"ouj winisoey) Z861L (3 IybliAdo)

"SUMOID JaA[IS Ul | N| sawil QL Q :Asuop ‘¢ X X7 Sty sjpnba a8vjuaoiad
"A3} yoea uo goLQq uo WIMS S, 4210D4DYD dY ‘SPaadoNs € X M (Od Ubyl ssaf 40 o1 jonba 1104 00 ? ] 4
§$3] 10 | NJ| 1104 3snw ay 1wij siy) 3sed asealaul 0] “(%G 1saseau AdY3Y S 4242YOWYM ‘G S1 40 € X [N 424112 S1 A31119D Sty
01 dn punou) %p x X3Q 3sed sj[1%4S suodeam u| aseaioul 1ou Aepy ‘(140 Sunpay) pry 15414 St [YS Y} f] “UMOP papunod ‘€ X [N 1D ‘azymoads jou
‘syoeqme.q DIP Y Yorym ul S|pys ayi fo a4y ayv1 Avwi 2308 2y [ "A1j0102dS SO UISOYD [] 4
"SUMOID JaAJIS Ul | N| Sawil Q0L Q :ABUO XAA+MOd+INIHNOID+ULS »

"%0G 1€ |}13s AoeiallT]
“dn papunoJ suondely ‘ LI 4y 10 SIy 4|ey O3 [enba sjjads

4O J3quinu B UJed| UeD J310BJIRYD By} 1BYL OS BulUIRI]) UOIIRZIIOWA sy 4 4 v v MOIYL
*(%G 15a4eau ay1 01 dn punou) %g X | NI 407 40T 407 402 +0T wims
1e 9010yd JO uodeam Jayjo auo pue ‘sabbeq ‘yye1s ‘sjjeds 4no4 ST ST «+A+d+[+0D+S (%4 (¥4 uappIy 10dg
:SHpausg
*1eaA aweb sad souo ST 4 ST S X XAd ST apry
patil aq >mcm 1104 841 001 uo ||o4 e se p|ing o_w uanlb sumou) 00 «%S X LNI 00 00 00 Aydsofrug
JaAjIS 00L4ed L+MOd+LNI Snieis 1ai3210S uieb 03 papasu jloy SUIV SIIURDID
YI4FIH0S 00 *%S X LNI 00 00 00 AL W
Y4 Y4 A+d+I+0D+S Y4 Y4 ApemQ) onol
"%S x%wo Jay Jo siy «mmm wo%r_o J0 1S coamm:s 00 +%S X INI 00 00 00 11y [BOTUBYIS
auo pue ‘usppiH 10dg ‘usisi ‘s||fs abeg Ajuo asies ueo abeg vy
:syoeqmesq 00 #%S X LNI 00 00 00 07
FUMOID fomlE H LT sot oow.n_,x.“m\,mmos_ 0s xS X INI 00 00 00 Aoe1ayry
-1eau ay} 01 dn papunoJ ‘%ge X ] N| 38 3210Ud 4O sj|1)s abeg aasy | 94 Sy #{+d+1+0D+S Sy Sy ua)sTy
"%SG X LNI 18 yoea ‘Adelalir snid a31oyo jo ||13s abeg auQ 00 #%S X LNI 00 00 00 ismgury
:s11j9usg
001 @ U0 $s3} 40 G X | N| -82uaLiadxa abes ujeb 01 papaau [0y St St #@+d+HOD+S S X €/A+I+S Sy dung
Jovs SS 99 *+d+[+0D+S 59 Y 9PHH
Fures SII
-SUMOAT) J3AS I | N SOUWI 001G :ASUON St #x$ X INI St St St (urreay) prv 1s11d
"%SG X X3Q e uolze|ndiuey aul4 pue asing 1D uone[ndruey aui
.&ococmﬁ snoiasid ay) se abelusdiad awes ay) 50 S0 § XX3d 50 -0 HEMATEN 1t
ayl 1e Aj1a1nD aAO pue ‘uappiH 10dg ‘apiH ‘ualst ‘qui) ‘dwnp $0 $0 § xXdad s0 s0 3sInd M)
. "9 152.83U 3y} 01 dn papunol ‘X3d 3% SP «Q+HHOHS  SS 33 qum)
01 |enba s|j1s Jabbe ue pilomg 140
+MOd+LNI+NODJ+H1S 02 | 1 d pue plomg ..&%mw.om oSN 280 onSoy oy (gyg) urydung
"aUouU :9oualIadxa anboy uleb o1 papasu [j0Y "D SD 23DJUIILBJ FUNIDIS SUDN 111%S
nosod ISIT TTIIS

