per
round and 12 Hits,

Foe drops possessions after being
struck in the arms. Foe takes +17
Hits, stunned for 5 rounds, -25 on
actions, and bleeds. Receives 6
Hits per round. Give up.

Foe loses hand, and arm is
severely mangled. He is unable to
parry for 5 rounds and is stunned
for 20 rounds. Receives 6 Hits per
round. +24 Hits.

You deliver ugly wounds to foe's
arms and shoulders, Limbs are
useless. Foe is ot -60, stunned,
and unable to parry for 5 rounds.
+25 Hits.

66

Strikes to shoulder/collar area.

Fos is stunned for & rounds and
arm is useless. Activity ot -30 and
foe receives 4 Hits per rnd +15 Hits.

Elbow shattered with forearm left
dangling: Foe receives & Hits per
round as foe sees this and pasies
out, +20 Hits.

You cut foe down at the knees.
Foe is immobilized and at -100,
Receives 10 Hits per round and
foe is stunned for 12 rounds.

The side of foe’s head springs
3 leaks. Too late to cali o
plumber; he's dead. Very gory.

You expose foe's chest cavity,
appropriate for pre-med anatomy
course. He is dead. +15 to your
next action.

67-70

Blow along neck and chest. Foe
knocked down and stunned for
4 rounds. Foe receives 4 Hits per
round and +17 Hits.

Neck and collar strikes couse

6 Hits per round and + 14 Hits.
Foe at -20 and stunned for

5 rounds.

Mutltiple strikes along the upper
body. Foe is stunned for 8 rounds
and cannot porty for 4 rounds.
Receives 2 Hits per round and
+20 Hits.

Shoulder smashed. Foe spins back
10 feet. He is stunned and unable
to parry for 7 rounds. Arm is
useless. Receives & Hits per round.
+26 Hits,

Muscles and tendons in foe's arm
and leg are torn beyond
recognition, He takes 12 Hits per
round, and is down for 20 rounds.
+28 Hits.

71-75

Tendons in both legs ore siashed.
Foe is ot -50 and is taking 4 Hits
per round. He is out for 2 rounds
and stunned for 5 more. Too bad.

Foe's leg riddied. He is of -50 with
4 Hits per round and also stunned
for 5 rounds. + 17 Hits.

Leg muscles and tendons sloshed
by strikes to calf and thigh. Foe
stunned and unable to parry for 8
rnds, takes 5 Hits per round, and
is ar-75. +25 Hits.

Hits in the shin, knee, hip, ond
side, down foe in a convulsive
heap. He is down for 24 rounds
and at -90. He takes 8 Hits per
round. +27 Hits.

Foe loses both legs to your razing
assault, He is in shock, taking

14 Hits per round, and will die
anyway in 6 rounds. + 30 Hits.

76-80

Foe's left side and arm are
perforated. Foe is at -40, stunned
ond unable to parry for 6 rounds.
Foa takes 3 Hits per round and
+18 Hits,

Foe's left arm fakes multiple
locerations. Receives 3 Hits per
round and operates ot -40. Foé is
stunined next round and cannot
porry. + 18 Hits,

Blows fo both arms and chest
break several indigenous bones.
Foe is stunned for 12 rounds,
takes 8 Hits per round, and is
unable to parry. +27 Hits.

Strike destroys foe's weapon and
neatly separates his arm from his
body. Foe is in shock and prone
toking 8 Hits per round. +30 Hits,

Bone splintered from one shoulder
to the other. Additional thigh
wound. Foe is prone toking

14 Hits per round and equipment
is destroyed. +32 Hits.

81-85

Foe pummeled in the side and hip.
{mmabilized until aided. He takes
6 Hits per round and +20 Hits,

Strikes to the side and abdomen.
Foe experiences 9 Hils per round
for bleeding. Stunned and unable
Yo parry for 5 rnds before passing
out fram shock, + 21 Hits,

Several side and back wounds
couse foe to parry in a stunned
state for the next 13 rounds. Foe
takes 9 Hits per round and

+28 Hits,

Severe blows to foe's side and
obdomen. Foe is stunned and
unable to porry for 5§ rounds. He
is taking 10 Hits per round and is
at -95. +32 Hits.

Witless loser charges you as you
sever his spine, hand, ond
lacerate the side of his head. He
falls in o heap, quite lifeless.

86-90

Hit foe's back and upper leg. He
is bloody and knocked 10 feet
awoy. Foe unable fo parry for 5
rounds. 6 Hits per rnd, and + 18
Hits

Strikes blow away ear and pierce
hip. Foe at -30, cannot parry for 2
rounds, stunned for

6 rounds, and takes 8 Hits per
round. +27 Hits.

Foe knocked down. Strikes kill an
unarmored foe. Otherwise, he is
stunned, unable to parry for

12 rounds, receiving 9 Hits per
round. +30 Hits.

Sent spinning, foe is struck in the
spine, the kidneys, and he loses a
hand, This one is history in one
round. +33 Hits.

Disemboweling stream of metal

A Is foe's leg, abd and
chest. He lopses info
unconsciousness before dying in
4 rounds. +35 Hits.

91-95

Foe loses one ear and nose is
lacerated. Hearing at - 50.
Stunned for 10 rounds if armored
or out 3 hours if not. Foe receives
5 Hits per round and +23 Hits.

Impacts to middle and upper back
and back of head. If unarmored,
foe dies; otherwise, he is stunned
for 10 rounds. Takes 8 Hits per
rnd and +25 Hits.

foe makes an excelient ventilator
with holes in the leg, side, and
chest. He expires in 1 round.
+32 Hits.

Several strikes take out the liver,
spleen, and intestines. Poor slob
fights for one messy round then
drops. +34 Hits,

Spinal shot induces a bizarre twist.
Arteries in chest and orm olso
severed. Foe is paralyzed and
dies in 3 rounds. + 40 Hits.

96-99

Malicious biow to foe’s face. He
foses nose, cheekbone, and a part
of his skull: Foe is in coma until
revived. Peceives 4 Hits per round
and + 25 Hits.

Foe brutalized in strikes to the
side, cheek, neck, and brain. Foe
dies in 2 prone rounds. Add 10 to
your next aftack. +35 Hits.

Foe knocked back 15 feet without
an arm, and with gashes in the
neck. He is paralyzed by a broken
spine and dies in 8 rounds.

+35 Hits.

A classic example of
unanesthetized surgery. You
remove a plethora of vital organs.
A bit sloppy. Foe is out and dies in
3 rounds. +35 Hits.

A steady stream nails the sucker in
brain, neck, heart, abdomen, and
groin. Your allies within 50 feet
add + 10 1o their next attacks.
You are out of ammunition,

100

Hip is destroyed. More
importantly, the head is messily
seporated from the shoulders.
Bye.

Poor sucker is without the lower
half of his body ond has o hole
where his eye was fo boot. It was
quick.

foe tokes strikes to the chest, and
face. Lungs fill with blood, making
breathing difficult. Poor fool
expires in 3 messy rounds.

Foe hit in the heart and brain for’
a prompt demise. Good shot. Add
+20 to your next attack.

Foe bursts into a bloody puip.
Stop wasting ammunition,
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I . % Nary a whisper.. +0 hits. . Great luck escapes you. No +1 hit, +2 hits. Pretty weak. +3 hits.
o I ‘05 additional damage. +0.
+1 hit. +2 hits +3 hits. Blast stuns foe for 1 round.

+ 3 hits

11-15 |

Foe loses initiafive for T round.
+2 hits.

Foe is spun about. +4 hits.
Foe loses initiative 1 round.

Foe is unbalanced. +3 hits and
foe must parry 1 round <

Foe is unbalanced. + 4 hits and
foe must parry 1 round.

Blast stuns foe for 1 round.
+4 hits

16-20

Foe is spun about. +3 hits. Foe
loses initiative 1 round.

‘Blast unbalances foe. + 2 hits and
foe must parry 1 round.

Foe is unbolanced. +4 hits'and,.
foe must parry 1 round.

Blast unbalonces foe. + 6 hits and
foe must parry 1 round.

Foe stunned for 1 round. +9 hits.

21-35

Foe is unbalanced, takes +5 hits,
and loses 2 rounds of inifiative.

Blow unbalances foe. + 5 hits and
fos must parry 1 round.

Foe is unbalanced. +8 hm and
foe must parry 1 round.

1" Foe is unbalanced. + 10-hits ond

foe must parry 1 round.

Foe reels from blast. +15 hitsand

“foe is stunned for 1 round.

36-45

Foe is unbalanced. + 8 hits. Foe
loses 2 rounds of initiative.

Foe unbalanced by blast. +9 hits
and foe must parry next round.

Foels unbalanced. +10 hits and f

he is stunned for 1 round.

Foe is unbalanced and must parry

for 2 rounds. + 12 hits.

Foe is spun about and reels
backwards 10 feet. +20-hits. Foe
is stunned 2 rounds.

46-50

Blow unbalances foe. + 10 hits.
Foe loses 3 rounds of initiative.
Getfing better,

Blow unbalances foe. + 10 hits
ond foe is stunned next round.

Foe is unbolanced and must parry -
for 2 rounds.. + 12 hits, Add 5o
your next action.

Foe is spun about. + 20 hits, Foe
is stunned 2 rounds.

Foe is staggered. + 20 hits and
foe is stunned and unable to parry
1 round,

51-55

Blow unbolances foe. +10 hits.
Foe is stunned for 1 round. -
Grazing blast.

Blow unbalances foe. + 12 hits
and foe is stunned next found.

Foe i; knocked back 5 feet and
must parey for the'next 2 rounds.
+15 hits..

Foe is knocked back 5 feet and
must parry for the next 2 rounds.
Add 5 to your next action.

"Foe is really staggered. +20 hits.
[ Foe is stunned 2 rounds and

unable to parry next round.

36-60

Foe is unbalanced. +10 hits. Foe
is stunned next round.

Foe is spun about. +10 hits and
foe is stunned for 2. rsounds

Foe is spun: abou' +12 hits.and

- foe is mmnodfor 2 rounds.

Foe is staggered as he takes

- 10 hits. Foe is stunned and unable

to parry for 1 round:

Foe is knocked down, +20 hits.
Foe is out of-action for 2 rounds.

61-65

Foe is uni)uloncod. +12 hits. Fos - ;

is stunned during next round. "~

- foe it staggered. Poor ool is
ifunined and unabléfo'Barty next
" round. ¥ 10 hits,

Foe is stunned and unable to
party hext round. + 10 hits. Add
5 to your next action.

Foe is staggered: + 10 hits. Foe is
stunned 2 rounds and unable to
parry for riext round.

Foe is knocked down. + 20 hits.
Fow is out a_f‘nction for 3 rounds.

I 66

Blast break’s foe's non-weapon

shoulder, Arm is useless. +20 hits.

Foe must parry for 1 round.
+7 hits.

Blow shatters foe’s weapon
shoulder. + 15 hits. Arm is useless.
Foe is stunned 1 round.

Blow bredks both of foe's arms.
Foe is kiocked down, is at -90,
and is stunned for 3 rounds.

Blow to foe's head. if foe hos no
helmet you kill him. If foe has a
helmet he is out for 3 hours, but
lfecspla'e is crucked with slow
eak ‘

Blast shatters skull into thousands
of lost particles. Foe dies instantly,
Direct hit; fine punch.

67-70

Blow to foe's back. Foe is stunned
and unable to parry for 1 round.
+7 hits.

Blow to foe's back. Foe is stunned
and unable to parry next round.
+ 12 hm

Blow to fos's back. Fos is stunned
for 2 rounds and unable to parry
next round.

Foe is knocked down, takes 15 hits
and is out of action for 2 rounds.
Add 5 to your noxt act.

Blast-to foe's non-weapon arm.
Foe is stunned 1 round and has a
shoherod shoulder l

71-75

Blow unbalances foe. + 10 hits
and foe is stunned for 2 rounds.
Strong grazing blast.

Blow stuns foe for 2 rounds.
420 hits. Foe is unable to parry
next round.

Foe is knacked down. + 10 hifs,
Foe is out of action for 2 rounds.
Add 5 to your next act.

Foe now has a broken non-
weapon arm. + 10 hits. Foe loses
use of arm, is stunned 1 round.

Blosf to foe's chest breaks ribs and
stung foe for 6 rounds. +20 hits.

Foe at -25.
e

76-80

Blow stuns foe for 2 rounds.
+ 15 hits. Foe is unable to parry
for 1 round.

Foe is knacked down. + 10 hits.
Foa is out of action for 2 rounds.
Add 5 to your next act.

Blow breaks foe's collar bone,
Foe is at -25. Break is minor.
+15 hits. Fos is stunned 1 round.

Blow breaks fo&'s weapon arm,
+10 hits. Arm is useless. Foeiis
stunned for 1 round.

Blistering blast to foe’s shoulder
ared breoks collor bone and both
shoulders. Foe's arms ore useless.
+25 hits.

81-85

-Blow to foe's back. + 10 hits. Fos -

has broken ribs and torn
cartilage, fights at -25.

Blow to foe's back tears cumlage,
breaks ribs. + 10 hits. Foe is
stunned for 2 rounds, fights -25.

Foe has broken thigh. + 15 hits,
Foe fights at -40 and is stunned
for 3 rounds.

Blow breaks both of fos's arms

and knocks foe down. +20 hits.

Foe is dewn for 3 rounds, hés
2 vseless arms.”

Blast to side crushes a variety of
organs. Foe dies of internal
bleodmg ofter 6 rounds of
mucﬂvnty +30 hits.

| 86-90

Blow knocks fos down. + 10hits.
Foe is down for 3 rounds and is
unable to parry.

Strike to foe's calf. +20 hits. Foe
fights of -50 due to broken bone
and torn tendons. Foe is stunned
3 rounds.

Blow breaks foe's hip. + 20 hits.
Foe fights at -60 ond is stunined
and unable to parry for'2 rounds.

4o

Strike to foe's abdomen: + 20 hits.
if area not armored, foe dies in

6 rounds due to organ loss, If
armored, foe stunned 12 rounds.

[ Bfi’:sf crushes bone in foe's lower

body Foe finds life hard and dies
in 3 counds. +50 hits.

9195

Blow breaks foe's hip. Foe ﬁghts
at -50, +20hits. Foe is stunned
and unable to parry for 3 rounds.

Blow fo upper head ared. ¥ foe
has no helmet he is dead.
Qtherwise, fou is ina comg for

2 weeks. +25 hits. Holm.? broken |

“ond useless.

parry for 9rounds.

Blow shattérs fW's knee. Fous - £

hobbled ared is ot -75. + 20 Hits. |
Foe is stunned and unable fo :

Blowshatters foe's j6%:-Foe's
brain is destroyed. + 50 hits. Foe
dies after 3 rounds of inactivity,

Blast drives bone through foe's
lungs. Foe drops and dies after
6 rounds of intense agony. Sad.
+30 hits,

1 96.99

Blast o foe's head. +20 hits. If
foa has no helmet, he is knocked
out and in a coma for 1 month. If
foe has helmet he is knocked out
for 1 day.

Blast 1o foe's collararea uvm

| windpips. Fos cannot bresth or

fight. +25 hits. Foe dies i in,
12 long rounds.

sﬁﬁﬁi’fﬁ.'ﬁ chist. Foe dies.

immediately after sudden shock. .
+50 hits.

Blow to foe's side. + 25 hits. Bone
is driven info foe's kidneys and
foe dies of shock in 1 round.

Blast cruthes skull. Foe dies
immediately. Add 20 to your next
action.

100

‘Head strike. +25 hits. If fos has

helmet; it is broken and foe is
knocked down and out for 1 day.
if no helmet, foe dies due to the
skill fracture in 3 rounds.

Blow to back of neck poralyzes
foe from the shoulders down.
+ 30 hits, Foe is unhappy.

Blast to foe’s head-crushes skull.

Foe dies immediately. Add 10 to
your next action.

Chest disruption. Foe's lungs and
heart explode. Foe dies i )

Blast annihilates foe's entire
keleton. Foe is reduced to a

Add 25 to your next action. .

pulp. Try o spatul
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5.87 ELECTROCUTION

5.88 RADIATION

5.89 VACUUM

5.91 WEAPONS FUMBLE

-49—05

Hair stands up. +0 hits.

Warm glow gives you a tan. +0 hits.

Ears pop. +0 hits.

Lose your grip. No further activity this
round.

06—20

Light chorge. +3 hits.

Mild rays. If untreated, 50% chance of
concer in a yeor.

Rushing air delivers 5 hits.

One's ten thumbs just cannot locate thot
elusive trigger. No further activity this
round.

2135

Explasian of light. Target stunned 1 rovad.

Insidious exposure delivers 5 hits,
unhealable until specially treated.

Stopgered by pirbursy, +10 hits.

The safety was on. -50 to octivity for this
round and the next trying to racover. 8oy,
do you look silly.

36—50

Medium charge. + 6 hits; -10 to activity.

Rays deliver a mild burn: 2 hits per round
and -10 to activity.

Gale winds spin target about; he reels
backwards 10 feet. + 12 hits. If no armor:
stunned 2 rounds.

Fumble your quick-draw lose your cool.
You find yourself at -30 activity for 3
rounds of action.

51—65

Heavy chorge. +9 hits; -20 to activity and
stunned 1 round.

Bitter chromosome damage: you are O.K.
but your children have a 50% chance of
being ‘'domaged’. Also affects Regenex
trectments.

Ears reolly pop: mild hearing damage and
+8 hits, also stunned 2 rounds.

You drop your gun and you're st wed
this round and next trying o decids
whether to retrieve it or use a new one.

66—79

Strike to left arm. + 12 hits; -30 to activity.

Target ircadiated: hair falls out in ane
day; sores appear delivering 10 hits and
1 per round. Hits can be ‘healed’ but per
round problem cannot be stopped untit
radiation freatment done.

Blast sends target whirling: + 10 hits. Left
arm is broken and useless; he is stunned
3 rounds.

You really mishandle your weapon.
Stunned 2 rounds.

Strike to side devastates nervous system.
Severs shock results. Victim is a living
vegetoble for 10 days.

Target looks ot source: severe retinal
damage couses permanent blindness.
+20 Hin,

Victim knocked down and is struck on the
head. + 12 hits. Helmet is crushed and
useless, he is stunned 5 rounds. If no
helmet: skull fractured, dies in 3 rounds.

Poor judgment, and worse aim. You pull
the trigger, lose on ear and take 2 hits per
round.

81-—-86

Strike to right arm: Muscle and cartilage
mangled, Arm useless. 2 hits per round.
Item in hand shorted out. Target is
stunned 6 rounds.

Target gats radiation sickness: nausea,
hair loss and sores. -40 to all activity and
constant 30 hits until treatment
administered. Death in 30 days if not
treated.

Cold and air loss take victim's breath
away: he is stunned 3 rounds and takes
+15 hits,

The ammunition cartridge is jammed. It
will take 2 rounds to draw a new weapon
or 6 rounds wrestle it free.

87—89

Victim is psrmeated by electricity. Entire
nervous system rearranged. Drops ond
lies in shock for 10 hours before dying.

Exposure causes target to faint for 1-10
minutes. Severe radiation sickness puts
poor victim at -70 fo activity (including
perception due fo retinol domage). Death
in 10 days if not treated.

Flying debris stuns torget for 3 rounds.
+20 hits.

Fumble ammunition when loading. Your
precious ammo skitters 10 feet away. Now
whaot, buddy?

90

Head strike, If target is wearing a helmet:
it 5-dagtroyed and a 2 week coma results.
If not: dies instontly as brain is fried.

Severe exposure: "B’ heat critical and
target in coma. Death in 2 days.

Luckily, victim is lodged between pipes
within 10" of a door to safety, aveiding an
unpleasant space walk. Unluckily, his
spine was damaged and he is paralyzed
from the waist down. +25-hits.

Qnly you could get your finger caught in
the trigger. You are stunned for 4 rounds
of action. Try surrendering.

91—-96

Chest strike. If metal armor: it becomes
fused ond immobile. If not: unlucky torget
is knocked ous for 6 hours.

Deadly rays course through target: "A™
heot critical and forget is stunned

5 rounds. After ten minutas victim is struck
by severe nausea lasting 1-10 days. Temp
constitution drops 2-20 points.

Victim hears bells: eardrums burst and

heoring permanently domaged. Nose

bleads. He tokes 18 hits and 3 per round.

;,50 to activity as eyes water and lungs
urn.

Your spostic cim hits 20 feet short of
torget. You are ot -30 activity for 3
rounds.

97—99

Electrifying experience: victim's brain falls

victim to massive shock. Passes out and
dies in 6 rounds. .

Target zapped: he is blind and d for
10 rounds, after which he lapses into
unconsciousness for one day. Then.50%
chance of death or merely life with a

Permanent Con reduced by 5-50 points,

o pression pses one lung and
destroys hearing. Target at -70; + 24 hits.
and he is stunned 3 rounds.

You seem to think that your gunis a
baton. It slips and in trying to recover it,
you knock it 5 feet in front of you.

100

Nervaus system acts as a superconductor.
$ad instant death provides all witnesses
with a fine light show.

Rays flash-fry target's skin: +40 hits and
10 per round. Victim is blind and
unconscious, and will die in 5 minutes.

Tacget feels blaod ttact to boil: +30 hits
and 10 per round while exposed. He is
stunned for 6 rounds.

Your gun slips in your sweaty palm as you
fire. You shoot off your toe. Naw you're
at -50 and took + 8 hits. 2 hits per round.

101106

Strike to face: victim loses nose and is
stunnad B rounds. Blinded for 2 weeks. If
waearing o helmet: lucky torget is only
knocked down.

- Exnlotive d.

Penetrating woves do no initial domag,
but three of torget's internal organs will
fail in 1-10 doys. (roll each). Permanent
Con reduced 4-40 points,

(> pression slams target
agoinst bulkead, ond he is lacerated by
crystallizing atmosphere: + 15 hits, 4 per
round and stunned 3 rounds.

Cartridge drops out of your weapon,
scottering ommo, on which you slip and
foll down. Stunned 5 rounds (ond red-
foced).

107-—-109

Chest strike: If target wearing metal chest
armor it is o single fused mass; he is
frightened and stunned 3 rounds but
otherwise OK. If not: heart and lungs
destroyed: he dies instantly.

