TABLE 7.8; STARSHIP CONBAT TEST RESULT

MARGIN OF Success ResuLr

Below TN Ship missed (no effect on shields)
Equals TN Marginal Success: Apply damage normally;
do not reduce shield strength
1-5 above TN Complete Success: Reduce shield strength by 1

6-10 above TN Superior Success: Reduce shield strength by 2
11+ above TN Extraordinary Success: Reduce shield strength by 3

X TRBLE 1.20: SHIELD STRENGTH TRACK £
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| THBLE 74 CONPUTER ACCESS

PromotioN RaNK SYSTEM Bast TN Acrion Time
0 Ensign Personal Files, Shared programs 15 Variable rounds
1 Lieutenant (j.g) Simple functions (turbolift, door) 15 Voriable minutes
2 Liewtenant Single system (navigation, transporter) 15 Varioble minutes
3 Lievtenant Commander Vital system (life suppaort) 20 Variable minutes
M  Commander Computer core 25 Varioble hours

* Or Command Tedge; u PC with Command 1 guins access to systems s though he were Promotion 3.
** Or Command 2 edge; a PC with Command 2 gains access to systems as though he were Promofion 4 or better.
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TABLE 10.3: CLOSE COMBAT WEAPONS HIT LOCATION TABLE

PARRY DAMAGE 2d6  BopYPART TNMODFIER
MEeLEE WEAPON MoDIFIER (+ STR modifier) 12 Head or Neck (attacker’s choice) +12
Ahn-woon -3 1d3+grapple 11 Head +12
Axe -1 2d6+2 10  Torso (2d6: vitals on 9-12) +6 (+12)
Bat'leth +2 2d6+5 9  Arm(off-hand/left) +9
Club + 1d6+1 8 Torso +6
D’k tahg -2 (1) 1d6+2 7  Torso +6
Knife -2 1d6+2 6  Arm (dominant/rig hf) +8
Lirpa + 2d6+4 (blade)/2d6+1 (club) 5 Leg (dominant hand’s side/right) +8
Mace -1 2d6+1 (2d6+3 if spiked) 4  Leg (off-hand’s side/left) +8
Mek’leth + 2d6+3 3 Hand (1d6: dominant on 1-4, offhand on 5-6) +10
Staff +2 1d6+2 2 Foot (1d6: right on 1-3, left on 4-6) +10
Stunrod -2 1+ stun (power setting 1 to 3)
Saber + 2d6+1
Sword 0 2d6+3 INJURY AND FATIGUE
WOUND LEVEL PENALTY FRSTAID/STAMINA TN
Rancep Weapons: ENERGY WEAPONS Dazed 4 10
Wearon Rance Injured -3 15
247TH-CENTURY PHASERS Y\’O““d‘%‘: o -575 gg
ncapacitate -
Phaser | 5/10/25/50/+10 Near Death 9 30
paml AR A0 FATIGUE LEVEL PENALTY RECOVERY TIME
Phaser Il rifle 5/40/80/160/+40 Winded A 10 minutes
Phaser 11i-B rifle 5/50/100/200/+50 Tired -2 1 hour
Phaser 1I-C rifle 5/50/100/200/+50 Fatigued 4 2 hours
23RD-CENTURY PHASERS EX'I‘Ia“St;d - " = 140hs°t“r5_ .
i AL AL, *T(:) :e[:ver to Exhau:tzzozscjﬁ)aus ; cgaracter must succ:eig I:: a
Phaser Il 5/20/40/80/+20 ’ ps

Stamina test against TN 10 (to which a —10 Fatigue penalty applies. Make
a testonce per round incombat, or once per minute outside combat. A
successful TN 10 First Aid test lowers the Stamina TN based on degree of

success (marginal =3, complete -5, superior —10, extraordinary —20).
TABLE B.16A PRASER & DISRUPTOR EFFECTS o s '

POWER SETTING CHARGES  Damace Hous
A Light Stun 1 stun”® Stun @ Human for 5 minutes