SUMOID) JBAJIS Ul | N| Sawil 0oL Q :Aauopy
*3SI0H
‘Jowue 1aylea) se ||am se sowiie (Julod ¢) |lew Bury

"%SG X X34 1e spiy
*s11jauaq snoinaad se abejuasiad awes 1e ||1s Buidwnp -
"G Aq pal|diyjnw pue ¢ Aq paplAIp X3A+1NI+Y 1S

$,1310e1R4D 3yl 01 |enba abeilusolad e 1B yoea S|INs uodeam g

:suyouag
"001 @ UO s3] 10 Jaquinu Jeyl jos pue Jaylab
-01 SO11S11910BIRYD [|B PPB :32U3LIaAX3 101iief) Uieb 01 papasu |[0Y

HOIH4wYMm
JONIIH3IdX3 SNOIATHd B dN-1L3S HILIVHVHI %DINO

i




i
o

. —
FIREARMS
Skill Weapon Base chance Damage Range* in meters Notes
Handgun Light pistol 20% 1D6 10 Impales
Heavy pistol 20% 1D10+2 20 Impales
Magnum 20% 2D6+2 20 Impales
Rifle Light rifle 10% 1D6+2 100 Impales
Heavy rifle 10% 2D6+3 100 Impales
Shotgun Light shotgun 30% 2D6 20
Heavy shotgun 30% 4D6 20
Autoweapont M-16 30% 1D8+2 10 Impales
Thompson 30% 1D10+2 10 Impales
*Range for snubnosed weapons, including sawed-off shotguns, is only 5 meters. Base chance at twice the given range is half the chance
given. At three times the given range, chance is one-fourth of that given, etc. Sawed-off shotguns have no ability to hit past S meters.
+ An automatic weapon is fired in bursts of 3. Roll 1D3 to see how many rounds hit the target, then roll each damage individually.
Only the first of the rounds will impale if an impaling roll (1/S of the needed roll to hit) is rolled.

Absorption
Adaptability
Armor
Characteristics

Darkness
Density

Energy Projection
Energy Supply
Flight

Gas Projection
Gravity Projection
Insubstantiality
Invisibility

Leap

Martial Arts
Mindblock
Perception
Regeneration
Shape Change
Silence

Size Change
Snare Projection
Speed
Stretching
Supersenses
Telekinesis
Telepathy
Teleport

Wall Walking
Wind Projection
X-Ray Vision

POWERS
Hero Point Cost Per Level

1 per energy type

1 (affects 1 SIZ point)

1 per energy type

1 per STR, CON, SIZ, or DEX
3 per INT, POW, or CHA

3 (affects 2 meter radius)

1 per hero’s SIZ point

3 per 1D6 damage

1 per 10 point of energy

1 (affects 1 SIZ point)

3 per 1D6 potency

3 (affects 3 SIZ points)

20

1 (affects 1 SIZ point)

1 (adds 2 meter horizontal)
20

1

1 per hero’s POW point
1 per hero’s CON point
1 per hero’s CON point
3 (affects 2 meter radius)
1 per hero’s SIZ point

3 per 1D6 points of SIZ
20

3 (adds 1 meter stretch)
3

1 (affects 1 SIZ point)
1 (affects 1 POW point)
1 (affects 1 SIZ point)
1 (affects 1 SIZ point)
3 per 1D6 damage

3 per S cm penetration

Energy Point Cost Per Level

None

1 per SIZ point per activation
None unless for force field
None

None

1 per activation

3 per melee round

3 per activation

None

1 per SIZ point per activation
3 per activation

1 per SIZ point per activation
1 per SIZ point per melee round
1 per CON point per melee round
None