Unpleasant burns: target receives a *'C""
heat critical and will die in 10 hours if not
treated.

Large piece of equipment is torn loose and
slams into victim's side: bone is driven into
kidneys. He takes 30 hits and is stunned
for 10 rounds, then he dies.

Poke yourself in the eye while trying to get
fancy. + 8 hits. -20 fo activity and stunned
2 rounds.

Head is no longer available for use.
Smoke and ozone surround the lifeless
body.

Victim feels microwoved as his blood boils:
+ 50 hits and knocked vaconucious. Poor
fool diet in 3 rounds due to massive
internal damage.

Lack of air pressure disrupts lungs, eyss
and ears. Nol o prefly sight. Target dies in
& messy raunds.

You pull the trigger and empty the gun
into your own foot. +20 hits; 8 hits per
rouad. -70 to activity. Stynned 3 rounds.

111116

Abdomen strike, Stunned 7 rounds. 6 hits
per round. If no armor over abdomen:

_ dies of shock ugd bleeding in 12 rounds.

Target collapses. Widespread cellular
damage causes 60 hits and coma; deoth in
10 days.

Target spun by departing air, and
knocked down. He breaks both arms. -60
to octivity and stunned 3 rounds, during
which he slides towords the new exit.

Trigger slips while you are bringing up
your weapon. Make an attack with no
modifjcations on the tlosest combatant.

1i17-119

Chaest strike desiroys both lungs. Cutin
half. Charge extends 10 feet giving an
"A'"" critical to anyone in the way,

Selective roys vaporize eye tissues: victim
is stunned for 10 rounds, takes 20 hits and
is quite blind.

Victim unwittingly attempts fo turn inside-
out. Though unsuccessful (sort of} he loses
use of all sensory organs as well as lungs,
and tumbles; unconscious, fowards deep
space, exiting in one round. + 50 hits.

Whils daydreaming you put your hand in
front of the barrel whilg firing. Lose a
finger. + 10 hits; 5 hits per round and
stunned 3 rounds.

120

Charge disrupts csll structure as slectricity
permeates body in beautiful display

Target glows o pretty shade of red before
vanishing utterly.

Wasting no time, target zips straight out
of hull breach. Surrounded by g cloud of

You spin the weapon in your hand and
deol o point-blank burst ettock on

belore turning it 1o dust. frozen oxygen, he explores thé finol yourself. Roll the atiock ond soy your

frantier on his awn. Unfortunately, he is prayaers, buddy.
quite dead after 2 rounds. Wave g'bye.

-20 — ::A"" crit 20 — A" crit 20 — A" erit -20 — Hond Energy

210 — ..B..cr“ 210 — "B erit 10 — B crit -10 — Energy Pistol

+0 — C crit +0 — "C" erit +0 — ""C" erit +0 — Two-handed Energy

+10 — D" crit +10 — D" erit +10 ~ "D crit +10 — Pistol Projectile

+20 — "'E” crit +20 — "B crit +20 — "E" crit +20 — Two-honded Projectile ,
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PERSONAL MANEUVER CHART Extremely
Medium r Foll Al
Routine Easy Light v Hard Very Hard Hard Sheer Folly bsurd
-201 Falt down. +2 Hits. You Fall. Knock self out. You Foll. Break arms. +10 Fall. +15 Hits. Break Fall. Break arms. +20 Fall. Break both arms Fail sends you into a Fall breaks neck. You die § Fall crushes skull.

ore out 3 rounds.

are out for 12 rounds.
+9 Hits.

Hits. You are out for 6
rounds.

arm. You ore out for ¢
rounds.

Hits. You are out 18
rounds. Arms useless.

ond neck. + 30 Hits. You
are out 60 rounds.

coma for 3 years. +30
Hits. Broken spine.

in 3 rounds.

Foll paralyzes you from

(-200) — (-151) Fail to act. Fall down. Lose 2 Fall down. + 3 Hits. You Fall. Break wrist. + 10 Foil. Break leg. +15 Foll. Break arms. +20 Foll. Break back and Fall. You smash your
rounds. +2 Hits. are out for 4 rounds. Hits. You are out for Hits. You are out 9 Hits. You are out 18 legs. +25 Hits. Porolysis bockbone ond arein o neck down.
rounds. rounds. _rounds. Arms yseless. of lower body. coma for | year.
{-150) — (-101}) 10 Fail 10 act. Fall down. + 2 Hits. You Fall down. Sprain ankle. Fall. Breok arm. + 10 Fall. Breck leg. +15 Fall. +30 Hits. You are Fall. Break both orms. Foll. You smash your
are out for 2 rounds. You are ot -25%. +6 Hits. You ore out é Hits. You are out for 6 out 6 rounds. Shatter and neck. +30 Hits. You backbone ond orein a
Hits. rounds, stunned 3 rounds. knee. You are at -80%. are out 60 rounds. coma for 1 year.
rounds.
(-1 Qov — TU— ) 30 10 Fail to act. Foll down. Lose 2 Fall down. Sprain ankle. Fall. +20 Hits. You Foll. + 12 Hits. Break Fall. +30 Hits. You are Foll. Break back and
rounds. +3 Hits. You are at -25%. +5 break your wrist. You arm. You are out for 6 out 9 rounds. Shatter legs. +25 Hits. Paralysis
Hits. are out 2 rounds. Not rounds. knee. You are ot -80%. of lower body.
Xeoameoth
(-50) — (-26) 50 30 10 Fail to oct. Foll down. +5 Hits. You | Fall. Sprain ankle ond Fall. +10 Hifs. Knock Fall, +12 Hits. Break Fall. You are out 18
ore out 3 rounds. teor ligoment. You are yourself out. You are out | orm. You are out for 6 rounds. You break both
ot -30%. +15 Hits. for 18 rounds. You lose, rounds. arms. +25 Hits.
pal.
{-25) == [+] 70 50 30 5 Fail to act. Fall down. +5 Hits. You Fall. Sprain ankle and Fall. +20 Hits. You Fall. +10 Hits. You
ore out of action for 3 tear muscle. You are at break your wrist. You break your leg. You are
rounds. -30%. + 10 Hits. are out 2 rounds. Not ot -75%. You are out 6
very smooth. rounds.
01 — 20 80 60 50 10 5 Fail to act. Foll down. + S Hits. You | Foll. +SHits. Youpulla | Fall. +15 Hits. Break
are out for 3 rounds. leg muscle. You are at arm. You are out for &
-25%. You are out 2 rounds.
rounds.
21 — 40 90 70 60 20 10 5 Fail to act, Fall down. +7 Hits. You Fall. Knock yourself out.
take 3 hits per round. You are out for 30
You ore out for 2 rounds. + 10 Hits.
rounds.
4 — S5 100 80 70 30 20 10 5 Fall down. +5 Hits. You | Fall. Sprain onkle and
are out for 3 rounds. tear ligament. You are
at -30%. + 15 Hits.
56 — 63 100 90 80 40 30 20 10 Fail to oct. Fall down. +7 Hifs. You
take 3 hits per round.
You are out for 2
rounds.
66 — 78 100 100 90 50 40 30 20 5 Freeze for 2 rounds.
76 — 88 100 100 100 60 50 40 30 10 Failtoot.
86 — 93 100 100 100 70 60 50 40 20 5
96 — 105 110 100 100 80 70 60 50 25 10
106 — 115 110 110 100 90 80 70 60 30 20
116 — 125 120 110 110 100 90 80 70 40 30
126 — 135 120 120 110 100 100 90 80 50 40
136 — 143 130 120 120 110 100 100 90 60 50
146 — 1558 130 130 120 120 10 100 100 70 60
156 — 165 140 130 120 120 120 110 100 80 70
166 — 185 140 140 130 Super move. You feel Excellent move. You are 120 110 90 80
great. Subtract 4 hits unstunned. Add 10 to
from your current total. allies' rolls for 2 rounds.
186 — 2235 150 140 Great move. You feel Brilliant. Move inspires Move inspires your Move inspires your 120 100 90
better. Subtract 4 hits all. You are unstunned. alfies. Add 20 to friendly allies. Add 30 to friendly
from current total. Your allies are ot +10% rolls for 3 rounds. rolls for 2 rounds.
for 2 rounds.
226 — 273 150 Incredible move. You Brilliant. Move inspires Move inspires your Move inspires your Move inspires your You have half the round 100 100
feel great. Subtract 3 all. You are unstunned. allies. Add 20 to friendly allies. Add 25 to friendly allies. Add 30 to friendly to act.
from your current hit Your allies are at + 10% rolls for 3 rounds. rolls for 3 rounds. rolls for 3 rounds.
total. for 2 rounds.
276+ incredible move. You Brilliant. Move inspires Move inspires your Move inspires your Move inspires your Move inspires your Move inspires your Move stuns all foes Move stuns all foes

feel greot. Subtract 3
from your current hit
total.

allies. Add 20 to friendly
rolls for 3 rounds.

allies. Add 25 to friendly
rolls for 3 rounds.

alfies. Add 30 to friendly
rolls for 3 rounds.

ollies. Add 30 to friendly

allies. Add 30 to friendly
rolls for 6 rounds.

within 30 feet. You sfill
hove half the round to
act.

within 50 feet.




6.0 VEHICULAR COMBAT

Presented below is a ship-to-ship combat system usable for any
two or more vehicles capable of high-speed N-space maneuvering.
By necessity, all ship combat takes place in normal space, mainly
because any sort of discreet maneuvering while in Hyperspace.in-

evitably leads to a random displacement, sending the ship far off -

course. Also, energy weapons are useless in hyperspace, as the ship
they are intended to strike is moving many times their rate. These
rules are also most suited for combat between relatively large ships
(at least 1,000 tons) with sophisticated offensive and defensive
systems. The velocities involved. are large, and thus so are the
distances between the ships. Virtually all such combat takes place
with neither craft ever getting within normal visual range of the
other.

However, with the incredibly advanced sensing, targetmg and
magnificationtechnologies available to the spacecraftof the future,
the opponent’s ship still looms huge on a viewing screéns as |t fires
computer-tracker lasers or antimatter torpeodes.

As has been mentioned, the starship-mounted weapons of Spl«
Master require many support facilities in order to be effective.
These are detailed in section 6.13. The weapons themselves (in-
cluding their various advantages and disadvantages) are discussed
below, in section 6.12. Immediately following are several terras us-
ed frequently in this section which bear clarification at the onset.
Any other terms which might be unclear are in the Glossary.

For combat involving much smaller craft (Such as SMAC fighters
in a dogfight situation, or SMAGs attacking a larger craft), see the
Small Spacecraft Combat conventions, section 6. 43).,

6.11 DEFINITIONS

AR: (Acceleration Rating): the rate of change of speed agiven shnp is
capable of.

CPU: (Central Processmg Umt) the.main processor of a computer. : .
in Space Master the Mk. nuriiber of acomputer is equal toiits pro-

cessing unit capacity. Since most programs réquire rmore than one
Processing Unit each, probably substantially fewer programs thar
units can be run’ 5|multaneous|y

HUD: (Heads Up Dlsptay) Appllcable to gunner bonuses, a HUD i
asmall visual readout screen or other display which shows targeting
data-and other relevant information to the gunner. HUD's have dif-
fering bonuses based on their quality and sophistication.
6.12 SHIP MOUNTED WEAPONRY

There is a substantial array of ship maunted weapons available in
Space Master; differing in complexity, power and effect. The
general types of offensive weaponry are described below, grouped

by what type of critical they deliver (Pierce or Blast). ‘Energy’

weapons all fire some sort of projectile which travels at essentially
the speed of light. Failure for such weapans usually indicates either
a gunner furnble or an electronic or capacitance: breakdown. Alt
missiles and torpedoes are fired from magazines via a:tube. Failure
for these weapons is usually either a mechanical breakdown, or a

premature detonation as the. missile” (being fired at hyperlight

speeds) is struck by a bit of space debris and destroyed — always a
calculated risk in ship combat.
WEAPONS DELIVERING A PIERCE CRITICAL

Laser Cannon: Potentially the most complex of all the weapons
systems, laser cannon banks are also — perhaps quixotically — the

most compact, Laser-banks fail on an unmodified roll of 01-07, the

largest failureé range, due to their sophistication and delicate
targeting mechanisms (but anly for spacecraft mounted LASERS
when used in spacecraft combat). Though laser-cannon do not
deliver may pure hits, their critical severity range is very high: an 1"
(a combination critical — see the attack chart). A powetful laser is
potentially the most devastating.weapon.against any craft.
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Blast Cannon: A particle beam weapon, the Blast Cannon acts to
break down the molecular structure of the target, The effectis essen-

--tially-of a beam-weapon, though it is slightly less accurate and
. powerful than a laser. Though more bulky than a laser bank or

disruptors, the machinery is less susceptible to damage or misalign-
ment.

Disruptor. Bank: Pulses of oscillating electromagnetic radiation
which disintegrating anything in their path, Disruptors are very ef-
fective against unshielded material. Disruptors are more bulky than
Laser Cannon but less so than Blasters.

lon Cannon: The lon Cannon fires a series of ionized energy bolts in
phased rapid-fire. Though the bolts are actually a series of small
blast strikes, the effect is that of a pulsed beam, thus the Pierce
critical is used. The lon Cannon is the most simple mechanically. The

- lon Cannon uses the Blaster table with Pierce criticals.

Non-explosive Projectile: Rarely used against any but the smallest
ships, non-explosive projectiles are included mainly for com-

. pletepess. Some ships do.still mount these weapons, usually in

rapld -fire gun mounts, so the Pierce effect is sometimes aimost that
ofa slashmg beam. The loac{mg and ﬁrung machinery malfunctions
on aroll of 01-03.

WEAPONS DELIVERING A BLAST CRITlCAL

Matter/Antimatter Torpedo: The most powerful of the guided
missile weapons, M/A torpedoes are canisters with a self- contained
electromagnetic field holding separated small amounts of matter
and antimatter. The tarpedoes detonate automatically on proximi-
ty. M/A torpedo launchers fail on an unmodified roll of 01-04.

Thermonuclear Missile: Though bulkier and less powerful in pure
destructive energy than M/A torps, Nuclear missiles do, however,
deliver a Radiation critical. These missile launchers fail on a roll of
01-04.

Explosive Missile: These relatively ineffective missiles are com-
monty only used by low-technology societies or agamst undefend-
ed targets: Atshortrange they can be devastating since they have no
guidance systems to fool; They fail on a roll of 01-04.

Plasma. Gun: The most devastating weapon in terms of pure
dehyery of concussion hits, the Gun fires a bolt of energy plasma
whigh: expands and encloses the target, forcing an implosion. The

" .« Weapohisa t;emendousdram on aship'senergy, but the results are

often worth it. The mechamsrn is roughly three times the size of
Laser equipment. - . f
6.13 SYSTEMS IMPORTANT T0 COMBAT

SENSORS
Sensors are crucial to combat not only for analysls of opponent's

-actions, but simply to know what the opponent is doing instantly.

Keeping in mind that all visual data travels at the speed of light; any
normal inputas to what an opponent is doing is subject to the delays
of lightspéed. Sensors (or SENSR scans, as they are properly known
— see section 2.0) gather data at hyperlight speeds, and thus allow
for computer updates on enemy movements,

SHIELDS - -

AR mtegr part of ship defense in Space Mutcr are Deflector
shields {or scfeens as they are sometimes called). Generated from a
single source, the shields are distributed over a ship‘s hull using a
superconductor grid implanted 1 the hull's outer surface. These
shields absorb or deflect most forms of energy, spreadingitover the
surface of the ship and thus dlspersmg it. Strong bombardments
temporarily weakef shaeld power; as reflected in the critical strikes
which indicate a temporary Jowering of shield DB. .

- One special feature of shields is that (with the appropriate Defense
program) they can be doubled aver a certain area of the ship. The



- dreas-are: front, rear, side, top or bottom. See the diagram on the
‘Combat Status Chart (sec. 6.16) for what facings are actually
covered. When shielding is doubled for a facing, the Shield DB is

, literally doubled. However, the rest of the ship facings have ne shield
s-protection. Special shield facings are selected if desired at the begin-

- ning of each turn and are locked in for the duration of the turn.

~COMPUTER PROGRAMS : :

- Lomputer programs-are dealt with extensively in sectron 3. 2 and

«thatsection should be studied for all applicable comgputer programs
for combat. Here are reviewed bnefly the key programsand what

; purpese they serve. . .- _ »
Defense: Evade (DB bom.ts), EW Drsmbum Defense (screen con-
trat) e

‘Offense: Tactics (Initiative bonus) EW Drstrrbutton Target Lock-on

! (Energy weapons);- Central Gunner Control (if individual gunners
- mot-used); Gunner. Interface (if. gunners .used); Predict (energy
weapons); Missile Trageting (missiles, torpedoes).

“-Miscellaneous: These other programs.are .necessary: to-normal
izoperation: Basic Systems Momitoring; Life Support; Power Distribu-
z:tion; Damage: Control. Construct Analysis, for Sensors, is: also
necessary if-detailed information on the opponent is desired-from
oiskans duringcombat. Also, if repairs are.being made, the Techntcal
# Reference programs may need tg be called up..

The desired programs (assuming:they have. been pur»ehased and
fed into ship memory) should be loaded into th somputer CPU
prior to battle. Keep in mind that the Computer M 9% al to the

ggumber of Processing Units itcan haVerunnmg s:multahec»usl’} nits

{"STEALTH / ELECTRONIC WARFARE

~ Stealth Systems, also known as Electronic Warfare (EW) systems
have many uses on the ship, and to:be fully utilized require a full-
time operator during battle. A ship‘s EW rating can be used as a DB,
(or-to. cancel an.opponent's: EW-caused DB) or can-jam (and
detonate)incoming missiles: The primary E\Y operator (person with
highest EW skill at a console) must declare (orsecretly write down)
where he will allocate EW for that turn: DB, Anti-DB, Transmission
Jamming or Missile Jamming. The total EW number can be split, but

.the decision made at the begrnnmg of. the turn is locked in.untii the
next turn.

EXAMPLE: Duncan is the EW operator of hlS shtg. tltegbn-
~ flant. He has an EW skill of 50, andthel)g_f{_*, it
_Is also 50. The Sensor officer "¢losing, possibly
- hostile. Duncan activatesthé Beflant’s S Hrid
ponders how to allocate points. The maﬁm;mm 4
that he can only detect Laser Cannons as the.in
armament, so Duncan sets the EW on full DB, since he I ;
sively minded, and there is no evidencethat the Gther sHip has
- missile armartient: He'is commitied:-Tor e game firdl A (<
round later as the ship closes.and- mew Effigey. gets o+
 another roll, he detects missile tubes!.To bad, since Duncan. .
< cannot reallocate some of the ship sEWpornts' un?ﬂnex?turn.
" If he had known, he might have devated'some EW 0 missile
¢ jamming, and had a better chance of stépping  the potentrally
devastarmg missie’ attack sure'to come from the opponent

) «Missnle Jammmg
“With missile jamming, the EW bonus is usedas an attack against
arincoming missile — the missile receiving a bonus against this EW
equal toits Mk. rating. More than one missile'can be actedtponin a

Yghver round, but there rust either be multiple: ‘operators‘or the

“Ayperator's skill bonus must be split: Note thatissile jamming is the

-Tonly tire that'the EW operator skill bonus is employed in combat.

69

EXAMPLE: The Defiant has been under attack, the enemy -
firing laser cannon, which have-been ineffective.till now; Itis.
. the beginning of turn two and Duncaa may reallocate his EW/, . -
- hased on the new Sensor-data. The Defiant.has an EW rating
. 0f 50..Duncan; with-an EW skill bonus of 50, has a number of.

. ORUONSE. ¢ g '
on 11:he can i 1gnore the threat of mrssrles and hold h:s .
full EW as a subtraction to his DB, as he has been. Flaws in this
idea are that if the enemy fires missiles, they will almost cer-
tainly reach their target, and@*ils EWSDB might already be par-

“tially anfifed by the attaicker's EW — if they are usrng\
theirs to thwart his. ’
* Optlon 2: Use his full EW on missile jamming, giving himself
a good'chance of destroying any that are frred Thrs however
~ reduces the ship DB by 50. V
o Opﬂon 3: He can allocate part of the EW rating to each: for .
“instance 20 to overall DB, and 30 to missile jamming. He
decides to do Option 3. .
The opponent launches two Mk. 20 missiles at The De-

. fiant, With two mtbmmg mrsslles and Duncan as the only
'EWoperatﬁr he has two chbi ,);pht his EW and trytostop
 both. With this option, he would need to roll 66 or above to
, 50:25, plus EW committed to jom-
“ming: 30 (riote { it jamming EWis Uséd against each missile,

 while the operator skill must be splrt} rninus tﬁe mlssrle Mk. of
2&6?.1057? 35/ roll, ar ! '

fle“and Rave a better chance of destroy:ng R
one. In this case he adds his full EW: 50 plus the allocated ship’ -
EW: 30, minus the miss:le Mk of 20. He mist roll a 41 or bet-‘
ter.

" Note that if there were two operators (and consbles)
each operator could devote his full EW skill rating and the
ship’s full (alfﬁcated) EW rating. agaifist'a missile, Missile

© strike results afe determined at the end of the round after ,

" all jamrfiing‘attempts are matfe.” o
EW Cloakinglstealth =~

This functrqncannotbe used srmultanegusly wrth any esther func
tion. Cloaking thwarts enemy sensor detection/analysis. It.is pot
very -effective durmg combat, since overt use of : weapons:and

sublight engrnes are easily picked up on sensars and. the.‘cloak’ is

- yseless. It is useful just before combat.in attempting to:ambush an
unsuspecting opponent. In this, case, the Stealthy. ship’s-EW
operator adds his B skill-bonys.andithe ship's EW .and rglls, The

vrctrme§h|prs allcwedagrmﬂﬂgﬁgggge el a0cing the ship.
- bonus, the gperatorbo A

ol ”},L,e&thgaﬁ!%butadl rore than the
victim indicates mconcluswe data;, aoll.of less than the viatim in-
dicates full ¢ etectlon and ship analysis. Once a ship is picked upon

~ sensors, rolls are made every turn, bptthessteaithy ship must rolt a

“priodiied differertial pf over 200:to: vanish’ agam after-a sensor
lock has teen established.
EW Defenslve Bonus
Ship’s DB is increased by a factor equal to the amount of avarlable
EW designated to it. e S

«EW AhtisDefensive Bonus Car e g

~ This function can be used to cancel an opponent‘s DBcreated by
that opponent’s EW only. EW anti-defensive bonus canpot be.used jo
cancel other ship DB factorssuch.as shields or Evade. For example,
say the Defiant has 20 polnts of its EW designated. for DB, the rest
reserved for missile j jamming. The Defiant’s attacker uses 50 points
of their EW rating in an attempt to cancel the Defiant’s EW-DB, but
only effectively cancels 20 pofnts, because that is al| that was
designated. -



EW Transmission Jamming

EW can also jam other ships’ (and, necessarily, their own)
transmissions by creating a large radius interference field, the
generating ship at the center. Radius and intensity vary according to
points designated. Each pointadds 1 LS to the radius, and subtracts
1 from a Comm Tech's attempted transmission roll. All ships within
the radius are affected both for incoming and outgoing trans-
missions. -

6.14 COMBAT CONVENTIONS

Combat will take place on the star grid, each hex representing 100
kilometers.