2 Medium Stun 2 stun® Stun @ Human for 15 minutes or a Klingon for 5 minutes

3 Heavy Stun 3 1+stun* Stun a Human for 1 hour or a Klingon for 15 minutes

4 Light Thermal 5 1d6+3 Cut a 1 m hole in 10 ¢m of wood in 3 minutes

5 Medivm Thermal 8 2d6+6 Cut a 1 m hole in 10 cm of steel in 3 minutes

6 Heavy Thermal 12 3d6+12 Cut a 1 m hole in 10 ¢m of steel or rock in 30 seconds

7 Light Disrupt A 15 5d6+18 Kill o humanoid; cut o 1 m hole in o duranivm bulkhead in 10 minutes

8 Light Disrupt B 20 10d6+36 Vaporize o humanoid

9 Light Disrupt C 30 Kill Vaporize resilient alloys (beam may ricochet)

10 Medium Disrupt A 40 Kill Vaporize any substunce (energy rebound prior to vaporization common)

1 Medium Disrupt B 50 Kill Explode 10 cubic meters of rock into rubble

12 Medium Disrupt € 60 Kill Explode 50 cubic meters of rock into rubble

13 Heavy Disrupt A 70 Kill Explode 100 cubic meters of rock into rubble

14 Heavy Disrupt B 80 Kill Explode 160 cubic meters of rock into rubble

15 Heavy Disrupt € 90 Kill Explode 400 cubic meters of rock into rubble

16 Heavy Disrupt D 100 Kill Explode 600 cubic meters of rock into rubble

* See “Stun Effects,” below

TABLE 6.19: STUN EFFECTS

SETTING AND POWER Reacrion TN Dummu Errm {FAlL:n/SucC{ssrm*]

1 Light Stun 9 3d6x3 rounds Unconscious /-5
2 Medivm Stun 12 2d6+3 minutes Unconscious/~9
3 Heavy Stun 15 1d6x10 minutes Unconscious /=12

*The listed penalty applies to physical tests (including combai-related tests); for academic tests apply half the listed penalty.



THBLE .17 RANGED COMBAT MODIFIERS & &5

Rancep Comear MoDIFIERS

RANGE CATEGORY Test TN
Point Blank -2

Short 0
Medium +2

Long e
Extended +2 TN/movement
SITUATION TN mobpifiEr
Defender prone +5TN
Attacker in advantageous position =1 to - 5 TN*
Defender in advantageous position  +1 fo +5 TN

Defender behind cover See Table 6.21

TARGET’S SiZE

~ 1/8 man-sized (.25 m height) +2 TN
1/4 man-sized (.5 m height) +8 TN
1/2 man-sized (1 m height) + TN
Man-sized (approx. 2 m height) +0 TN
1.5 x man-sized (3 m height) =4 1N
2 x man-sized (4 m height) -6 TN
3 x man-sized (6 m height) -8 TN
4 x man-sized (8 m height) -12 TN
Tarcer Morion
Moving 3 to 6 m per round (walk) +2 TN
Moving 7-12 m per round (jog) +4 TN
Moving 13-18 m per round (run) + TN
Moving 19-40 m per round (sprint) +9 TN
Moving 41-80 m per round +12TN
Moving 81-160 m per round +I15TN
Moving 161+ m per round +20 TN or more
Off-hand penalty +8 TN**

THLE .21 MO & 0ER ACTETo

Armor Type
Cardassion body armor

Klingon body armor

@ THBLE .6 UNIVERSAL TARGET NUMBERT

DifFicuLry Base TN
e e
Routine 10
Challenging B L
Difficult 20
Virtually Impossible IE2gE

@ TABLE 6.7 TEGT MODIFERS SUMMARY

PHYSICAL TESTS
Attribute Tests: Agility, Perception, Strength,and Vitality
Reaction Tests: Stamina and Quickness
Skill Tests: Armed Combat skill group, Athletics, Conceal,
Construct, Craft stnl group, nmmim nm m,
Gymm:sllu. Indoctrinate, :
|Il"$ﬂ9lll; Observe, Ranged Combat skﬂ gﬂmp, i
Repair, Sleight of Hand, Sport, Stealth, Slrvlvul, Syslm;‘gi-
Operation, and Unarmed Combat skill group
SociaL TEsTs
Attribute Tests: Presence
Reaction Tests: Savvy and Willpower
Skill Tests: Entertain skill group, Gaming, Impersonate,
Influence, Inquire, Negotiate,and Persvade
ACADEMIC TESTS
~ Atiribute Tests: Intellect and Perception
Reaction Tests: n/a
 Skill Tests: Appraise, Computer Use, Engineering skill grovp,
Enterprise skill group, Knowledge skill group, Language
skill group, Medicine, and Science sIuII group
Pstonic Tests sERERE
Attribute Tests: Psi (see Psionic edge, ST: PG page !36}
Reaction Tests: Willpower e
Sktll Tests Empu!hy, Mind (unlful Mlnd Shleld and Telepntby

Damact ﬂBSﬂ RBED

5 (physicol damage only)
7 (physical damage only)

Cover Tree Damace ABSORBED DAMAGE SUSTAINABLE
Thin wooden door 6 (all types) S
Wooden door 8 (all types) 10

Thin metal door 10 (all types) 15
Reinforced metal door; large rocks 14 (all types) 25