Because space is in three dimensions (no joke!}, there is an
‘altitude’ factor, represented by the space occupied by the altitude
counter on the Combat Status Chart (6.16). The number represents
the # of hexes of altitude a ship has gained. Negative altitude is also
of course possible. Changes in altitude are made by executing turns
the same as in the map plane.

Because there is no friction and very little gravity in deep in-
terplanetary space to slow a spacecraft down, once ashipisgivenan
initial thrust it would theoretically continue at that same velocity
forever. (One or another of Newton's Laws). This is rather straight-
forward. However, when a craft is moving at very high speeds, a
number of sticky, complex things (related to relativity) begin to oc-
cur. Things like time dilation and mass- to-energy ratio shifts. For-
tunately, however, the RIF (Relative Inertial Field) generator was in-
vented. In effect, the RIF generator nuliifies the effects of Relativity
within the ship’s field — much like a gravitic field is able to nullify
gravity.

However, RIF generator not withstanding, velocity is constant un-
til thrust (or some other force) is applied to cancel it. Acceleration is
constantas long as thrustis applied — until a ship reaches the speed
of light. This velocity is the great threshold into hyperspace. If one is
deliberately shunting with a set course, all fine and good; but if a
ship strays over the line it will randomly enter hyperspace. A truly ter-
rifying concept. See Ship maneuvering, section 6.1 for the grim con-
sequences. (This should almost never happen during actual combat,
since the velocities are relatively small).

As noted in the weapons section above, Energy Weapons general-
ly travel at the speed of light; they therefore are greatly enhanced by
aship Predict program, so that the attack may will extrapolate to the
ship’s new position and fire appropriately. Missiles have their own
'disposable’ RIF generators, enabling them to travel at hyperlight
speeds.

All combat proceeds as a succession of game Turns, each turn
lasting one minute. Within each turn are six Rounds, each lasting ten
seconds (the standard Space Master and Rolemaster round) and
these rounds have phases. The Gamesmaster is advised to initiate
turn sequence as soon as one ship detects another and adhere strict-
ly to it to maintain fairness of play.

6.15 COMBAT SEQUENCE
At the beginning of each turn four things are established:
— Initiative determination
— General power allocation
— Shield distribution
— EW allocation.
Initiative is determined for the turn with a roll, modified by the
following factors:

Initiative Determination:

a) N-Space Acceleration Rating of the ship (the actual maximum
potential acceleration, in km/rnd squared. See the Movement
Chart).

b) Computer Tactics Program rating bonus (if in use).

¢) N-Space Combat skill bonus of Pilot.

d) EW Generated by the ship (irregardless of allocation — whether
for defense, jamming or whatever, the total EW rating is still us-
ed).

€) Highest Single Heavy Energy Projector Gunner skill bonus. This
crewman must be currently manning a gun (and cannot be the
pilot).

f) Advantageous position (up to + 50, GM discretion). For exam-
ple, an opponent is just lifting off a planetary surface, is surpris-
ed or in orbit at Zero Thrust, etc. would be at a severe disadvan-
tage.

g) Shipsize. in general, a smaller ship is more maneuverable and
potentially “'quicker’’ than a larger craft. See the Ship Mass Key
on the Status Chart for Initiative bonuses based on ship mass.

Combatant ship with highest modified roll has initiative through-
out the Turn, and may fire first. This player also has the option of
moving first or forcing the opponent to do so. Initiative is recalcu-
lated (if necessary) at the beginning of each turn.

General Power Allocation:

If a ship’s main energizer is not powerful enough to run all
systems simultaneously, the Head Engineer allocates power to the
appropriate systems. This is locked in for the duration of the turn.
Note that power within a weapons system can be shifted from round
to round (from one Laser cannon to another, for instance). Consult
the Starship design section for details of power systems.

Shield Facing:

If a special shield facing is desired (double shielding over one
ship-quarter, for instance) it must be declared here, and is locked in
for the turn. Special shield facing can only be used if a Defense pro-
gram is in CPU.

EW Declaration:

Each combatant declares (or writes down secretly if he prefers)
ship EW allocation for that turn.

NOTE: Power allocation, Shield facing and EW declara-
tion can be changed as often as every round IF there is a
crewman devoting full attention to manipulate each func-
tion. The GM may wish to have each crewmember make a
static maneuver roll (using appropriate skill bonus) to
determine whether or not he is successful in such
endeavors as well.

After these initial factors have been established, combat proceeds
through the six rounds. Each round has a number of phases, as
defined below.

COMBAT ROUND SEQUENCE

1) Declaration of Fire (all weapons)

2) Sensor Scan Resolution

3) Energy Weapon Fire Resolution

4) Movement

5) Missile Jamming Declaration and Resolution.
6) Missile Strike Resolution

DECLARATION OF FIRE:

This can either be done secretly or announced. Each player
declares what Energy weapons will be fired and at what target(s),
and what missiles are fired, and at what Target(s). Note gun facings
(Combat Status Chart, 6.16) and limitations. In some situations, all

guns may not be brought to bear simultaneously. Power expen-
diture and missile inventory should be noted.

SENSOR SCAN RESOLUTION:
If fire is done secretly, this phase is important for combatants to

know their opponents’ position and what attacks have been launch-
ed. Sensor officers roll and make appropriate modifiaations (Com-



puter analysis, Operator Skill bonus, EW, etc.) and GM reveals any
learned data. This is treated as a static maneuver if Future Law is
used.

ENERGY WEAPON FIRE RESOLUTION:

When resolving Energy Weapon attacks, several factors are taken
into account.

Offensive Bonuses:

a) Gunner’s Skill Bonus. Applicable only to the gun manned by the
gunner with that bonus. Also only usable if the ship has a Gun-
ner Interface program in the CPU.

b) HUD (Heads Up Display) Bonus. Applicable only to appropriate
manned gun.

¢) Weapon Size/Range. Weapon bonus is directly related to Mk,
number (i.e., an Mk. 20 laser cannon has an innate + 20 bonus).
For range subtraction, each hex of distance traveled (counting
the target hex but not the source hex): subtract 5 from the total
OB. The Mk. number also reflects total range: an Mk. 20 gun
would have a 20 hex range.

d) Ship Predict Bonus. This is a variable bonus Computer program
which must be in the CPU to be used. The Target Lock-on pro-
gram must also be running in the CPU to use Predict. Once ac-
tivated, Predict acts as a bonus to all energy weapons, no matter
how many targets.

e) Central Gunner Control. Used only with guns not specifically man-
ned. Operational only with Central Gunnery Control program in
CPU, it allows the Hilot (or other bridge crewmember) to fire all
guns using his Gunner Skill Bonus (-10 to all guns for each gun
more than one he remotely controls). All guns so linked must be
aimed at the same target, and no HUD bonuses are allowed.

f) EW Rating. Only applicable to OB if used (and allocated this
turn) to counteract target DB; also has limitations in this area.
See section 6.13 on Stealth/EW abilities for more details.

g) Pilot Combat Pilot bonus. The Combat Pilot bonus of whomever is
the main pilot of the ship can either be used on offense or
defense. It cannot be split between the two. Keep in mind also
that — if using Future Law Skill Levels — no more Combat Pilot
skill levels can be applied than there are Function Rating levels
of Sublightdrive for the ship. (The pilot must have maneuvering
power with which to employ his skill, right?)

EXAMPLE: Preston Perfect, the famed space pilot, has a
Combat Pilot bonus of + 75 (25 Skill Levelsl), but is trapped
aboard the space freighter Sluggish Moose. The Moose
has but 5 Function Rating levels in Sublight drive. She is under
attack by evil Terrasmaks. Preston would like to employ his
fabulous Combat Pilot skill, but is hampered by the Moose's
lack of maneuverability. He only gets to add + 25 (five skill
levels).

Defensive Bonuses

h) EW Rating. Only applicable to DB if ailocated this turn. May be
partially or fully cancelled by Attacker EW. See section 6.13 for
more details on the various abilities of EW.

i) Shields. Set DB as designed for ship, based on shield rating
picks. Only usable at 1/2 value if Defense program not in CPU.
See section 6.13 for more details on shields and shield arrange-
ment.

j) Ship Evade Bonus. This is a variable bonus Computer program
which must be in the CPU to be used. It provides an additional
DB based on evasive maneuvers controlled by the ship com-
puter. Ship hull mass encumbrance must be subtracted from
either this or the Combat Pilot skill bonus. Also, as mentioned
under Combat Pilot in Offensive Bonuses, the Evaderating level
cannot exceed the number of Sublight drive rating levels (any
additional Evade rating levels are wasted, as the ship is in-
capable of the more complex maneuvering).
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k) Pilot Combat Pilot Bonus. This skill can be directly applied to the
DB by the astronaut piloting the ship. It can work in addition to
ship Evade bonus. The total employed Combat Pilot skill levels
cannot exceed the Sublight drive rating level (see Combat Pilot
under Offensive Bonus). Combat Pilot and Evade are treated
seperately, however.

EXAMPLE: A ship with a Sublight drive rating of 5 can
benefit from up to a Combat Pilot skill level of 5 {+ 25 to DB)
and an Evade rating of 5 (+ 25 to DB); thus a total maneuver-
ing DB of +50.

All of these factors are taken into account and a D100 open- end-
ed roll is made and modified, one for each weapon — except when
central fire control is used: one roll is made, and the roll plus the
pilot Gunner bonus is added to each gun bonus under centralized
control. The results and criticals (if any) are applied immediately.
Damage inflicted by the ship with initiative can affect the return
strike ability of the target ship(s).

MOVEMENT:

Each ship has an Acceleration Rating, based in its maximum
sublight acceleration capability. See the Movement Table (on the
Combat Status Display sheet) for the various ratings. Note that the
Acceleration Rating (AR) is the potential change in velocity, the
number in the AR column corresponding exactly to the number of
hexes a ship could reduce or increase its speed (in a straight line).
The number need not be used (i.e., constant velocity) or part of it
may be used, but it cannot be exceeded.

Note that pilot maneuver rolls (using the vehicular maneuver
table) for every movement in combat are not done. Initiative rolls
are all that need be made for movement.

EXAMPLE: Sky Cloudd is pilot of the scout ship Meridian
Queen. The Queen is stationary in orbit around a planet and
Sky wants to head out of the system at full thrust. The
Queen'’s Acceleration Factor is 11 (twelve rating picks in
sublight drive under Starship construction). The first round of
thrust the Queen accelerates from Zero velocity to 1,100
km/rnd(110kilometers per second). The second round she ac-
celerates from 1,100 km/rnd to 2,200 km/rnd. Third round
the Queen increases speed from 2,200 to 3,300 km/rnd. She
can thus accelerate (as long as she continues on a straight
course) until reaching what Sky considers a reasonable cruis-
ing speed (note that it would take the Queen a little over 0.75
hours to reach the speed of light, 300,000 km per second, and
the Hyperspace threshold.) Naturally Sky would want to travel
at slightly below this speed to prevent an accidental slipover,
and computer monitoring would keep velocity constant
below the danger area. Deceleration would be performed in
the same manner. Note that, if Sky were planning any sharp
turns or other maneuvers, he would probably keep to a lower
speed until they were completed, because of the turn restric-
tions (see below).
Turning:

The concept of turning in a frictionless environment is somewhat
complex, butonce understood is relatively easy to implementin this
system. Two factors need to be kept in mind when planning to in-
itiate a turn during movement. They are:

— Continuing velocity and direction from last turn (this is ascer-
tainable from the Velocity and Direction display on the Combat Status
Chart).

— Number of AF points available for use this round (this cor-
responds to the Rating Picks on the table, also on the Combat Status
Chart).

Look over the Turn Table (on the Status Chart). Across the top
are turn ranges in 30° groupings. Down the left column are Ac-
celeration to Velocity ratios ("'V'’ for instance means that the ship is




travelling at the same velocity as it's Acceleration factor). For the
Meridian Queen (from the example above) this-would be 1100
km/md. It is important to remember that the velocity used for this
ratio s the velocity of the ship from last reund (which should be easi-
ly read from the Velocity display). ;

The numbers within the chart indicate how much {or how little)
velocity the ship can have at the end of the round after the turn. If
two numbers are given (.7-1.1V for instance) they indicate that the
ship could have decelerated to .7 of its original velocity orup to 1.1
times its original velocity. The new speed is also, of course, in the
new direction. If only one‘number is given in the table, the ship
could decelerate to Zero velocity or as much as the number in-
dicated. This new velocity is also the actual number of hexes travell-
ed during the round the turn is made.

EXAMPLE: The Meridian Queen is travelling at a velocity
of 1000 km/rnd. Her Acceleration Factor is 1100 km/rnd. The
pilot (Sky) wishes to initiate a 60° turn. Checking the table, the
closest acceleration/velocity ratio is 1.2 (always round up in
the favor of the ship when determining A/V ratio). As can be
seen from the table, the Queen can have — at the end of the
round — a maximum velocity of 1.3 times the initial velocity.
In.this case it would be 1300 km/rnd. Sky, wishing to maintain
as much speed as.possible, chaoses this velocity. He could, if
desired, bring the ship to a full stop.

To determine exactly where on the grid map the ship will end up,
check which direction the ship is currently heading, and visualize a
line extending out from the ship in'the direction of the desired turn.
See figure 1. The dotted line is the visualized 60° turn for the Queen
from the example above (each hex side is-a-60° difference).-Now,
imagine a line halfway between the.desired directionsand the cur-
rentdirection (the dashed line on Figure 1). The Queen.can move as
much as 1300 km along this line (13 hexes at 100 km/hex). Move
the ship along this line, counting hexes as closely as possible. If there
is a question over which hex the ship can end up.in (the two labelied
“A" and “'B" in the figure).again, give the benefit of the doubt:
Allow the Queen to end up in hex "'B", if the pilot.desires. Of
course, any.turn of less severity is also permitted. The ship counter (if
used) should now be pointing in a direction 60° fram its original
vector, The Velocity chart on the Ship Status Display should be up-
dated.t0. 1300 km/end from the 1000 it was previously set on.

“Remember of course that ships can engage in vertical as well as
horizontal turns. To accomplish this, use the same rules, but
visualize a vertical hex grid interseating the flat one. For simpler
combat, or while just learning the system the GM may wish to
disallow this option. Include it if possible, however, as it does add
another ‘dimension’ to starship combat. (yuk-yuk).

" Note: This is somewhat of an abstraction of the ship’s ac-

tual movement, though the final ship position and
- displacement are very reflective of reality. In actuality, the
ship would have moved in an arc towards its new position
and vector, but since the interrim positions are unimpor-
tant to. combat, this easier abstraction can be. im-
plemented. For the adventurous, we include in the appen-
dixthe actual formulae used to calculate turn and velocity.
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Figure 1

Two or more ships may inhabit the same hex. If they occupy the
same hex at the same altitude, visualize the two passing side by side
— or above and below — at (relatively) close range. The ship with in-

“itiative has the option of deciding which flank to pass on. Deter-
“mine, based on the

the visualized pass, which weapons — include all
front and rear mounted Weapons — can be brought to bear during
the pass'(next fire phase); with no range subtractiens.’

MISSILE JAMMING DEGLARAT!ON' AND RESOLUTION:

After movement, missiles in flight approach their target (ir-
regardless 6f new ship positionis). Target ship EW operators may
now usé'their Skilbonuses and any EW Rating points allocated to

. Jamming. Note: atleast five-points of EW must be allocated to jam-

ming for operators to use EW jamming at all. Allocations of EW skil!
must be in units of five-point multiples. ‘ .
- With jamming, the EW bonus is used as an attack against an in-

coming, missile — the missile receiving a bonus equal to its Mk.

rating. More than one missile can be acted upon in a given round,;
but there must either be multiple operators, or the operators skill
bonus must be split (in units no smalier than five points). Note that

‘missile jamming is the only time that the EW operator skill bonus is

employed in combat. For more details and examples regarding EW
Jamming, see Stealth/EW, section 6.13. o

MISSILE STRIKE RESOLUTION: ; C
This is determined in a way similar to Energy. Weapon- attack
resolution, with a few important.exceptions: 1) Missiles are firec
from central control, and 2) They have no range subtraction. Thit
resolution is done at the very end of the round, after.any jamminc
attempts have been made. Damage inflicted here is applied effec
tive beginning of the next round (just previous to the next energ)
weapon exchange). This.assumes some travel-time delay.



6.16 COMBAT STATUS CHART

SHIP ACCELERATION
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V: velocity, as of the end of the previous round (also as indicated on the ship display).
A: Acceleration; the Sublight Acceleration Rating of the ship.

*; Tocomplete a full 60 © turn, an Acceleration/Velocity ratio of .866 (as opposed to .8, as noted in the chart) must be achieved.
This concept should come into play when there is doubt about the extent of a turn, and the restraint can be employed.

@: indicates that a turn is not initially possible; the craft must decelerate down to no more than 2xit's Acceleration Rating (AR)
or 'save up'' acceleration points, and initiate a turn after a rating of 5 or more has been reached.
A range of numbers in a box (e.g., .7-1.1V) indicates the possible minimum to maximum velocities available to the ship ex-
ecuting the turn — as a factor of the previos velocity. See section 6.1.

One number in a box indicates the maximum velocity available to the ship. The minimum possible is Zero.

25 1 16.25

ALTITUDE SHIELD FACINGS 24 | 16

OIS TE / 23 | 15.75

22 | 155

B ™y 21 15.25 ?

' < 20 | 15 E '
— a 19 | 145 :

- 18 14 8 i
g ATELNESSS

K} i — 16 13 x

P asELassy

B 14| 12 g

| l Starboard g A3l is s ﬂ

“Fiodon O 105

o et ® 10| 10 §

& 9 E

1 ® 8 8 ®

. 5 el S g

5 6 6 -

| +20 4 4

|+100 06 e s B

& - — -

HB ~ TURNTABLE =~

Yoo e e DESIRED TURN G degres) - o o

*i ANV ratio 0° 1-30 [31-60* |61-90|91-120| 121-150|151-180

% RN e B . o -

ME 05V |.951.05| @ - - - ;

y 1 AV oL eaa e - : - :
.3V 7-1.3 @ - ; }
~200 SV 515 | .89V | i 5 E
e 6V A+V |.7-1.1V . . . ; R
IV | A+V |.61.3v Lot : 5 . )
300 8V A+V |.41.5V | 5.6V - - - ;
S SOV AN 218V 12575V - - -

" s v 2V 1.8V v 0 0 0 0

Toaso || 12V LAY v 1.3V | .6V .3V 2V 2v
i 1.4V | A+V | 22V | 1.6V v 6V AV .4V
S— 1.6V | A+V | 24V | 19V | 125V | 9V TV A-V

= 1.8V | A+V | 26V | 21V | 1.5V 1.1V .9V 8V
-500 || 2v '3V | 28V | 23v |17V | 13V 1.1V v

25V | A+V | 2.8V 2.5V | 1.8V V-.5 V -.866 A-V
ke 3v 4V v+ .8B66| 3.4V | 2.8V 2.4V | V-866 | A-V
-800 4V 5V " 4.4 3.8 3.4 V -.866 A-V
5V &V = V£S5 Vil V-5 R
-‘_"""d 6V 7V " " " " " X
=700 Tk 8v - & e 7
, 8V 9V " " " " '

0V 1MV " . " k i B
Key:

~ SHIP VELOCITY

o] [
B
-




Offensive Bonus: ,

a) Missile Mk. Number. Note that there is no range subtraction for
missiles. They have a maximum range: the number of hexes
equal to their Mk, rating (assuming the standard hex scale).
There is no ceiling of 10 hexes as with energy weapons since
missiles travel at hyperlight speeds, being equipped with their
own miniature RIF generators.

b) Missile Targeting. This is a variable bonus Computer program
which must be in the CPU to be used, and is similar in purpose to
predict, though applicable only to missiles. It allows the com-
puter to install target data and course programming into the
missile’s internal tracking system. The Target Lock-on program
must also be running in the CPU to use Missile Targeting,

) EW Rating. Only applicable to OB if used (and allocated this
turn) to counteract target DB; also has limitations in this area.
See section 6.13 on Stealth/EW abilities.

Defensive Bonus:
All are exactly the same as against Energy Weapons.
After all factors are resolved, a new round is begun.

6.17 SHIP STATUS CHART

This chart (see inside front cover) is the complement of the
Combat Status chart, providing a handy reference for all general
ship information, as well as a damage/malfunction status board.

6.2 VEHICULAR COMBAT
6.21 SMALL SPACECRAFT COMBAT

These combat rules are appropriate far very small, maneuverable
spacecraft such as SMAC fighters. The.rules are useable either for
such craft engaged with each other, or with a larger ship, which is
treated as essentially static during the combat. The Starship Combat
rules should be read and understood before attempting to use these
rules, as they are based closely on Starship combat concepts.

SMAC (Singly Manned Attack Conveyance) Fighters are an entire
class of spacecraft and represent a class of space combat as well.
They are very small, usually capable of carrying only one man (the
pilov/gunner) in a small.cackpit. With a rather limited range, SMAC
fighters invariably operate from a base ship or orbiting station
equipped with docking and service facilities: SMACs ‘are very
maneuverable, capable of rapid acceleration and tight turns. Their
weaponry is powerful for their size, but the fire control systems
(massive, expensive equipment necessary for long range Starship
combat) are relatively simple.

This space can be saved because SMAC fighters close with their
target to within visual range-and fire using only HUD (heads Up
Display) bonus and gunner bonus for targeting. Against such
attacks Evade programs for large craft are useless. EW defense is
ineffective at such close range as well, since it has Iimited capability
to prevent visual contact at such range..

As’has been said before, the combat parameters when SMAC
fighters are involved are on a different scale altogether, However,
mostof the rules employed in Starship Combat may be reused here,
with smaller ranges. The differences are detailed point-by-point
below, corresponding te the sections in Starship combat.

6.211 Ship-mounted Weaponry

SMAC Fighters can utilize almost any type of weapon that a Star-
ship can, though they rarely carry the larger, more sophisticated
missiles. Plasma Guns are the only prohibitively massive weapon at
any size. The athers are usually Mark 10, or Mark 20 at the largest.

When attacks are made against SMAC Fighters, the Aircraft critical
chart is used, not the Starship criticals. When SMACs attack Star-
ships, the Starsﬁnp crits are used as always.
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6.212 Systems Important to Combat
SENSORS

These are important for SMAC astrogation and tracking, but not
used for this style of short-range combat.
SHIELDS

SMAC fighters often do not even have shields, and if they do they
are not very powerful, When present, however, they can be shifted
for "double shielding’* just like starship shields. This is done:
manually, and does not require a special computer program., '
COMPUTER PROGRAMS

‘A SMAC Fighter computer is small, and passesses few of the usual |
combat programs (Evade, Predict, Missile Targeting, etc. are not

‘needed). Smaller versions (25% Starship program cost) of N-Space

Astrogation, Piloting, and other aids are present in most types, as
well as Gunner Interface programs which allow for firing to be com-
mitted and implemented.

STEALTH/ELECTRONIC WARFARE

While Stealth fields are ineffective against SMAC Fighter attacks,
the fighters themselves often have Stealth fields to protect them
from starship attacks. This is possible, of course, becausé the Star- |
ships still depend heavily on Sensors and other electronic targeting
aids. Stealth fields used on SMACs are usually simple. affairs,
however, being able to only use the Cloaking and Defensive Bonus
(see Starship Combat Rules) options.

6.213 Small Spacecraft Combat Conventions .
— Onehexequals 100 meters (one tenth of a kilometer) where they
represented one 100 kmin Starship combat.

— Acceleration numbers on the chart now represent 100 m/rnd
(for the purpose of ship-to-ship maneuvering), where they
represented 100 km/rnd in Starship Combat. All general accetera- -
tion and movement rules apply. SMACs have RIF generators like:
starships.

— Combat proceeds in Turns like Starship combat, mostly for the
determination of injtiative and certain starship functions,

6.214 Combat Sequence

At the beginning of each round, initiative is determined for all
ships involved. Power allocation, shield distribution and EW alloca-
tion are also determined for Starships (see starship rules) SMAC
Fighters’ power allocation is fixed, their shields are manually switch-
ed by the pilot.(a maneuver). SMAC Fighter EW would be set on
Defensive Bonus as the only useful combat option. :

Initiative is determined by an open-ended percentage roll,:
modified by the following factors:

a) N-Space acceleration ratings of the involved ships, each rating
level being equal to + 5.

b) (Starships only) Computer Tactics program rating bonus.
¢)., N-Space Combat skill bonus.of Pilot.
d) EW generated by the ship (irregardless of allocatlon)

e) Highest gunner skill bonus (one from each ship). Unlike the
<. Starship rules, the gunner of a SMAC fighter can also be the
pilot.

~ fy - Advantageous position (see starship rules),

g) :SMAC fighter initiative bonus: + 100 (all SMAC fighters recieve
this bonus, refecting their superior maneuverability over Star-
ships).

Combatant ship with highest initiative fires first, and has the op-
tion of moving first or forcing the opponent(s) to do so. Initiative for
SMAGs is recalculated every round.

All other Starship factors are determined, if needed.



After these factors have been established, combat proceeds
through the phases, as listed below, _Phases with an asterisk (*) after
them are applicable only for starship combat, andmay be ignored if
only SMAs are involyed. .

COMBAT ROUND SEQUENCE

1) Orientation Phase

2) Declaration of Fire *

3) Sensor Scan Resolution *

4) Energy Weapon Fire Resolution

5) Movement- ‘ ’

6) Missile Jamming Declaration and Resolution *
7) Missile Strike Resolution

The details of these phases are explained in Starship Combat, sec-
tion 6,15. Exceptions and changes to those rules are noted below.

DECLARATION OF FIRE: An important alteration: SMAC Fighter
Gunners do not have to declare fire during phase 1. They have the
option of holding fire on opportunity until after their move in phase
4 and before the next combatant’s move (assuming they have the
initiative and d§5I re to #ove first). They can then choose a
maneuver to close with the opponent and fire before the opponent
canexecute amaneuver to avoid the attack. This has no effect on the
combat sequence in the following round.

ENERGY WEAPON FIRE RESOLUTION.
Notes:

to the extremely short range for their powerful weaposs. :

SMAC weaponry in general: has orily: ope-quarter. the ‘range of
Starship weaponry (should aSMACeverfind itseltforced+o fighton
the Starship 100 km/hex scale). This'is reflected by subtracting 20
from the gun bonus for every hex of range to targe’c st

Offensive Bonuses:

a} “Gunner’s Skill Bonus. Applicable only to 'fhegun manned by the '

gunner with that bonus. Also only useable by Starshlps if* the
‘Shlp has a Gunnerinterface progrhm n ’the cPu ¢
b) HUD Bonus Appllcable only 1o’ ap :repnatq ma ¢
q \Xleapon Snze/range : e
d) “Pilot Combat Pilot skill bomus: (lf using. hmml hw) SMAC
pilots are able to utilize 1/2 of their Combat Pilot batius if also us-

ing their @unner Bonus in: the’ same round. Thie- Combat Pilot
bonus can be applled to either MB or DB. '

¢) Central Gunner Control Only apphtable to Starshlps

f) EW Rating: only useable by aStarshl counter a SMAC defen-
sive EW.

Note that Predict is notiused. SMAC: cgﬁbatiiﬁéneﬁvéﬁng fﬁ too -

unpredictable and dose in for-such- programmmg
Defensive Bonuses: " v -

g) EW Rating. Only useable by SNfAC s against Starshlps —not
Starships vs SMACs. If mdiwdual Starship' gunners wish to ig-

nore Sensor input and-use visual/HUD data onl they are im-
mune to SMAC EW as well. They must make a suc’céskful Percep-
tion roll to'locate each target, however ‘

h). Shields. This is a set DB as designed into the Shlp, based on
shield rating picks, See section 6.13 for more on shields, in-
cluding shield facing changes

i) * Pilot Combat Pilot Skill Bonus. See *'d)’* above under Offenswe
Bonuses, and "'k)'" in section 6.15 for details.

Note that Evade is not-applicable to SMAC combat

MOVEMENT: '

Full movement musLbe cﬁmpleted before a ship can fire. No sh|p
can fire weapons while theoretically in ‘mid-move’.

All-attacks by Starshbps on this combat scale are mﬂblaak dnar@
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The Turn rules are used, but only SMAC Fighters may move and
turn, The reason for this is that they can easily accelerate to pace with
alarger, less maneuverable ship, and after matching velocities, they
can freely dartabout on the reduced scale, harassmg the larger sh|p
at short range. Therefore, the larger ship is theoretically moving,
but the SMACs are keeping pace, and still attacking at will. Large
ships cannot perform such discreet maneuvers because of their mass
and the necessity of their design parameters.

MISSILE JAMMING DECLARATION AND RESOLUTION:

Non-explosive projectiles fired by SMAC's cannot be jammed, as
they have no internal guidance system. Other types of missile car-
ried by SMAC’s may be without such a system, cutting their price in
half, and also making them only useable at short (SMAC. combat
system) range.

6.22 AIRCRAFT COMBAT .

Due to the vast range of types of aircraft and their mynad abilities
and forms, general guidelines for aircraft combat are included here,
1o be extrapolated from and added to-as the GM desires,

Basically, the Small Spacecraft Rules can be applied here, with a
few additional “'twists’!;

— Since thére will most certainty be a strang gravny faeld in effect,
altitude becomes a very real factorin determining movement. Air-
craft can use'it to accelerate, butiose altitude (dive) and must fight
against it to gain altitude. Aircraft with gravitic lift are pretty much
immune to this probelm -and can |gnore gravity. Others can — and

- must — incorporate:it. -

-As a general guide for C|lmb§éqw€§, add/subtract 25% to_the
velocny for every raundﬁes&ndmgfascen&ng upto 30" énd 50%
to évery rothd descendirifascending tip 060,

Use the Turn Table on the Combat Display Chart for aircraft turns,
substituting theoretical max velocity/current velocity instead of Ac-
celeration/velocity. The Aerodynamics bonus acts as a. percentage
add to max velocity for the purpose of turning, Naturally, combina-
tions of turning and descent are possible. For convenience (if using a
hex grid) declare hex size to be'a convenient distance for combat.
For instance, if the cruising speed of a combatant is 500 kph, have'it
be able to move 5 hexes per round. This makes figuring easier, and
actual distance travelled is fairly irrelevant when it involves only air-
to-air combat. If ground or marine combatants are involved, exact
displacement determination is necessary, and hex size must be
determined. .

Regarding Missiles used by aircraft: since the travel distance for
missiles used by aircraft are relatively very small, these missiles have

* no mini-RIF generator or high-speed drive system. They cost only

half the Starship missiles (see Starship Parts Cost, sec:4. 212). Range
is 1 km pef Mk..number forthese missiles air-to-air; 10&km per Mk
number alr-to-ground

6.23 LAND AND MARINt V!HICI.I{OMIAT

Movement for this type of combat is probably the easiest of all,
due to the relative simplicity of maneuvering on the ground. All
Iand-onented vehicles ‘have sophisticated braking systems, and
ships can reverse engines and maneuver fairly effectively. The GM
should use his discretion in determining maneuverablhty, based on
vehicle size, desugn and maneuver bonus Again, the standard
phase-sequence is applicable:
COMBAT ROUND SEQUENCE
1) Orientation Phase
2) Declaration of Fire -
3) Sensor Scan Resolution
4) Energy Weapon Fire Resolution
5) Movement

" '6) Missile Jamming Declaration and Resolution

7) Missile Strike Resolution



Itis crucial that initiative be determined in these situations — see
the Initiative chart, 6.53. In general, craft move in the following
order {assuming the fastest and most maneuverable craft move
last). )

Ships

Ground Troops
Submersibles
Elite Troops
AFV's

Powered Troops
Aircraft
Starships

SMAC Fighters.

Movement undetectable to the opponent should be secretly
recorded.
6.24 DAMAGE THRESHOLD MODIFICATIONS
Under certain circumstances, the damage thresholds for the
Vehicular Combat Attack Charts are igniored. Note that if a target
vehicle has a mass of less than 500 tons (approximately), AND the
attacking weapon is Mk. 10 or greater, ALL attack damage
thresholds (MK. 10 max, MK. 20 max, etc.) are ignored. This reflects
the fact that relatively smaller vheicles do not have thestructural in-
tegrity to withstand the lower Mk.# attacks asreflected in the attack
tables. For example, a Mk. 15 projectile has a-better chance of
> devastating a 25 ton AFV. of CAT 28 than a 10,000 ton support
cruiser of CAT 28, merely because the AFV hastess structural integri-
ty to rebut the force of the attack (despite the armor).

6.3 MIXING TYPES OF COMBAT

6.31 PERSONNEL VS CONSTRUCT ARMOR TYPES (V EHIC'LES)V

A general rule when attacking Construction. Armor Types (CAT

21-30) with personal weapons: reduce the weaponMatknumber by.
two thresholds (e.g., a Mark 5 Laser wouid notbe able toexceed the-
Mk. 3 threshold). Use the AT 20-column, and subtract 10 from the.

weapon bonus for every level over CAT 21, For CAT 29, reduce the
threshold by three levels, and for CAT 30 reduce four levels. Divide
all hits delivered by ten (rounding heavily up: 1 hit on the chart
means one hit; 10 hits on the chartstill means 1 hit; 11 hitsis 2 hits,
etc.). ) :

MK. Il LASER PISTOL [Kashmere Tools)
— Special Edition —

 BLASTER RIFLE
~ Conboy Labs’

Any criticals delivered by personal weapons should be
extrapolated to a reduced severity as well. All hits indicated should
be divided by 10; all system damage at 1/10th that indicated (fora
critical result saying the system is destroyed, the GM mightsay that
the system power is reduced by 109%. Alternatively, the target craft
hit'potential can be multiplied by ten (though specific damage
should still be reduced to 10% of that indicated. The GM may wish
to additionally extrapolate the critical result to-more realistically
reflect the situation. . . - :

When Mounted weaponry (Mk. 10 and up) attacks personnel, use
CAT.21 -and allow all such weapons to attack at full threshold
potential (even. Mk, 10 guns can max outat 150, the normal Mk. 50
max out). If trying to hit.a specific individual, that person gets their
full Quickness DB +50 (due to being such a small target). Anyone
within 1 meter of the tafget takes the same damage. All those more
than 1 meter away but within 10 meters of the target take 1/10th of
the hits as ‘groungd zere’. Groups'of 10-er more being attacked do
notgetthe +5Qu ¢ - v T SRR

Substitute Slashi criticals when Pierce is indicated; Impact crits
when Blast is indicated. = . S :

Obviously, the hit-amounts are potentially excessive; it can be
safely assumed that if a target takes more than ten times their hits
plus Constitution, they are totally vaporized and irretrievable. =

6.32 MOUNTED WEAPONS VS STRUCTURES.

Unshielded structures-are very-vulnerable to mounted weapons
attacks. Assume each 10 Mk. of a weapon can vaporize/melt/blast.
through a 5-¢m thick sheet of normal steel in a 1 meter diameter.
(thus an Mk. 50 gun could burn through 50 cm of steel 5 meters in
diameter). .Most such, weapons can be set to ‘‘disperse’’,
substituting meters of diameter for centimeters of depth.

For other materials, use these multipliers to.the dimensions given
above; Masonry (brick or concrete): 5x. Wood: 10x (and it is
aflame), - 7 Lo

Range subtrattion for afl but Starship and permanent ground in-
stallation weapons is -5 every 100 meters in a clear Terran at-
mosphere. Halve therange in-dense clouds or fog. For Starships and
permanent ground weapons the subtraction is.only -5.every 100 km
atsealevel. As aresult, Starshipscan attack planetary surface targets
from directly above in low orbit with only a small subtraction, :

Used in this way, vehicles can be devastatingly destructive to most.
buildings. With a few shots a large Starship can lay waste to entireci-
ty blocks.



6.411 Projectile

0 0 0 0 0 0 0 0
15-18 0 0 0 0 0 0 0 0
0 0 0 0 0 0 0 0

c o

oo

1114
15.18

103-106
107-110
111-114
115-118

103-106
107-110
111-114
115-118

135-138 65A 70B 110C
139-142 708 80B 120C
143-146 80B 90C 140D
147-150 100C 160D

135-138
137-142
141-146
147-150

All criticals are Pierce
UM 01-02: Roll 1D10: 1-5 Misfire, projectile lost; 4- 10 Launcher jam, roll malfunction severity.
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6.412 E

losive Missile

iww»—~ooo§ﬂeoooa00900m

‘Nom&awwnqé—-doooeeooom

DNOMAWN~OCCOOOOOOTM

guam&awwp-ﬂ—-aooooooooo-n
VN NAWNN—=—"00000000O

10 13 25 45A 55-58
12 17 30A 50A 59-62
15 20 35A 60A 63-66
10 20 25 40A 70A AN 67-70
D FE L ‘2,),% E 2 : . e G R,
L 3 ¢ f G
-~ R “ - QU '
3 Somns 70A
MAXJMU“ RESULT FOR MK 10 WEA e —_
8 17 25 45A 50A 90A 1208 87-90
9 12 20 30 50A 60A 1008 13CB 91-94
10 14 25 35A 55B 708 110B 1408 95-98
13 17 30 40A 60B 808 120B 150C 99-102

MAXIMUM RESULT FOR MK 20 WEAPONRY
Wu,tmmm il S

1 103106
- 1107110
11114
115118

180D

200D
220D
240E

119-122
123-126
127-130
131-134

© 1135138
© 1 139-142
SE - | 143-146

o 4750

: MK SUWEA RY S
119-122 354 50A 55A  70B  90C  130C
123-126 10 18 40A  60A  60A  80B  100C  140C
127-130 1 20 45A 70B  70B  90C  110C 150D
131-134 13 23A  50A  80B  80B  100C 120D 160D

{—— - .Axwumesuuromx WEAPONRY——-
1135138 | 15A 26A ssa _ M D.
139142 | 17A 7 30A _ . ﬁ 1 200E
143146 | 20 358 _j:t 2% 15 :
(147150 | 30A  40B 130 1 1 250E
SR Mlmassumon - L

30 29 28 27 26 25 24 23

UM 01-02: Roll 1D10: 1-5 Misfire, mmbu;wumm,mmmwmmu&[

attack on ship.

Tae &

s :;at» AR

Blast criticals,
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6.413 Nuclear Missile

"Ars e

10 15 22 60  35A  70A  130B  190B 71.74

13 18 30 70A 40A 85B 1408 210C 75-78

17 22 37 80A 458 1008 155C  230C 79-82

83-86 5 11 21 28 41 90A 508 1158 170C ~ 250C 83-86
MAXIMUM RESULT FORM

K10 WEAPONRY-

103-106
107-110
111-114
115-118

95C 195C 103-106
24 34 48A 60A 72A 150B 110C  215C 300D  400E 107-110
28 38 53A 65A 788 160B 120C  235C 325D  425E 111-114
32 42 58A 72A 84B 1808B 140C 255D 350D = 450E 115-118
MAXIMUM RESULT FOR MK 30 WEAgNRY

135-138

&
375D

115B  140B  280C 280D 135-138

139-142 60A 768 98B 1258 155C 300D 315D  400E  500E  600E 139-142
143-146 658 83B 108B 136C 170C 320D 350D  425E 530E 630E 143-146
147-150 708 90B 120C  150C 190C 350D 390D  455E 560E 660E 147-150

MAXIMUM RESULT FOR MK 50 WEAPONRY

Blast criticals

*NOTE: Any critical strike by an atomic warhead delivers radiation criticals of same severity to all ship's crew (unless they are
specially shielded).
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6.414 Matter/ Antimatter Torpedo

T
I D T R
o 0 0 0
0 0 0 0
0 0 0 0
0 0 0 0
- 0 0 0 0
3134 {0 .0 0 0
3538 Ld'\:“’-""';'\“ 0 - 0 3 y :
10, 0. 2 6 \ 2
S B MR B o 2TA 50A '
0 2 7 12 30A 60A 1158 1708
0 4 10 15 22 30  35A  70A  130B 1908
1 6 13 18 30  34A  40A  85B 1458  210C
2 8 17 22 37  39A  45B  100B  160C  230C
' f R O L },ﬂjgﬁ f&’f 45 49A 558 e
nze oo ) . ... 3 50  55A 658 . 1
7578 | 4. 227 347 43 55A  65A . 75C. 160C . 225C . 325D |
79-82 17 2% 38 48  60A 758  B5C  175C 250C 350D
83-86 20 30 43 55A  66A  85B  95C  195C  275C 375D
———MAXIMUM RESULT FOR MK 10 WEAPONRY
87-90 .24 34 48A  60A = T72A 958 1oC . 215C 3000  400E
9194 | 28 38 120C  235C 325D  425E
9598 | 32 42 M0C 255D 3SOD  4SOE |
99-102 D 2750 375D 47SE | 99102
103-106 190D 3000 4000  500F 103-106
107-110 45A  SBA 768 938 1108 180C 220D 325D 425D  525E 107-110
1M1-114 50A  64A 828  105B 1258 210C 250D 350D 450E 550 11114
115-118 55A 708 90B 1158  140B 240C 280D 375D 475  570E 115118
———MAXIMUM RESULT FOR MK 30 WEAPONRY
119122 1258 : .

123-126

127-130

131 , 10 !

135138 | 81B  104C  145C  190C 230D 410E  480F  S20E 625  725E 135-138

139-142 878 113C  160C 210D 250D 450E 525 S560E 475 7756 | 139-142

143-146 93C  120C 175D 230D 275  490FE 570E  600E 735  B25E | 143-146

147150 | 100C 150D 190D 250E  300E 520  625E  650E  780E  900E | 147-150
“AXIMUMRESULTFORMKSOWEAPONRY

o fge aw 27 26 as R o

point-blank attack on ship.