Armored metal bulkhead 20 (all types) 40

Heavily armored security door 24 (all types) 50
SHOOTING AROUND Cover /CALLED SHOTS -

Decrer o Cover - TN Mobikier
100% (nothing exposed) Impossible ta shoot around (+12)
75% (head, arm exposed) +8 TN

50% (some or all of upper body exposed) +6 TN

25% (all upper body, some lower body exposed) 4N
10-24% (most of body exposed) +2 TN



THBLE .12 DEGRE OF SUGEESS

Test Resutr DeGREE OF Success/FAILURE Time Moo.
11+ below TN Disastrous Fallure—the attempt makes matters worse if possible base time x 1.5
6-10 below TN Comptere Faiure—the attempt fails and may prevent further attempts base time
~ 1-5 below TN FaiLure— the attempt fails, but the character may fry again at a =2 fest penalty base time
equals the TN MarciNaL Success—the character achieves the basic objective with only
~ minor complications or setbacks base time
1-5 above TN COMPLETE SUCCESS—the character achieves his nb|ednres wil'h no setbacks whatsoever 3/4 base time
6-10.above TN Supikion Succiss— the character performs beyond expectations, possibly gaining an
additional advantage such as o reduced test duration 1/2 base time
14 ohove TN Extraorinary Success—the character performs far beyond expectations, possibly

gaining on additional advantage such as o positive initiative modifier in the next

~ round or the ability to perform an additional action ot half the normal cost

| TABLE 6.2 COMBAT ACTIONS

Action Cost EFrECT Test
Aim 1 +1 or +3 to attack test no test (see Table 6.15)
Dodge 1 dodge incoming attack Quickness reaction test (TN: opposed)

~ Draw 1 draw weapon : no test
Armed Attack 1 attack with melee weapon attack test (TN 10+)
Raonged Attack 1 attack with ranged weapon attack test (TN: range)
Reload 1 change ammunition /setting no test
Recover 1 pick up dropped weapon no test
Unarmed Attack 1 punch, kick, grapple attack test (TN 10+)
Parry 1 block incoming attack © attack fest (TN: opposed)
PACE & MOVEMENT ACTIONS
ACTION CosT BMR EFFECT FATIGUE TIME
Crawl/Step 1 x 0.33 move2 m 6 hrs/3 hrs
Walk 1 x1 move 6 m 4 hrs/2 hrs
Jog 1 X2 move 12 m 2 hrs/1 hr
Run FIR x 3 (x6) 36m per round 1 hr/30 min
Sprint FR x4 (x8) 48 m per round 10 min/5 min
Swim 1 x04 move 2.4 m 1 hr/30 min
Jump, horizontally 1 x0.5 jump 3 m horizontally —
Jump, vertically 1 x 0.13 jump 0.8 mvertically —
Climb 1 x0.5 climb 3 m 1 hr/30 min
Drop Prone 1 — become prone —
Stand Up 1 — stand from prone —

1/4 base time

TEST

no test

no test

no test

Run (TN 5+)*

Run (TN 10+)*
Swim (TN 10+)*
Jump (TN 10+)*
Jump (TN 10+)*
Climb (TN 10+)*

no test
Agility (TN 54)*

‘A test is required only if the character is engaged in combat or ifthe character attempts to move farther than normally allowed by the action. If the
moving character is involvedin a combat situation, test TNs normally increase by +5. More detailed movement rules and typical TNs can be found under

‘CODA Rules Revisions’ in the Heren Turambarion’s Compendium.

| TABLE6.: SOCIAL TEST MOUIFens I I

CoNDITION

Environmental factors make communicating difficult 310-9
(hurutler demonstrates e\mlerue / smterlty +3to+9
 INTERACTION STANCE iV REMELR :
Subject is onul/devoted +10
 Subject is friendly /pacifistic i L o+
Subject is indifferent +0
Subject is aggressive /unfriendly 5
Subject is hostile /violent -10
Subject speaks a different native longuage St0-15

Test R:suu

TRBLE .10: AGADEMIC TEST MODIFIER

CoNDITION
Character is situated in comfortable surroundings
MEmoRy LOSS

* Character suffers from mind-cltering drug/toxin

Character suffers from selective amnesia

DISTRACTIONS

Character s engaged in life-threatening situation

Character is engaged in by loud noise/talking
Character is affected by environmental factors

Test MobiFiER
! 1‘0“

~ =510~10TN
=310 -9 N
~10to~15TN

4510 +10 TN
+3to+6 TN
1/2 physical modifier
(see table 6.8)
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@ TABLE 6.11: PSIONIC TEST MODIFIERS —l.
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