UM 01-02: Roli 1D10: 1-5 Misfire, prcqechle lost; 4-9 Launcher jam, roll molfuncflon severity;

s 10 premature detonahon, roIl
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6.415 Blast Cannon

Attack Chart for: Blaster
30 29 28 27 26 25 24 23 22 21
01-02 F F ~ F F F F SR S e | mm ;
03-06 0 0 0 0 0 0 0 5 10 | 0306
07-10 0 0 0 0 0 0 5 10 15A | 070
11-14 0 0 0 0 0 0 10 15 20A 11-14
15-18 0 0 0 0 0 0 15 20 25A 15-18
19-22 0 0 0 0 0 0 20 25A 30A 19-22
2326 0 OEREES OF : SRR 25K G s, : i
27-30 0 0 0.0 3 0
31-34 0 0 0 0 e S |
35-38 0 0 0 1 S 0
39-42 0 0 1 2 9 0
43-46 0 0 1 2 12 0
47-50 0 0 2 3 15 3
51-54 0 1 3 4 18 5
55-58 1 1 B BEIN Y
59.62 1 2 5 8 7A 24  20A
63-66 2 2 6 10A 9A 28 30A
67-70 2 3 7 13A 1A 33A  40B - 90D -} 67-70
71-74 3 4 10 16A 13A 38A 50B 85C 90C 100D 7174
75-78 3 5 1A 19A 158 42A 608 90C 95C 110D 75-78
79-82 4 6 12A 21A 18B 46B 70B 95C 100D 120D 79-82
83-86 4 7A 13A 24A 21B 508 80C 100C 105D 130E 83-86
MAXIMUMRESULTFORMK10WEAPONRY
S 9194 C9A -~ 1 )
9598 | 7 10A B 7 MeC 115D
99102 | 8A B B ' 120C tm:: E
——— mmumesuuromxzowumw
103-106 9A 12B 238 42C 40C 72C 130C 125D
107-110 9A 14B 25C 47C 45C 76C 140D 130D  160E 107-110
111-114 10A 168 28C 51C 50C 80D 150D  140E 170E 111-114
115-118 11A 18B 31C 55C 55D 84D 160D  150E 180E 115-118
MAXIMUM RESULT FOR MK 30 WEAPONRY —
119-122 590 600 88D 119122
123126 1
127130 | 4B 27C 40
131434”‘“ A R 430 vue
135-138 16B 33D 46D 81E 90E 130E 210E 200F 135138
139-142 17C 34D 49E 87E 100E 145E 220E 210F 260F 360G 139-142
143-146 25D 37D 52E 93E 115E 160E 230E 230F 280F 380G 143-146
147-150 30D 42E 60E 100E  200E  225E 240F 250F  300F 400G 147-150
MAXIMUM RESULT FOR MK 50 WEAPONRY——
UM 01-02: ROLL 1D10: 1-4 Capacitor Overload, gun does not f|re, 5-10roll molfunctlon severity.
Critical Hits: F = E and A Blost - G
G = E and B Blast _ S ﬁ*
All regular criticals are Blast




6.416 Laser Cannon

Attack Chart for: Laser Cannon

30 29 28 27 26 25 24 23 22 21
01-04 F F F F F F F F F F 01-03
04-06 0 0 0 0 0 0 0 0 1 2 04-06
07-10 0 0 0 0 0 0 0 3} 2 4 07-10
11-14 0 0 0 0 0 0 1 6 7 8A 11-14
15-18 0 0 0 0 0 0 2 9 10A 12A 15-18
19-22 0 0 0 0 0 0 4 12A 15A 16B 19-22
23-26 0 0 0 0 0 1 6 16A 19A 20B 23-26
27-30 0 0 0 v} 1 3 8 20A 23A 25B 27-30
31-34 0 0 0 0 2 5 10 24A 278 30C 31-34
35-38 0 0 0 2 3 7 12A 28B 31B 35C 35-38
39-42 0 0 1 4 5A 9 15A 328 36B 40C 39-42
43-46 0 0 i 6 7A 1 18A 368B 418 45D 43-46
47-50 0 0 2 8 9A 13 21A 40C 47C 50D 47-50
51-54 0 1 3 10 12A 15 24A 44C 52C 55D 51-54
55.58 1 1 4 12A 15A 18A 27A 48C 56C 60D 55-58
59-62 1 2 5 14A 18A 21A 30B 52C 61C 65E 59-62
63-66 2 3 6 16A 21A 24A 338 56D 65D 70E 63-66
67-70 2 4 7 18A 25B 27B 368 60D 70D 75E 67-70
71-74 3 6 10 21A 308 308 408 65D 75D 80E 71.74
75-78 4 7 1A 24A 358 338 44C 70D 80D 85E 75-78
79-82 5 8A 12A 278 40B 368 48C 75D 85E 90E 79-82
83-86 6 9A 13A 30B 45B 39C 52C 80D 90E 95F 83-86
—————————————————— MAXIMUM RESULT FORMKTO0WEAPONRY ——— — —— e
87-90 6 10A 15A 33B 50C 42C 56C 85E 95E 100F 87-90
91-94 7A 11A 17A 36B 55C 46C 60C 90E 105E 110F 91-94
95-98 8A 12A 198 398 60C 50C 65D 100E 110E 120F 95-98
99-102 9A 138 218 428 65C 54C 70D 110E 115F 130F 99-102
MAXIMUM RESULT FOR MK20 WEAPONRY
103-106 10A 14B 238 45C 70D 58D 75D 120E 120F 140F 103-106
107-110 11B 158 25C 48C 75D 62D 80D 130F 125F 150G 107-110
111-114 12B 178 28C 51C 80D 66D 90D 140F 140F 160G 111-114
115-118 138 19C 31C 54D 85D 70D 100E 150F 150F 170G 115-118
—_—— — —_ MAXIMUM RESULT FOR MK30 WEAPONRY ————— — — e __
119-122 14B 21C 34C 57D 90E 75D 110E 160F 160F 180G 119-122
123-126 15C 23C 38C 60D 95E 80D 120E 170F 170G 200G 123-126
127-130 16C 25C 42D 65D 100E 85E 130E 180F 180G 220G 127-130
131-134 17C 27D 46D 70D 110E 90E 140E 190G 200G  250H 131-134
MAXIMUM RESULT FOR MK 40 WEAPONRY
135-138 18C 29D 50D 75E 120E 95E 150F 200G 220H  270H 135-138
139-142 20D 31D 55E 80E 130F 100F 165F 210G 240H  290H 139-142
143-146 22D 33E 60E 85F 140F 115F 180F  230H  250H 3201 143-146
147-150 25E 35E 65E 90F 150F 130F 200G  250H 2701 3501 147-150
———— MAXIMUM RESULT FOR MK50 WEAPONRY —————— _—
30 29 28 27 26 25 24 23 22 21
Critical hits: F = E and A Pierce (seperate rolls)

G = Eand B Pierce

H
I

E and C Pierce
E and D Pierce

UM 01-03: ROLL 1D10: 1-3 Capacitor overload, gun does not fire; 4-10 roll malfunction.
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6.417 Disruptor

Attack Chart for: Disruptor

29 28 27 26 25 24 23 22
01-02 F F F F F F F F F 01-02
03-06 0 0 0 0 0 0 0 1 5 03-06
07-10 0 0 0 0 0 0 0 3 9 07-10
11-14 0 0 0 0 0 0 0 5 13 11-14
15-18 0 0 0 0 0 0 2 8 17 15-18
19-22 0 0 0 0 0 0 4 12 21A 19-22
23-26 0 0 0 0 0 1 6 16 25A 23-26
27-30 0 0 0 0 1 3 8 20A 29A 27-30
31-34 0 0 0 1 1 5 10 25A 33A 31-34
35-38 0 0 0 1 1 7 13 30A 37A 35-38
39-42 0 0 1 2 3 9 17 35A 41B 39-42
43-46 0 0 1 2 6 12 21A 40A 458 43-46
47-50 0 0 2 3 9 15 25A 45B 498 47-50
51-54 0 1 3 4 12 18 29A S0B 538 51-54
55.58 0 1 4 6 15 21 33A 558 57C 55-58
59-62 1 2 5 8 16A 24 378 60C 61C 59-62
63-66 1 2 6 10 19A 28A 41B 65C 65C 63-66
67-70 2 3 7 13 22A 33A 45B 70C 70C 67-70
71-74 2 4 10 16A 25A 38A 498 75C 75C 71-74
75-78 3 5 11 19A 308 42A 538 80C 80C 75-78
79-82 4 6 12 21A 358 468B 57C 85C 85D 79-82
83-86 5 7A 13A 24A 40B 508 61C 90D 90D 83-86
— MAXIMUM RESULT FOR MK T0 WEAPONRY -
87-90 8A 15A 27A 45B 548 65C 95D 95D 87-90
91-94 9A 17A 308 50C 460B 69C 100D 105D 91-94
95-98 10A 198 35B 55C 64C 73C 105D 110E 95-98
99-102 128 218 40B 60C 68C 77C 110D 115E 99-102
MAXIMUM RESULT FOR MK 20 WEAPONRY
103-106 14B 23B 45C 65C 72C 81D 115D 120E 103-106
107-110 16B 25C 50C 70D 76C 86D 120E 135E 107-110
111-114 18C 28C 55C 75D 8OD 92D 130E 150E 111-114
115-118 20C 31C 60C 80D 84D 100D 140E 170E 115-118
— MAXIMUM RESULT FOR MK30 WEAPONRY e
119-122 22C 34C 65D 85D 88D 110E 150E 190E 119-122
123-126 24C 37D 70D 90D 92D 120E 165E 210F 123-126
127-130 26D 40D 75D 100D 100E 130E 180E 230F 127-130
131-134 28D 50D 80E 110D 115E 140E 200E 250F 131-134
—— MAXIMUM RESULT FOR MK 40 WEAPONRY
135-138 35D 60E 90E 120E 130E 150E 220F 275F 135-138
139-142 40E 70E 100E 130E 145E 165E 240F 300F 139-142
143-146 45E 80E 110E 140E 160E 180E 260F 325F 143-146
147-150 50E 90E 120E 150E 180E 225F 280F 350G 147-150
— — MAXIMUM RESULT FORMK 50 WEAPONRY —— — — — ——
29 28 27 26 25 24 23 22
Critical Hits: NOTE: Subtract 20 from any attack vs. any construct target

and A Pierce (separate rolls)
and B Pierce "
and C Pierce

utilizing an energy shield,

'

UM 01-02: Roll 1D10: 1-5: capacitor overload, gun does not fire; 6-10: roll malfunction.
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6.418 Plasma Gun

130
140
155

155
170A
185A

103-106 2508 3008
107-110 110A  200A  275B  325B
111-114 120A  225A  300B 3508
115-118 130A  250B 3258 3758

135-138 200B  375C  475C  650C
139-142 2258  400C  525C 700D
143-146 250C  425C 600D 750D
147-150 300C  475C 650D  B25E

550D
600D
700E
800E

—MAXIMUM RESULT FOR MK 50 WEAPONRY

170A
190A
210A

3108
3308
3508
3758

MAXIMUM RESULT FORMK 10 W

oc

R MK \P
1000E  1150E
1050E  1250E
1100E  1350E
1200E  1500E

3708
400B
440B

680C
720C
760D
——MAXIMUM RESULT FOR MK30 WEAPONRY

EAPONR

2,

230C

500D
575D
650D

1208

350D 750D  1125E 107-110
400D  825E  1200E 111-114
500D  900E  1300E 115-118

1000E 1300E 1800E

1100E  1400E  1900F 139-142
1200E  1500E  2000E 143-146
1300E  1600E  2200E 147-150

130C
140C
160C

103-106

135-138

UM 01-04: Roll 1D10: 1: fumble; 1-4 Capacitor overload, gun will not fire; 6-10 roll malfunction.
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6.42 CRITICALS FOR ROBOTS AND SMALL VEHICLES

Robots with
personal Armor Type

AFV'S and Droids with
‘construct’ armor types

Criticals for Aircraft

Criticals for Ships

-19—05

Your pitiful attack doesn’t phase this
grease bucket

A grazing strike. No exira domage.

The craft ignores your feeble attempts.
+0 Hits.

Shot ricochets off of plating. Try again.

o 6—20 Weak blow drains 1-10 hours of Unit loses 10 of ifs maneuvering bonus. Shot damages dynamics. M speed - | Maneuvering controls jammed until
operafing time. Robot inactive for one +5 Hits. reduced 50%. repaired, +10 Hifs.
round. +3 Hits.
Data output {audio, readout and printout) | Blast damages sensor array. Sensor ability | C ications damaged b imity All sensor. equipment damaged by close
2 l 35 malfunctions. Roll for severity. +5 Hits. reduced 1 — 10 levels. blast. YP bursts.

36—50

Recorders knocked out and Severely
damaged. +8 Hits.

Solid strike on armor plate. + 15 Hits.

Structural integrity compromised.
+20 Hits,

Blast to.armor belt, +100 Hits.

51—65

Gyro systems Moderately d

Deflector screen generator malfunctions.

Robot is at -25 to all maneuvers.
+10 Hits.

Screens at - 25.

Screens knocked down due to generator
damage. +5 Hits.

W
All communications knocked out by o
ion.

66—79

Punishing strikes over exterior surfaces.
Robot takes 15 Hits.

Woeapon Installation Targeting damage.
1 instalation ot -50.

HUD ond Missile targeting destroyed.
Hope you have good guns.

1 weapon installation destroyed by
pracision strike.,

80

Molecutronic brain damaged. Central
processor shuts down; roll for severity.
+ 18 Hits.

Well aimed byrst knocks out the power
supply. +25 Hits,

Cruet blast knocks ouf all control systems.
Craft is plummeting... «+ 25 Hits,

The power supply shuts down. due.to
domage. +50 Hits.

81—86

Screen generator hit. Defensive shields at
—1-100%. +22 Hits.

Blast jams ioading mechanism in one
fauncher. Roll for damage severity.

A malfunction joms ail missile launching
systems.

1-2 gun instaliations jom due to damage.
+50 Hits.

87—-89

o"e H Hedi, . 4
+10 Hits.

Cruel hit immobilizes the vehicle. Motive
form damaged,

Engine shut down by insinuating blows.
+10 Hits,

Engine damoge. The ship ivdead in the
water, + 60 Hits,

90

Armor integrity destroyed. Droid reverts
to base AT (13 or 1, depending on type).

The central computer is destroyed in o
massive energy overload,

Strike to fuel tankipower supply. Unit will
explods in 1-5 rounds.

Blast causes the CPU o shut down due fo
a malfunction,

91—-96

Cruel strike knocks out one equipment
interface. The facility malfunctions,

Coargo hold punctured. Occupants take
appropriate criticals.

Cockpit strike causes oll command
personnel to eject.

1-2 cargo holds destroyed.

97—99

Well placed strike knocks out the
vocalization center. Oratory + 0.

1 gun destroyed by lucky hit.

1-100% of olf guns malfunction and will
not fire.

1-2 weapon instollations-destroyed, +100
Hits,

100

intellect circuitry destroyed. This
mechanical vegetable is a sorry sight.

Unit is immobilized and will explode in
1-5 rounds.

Engine falls out of craft. Hope everyone
has parachutes.

Penetrating blast to engins room causes
chain reaction that will destroy the ship in
1-5 rounds.

101—106

Servos damaged. Manipulate loses 1 —
10 levels.

Environmental Protection Integrity
destroyed. Occupants exposed fo the
elements.

Occupants are no longer protected from
the outside environment,

Hitto-tontrol area causesoccupants to
take E impact criticals.

107—109

Cunning attack knocks out motive system.
Droid is immobilized.

Blast to computer area. Programs in CPU
are erased.

On board computer is destroyed.
+ 15 Hits.

All control systems destroyed by pin point
attack.

110

Tin man loses his heart. Power system and
distribution destroyed. + 50 Hits.

Magoazine/Power source hit. Unit
disappears in o fiery display.

Hull is neatly dissected. A spectacular
pyrotechnics display follows.

Aatanat

A mag cracks the hull in
two. There might be survivors:

111=116

Sensors damaged. Droid is sensor blind.
EW ond perception loses 1 — 100%.

Rocking strike on armor plate stuns unit
1-10 rounds. +20 Hits.

Brutal blow sends craft spinning, Pilot may
maneuver for control each round.

Belt hits sturi the ship into inactivity for
1-5 rounds.

117119

Spirited attack erases all progroms
running in droid’s CPU.

Armor integrity destroyed. Revert to AT1.
Too bad. +25 Hits.

Cockpit fills with lames affecting pilot ond
craft takes 5 Hits per round.

Armor belt destroyed. Ship sinks in
1-5 rounds.

120

Poor machinie is quickly rendered down

A puddle of molten metal is oll thot

Trace slaments will linger in the

The remaining pieces quickly slip bensath

into his component parts. remains. atmosphere for years. the waves.
220 — A crit 220 — A" crit 20 — VA erit 220 - A erit
210 — B crit 10 — B erit 10 — B erit <10 — "B crit
+0 — "C" erit +0 — "C”erit +0 — "C"erit +0 — "C"erit
+10 — D" crit +10 — "D ¢rit +10 — "D erit +10 — "D erit
+20 — "E" crit +20 — “E" crit +20 — “E" crit +20 — "E” crit




6.431 Pierce
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Pretty light show, but no extra +5 Hits. +8 Hits, 12 Hit Random Light Malfuncti
o I -05 damage. + 12 Hits. + 10 Hits. ¢ e
o 6" ‘ o +1 Hit. Rf]n:;r_v; Routine Malfunction. Random Light malfunction Splattering beams reduce shield  |Random Moderate Malfunction.
its. +12 Hits. power by 10 next turn. + 15 Hits. +15 Hits.
+5 Hits. Hull breach: infirmary qir leak. All  |Moderate domage to internal Moderate Computer domage:

11-15

Severe damage to landing lights.
+ 20 Hits.

within take Vacuum crits if not out
within 3 rounds. +20 Hits.

communications: intercom out,
reducing gunner adds by 20.

16-20

Static causes Random Light
malfunction. + 10 Hits.

Moderate damage to power
allocation control: current power
routing locked until repaired.

Moderate impulse drive damage. If
not repaired within 1 hour, the
damaged exhoust tube will ex-
plode, resulting in Ex. Severe dam-
age to Sublight Drive. + 30 Hits.

+ 20 Hits.

computer cannot access programs
not already in use + 20 Hits.

Computer access system
Moderately damaged; computer
Mk effectively cut in half until
repaired. +25 Hits.

Severe damage to stealth systems;
they are inoperative until
repaired. + 30 Hits.

21-35

Random Moderate malfunction.
+15 Hits.

Light damage to sensor array:
"Predict’” useless. + 40 Hits.

Beam slices across sensor array:
Severe damage renders fong
range sensors inoperative
{computer aid to astrogation
negated). +40 Hits.

Reactor cooling system Severely
damaged. i not shut down or
repaired, reactor will go critical
and explode in one hour,
Jestroying the ship. 40 initial Hits,

Brutai shot enters bridge and

btterly destroys helm controls.

Pilot takes an "'E’ Electrocution
kritical, and all il bridge take an

‘A" Vacuum (escalating). + 70 Hits.

36-45

Routine sensory damage causes
distortion: ''Predict’’ at -20 unfil
repaired. + 20 Hits.

Severe damage to gunner
interface. Pilot bonuses to all
weapons annulled until repaired.
+35 Hits.

Hot strike opens one crew
stateroom to space. Loose items
gone and occupant takes 2 "'E"”
vacuum crits, then 1/round as
applicable. + 50 Hits.

46-50

Beam strikes Energy cannon
turret: energy capacitors require
3x normal time to rechorge
{oncefturn} due to Moderate
domage. +25 Hits.

Direct shot causes a random Light
malfunction and reduces shield
power; shields are are ot -40 next
round. +40 Hits.

Pulsed burst of energy penetrates
:creens and shorts out bridge
Astrogation control. Operator
takes a ‘B’ Heatand "C"
Electrocution critical. +60 Hits.

ude shot opens Recreation room
o space. Bulkhead doors seal; all
hwithin take "E'' Vacuum criticals.
n addition, demaged conduits
kause 3 Very Severe random

Freak shot into missile tube:
missite detonates point- blank if
armed. if not armed (or no tubes}
random Severe malfunction.

+60 Hits.

Cruel beam piercs hull and
Severely domages Shield control.
Shields reduced by 30 until
repaired. +75 Hits.

fmalfunctions. + 100 Hits.

Khields devastated by barrage:
Very Severe damage and shields
ore down until repaired.

+ 150 Hits.

51-55

Overload shorts out landing gear
controls (Light domage). Landing
will couse 500 Hits and an "'E"”
Blost critical unless repaired first.
+ 30 Hits initially.

Piercing beam slices through
housing of one Translight nacelle,
causing Moderate domage.

+ 60 hits ond drive inoperative.

Strike to nacelle causes Severe
damage to Translight drive.
Hyperspace travel at 20% normal
speed until repaired. +75 Hits.

Well-aimed shots melt through
Translight drive nacelle housing,
Severely domaging it. Hyperjump
not possible. + 100 Hits.

Very Severe damage to Sublight
drive locks steering control in
present configuration until
repaired. + 180 Hits.

56-60

Strike in computer area: 2 random
programs erased and Light
damage {computer at 1/2 power
until repaired). + 35 Hits.

Lancing shot severs computer
lines, causing Severe domage. Mk
level cut in half until repairs made.
+70 Hits.

Powertul beam shorts out
Astrogotion console, delivering
Very Severe damage, as well as
"B Electrocution critical to
operator. +90 Hits,

Beam melts hull and parts of
computer storage: 5 random
programs lost forever. + 120 Hits,

Intense ray blasts a gun mount:
Gun Very Severely damaged, hull
breached and compartment losing

air. Gunner takesa "'C
Electrocution critical and a '8

61-65

Lucky hit delivers Moderate
damage to missile tracking
control: '"Predict’’ useless on ofl
missile/torpedo attacks. + 40 Hits.

Hull penetrated, causing pressure
loss in main corridor. Portals seal
ond all in passoge take "'C'”
Vacuum criticals. + 90 Hits.

Cruel ray stabs into shuttle bay,
delivering Moderate damage to
one craft, and + 60 hits eoch to
ship ond shuttle.

Strong needle ray goes through
shuttle bay and punctures one
shuttle hull. Bay and shuttle are in
vacvum. + 150 Hits.

Vacuum crit + 120 Hits.

Very Severe damage to ofl bridge
control consoles; all 90%
inoperative until repaired and
bridge personne! take o 'B”’

66

Intense beam penetrates shields
and pierces hull plating: in
vaccuum, occess doors seal. Aux.
reactor is Severely domaged and
inoperotive. + 100 Hits.

Intense assault overloads shields,
melts through hull and devastates
helm console in auxiliary bridge. It
is Ex. Severely damaged, and if
manned, operator tokes "'E”’ Elec-
trocution and Heat crits. All take
"E" vacuum, in oirless, sealed
room. + 150 Hits.

Energy lance opens Sublight
engine room, causing Severe
damage to drive. It is inoperative.
All crew toke an "'A’' Radiation
and "'B"' Vacuum crits, escalating.
+180 Hits,

Brutal fire to gun mount destroys
cannon and reduces gunner
control to melted mass. Gunner
tokes "'E"" Electrocution and
Vacuum {ongoing Vacuum
criticals). +300 Hits.

Electrocution critical from
electrical overloads. + 150 Hits.
Well-aimed beam severs
Translight drive nacelle cleanly
from ship, making Hyperspace
travel difficult. Two random
Severe malfunctions also result,
and ship takes 450 Hits.

67-70

Sweeping beam causes Extremely
Severe damage to
communications antenna array.

+60 Hits.

Lucky needte-thin shot hits fire
control: Missile and torpedo firing
ot -50 until the Severe damage is
‘epaired. + 60 Hits.

Very Severe damage to one
energy gun ond control console.
Gunner takes one each "'B’’
Electrocution and Heat criticals.
+100 Hits.

Pinpoint shot causes Very Severe
damage to short-range sensors
{*'Predict’* program useless, and
ail weapons at -30 due to sensor
handicap). + 180 Hits.

Mot ray melts one weapon mount
and overloads its control system:
Extremely Severe damage to gun;
gunler takes o "D’ Electrocution
and "A"* Vacuum (escalating) as

71-75

Translight drive controls
Moderately damaged: Ship
incapable of Hyperspoce travel
until repaired. + 80 Hits.

Multiple weak shots succeed only
in fusing landing gear in position.
Landings with retracted gear are
at-100. +70 Hits.

Penetrating shot severly damages
power conduit: all portals are
sealed shut (manual override
only) until repaired. + 120 Hits.

76-80

Light Impulse control damage:
turn factor is raised by one.
+90 Hits.

81-85

Destructive ray burns through huil,
severs a power conduit: inferior
gravity nullified (maneuvers in
zero-G), lighting on emergency.
Severe damage. + 100 Hits.

Sneaky passing shot connects with
Sublight Drive exhaust, delivering
Moderate damage. Turn control
reduced by one factor until
repaired. + 80 Hits.

Heot melts through huli and
leaves Cloaking control systems
an Extremely Severely domaged
mess. + 150 Hits.

Freak hit to medical area Very
Severely damages 50% of
cryogenic berths; occupants will
die in 10 minutes unless berths
repaired first. + 200 Hits,

air leaks out of compartment.
+ 180 Hits.

Beams penetrate reactor area.
Damage is Moderate, drives and
+220 Hits.

Very Severe damage to Sublight
drive control reduces ship steering
factor by 2. +235 Hits.

Powerful shot leaves Auxiliary
reactor room in vacuum; reactor
Extremely Severely damaged,
unlucky fools tropped within take

Barrage overloods shield control.
All shields at -50 for one round.
+90 Hits.

Determined attack pummels
shields, reducing their power by
50% for one turn. + 160 Hits,

Shield control overloaded and
Severely damaged; forward
shields are down, leaving front
half of spacecraft unprotected.
+280 Hits.

“'E” Vacuum and Radiation
crificals. + 280 Hits.

Raking shots deliver Extremely
Severe damage to Sensors,
Shields and Communications: all

86-90

Attack gets past deflectors and
blasts one Energy caonnon: gunner
takes ''C'" Heat and Electrocution
criticals, console shorts out. Very
Severe damage. + 120 Hits.

Pinpoint beam connects with gun
mount: gun is Very Severely

damaged, ond gunner takes 'A
Electrocution critical. + 100 Hits.

Energy surge shorts computer
circuits: Severe damage, and four
random programs lost forever.

+ 180 Hits.

Roy blasts into bridge. shorting
out Navigation and
Science/Sensor display consoles.
Very Severe damage; operators
receive 'C'" Electrocution
criticals. All in bridge take one
“A’ vacuum crit + 320 Hits.

inoperative {sensor domage puts
all weapons and Navigation ot
-70). +300 Hits.

Very Severe damage to fire
control: guns fire only with
individual gunner bonus;
uamanned guns and missiles are

at -50. +400 Hits.

91-95

Wiring trunks fo computer
severed: filaments Very Severely
damaged, nullifying ""Evade’’
and "'Predict’’, as well as
malfunction detection.” + 150 Hits.

Raking spear of energy blazes
past shields and slices hull,
severing power trunks. Three Very
Severe random malfunctions
result. + 150 Hits.

Concentrated beam punctures hull,
fuses Sciences console (Ex. Severe
damage). Operator takes “'E™
Electrocution critical, and bridge
crew takes "B’ vacuum crits {esca-
lating) as air departs. +210 Hits.

Ravening beams slash through
ship: Severely damaged power
conduits short out main lighting
and Life Support: emergency
lights, one hour of atmosphere
left. Fire control Severely
domaged, cutting power to
energy weapons and rendering
them useless. + 360 Hits.

Lances of energy strafe
spacecraft: Computer and Shield
Control are Extremely Severely
domaged and inoperative.

+ 500 Hits.

96-99

Cruel strafing beam overloads
shields and penetrates hull, 50%
of crew quarters in vacuum; doors
seal. Severed power conduits
trigger 3 Very Severe random
malfunctions, +200 Hits.

Attack strikes main reactor & delivers
Moderate damage; reduced to ¥
output 'til repaired. Area leaks radi-
ation; alt in area take 1 "'B'* Radiat.
crit.fturn exposed. + 200 Hits.

Precise hit renders fire control
inoperative and Extremely
Severely domaged. All energy
aftacks at -100. +275 Hits.

Blistering rod of energy
perforates hull and fuses reactor
controls. Entire ship is irradiated
before reactor shuts down. Any
unfortunates in reactor room and
adjacent areas toke one "'E"
Radiation crit Reactor Extremely
Severely damoged +450 Hits.

Artfully controlled beams stab
deeply into ship: Extremely Severe
damage to Sublight and Translight
drives. Emergency lighting;
environmental control Very
Severely domaged. +700 Hits.

100

86

Pinpoint attack in bridge burns
post shields and vaporizes huli
plate. Helm consale explodes,
delivering an "'E"" Electrocution
critical to pilot. Air leak; portals
will seal in 6 rounds. + 250 Hits.

Powerful beam cuts a swoth
through hull. Impulse Engine con-
trols Very Severely domaged and
frozen until repaired). Engine
room is in vacuum, portals seal
and crew take Vacuum crits "'A"".
2 Extremely Severe random mal-
functions occur. + 300 Hits.

Raking lance of fire burns through
main reactor and Sublight drive
areas, delivering Very Severe
damage. Crew in those areas take
o "'C'" Radiation critical, '€’ vac-
uum crits. Severed power conduits
cause three additional Severe
random malfunctions. + 800 Hits.

Sizzling streams of destruction
vaporize hull plate and
machinery. Sublight engine room
is in vacuum, and crew in

engine room take an 'E"’ Vacuum,

Sublight drive Extremely Severely

damaged and useless. + 1500 Hits.

Heat, Impact and Radiation critical.

Incredible spear of energy literaily
cuts ship in half. Roll for exact
location of sirike. Both halves
incapable of moneuver, and oll
crew take "D’ impact criticals,
but some may survive, Ship takes
2x maximum hits and all systems

Extremely Severely doamaged.
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11-15

+20 Hits.

Aunxiliary reactor inoperative.
+25 Hits.

all beam weapons at -20.
+30 Hits.

i 4 Hits, + 10 Hits. “+15 Hits. Random Routine malfunction.
o I -05 Zippo +4 s +10 Hits.
06 I o +1 Hit Random Routine malfunction. Random Light malfunction. Shield power rod'ucod by 10 for Shield power rod'ucnd by 20 for
- +10 Hits. +15 Hits. one turn. +20 Hits. one turn. +12 Hits.
+ 5 Hits Random Light Malfunction. Severe domage to power conduit: | Moderate doamage to fire control: Severe domage to one weapon

mount. Gunner takesa 'C"’
Electrocution critical. + 20 Hits.

16-20

Random Light Maifunction;
+ 10 Hits.

Routine damage to Tronslight
Drive: speed at -50% until
repaired. + 30 Hits.

Blast in crew quarters area shorts
out door and intercom controls
(doors seal). 50% chance slow air
leck in one room. +30 Hits.

Moderate damage to landing
struts. Landing maneuvers ot -40;
‘oilure means gear hos collapsed

Ex. Severe damoge results,
300 additional hits. + 40 hits

Electrifying energy blast
overloads several systems: roll 3
Moderate random malfunctions.
+40 Hits.

21-35

Random Moderate Malfunction
+ 20 Hits.

Light Sensor'damage: Range cut
by %2. "Predict” (if used) is ot -30.
+50 Hits.

Severe damage to Bridge main
visual display: Pilot skill value
reduced by 30. + 40 Hits.

Bridge area blast short-circuits
Astrogation console: it is Severely
damaged and operator takes
"'C"" Electrocution critical.

+50 Hits.

Explosive hit near bridge area
causes Very Severe damage to
Astrogation and Sensors consoles.
Both operators take "B’
Electrocution criticals. . + 100 Hits.

36-45

Routine Intercom Damage cause
gunners to be at -20 until it is
repaired. + 10 Hits.

Moderate intercom domage:
Gunners at -30 until repaired.
+60 Hits.

Light Sublight drive control
damage: turn factor shifted down
one until repaired. + 50 Hits.

Moderate Sublight drive control
damage: turn factor shifted up
two levels until repaired.

+70 Hits.

Severs domage to all bridge
control systems: bridge useless.
Al personnel toke "'A"’
Electrocution criticals. + 150 Hits.

46-50

Shields reduced by 10 until
Routine Repair done.

Fiery blast reduces shields by 20
for one turn. +20 Hits and a
random Moderate malfunction.

Powerful strike reduces shield
power by 30 for one turn.
Additional Random Light
malfunction; +60 Hits.

Energy burst momentarily
overloads shield control: they are
at -40 for one turn. Moderate
rondom maifunction. +90 Hits,

Shields overloaded: power drops
by 30 for next three turns.
Random Severe malfunction.

+ 180 Hits.

51-55

Blast to Cryogenic area: + 30 hits
ond Routine domoge to 50% of
beds. Occupants will die in 1-10
minutes.

Explosion causes Moderate
Translight drive dJomage {one
nacelle}. +80 hits and 30%
chance Hyperjump impossible.

Severe Translight Drive damage
{one nacelle). 80% chance
Hyperjump impossible until
repoired. +70 Hits.

Severe Translight Drive damage:
Hyperjump impossible. Moderote
domage to corgo bay and
contents. + 120 Hits.

Blast to engine area causes Very
Severe damage to Translight
drive. Overload shorts out control
systems. + 200 Hits.

56-60

Light computer damage. Reduce
Mk. by 1/2 untit repaired.
+ 10 Hits.

Moderate computer damage.
“'Evade’’ used, it is inoperative
until repaired. +30 Hits.

Moderate computer domage:
Piloting/Astrogation functions
inoperative. + 80 Hits.

Severe computer damage: Mk. ot
50% copacity; "Evade’’ and

"'Predict”’ inoperative. + 135 Hits.

Severe computer domage: all but
life support is down. +250 Hits.

61-65

Light damage to life support.
Environment fost in 2 hours.
+20 Hits.

Moderate Life Support Damage:
environment lost in 2 hours. Shock
waves also overload lighting con-
duit: Severe domage and emer-
gency lighting only. +80 Hits.

Moderate domage to shuttle bay
doors: they are inoperable except
monually. + 100 Hits,

Severe damage to shuttle bay:
bay doors inoperative and seal

-broken, bay in vacuum. Rondom

Very Severe malfunction to
shuttle(s). + 150 Hits.

Extremely Severe domage to
shuttle boy: bay doors crushed
and useless; roll two Very Severe
rolls on each shuttle. + 200 Hits
and + 100 per shuttle.

66

shuddering blast buckles hull
plates. + 100 hits and 2 Random
Severe Malfunctions. Pressure
teak in auxiliary bridge;
bulkheads in vicinity seal.

Energy burst rocks ship. Shields at
-30 for 2 turns, and one Extremely
Severe Random Malfunction.

+ 150 Hits.

Impact blost penetrates hull, Sub-
light engine room in Vacuum. Crew
in room take ! "A’" vac. crit./turn,
Shields down; Sublight maneuvering
locked for 1 tyrn, +200 Hits.

Well-aimed blast in bridge area:
hull breach and slow leak; bridge
will be in Vacuum in 5 turns
bridge crew takes increasing
Vacuum crits. Pilot takes ''D"’
Electrocution critical from console
overload. + 350 hits.

Shields fail to stop blast: hull va-
porizes over Sublight engine
room. It and all adjacent sections
in vacuum. Crew in engine room
take "'E'’ vacuum crits; 1/rnd.
Sublight power Ex. Severely
damoged. Roll 3 Ex. Severe
random malfunctions. + 500 Hits.

67-70

Light damage to fire control: all
weapons at -20. + 30 Hits.

Moderate damage to Fire Control
system. All weapons at - 30.
+50 Hits.

Severe damage to one Energy
gun. f manned, gunner takes o
"C" Electrocution critical from
console overload. + 110 Hits.

Severe damage fo fire control: olt
weapons (except internal
guidance) ot -40. + 180 Hits.

Burst over gun mount causes Ex.
Severe domage to guns ond con-
sole. Gunner tokes "'E'" Electrocu-
tion and "'B’’ Heat criticals as
console explodes. +200 Hits.

71-75

Conduit overload: Tronslight
Drive velocity at 1/2 until
repaired. + 30 Hits.

Moderate damage to landing
gear. Londing maneuvers at - 50;
failure means gear hos collapsed
and Extremely Severe domage
resuits. +80 Hits.

Explosive strike causes Severe
structural damage: will couse
1000 Hits ond ''E"" Blast critical
upon ottempted Hyperjump or
planet reentry. + 120 hits.

Crushing burst near reactor
triggers power surge: 2 Very
Severe random malfunctions
occur. +200 Hits.

tucky burst near reactor delivers
Very Severe domoge. Drives and
weapons out. Crew in area take
one each "'B"* Electrocution and
Heat criticals. + 250 Hits.

76-80

Routine Sublight drive domage:
power reduced by 1 factor.
+40 Hits.

Moderate Sublight Drive damage.
Power reduced by one factor.
+ 90 Hits.

Severe Sublight Drive damage:
power cut by 50%. + 150 Hits.

Very Severe Sublight drive
domage: power cut by 80%.
+250 Hits.

Concentrated energy biast holes
ship and leaves all sick bay and
intervening facilities in vacuum,
Crew within suffer "'E"" vacuum
criticals. +300 Hits,

81-85

Shock causes Routine though
widespread shield overload:
Shields are at.-30 until repaired.
+50 Hits.

Moderate damaoge to shield
control: shields at -40 untit
repaired. + 100 hits.

Severe damage to shields: they
are reduced by 50. + 180 Hits.

Very Severe Shield domage: they
are at -70. + 300 Hits.

Exiremely Severe damage to
shields. They are down until
repaired. + 340 Hits,

86-90

Moderate damage to one
weapons system: all guns of that
type at -100 until repaired.

+ 100 Hits.

Well-placed blast inflicts Severe
damage on one gun mount. If
manned, gunner tokes "B’
Severity Electrocution critical from
console overload. +120 Hits.

Very Severe damage to one
weapons system. Gunner takes
"'C"" Electrocution critical.
+200 Hits,

Incredible blast annihilates one
weapon mount completely. Hull
breached, bulkheads in vicinity
seal. Unlucky gunner takes "'E’
Heat and Electrocution, and one
"E'" vacuum crit per rnd. in orea.
+350 Hits.

Incredible burst on gun mount
overloads entire weapons system:
all guns of that type suffer Ex. Se-
vere domage. Gunner at impact
point takes an "'E'’ Electrocution
& a Heat critical, & a"'B"' vacuum
crit. each turn. + 500 Hits.

91-95

Severe computer domage reduces
capacity to 1/2 until repaired.
+ 150 Hits.

Concussion causes short-circuits.
Severe computer domage: "‘Eva-
sion”’, "'Predict’” and "' Astroga-
tion" programs inaccessible until
repairs made. + 150 Hits,

Very Severe domage to computer:
oll systems but life support control
are down. Sciences bridge
operator takes 'B'* Electrocution
critical. +250 Hits.

Extremely Severe damage to
computer: it is inoperative except
for life support; in addition, 1-10
random programs in database
irretrievably lost. +400 Hits.

One half of computer programs
and power destroyed
permanently. The remainder is
Extremely Severely domaged.
+600 Hits.

96-99

Blast overloads shields: they are
at -60 next turn. Two Very Severs
Random malfunctions occur.

+ 200 Hits.

Close proximity blast in engine
area causes Very Severe domage
to Sublight drive, rendering it
inoperative. +250 Hits.

Brutal pinpoint blast ruptures hull
in Auxiliary bridge area: Aux.
bridge in vacuum and ali consoles
are Very Severely damaged.
+300 Hits,

Devastating energy burst delivers
Very Severe damage to Transligt

Point-blank detonation destroys
Sublight drives. Expl delivers

drive. If nacelles, one is totally -
destroyed. +500 Hits.

"E" Impact, Heat, & Vacuum crits.
Bulkhd. doors seal. Ship cannot
sublight maneuver. + 800 Hits.

100

87

Point-blank explosion near bridge
area overloads all control consoles;
each Very Severely damaged.
Operators take "'C"" Electrocution
crit's. Bridge controls out.

Key burst causes Severe damage
to main reactor. It is out. All crew
take A’ Unbalance crits due to
brief gravity loss during joit.
Emer’cy lighting only. + 500 Hits.

Ship reels from impact energy burst:
crew takes 'C'" Impact crit's. as
gravity, life support, and main
reactor are Ex. Severely domaged
(drivas & weapons out). + 1000 Hits.

Impact blast in reactor area
breaches hull in that and all
adjocent compartments and
triggers fuel overload. Bulkheads
seal; all but emergency systems

are down. Reactor will explode in

Rocking blost sends ship spinning.
Hit on reactor fuses ail related
contro! systems {operators take
"E"" Electrocution critcals) and
triglgers power overload. Reactor
h 8 :
p

10 turns. +2000 hits

wil t ing ship and
crew — in 3 turns. + 4000 Hits.
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6.51 REPAIR DAMAGE/MALFUNCTION CHART

ROUTINE
{1-5)

LIGHT
(6)

MODERATE
7

SEVERE
(8)

VERY
SEVERE (%)

EXTREMELY
SEVERE (10)

—

DAMAGE PT.
REPAIR PER
25 HOURS

Sad job. ) You deliver 30 pts. of . . System is d d
18 an::y o Molfunction Dam/Mal bec;mos You deliver 10 pts. of | damage to the system. lou deliver 150 Hits to | (Explosively if Y 5
-151 bacomes Very Severs | 1O 2070 OTter domage 1o the system. | Repair on extremely e systom. Systemis G | posgible). 100% crew 1-100% repair crew
after 1 round. 1 round. Roll agoin. severe column, write off. Casualty rote. cosalty rofe.
Dam/Mal becomes Dam/Mal becomes Dam/Mal becomes Dam/Mal becomes Systam is o write off 1 — 100% of repair -10
crew becomes
(-130) = {-101) severe after 4 rounds. | severe after Srounds. | exiramely severe after | very severe. After one | after 2 hours of Ities, S, Roll for random
1 minute, hour waste 10% CIP finkering. casualtias. System malfunction
. . destroyed.
Dom/Mol becornes Dom/Mal becomes Dom/Mal becomes Dam/Maol becomes Dam/Mol upgraded to | 2 members of repair
{-100) — (-51) moderote ofter 4 modserote affer very severe offer very severe ofter extremaly sovere ofter | crew takes appropriate | -5
rounds. 6 rounds. j 2 minuvtes, 6 rounds, 1 howr. D" critical strike.
Dam/Mal becomes 20 minutes with Dam/Mal becomes 3 hours to repair with 72 haurs to repair with | 1 member of repair
(=30) — {-26) light after 3 rounds. 5% CIP. otherwise severe after 1 minute. 10% CIP, 50% CIP, crew takes appropriate | -1
30 minutes. ""C" crifical strike.
‘You fumble with device -] 10 Minutes to repair :'?'I:“ %UJ:‘C'IT’ r;z:ir 2 hou(r:; to repair with 48 hours to repair with | 1 — 100 Hits to system. 0
X - or 5 minutes until it is unit. Unit operates at i 10% CIP. 50% CIP. Try ogoin,
( 23)—0 working oguin. -25% with @ routine °"'.I°°d circuits
mathunction causing o rondom
- malfunction,
. . X . 30 minutes fo Hipair 90 minytes to repair 36 hours to repair unit Repair may not be
o1 —20 3 minutes to repair.” | 8 minutes to repair. damege with 1 % CIP. damage with 10% CIP. | to 50% effect . o Tonit 2
- Malfunction repaired 40 minutes to repair 48 hours fo fully repair. | severa” procedures 1
— no cost. malfunction with 10%. 50% CiP. are completed.
2 minvtes to repair. 5 minvtes to repair. 20 minvtes to repair 1 hour 1o repair with 24 hours to repair with | 200 hours 1o repair
21—40 "Routine’ molfunction | with 109% CIP, 10% CIP. 25% CIP, with 50% CiP. 3
will occur next time
system is used.
1 minyte to repair. 5 minytes to repair. 15 minutes to repair 1 hout to repair 24 houry tg repair with | 20 hours to repair with
41 — 85 with §% CIP. 25 min, damage with 10% CIP. | 25% CIp, 50% CIP. 5
otherwise. Malfunction repaired
without cost.
. N . . . . . 24 hours to repair 110 hours to repair to
56— 68 5 rounds to repair. 5 minutes to repair. l?t;"sw.c‘l ;c'» ;;pr:;:‘ ! :5" "::;u:::i:: ;B%:ué ip. | damoge with 25% CIP. | 50% effectiveness. 120 |
otherwise. Malfunction repoired Malfunction repaired hours 1o repoir fully.
without cost. without cost. 50% Cip.
5 rounds to repair. 5 minutes to repair. 12 minutes to repair. 50 minutes to repair 18 hours to repair 110 hours to repair
66—75 Dam/Mal becomes damage with 10% CIP. | domage with 25% CIP. | with 50% CIP.
9 7
“light”* ofter 1 round. Malfunction repaired Malfunction repaired
without cost.. without cost.
4 rounds to repair. 4 minutes fo repuir. 10 minutes fo repair. 45 minvtes to repair 15 hours to repair with | 100 hours to repair
76 — 85 damaoge with 10% CIP. | 10% CIP. with 50% CIP. 8
Maolfunction repaired
by two light
procedyres.
86— 95 4 rounds to repair. 4 minvtes to repair. 9 minutes to repair. :l? w?ng:’t 'f,o repair :g;’oa-; to repair with :2':::': ::: Jlosp;‘;) . .
: Malfunction repaired
without cost.
. . | . . . . 13 hours fo repair N
3 rounds to repuair. 3 minutes to repair. 8 minutes to repair. 40 minvtes to repair. > rep Repoir reduced to 2
96— 105 domage with 10% CIF- | “moderate” 10
n rep
without cost, Ls il
. 3 rounds to repair. 2 minutes to repair. 7 minytes to repair 30 minutes to repair 10 haurs to repair unit 80 hours to repair with n
106118 damage. 6 minutes to with 5% CIP, 40 to 50% effectiveness. 50% CIp,
repair malfunction. minutes to repair 11 hours to repair fully.
otherwise, 10% CiPp.
'// 2 rounds to repair. 2 minutes fo repair. Y::J:‘:':" ?'oc edures 30 minutes fo repair. 8 hours to repair. 70 hours to repair
116 — 125 o repolr ueh. Start 10% CIP. domoge with 50% CIP. | 12
next raund Malfunction repaired
) without cost.
5 i, . ir. 25 minut ir. . 70 hours to repair
126 — 135 2 rounds to repair. & rounds fo repair. 5 minutes to repair. minytes to repair. ?g.;ugl ’:o repair damage or 60 hours fo s
: repair malfunction,
Both have 25% CIP.
You may use 4 rounds to repair. Unit of -25% in 20 minvtes to repair. 5 hours to repair. gg;o:‘;::::::::: “;0
136 - 143 squipment next round. 3 minutes. Unit 10% CIP. Malfunction A 20
il " N hours to repair fully.
repoired in 5 minutes. is downgroded to
25% CIP.
severe,
Unit ready next round. | 3 rounds to repair. Unit gt -50% in 20 minutes to repair 4 hours to repair. 50 hours to repair with
146 — 155 6 rounds. Unit repaired| damage. Malfunction 10% CIP, 25% CIP, 25
in 5 minutes. repair is 3 routine
procadures.
Unit ready. You have 2 rovnds fo repair. 3 minutes to repair. Downgrade repair to 3 hours fo repair. Procedure reduced to 30
156 — 165 Y of the round left. modergte ofter 10% CiP. 2 "savere’ repair
5 minytes. procedures.
166+ m:kr::lm:v:\::;g':u | | round to repair. 2 minutes to repair. 10 minutes to repair. 3:::‘?;""‘::;:‘ ’ry:;:'::_: 40 hours to repair with 50 ,
act are requi 5% CIP.
3 equired.

Notes if only one persan is working on a repair (other than Routine), double the times listed.
Nofte: double the necessary time if no repair sconner or diagnostic computer is used during the repair.

CIP refers to Cost-in-Parts. This is the indicated percentage of the parent unit cost which must be invested to bring about the desired repair.




6.52 RANDOM MALFUNCTION TABLE

01—
02—
03—
04—
05—
06—
07—

1M1=
12—
13—
14—
15—
16—

17—

18—
19—

20—

21—
22—
23—
24—
25—
26—
27—
28—
29—
30—~

-
32~
3B-
34—
35—
36~
37 -

38—
39—

40—

41—
42—
43—

44—
45—

N-Space maneuver control (Ship cannot turn)

Hyperspace Astrogation controf (-20% to plot success).

Hyperspace Astrogation control (-80% to plot success).

Helm sensor display (No Combat Pilot DB).

Command astrogation / sublight navigation (Reduce max acceleration 25%).
Command astrogation / translight plotting (Destination co-ordinates lost).

Command astrogation / sublight plotting (No destination co-ordinates
available).

Command astrogation / translight plotting (-50% to plot success).

Central energy cannon fire control (guns can only be fired from local gunner
consoles).

Central energy cannon fire control (guns can only be fired from local gunner
consoles).

Central missile launch control (Missile batteries on local fire control only).
Deflector shield control (Shields reduced by 10 until repaired).

Deflector shield control (Screens down until repaired).

Deflector shield control (Lose option of doublescreening).

Sensor / computer analysis display (Sensors inoperative).

Computer data retrieval (All programs in storage are at - 10%,; all those in
reserve storage require double time to retrieve).

Computer program transferal (Computer cannot run programs not already in
processor — all programs in either storage inaccessible).

N-Space drive control (Reduce max acceleration 50%).

N-Space drive control (Ship moves erratically. Very dangerous in critical situa-
tions).

:’rahnslight drive control (No jumps possible. If already in hyperspace — go sub
ight).

Translight drive control (Ship at 50% translight rating).

Power distribution contro! (Power allocations locked until repairs made).
Environment control (temp raises + 1 degree per minute until repaired).
Environment control (-1 degree per minute).

Environment control (Lose environment in 6 hours).

Intercom inoperative (gunners and engineering at -10).

Lighting in a command area — emergency lights only.

Lighting in @ support area — emergency lights only.

Lighting in a passenger area — emergency lights only.

Cryogenic life support (1 — 100% of berths affected. Occupant has 10%
chance of dying per hour).

Tachion communications (Sending and receiving both at -50).
Laser communications (Sending and receiving both at -50.
External visual monitors inoperative.

Sensors at half range.

Sensors out of alignment {-50 due to ghost images).

Sensors (Totally blind).

Central HUD unit {Only local HUD units may be used; if central gunnery control
used, it is without HUD bonus).

N-Space drive power conduit overload (Reduce max acceleration by 75%).

Translight drive power conduit overload (Reduce rating by 50% and Pilot
maneuvers by 20).

Overheating triggers N-Space drive shut down (If severity is ‘routine’ — treatas
'no malfunction’).

Translight drive shutdown (If severity is ‘routine’ — treat as ‘no malfunction’).
Power feed imbalance to reactor core {(Power output reduced 50%).

Power feed imbalance to reactor core (Fuel consumed at 1 — 10 times the nor-
mal rate).

Power distribution from core (It is ‘routine’ to divert distribution to aux cicuit).

Power core coolant leak (1% chance per minute cumulative that drive unitgoes
critical if left running).

Power core radiation shielding leak (Area flooded with ‘D’ severity radiation).
Air circulation (1 — 10 hours of environment left).
Air purification (2 — 20 hours of environment left).

Humidity control (1% chance cumulative per hour of another malfunction oc-
curing).

Waste recycling (Must use tanked water. Hydroponics will die in 1 — 5 days).

51 —

52 —
53—
54 —

55—
56 —
57 —

58 —
59 —
60 —

61 —

62 —

63 —

64 —
65 —
66 —
67 —

68 —

69 —
70—
-
72 —

73 —
74 —
75—
76 —

77 —

78 —
79 —
80 —
81 —
82 —

83 —

85 —

86 —
87 —
88 —
89 —
90 —
91 —

92 —
93 —
94 —
95 —
96 —
97 —
98 —
99 —

00 —

Gravity control failure (Zero G conditions; if ship uses gravitics for maneuver-
ing, it cannot until repairs are made).

Medical system (Random system in sick bay or dispensary).
Bulkhead portal control (Portals locked in present position).

Flame detection and control (1 — 100% loss in detection and dampening ef-
forts).

Workshop mechanical system.
Target tracking system (All long range targeting at -50).

Target acquisition (1 — 100% of weapon instalations lose directional aid from
Sensors).

Data bank (No new programs may be moved to Processor).
Data bank (1 — 100% of programs in data bank are erased).

N-Space astrogation by computer (Increase course plotting time by a factor of
10).

Hyperspace navigation by computer (Lose couse accuracy bonus for
computer).

Engagement of translight engines (No computer direction for hypershunt
available).

Translight astrogation by computer (Minus 1 — 100% on hypershunt pilot
roll).

Computer gunnery control (Lose computer bonus on fire).
Central computer — gunner interface (Lose commanding gunner’s fire bonus).
Malfunction detection (Warning systems inoperative).

Local fire control — gunner interface (One installation loses gunner’s fire
bonus).

Local fire control — gunner interface (1 — 100% of installations lose gunner
bonuses).

Central HUD {Lose main HUD bonus).
Local HUD unit (One installation loses HUD bonus).
Local HUD unit (1 — 100% of installations lose HUD bonuses).

Energy cannon turret power {Cannon locked and inflexible; cannot track
targets).

Energy cannon ranging (-50% on range for one turret).
Energy cannon ranging (-50% on range for all instalations).
Energy cannon capacitors {Double time to recharge each installation).

Energy cannon capacitors (Power to recharge one instalation is 1 — 10 times
normal).

Energy cannon capacitors (Power to recharge all instalations is 1 — 10 times
normal).

Missile firing circuit (One installation affected — no firing possible).
Missile firing circuit (1 — 100% of installations incapable of firing).
Missile launcher (One installation will not fire).

Missile launcher (One launcher fires at half rate).

Missile launcher (Premature detonation of next missile fired by launcher. Roll
point blank attack on firing ship).

Missile magazine (Missiles will not feed into a launcher; it is inoperative).

RIF generator inoperative; ship is incapable of hypershunt or normal N-space
acceleration. N-Space acceleration change is limited to .001 km per round.)

RIF Generator (generator at half power: N-space acceleration halved and
hypershunt impossibie).

EW (Reduce rating by 1 — 10).

EW (Reduce rating by 1 — 100).

EW (Allocations locked in and controls frozen).

Fuel bay (1 — 100% of remaining fuel can not be accessed).
Hanger access (Bay door/barrier field locked in present state).

Food supply Hydroponic environment (Hydroponic growth willdiein 1 — 100
hours).

Lab (Current experiment / research will be ruined in 1 - 100 hours).
Tractor beam (Range reduced 50%).

Tractor beam (Unusable).

Running lights out.

External flood / landing lights out (Landing at night at - 50).

Air lock (Jammed in present position).

Helm console (No piloting from this location)

Bridge Engineering console (Power allocation and monitoring cannot be done
from this location).

Special (New or other system not listed).

If severity is unspecified roll {1-5) Routine, (6) Light, (7) Moderate, (8) Severe, (9) Very Severe, (10) Extremely Severe.



6.53 MASS VEHICULAR INITIATIVE CHART

Factor Numeric Notes
Range

Performance -100 — +100 } Unit's overall skill at
performing as a unit.

EW Rating 0— +200 The difference in ratings of
opponents both possess
Ew. .

Terrain Advtg. +5— +50 Given to vehicles specifically
designed for (or at least
more closely adapted to)
prevalent terrain.

Tech Advig. +5— +100 | GM discretion: given to
higher tech combatant.

Morale 0—-+20 Elite Troops; Inspired troops

HUD's 0—+20 For weapons systems with
HUD's

Surprise +100

Hidden +50

Rear Attack +30 — +50 | Ground-to-ground only

Flank Attack +10— 430 | Ground-to-ground only

Mtd Attack vs.

Unmid Def. +20 — +100 | Bonus varies depending on
"mounted’’ (gravitic AFV's
get a bigger bonus than
horses)

Subsonic vs. ‘

Hypersonic

Aircraft +30

Attacker

above Def. +20 Not used in Aircraft/anti-
aircraft combat

Opponent in

Formation +10

|Commander
Morale Bonus 0— +50 Only used if a particularly
| important leader is present
{Famous general; Duke of a
house, etc.)

Die Roll Open-ended;

one per round.

Al factors are added, and energy fire proceeds along from the
highest inifiative bonus to lowest. No attacks are simultaneous in
Non-starship vehicular combat.

7.0 VEHICULAR
MANEUVERING AND
OPERATION

All driving, steering or other maneuvering control of any ve-
hicle, whether it be a bicycle, car, ship, airplane or starship, is
done using the Vehicular Maneuver Table. A few assumptions.are
made in this section regarding skills. The skills of AFV Crewmember
and Combat Pilot refer to combat skills in Future Law specifically
relating to piloting under enemy fire and in tense situations. If
Tech Law is being used without Future Law, the GM may wish
to simply ignore the penalties relating to not having these skills.

7.1 USING THE VEHICULAR MANEUVER
AND ASTROGATION TABLE

For piloting, choose the column which most accurately reflects
the vehicle being operated. If Astrogation, choose either N-Space
(any orbital, in-system or intersystem sub-light plot) or Hyperspace
(any faster-than-light course plot), to be used only outside of a
system.

Next, the GM must determine the severity of difficulty of a chosen
maneuver/course plot, and all other pertinent factors. A roll is made
and the result cross-indexed. Most of the text results are fairly self-
explanatory, although some GM extrapolation may be necessary. If
only anumber (%) is given, itmust be interpreted in direct reference
to a maneuver. Normally, one roll is made per hour in any type of
vehicular — including air and space ship — transportation, with ap-
propriate modifications. (Any special maneuvers require an addi-
tional maneuver roll.) No in-flight hyperspace rolls are made once.
the shunt is achieved.

When rolling the hourly/daily movement roll, a result of 100%
means that the craft has travelled the exact distance it should accor-
ding to the chosen speed by the PC. A lesser or greater percentage
indicates the percentage of the supposed distance actually travelled
at that velocity (within reason), The possible game-terms reasons for
the fluctuations are myriad: head/tail-winds, other weather, traffic,
poor road conditions, etc.

When a special maneuver roll is called for and the result is a
percentage, it usually indicates the percentage of the maneuver
which has been completed in the given time-span (usually one ten-
second round). More than 100% indicates that the move has been
done in less than ten seconds (200% means it took 5 seconds, for in-
stance). If less than 100% is achieved, another roll is required, and
with it the additional time is consumed. Note that Hyperspace
piloting, and all Astrogation maneuvers require an average of one
turn (6 rounds) — though there are exceptions, especially in
Astrogation; see the section below dealing specifically with it.

General Modifications:
(For Driving/Piloting/Astrogation maneuvers)

Routine +30
Easy ‘ . +20
Light +10
Medium 0
Hard -10
Very hard -20
Extremely Hard -30
Sheer Folly -50
Absurd -70
Insane -100

Driver/Pilot/Astrogator Condition:

25-50% of Hits taken -10

51-75% of Hits taken -20
-76-up Hits taken -30

For each Hit/rnd bleeding -5

Each limb out -10 (or more, depending)
Stunned -50

Drunk -50

Vehicle Damage: ‘
Vehicle damage other than concussion hits is usually directly in-
dicated by the critical hit. Any vehicle over ‘max hits’ is inoperative
and helpless (ships are dead in the water, planes fall from the sky). In
the case of starships, when a spacecraft goes over max hits (the
number equal to the tonnage of the craft) the structural integrity of
the hull and frame is lost. No specific additional damage is done,
but if the ship attempts to maneuver, enter Hyperspace, enter a
planetary atmosphere, or, additionally, land within a gravity field, it
must roll on the ship maneuver table, the Damaged column. Pilot



skill level will be a modifier, of course. After a roll is made on the
Damaged column, the actual maneuver roll may be made, with any
applicable modifications. Any additional damage indicated from
the Damaged column roli is immediately applied.

Random Malfunctions/Damage, as designated in this table, are
rolled as follows: first, roll 1d 10 to determine severity (if severity not
indicated in the actual maneuvericritical). 1-5: Routine, 6: Light, 7:
Moderate, 8: Severe, 9: Very Severe, 10: Extremely Severe, Second,
roll on random malfunction table, re-rolling if the result is inap-
plicable. If a malfunction severity is already designated on this
table, ignore the first step here.

Guidelines for Driving/Marine Pilot Maneuver Modifications
Driving: -10 if surface wet; -30 if snowy; -50 if icy.
Marine: -5 for every meter of wave height; -5 for every 10 kph of
wind, including gusts.
GENERAL:

Visibility: -5 for every 100m =1 kilometer, unless ‘Zero’ visibili-
ty, in which case, -50 (not cumulative with night).

Surface conditions: (if surface vehicle) -10 if surface wet; - 30 if sur-
face coveredin snow, - 10 more for every 10cm; -50 if surface icyand
shick.

Precipitation: -10 if raining; -20 of sleet, snow or hail (more if
heavy).

Night: -10 Assuming vehicle has adequate lights; if not, -50

Ship under fire/engaged in combat: -25 (assuming driver does
not have AFV crewmember pilot skill. If he does have that skill, it
should be used instead of the regular driving/piloting skill).

Speed: Naturally this is a very important factor (making a hairpin
turn at 120 kph is more dangerous than traveling in astraight line at
10kph). Where a speed limitis posted, very generally, -1 for every 2
km over the limit is applicable. Since the ‘safe’ max speed will vary
so much depending on the vehicle used and the maneuver though,
the GM sould assign danger factors based on the situation and vehi-
cle, extrapolating from these examples:

EXAMPLE: Sanvoc is driving his late-model sportscar on an
average plasphalt highway. The car is a typical inflated-tire
vehicle, max speed 250 kph. Sanvoc is being pursued by
hostiles in a low-flying gravitic craft, who are firing at him. It is
night (Sanvoc has no special vision — the car of course has
headilights) and raining. The safe posted speed limit is 160
kph. Sanvoc has 10 skill levels in driving a car and an AG/QU
stat bonus of + 15, so starts with a +65. Due to the superior
handling qualities of the car, the GM grants Sanvoc an addi-
tional +20. However, rain subtracts 10, night 10, and wet
road 10. He is also under fire and has no AFV Crewmember:
driver (combat driver) skill picks, so -25. Total subtrac-
tions: -40. Sanvoc’s general net add is 45. Driving along a
straight highway (all else aside) at the speed limit is Routine,
adding another 30, so making the maneuver of regular driv-
ing under these conditions will be at + 75. Checking the Driv-
ing/Marine Pilot column of the Pilot/Astrogation Table, we see
that Sanvoc needs to roll above a-15 (75 + [-15] = 60) to be
completely (if unimpressively) successful.

Sanvoc, however, fears that regular cruising is not evasive
enough to elude his pursuers. He accelerates to 220 kph. (60
over the limit) reducing his bonus by 30, so it is now 45. San-
voc’s adversaries are still closing, and their shots nearer, so he
decides to attempt a daring maneuver: turn off his headlights,
then slam on the brakes, spinning the car around 180 degrees,
hoping to lose them as he heads the opposite way. No lights
reduces his bonus by 40, and the GM determines his spin
maneuver to be (ignoring all the environmental factors, which
are already incorporated!) Extremely Hard, which is 60

91

worse than Routine. Sanvoc is at -55. He needs to roll an un-
modified 115 to be completely successful. Less than complete
success (a percentage, rather than an unpleasant specific
failure) may mean he only spun partially, or something
similar. However, this will increase the total duration of the
maneuver (he needs to roll again to complete the remainder)
giving his attackers a chance to figure out what is going on.

Guidelines for Atmospheric and in-atmosphere Orbital
Maneuver Modifications

Winds: -5 for every 10 kph, including gusts.

Visibility: -5 for every km < 10 kilometers, unless Zero visibility,
in which case, -50.

Precipitation: -10 if raining; -20 of sleet, snow or hail (more if
heavy).

Night: -20 (unless special vision).

Landing area not paved/well delineated -30
Pilot has landed here before +20
Landing at nightwithout lights -20

Ship under fire (Pilot does not possess Combat Pilot Skill) -25.

Guidelines for N-Space Piloting Maneuver Modifications
Any of the general Pilot Condition Factors listed above.

Ship under fire (Pilot does not possess Combat Pilot Skill) -25.

Autopilot Program used: + 50 (not useable in a combat or special
maneuver situation; assumes Astrogation plot laid in).

Physical hazards: variable, depending on situation. (Piloting
through a dense asteroid field would be a series of Sheer Folly to Ab-
surd maneuvers.)

No course plotted: ('flying by the seat of your pants’) -50. Note
that this penalty is only applicable for complex or involved courses,
such as astrogating across a star system. Also, astrogation is inap-
plicable for combat; in that case the Combat Pilot skill is employed (if
the pilot has no combat pilot skill and finds himself in combat, he is
at -25 {the usual penalty when no skill picks have been made in an
area).

EXAMPLE: Jym-bob, aboard the Flying Merino and try-
ing to evade officers of the Law after a misunderstanding,
enters an asteroid field, hoping they are too cowardly (or
reasonable) to follow. Since a course as variable and complex
as this is not plottable by any known astrogation methods (GM
decision), Jym-bob must fly by the seat of his pants (-50). It is
also Sheer Folly (-70); and he is under fire and does not have
Combat Pilot skill (-25). Jym-bob is now at -145. He has a
total Piloting bonus of 90, and so is at -55. The GM takes into
account the width of the asteroid field and how fast Jym-bob is
going, and figures how many turns it will require to get
through. Jym-bob must roll every turn. For each roll of 100%,
he has successfully navigated the field for the given distance.
For a roll of greater than 100%, the GM adds the extra as
bonus distance travelled. For a roll of below 100%, the GM
decides that not only is the distance less than 100%, but for
every 10% less than 100, the ship is struck by an asteroid
(Nonexplosive projectile). So, if Jym-bob rolls a 36, he sub-
tracts 40 and gets -4. The table indicates no movement. The
Flying Merino takes ten projectile strikes and gets nowhere.
Hope vour deflectors are up, Jym-bob.

As can be seen from the example, there are many game
possibilities, and the GM must extrapolate from the table data
given. One additional note regarding the example above: If Jym-
bob had an EW rating, it would not be useful as a DB against
asteroids (they're hard to fool).



Hyperspace Piloting Factors:
Any of the applicable general Pilot Condition Factors listed above.
When entering Hyperspace, if the ship is under fire, pilotis at-20.

Attempting to Enter Hyperspace while in a Gravity Well. A Gravity
Well is defined as within 500 x the diameter of any sizeable celestial
body, such as a planet or star. In the Sol system, for example, out-
side Sol's gravity well is just inside the orbit of Jupiter will subtract
from the Pilot Maneuver Roll, For every 20 diaméters within the
Well, roll one Random Malfunction on the ship due to structural
strain, €.9., attempting to hypershunt only 420 diameters away
would cause 4 Random malfunctions. In addition, for every 100
diameters less than 500 that a ship hypershunts, roll an A" Pierce
critical. Thus, a ship attempting to shunt white 100 diameters away
from a sun would suffer 20 Random malfunctions and 4 ‘A"’ severi-
ty Pierce criticals. If any of the malfunctions or crits indicates
Translight Drive shutdown, the ship fails to shunt entirely (but still
suffers the damage).

Piloting Maneuvers — using a Hyper-Jump program — to
enter/exit hyperspace (under no pressure) are Medium, and a
percentage value means the percent of the way through
Hyperspace shunt preparation the pilot is. Attempting Hyper-jump
under the same circumstances without a program is Very hard. On
the average it requires one turn (6 rounds) to time of shunt. The ac-
tual Hyperspace shunt does not occur until you achieve 100%.

if the pilot rolls less than 100% in his attempt to to drop out of
hyper, each turn of delay from the correct time (as calculated by the
Astrogator) displaces the ship a massive (in sublight terms) distance,
usually the equivalent of hundreds of days travel at full sublight
velocity — more or less, depending on individual ship engine ratios.
Naturally, the only reasonable thing to do is have the Astrogator plot
a new (very short) Hyperspace course to get the ship closer. This will
require al! the normal calculations and rolls, .

Astrogation:
The base speed to plot an:N-Space or Hyperspace course is one

minute (one turn or six rounds). This time applies to course plotting |

difficulty up to Medium (and Insanel). Hard to Extremely Hard courses
have a base time requirement of one hour, and Sheer Folly and Ab-
surd course plots have a base of one day.

The <ourse is plotted and ready to implement when a total of
100% is achieved, no matter how many rolls (assuming one roll
equalling one minute) it takes. Astrogation is only rolled at the
beginning of each plotted journey. Astrogation is assumed to be
Medium, unless the appropriate preset course tape (then it is
Routine) or star chart (Easy) is used. If no Astrogation computer pro-
gram is available, Astrogation becomes Very.-Hard. Also, any
journey under 50 LY.is unmodified, but for every 1LY more than 50
attempted in one jump, add 5 to.the complexity.of the course plot.

An N-space course must be plotted every time a 'signifiaent’ in-
terplanetary space is traversed (leaving planetary orbitand the solar
system is 'significant’; changing ship orbit atititude is not) to pre-
vent a severe (Sheer Fally) detriment to pilot maneuver. Combat
maneuvering does not require astrogation, as it is done in relation
only to adversary shipsand does notrelate to long-range courses or
large, gravity-exerting bodies,. - .

A Hyperspace course must be plotted for every Translight shunt.
As mentioned above, any Hyperspace plot made to exit/enter
within a system or attempting to initiate-Hyperspace piloting within
a solar system/star gravity well is very dangerous. Attempting to
Hyperspace shunt without a.course is notonly Insane; it is probably
doomed to disaster. If this somehow occurs, roll percentile dice. The
number is how many light-years are traversed before the ship can
return. to N-Space.

Note that some very bad Astrogation rolls result in a course plot-

ted in the usual time {usually 6 rounds, as indicated by the 100% in |

parenthesis at the beginning of the text) butsomething very wrong

occurs along the route. Players theoretically are unaware of the %

problem until it is upon them.
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7.2 THE VEHICULAR MANEUVER AND ASTROGATION TABLE

Driving/
Marine Pilot

Orbital/
Atmospheric Pilot

N-Space Pilot

Hyperspace Pilot

N-Space
Astrogation

Hyperspace
Astrogation

Damaged

Total disaster. You flip your

Unbelievably inept attempt at

Incredibly moronic maneuver.

In a move of unparalieled,

Absolutely unbelievable. You

(100%] Say your prayers. Your

And you thought it couldn’t get worse. Several key structural

“'Space Commander'* with the

console.

-201 vehicle (direction and severity of |controlling the ship effectively [You try to engage the course plot [panicked stupidity, you believe | short-circuit the Astrogation course sends the ship right members buckle; the ship takes half-again max hits as 10
impact dependant on vehicle and |deactivates its propulsion system. lbefore it is laid in and the entire  |that the hyperspace engine(s) are | console, and in the process erase |through a solar system. Only if the Jrandom Extremely Severe malfunctions occur. All drive con-
situation). Most likely it is badly  {Only a 100% successful Absurd ~ JAstrogation system shorts out. about to overload, and jettison | every astrogation program, stor |pilot rolls a total of above 200 trols short out; nearly every compartment is leaking air.
domaged as you might well be:  |maneuver by somebody on board [Very Severe damage, and the them from the ship. (If they are | map, and pre-set course in the  }does he notice the glaring error | Your ship is dead in space; don't even bother to try the
Vehicle should roll on the Small  |can save you from a fiery death  Iship hurtles in a random direction |not the jettisonable type, you dotabase. All astrogation is before entering Hyperspace. If maneuver.
vehicle Critical Hit table, severity |as the craft plummets to earth. dump the translight fuel.) Roll for | Absurd until the console is not, roll % of the way through the
determined by GM. Roll 1-4 (GM discretion) "€ the Astrogation console is % of way into journey you do repaired, and Very Hard ofter  |journey you hit the system, at

appropriate vehicle crit. Criticals |repaired or overridden. this. It's o long road home at thot due to lack of computer aid. |which point the ship takes 2-20

on the ship when it hits. Sorry. sublight... Have a nice orbit decay. random Plerce Critical hits from
debris before the computer drops
you out of Hyper.

{(-200) — You lose control of your vehicle | Your clumsy fingers Severely In an unclever move, you Your mind in o haze, you {100%) You think yourself very | The Astrogation console bypasses | o gut-wrenching mefallic shriek accompanies your attempt
and it veers wildly. If anything is | Damage the main Pilot console (it | override the sofety systems and | misinterpret the Astrogation plot |clever using a nearby gravity well] like a Christmas tree; obviously 1o maneuver. Whatever maneuvering system you are at-

{-151) |within 50m (in a direction is useless until repaired). 50% engage the wrong drive. Roll a | and shunt the ship off in a to slingshot the ship and save you have done something tempting to use (thrusters, gravitics, N-Spacedrive; Trans-
reasonable considering current | chance the ship continues in the | new maneuver on the random direction. Roll an Absurd |energy. Too bad you seriously wrong, and the light drive) overloads and is Very mm.,(c_.o_ aoanom& and at
craft motion) you before you| maneuver it was previously in; Hyperspace column, using of maneuver to drop safely out of  |miscalculated. 50% chance you | computer confirms it: the control -90, s is the pilot console. No need to roll the actual
can recover. You are stunned 3 | 50% it makes a totally random course the Insane modification if | hyperspace. For every 10 less go too low: Roll an "'E"* Blast panel is Severely damaged, and maneuver,
rounds (if not dead sooner). maneuver. you are in-system. {If the ship is | than 100% success, the ship critical on the ship as it hits the computer is Moderately so.
not equipped with Hyperdrive, [receives a 'Pierce’ critical strike |planetary atmosphere, also 3 25% chance you have destroyed
you simply tried to abusively (random "'A’" to "E'" severity, {random malfunctions; 50% the Astrogation program in the
accelerate the Sublight Drive, 20% chance of each) from space |chonce too high, and hurtle process.
delivering Severe domage to it | debris. Assuming you survive across the system. The Pilot must
and two random malfunctions). |that, the Astrogator must roll an [complete o Very Hard maneuver
Absurd maneuver to navigate to stop the ship, and every round
you out of wherever you are. he is attempting to do s0 1-2
random malfunctions occur due tdf
structural strain.
(-150) — Your badly executed attempt Qops. You manhandle the ) Your spasfic piloting causes the Clumsy execution. You (100%) In a drugger-like {100%) You fail to notice a Sparks :x on the c,lmcm as the already strained control
causes the vehicle 1o weave controls and the craft lurches in a [ ship to lurch erratically. Everyone|miscalulate the Motter/Antimatter |maneuver you plot a course in a | gravity-weil along your chosen systems give up. Pilot and Astrogotion controls are
{=101) | dangerously 1-10 meters to one |random direction (1000 meters if |on board and not strapped in fuel mix and cause Very Severe |izarre direction, at the end of | course. So does everyone else. Extremely Severely d ged and useless; Comp Pilot
side. Roll the details. Good luck. |cruising; 50 meters if takes an A" Unbalancing damage to the Hyperspace drive [which (10 hours later, if no one | 1-100% of the way along the trip, | and Astrogation programs burned out (irretrievable).
landing/takeoff) before you get a |critical. Those who are buckled in [engine(s). They are inoperative  |makes a successful Very Hord the ship passes through it, 2 Random Severe malfunctions occur. No progress on your
grip. Hopefully there was nothing|take 1-10 hits and must resist vs. jand you are red-faced. Percepfion fo notice your curious | triggering 1-10 random attempted maneuver.
in the way... nausea. One Routine random route) you are lost in space, malfunctions. Your course is
malfunction also occurs., despite any Astrogation aides. altered by 10-100° in a random
Complete a Hard maneuver just ection. Calculate your new
to figure out where you are. destination. If you do drop out of
Hyper here, a new course must be
plotted, Very hard, due to the
uncertainty of your location.
{-100) — Cruel abuse of the machine Really weak execution. Sloppy A poorly orchestrated adjustment |{(100%) In a slovenly attempt to | (100%) You miscalculate. The ship takes a '"C" blast critical from stroin, and 3 random
-51) couses Kommaa damage to the |triggers 1-4 xOc.. e malfunctions. m:<w engagement overloads the fto the course couses 5 random cut corners, you plot acourse Fortunately, there is nothing Severe malfunctions. Attempt to complete your maneuver
appropriote system {brakes, Roli on appropriate toble. cooling systems. Moderate malfunctions due to stress on the through a planetary ring/asteroid | dongerous in the way, now at -100.
steering, tires, hydrofoils, efc.) damage to Sublight Drive {speed |ship before the computer field. Roll 1-5 'B"" Pierce criticals | nevertheless, you end up at a spot|
Move is 50% successful, and cut in half until repaired). overrides you and drops the ship [against the ship before the pilot | exactly 10° (random direction)
systems is at -50 until repaired. out of Hyperspace. Navigator  |can roll (o Hard moneuver) to get] off-course from your intended
must re-plot a course (Medium |you out. For every round before | destination. Plot a new course
maneuver) and you must re-roll  lhe is 100% successful, roll anothed (Very Hard).
to resume your journey. “B"" Pierce crit.

{-50) — Panicked confusion on your part [Sloppy execution. if landing or | You fail to compensate for all The computer rejects your You develop a splitting headache | Apparently you read the star-map| The main reactor/energizer malfunctions under the strain (if

causes you to decelerate to half |takeoff, you have Moderately gravity field effects: you achieve |attempt to enter/leave at just the idea of plotting an wrong: you spend 10 turns it hasn't already); the problem is Severe. Either shut it down
(-26) speed {unless that was the damaged the landing gear; if nothing and the course must be  JHyperspace as dangerous. It nterplanetary course. Retire to | carefully plotting the course only | now (aborting the maneuver attempt) or proceed with a

intended move, in which you cruising, Routine damage to re-plotted ot. Your next requires 12 rounds (2 turns) to  |your cabin for at least an hour to discover that you have done it |.100 modifier. If you press on, it will function for 1 hour,
accelerate to half again faster). |whatever mechanisms maneuver {maneuver is two difficulty levels  funlock the controls and try again. |before trying agai all wrong. Try again ot -20 then fail completely, Extremely Severely Damoged.

the craft through air/space higher. If attempting 1o leave, see notes (you're discouraged). Hope

{gravitics, oftitude jets or aerilon regarding displacement problem. you're not in a big hurry.

surfoces). They are at -20 until

repaired.

(~25) — 0 | You have a lapse and fail to You mind on other things, you fail | You fail to take any action (0%  [For reasons unclear even to you, [You store blankly at the luminous | (100%) Well, you lay in the You are forced to override the control system safety
attempt the maneuver, instead  |to even attempt the maneuver. movement) you decide not to attempt to plotter screen, watching the pretty] course and take only a minute to | features. Roll maneuver ot -50. Less than 100% successful,
continuing as you were. (0% movement) enter/leave Hyper this turn. If patterns while you accomplish do it, but the plotted route takes | the system shorts out before you complete the maneuver:

Jottempting to leave, see notes for fnothing for 6 full rounds. twice the time it normally would. | control system and console are Very Severely domaged.
displacement. Too bad, nobody figures this out | You take o "B electrocution critical.
untit far too late. Have a nice irip.
01—10 10% Slowly but surely. 10% 10% Snoils move faster. 10% A slow start. 10% So Rome wasn't bu 10% You'll get it done eventually. | Amidst 5 random malfunctions, attempt your maneuver at
day. -70.
The ship shudders ominously, and suffers 2 Moderate
11—120 30% 30% 30% po% 30% 30% random malfunctions. Maneuver at -50.
50% It might go quicker if you Structural strain causes hull breaches in one crew cabin, one
21—-30 50% 50% 50% [50% 50% didn't spend so much time playing | gun mount and the sublight engine room. Bulkhead portals

seal; implement oppropriote Vacuum crits to affected
personnel. Roll maneuver at -50.
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8.0 GLOSSARY

AFV: (Armored Fighting Vehicle) A machine whose mode of travel is

primarily overland, and is designed for combat or combat-support -

functions. Always armored; usually armed with mounted weapons.

Alterant Replicant: A living being created from genetic material
altered on the chromosomal level. Usually an |mprovement over
the natural model.

Android: A robot designed to resemble a human or similar race to
all appearances. The most sophisticated Androids are equipped
with self-programming Molecutronic brains and very sophisticated
internal systems to mimic human functions.

AR: (Acceleration Rating) The rate of change of speed a given shipiis
capable of.

_Automaticﬁ Refers to any weapon which is capable of rapid- fire
bursts of ammunition.

CAT: (Construction Armor Type) This refers to the ten Space
Master Armor Types created for vehicles and ships which have ar-
mor far superior to anything conceptualized in Rolemaster. Con-
struction Armor Types are numbered 21-30, not necesarily imply-
ing a direct progression, but to indicate a superiority to the RM Ar-
mor Types 1-20.

 CPU: (Central Processing Unit) The main processor.of acomputer. In

. Space Master the Mk. number of a computer is equal to its pro-
cessing unit capacity. Since most programs require more than one
- Processing Unit each, probably substantially fewer programs than
units can be run simultaneously.

Cumet: Cubic meter.

DB; (Defensive Bonus) The total of a number of modifiers: wh;ch af-
fect how difficult it is to ""hit’* an opponent.

ER: (Energy Rating) A term to designate the power requirement {or
-output) of a given facility.

Elmonit: (Electronic Monit) The standard unit of currency
throughout the Imperium,

Energy weapon: Any distance weapon which projects an energy
beam/burst as opposed to a physical projectile or missile weapon.
EW: (Electronic Warfare) Also known as Stealth or Cloaking systems,
EW is a multifaceted technology designed to render vehicles invisi-
ble to Sensor and visual scans. See section 6,13 for details.

Fire: Any distance weapon attack, this term corresponas 10 the

“missile’* concept in Rolemaster, but is broadened to encompass

projectile and energy weaponry.
FR Picks: (Function Rating Picks): These are acquired with Funétion

Rating Paints. Most Picks cost more than one Point each. Someumes o

referred to as Function Rating “‘levels’.

FR Points: (Function rating Points): Purchased at a given monetary
value, these points may be expended to buy Function Rating Picks
(above) and thus provide different functions for a given
vehicle/robot.

FTL displacement: Faster Than Light displacement — the distance
a starship travels through Hyperspace in a given period of time.

Function: The mechanical equivalent of a character development
*Skill'.

GCV: (Ground Conveyance Vehicle) A machine which requires a
solid surface on or above which to operate, whether it be wheeled,
tracked, gravitic, etc.

Gravitics: The technology of annullmg, countering or creating ar-
tificial gravity. Gravitics has a variety of uses, from internal Starship
stability maintenance to high-speed planetary flight.
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Gravity Well: A term used to describe a specific radius abouta large
celestial body where it is dangerous to engage in a Hypershunt. The
standard radius given is 500 x the diameter of the body itself.

Hoofies: The little cloven things at the end of the legs of sheeps.

HUD: (Heads Up Display) Applicable to gunnerbonuses, a HUD isa
small visual readout screen or other display which shows targeting
data and other relevant information to the gunner. HUD's have dif-
fering bonuses based on their quality and sophistication,

Hypershunt: A term describing the actual transfer of a vehicle into
Hyperspace. All travel in Hyperspace is measured via FTL displace-
ment rather than ‘velacity’. It is referred to as a ‘shunt’ because of
the high-acceleration boost necessary for feasible FTL travel.

MIA: Matter/Antimatter — relating to a power source derived from
the mutual annihilation of certain particles of matter and antimat-
ter,

Mark (Mk.): A numeric designation to indicate the power of a
given weapon or system. There is not necessarily any interrelation-

ship between systems unless specifically indicated.

Melee: Hand-to-hand combat (as opposed to ‘fire’ combat) where
opponents are physically engaged — be it a fistfight, a duel with
rapiers, or a wrestling match. All of these are considered melee.

Misslle weapon: In Space Master this indicates a weapon which
manually fires an airtborne projectile, such as an arrow from a bow
or a quarrel from a crossbow. This does not include projectiles fired
by explosions or other high-velocity propulsion means. Thrown
weapons are also included in this area,

Molecutronic: The ultimate electronics technology, molecutronics
stores data in amethod similar to that of the human brain, but much
more efficiently.

N-Space: Normal Space — as opposed to the interdimensional

realm of Hyperspace.

OB: (Offensive Bonus) The total of a number of modifiers which af
fect an attacker‘s chances of hitting an opponent with a weapon.
Projectile weapon: As opposed to a missile weapon, this indicates a
device which mechanically fires a high-velocity projectile.

Psion: Referring to Telepathic/Psionic power; the act of using such
power. This corresponds to the Rolemaster term *'Spell’”” which

refers to the use of a magical ability.

Rating Pick: Gradients of power / speed/ protection/ sophistication
of certain systems. The concept is based on discreet units of differing
value, similar to the Rolemaster skill development system. Unless
otherwise noted, the first ten Rating Picks provide a +5 bonus per

pick, while the next ten give a + 2 bonus per pick, picks 21-30 are

worth 1 point each, and all others afterward are worth 1/2 point per

- pick. See-specific references in the rules for individual exceptuons

Replicant: See Alterant Replicant.
Robot: Any self- -motive powered machine with mampulatlve limbs.

RIF: (Relative Inertial Field) Necessary for hyperspace travel, it
suspends certain relativistic and inertial physical properties.

Sensor: From'the acronym: SENSR (Selected Electromagnetic/

‘Neutrino-Stream Reflection). This refers to a system using selective-

ly treated, hyperlight-accelerated neutrino (and photino) beams.
They are complétely harmless and almost undetectable, Range

varies, but there is distortion beyond about 50 light-years.

‘Skill: Refers to a bonus acquired by a character through practice and
‘aptltude Whenever 2 specific skill is metioned, it refers to one found

in Future Law. If Future Law is not used, the GM should ex-
trapolate to his own system or make an appropriate equivalent.



SMAC Fighter: (Singly Manned Attack Conveyance) Fighters are a
classification of small, highly maneuverable ships with a single
pilot/gunner designed primarily to assault other space vehicles.
Some are capable of in-atmosphere flight (and so attack planetary
defenses) and landing. Most are short-range, possessing no
hyperspace travel capability, and have only a small cockpit with
limited pilot mobility potential. The emphasis is on sublight speed
and maneuverability, and high-output weaponry.

Standard Day: The standard galactic day in Space Master is 25
hours long — the time found to be most natural for human circadian
rhythms. Hours and minutes remain intact from Old Terra
timekeeping.

Stealth: See EW.

Tachion Beam Dictor: Communications system utilizing tachion
beams (more stable over a long range than neutrinos) to transmitin-
formation. Effective range is about 30 light-years without relay. See
sec 2.0.

9.0 APPENDIX

The following formulae were used to arrive at the turn/velocity
ratios in the Starship Turn Table. Anyone wishing to use the actual
formulas are welcome.

For angles greater than 90°:

Vcos (x) + +/AZ — VZsin? (x)

For angles 61° to 90°:
866V + -\/ AZ - 25V?

For angles 31° to 60°;
SV + -\/ A2 — 75V?

For angles to 30°:

0V AZ-V2
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Micro-Organisms 45
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—N—
Nuclear Missile Attack Table 79
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—P—
Personal Combat 49
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Personal Equipment Costs 12
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Personal Maneuver Table 67
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Personal Shields, Descriptions 8
Pierce Critical Table 86

Plasma Gun Attack Table 84
Projectile Attack Table 77
Puncture Critical Table 60

—R—
Radiation Critical Table 66
Random Malfunction Table 89
Repair/Malfunction Chart 88
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Replicants, Alterant 45
Research/Construction Chart 47
Robot Construction 37

Robot Construction Chart 41
Robot Descriptions 18

Robot Critical Table 85

—5~—

Shields, Personal (see personal shields)

Ship Status Chart 74

Shrapnel/Automatic Critical Table 64

Slash Critical Table 61

SMAC Fighters, Combat 74
SMAC Fighters, Costs 22

Small Projectile Attack Table 59
Small Spacecraft, Costs 22
Small Spacecraft Combat 74
Small Vehicles, Costs 22

Small Vehicles Critical Table 85
Spacecraft Designs 23

Starship Combat 68

Starship Design 26

Starship Parts Cost 33

Starship Worksheet 34

Stunner Attack Table 56

—U—
Unbalance Critical Table 62
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Vacuum Critical Table 66
Vehicle Power Sources 21
Vehicular Combat 68
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(Future & Tech Law, Boxed Set) .. ... (US) $30.00
IMPERIAL CRISIS:

House DevoninTurmeoil .......... (US) 812.00
AKAISHA OUTSTATION

(A Ready-to-Run Adventure Module) ... (US) $ 6.00



spacecraft and weapons
and personal equipment
of the future and sample
spacecraft plans are ll.‘l*«,
cluded. Like FUTURE LAW,
TECH LAW is usable w:th
other SF systems.

TECH LAW contains a
simple yet realistic com-
bat system including at-
tack & critical tables for
several different weapon
types. Descriptions and
prices for small and large

‘The companion book
to TECH LAW, FUTURE
LAW contains: a com-
plete character develop-
ment system, complete
lists and descriptions of
telepathic powers, data
on races from the far cor-
ners of the universe, in-
formation for setting up
cultures and local, plan-
etary and galactic gov-
ernments, and a quick
yet complete method for
generating planets and
solar systems. Although
keyed to TECH LAW, FU-
TURE LAW is usable with Chiarac e’ planetary

wenerahon for roh: - playing

other SF systems. o the future

SPACE MASTER, the
complete role-playing

system in one box giving
you everything needed

to run a plausible, richly

detailed SF campaign -
contains: TECH LAW, FU- -

TURE LAW, a fuli-color

counter sheet of space-

ships and individuals, a

grid map for quqceshfp-'~
 combat, a color star map

for interstellar journeys,

and a booklet with star-
,_.sh|p deck plan playmg'
; surfaces -

-
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