None

1 per melee round

3 per melee round

1 per melee round

1 per activation

1 per activation

1 per SIZ point per activation
1 per activation

1 per melee round

None

None

1 per melee round

1 per point of target’s POW

1 per SIZ point teleported
None

3 per activation

1 per melee round




WEAPONS TABLE

Costin Energy
Class Category Weapon Base Chance % Damage ENC* Range Credits Used Notes
Projectile  Hideout derringer 20% 1D8 Y% ém 100 - impales
Handgun light pistol 20% 1D10 % 20m 150 - impales
heavy pistol 20% 2D6 1 20m 150 - impales
magnum 20% 2D6+4 1 20m 250 - impales
Rifle light rifle 20% 2D8 1 200m 100 - impales
heavy rifle 20% 2D8+4 2 200m 180 - impales
Flechette light shotgun 30% 2D8 1 20m 180 - -
heavy shotgun 30% 4D8 2 20m 220 - -
Autogun** light assault 20% 4D6 1 30m 400 - impales
heavy assault 20% 4D6 3 200m 750 - impales
Support** semi-portable 20%(5% 5D6 7 300m 2000 - impales
Laser Hideout flasher 20% 1D6 Y 10m 100 1 -
Handgun light pistol 20% 1D8 % 60m 150 2 -
heavy pistol 20% 1D8+2 1 60m 150 2 -
magnum 20% 2D6+2 1 60m 250 3 -
Rifle light rifle 20% 2D6 1 300m 100 3 -
heavy rifle 20% 3D6 2 300m 180 4 -
Autogun** light assault 20% 2D6 1 100m 400 2 -
heavy assault 20% 2D8+4 3 300m 750 4 -
Support** semi-portable 20%/5% 3D8+1 7 300m 2000 6 -
Blaster Hideout blazer 20% 2D8 % 3m 120 3 -
Handgun light pistol 20% 1D10+3 % 10m 150 3 -
heavy pistol 20% 2D8+3 1 10m 150 4 -
magnum 20% 2D10+4 2 10m 250 4 -
Rifle light rifle 20% 2D8+3 2 '60m 150 4 -
heavy rifle 20% 2D10+4 3 60m 200 s -
Autogun** light assault 20% 2D8+3 2 20m 400 4 -
heavy assault 20% 3D8+6 4 60m 800 5 -
Support** semi-portable 20%/5% 5D8 7 100m 2400 7 -
Missile Support guided missile 20% SD8 2 LOSt 1800 - -
seeker missile NA 3D8 3 LOSt 2500 - -
Grenade Throw concussion 45% 3D6 % 15m 300 - 3m radius
fragmentation 45% 4D6 % 15m 300 - 6m radius
photon 45% 1 % 15m 600 — 10m radius
Melee 1-Hand force sword 10% 2D10 % - 1000 3 -
* see ENC rule.

** Autoguns and Support guns can fire one shot or a burst of three shots at the discretion of the character. If firing a burst, roll 1D3 to see
how many hit. If an impaling roll is made, only the first bullet impales.

# LOS means line of sight; the target must been seen to be fired at with these missiles.

## A photon grenade blinds anyone within the specified radius fo

equipment and circumstances may modify this result at the discretion of the referee.
Range — all ranges given are in meters.

Energy Used — the weapon must use this many points from a tacpack generator if the user
Autogun or Support gun firing three shots must use three times the energy shown.

energy cost is per shot: an

Semi-portables — the semi-portable’s base chance is 20% if on a tripod or other mount; 5% if hand-held.

r 1D6 melee rounds unless the attacked character makes a luck roll. Special

is not discharging the regular ammunition. The

—

EQUIPMENT TABLE
Cost in Cost in
Item ENC Credits Item ENC Credits
semi-portable tripod 5 300 medikit 1 3000
guided missile pack (6 each) 12 12,000 Scout helmet 1 5000
seeker missile pack (6 each) 18 16,000 nylar armor (P-9, B4, L-5) 2 300
tacpack (generator/screen) 1 per 2 points tinsel armor (P-2, B4, L-9) 1 500
of energy 200 per pt of energy chitin armor (P-§, B-10, L-6) 3 800
effectors (EW radiators) 1 per 5§ points ceramet armor (P-7, B-7, L-7) 3 6000
of EW 100 per pt of EW rating jump pack 2 5000
sensors (EW detectors) 1 per 5 points 10-round clip of ammunition Ya 20
of EW 100 per pt of EW rating 30-round autogun magazine Ya 100
tool computer 1 per 1 point 100-round semi-portable belt 1 500
% of EW 300 per pt of EW rating gate transponder 1 5000

scanner goggles

2000




LOCATION OF CHARTS AND TABLES IN WORLDS OF WONDER
MAGIC WORLD SUPERWORLD FUTURE*WORLD
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Armor ......... a2 Sample Power Modifiers . . . . . 4 Prices & Wages . . . .. e....3
Typical Encumbrances . . . .. .3 Powers ................ 6 Careers & Enlistments . . .. .. 4
°= nq Melee Weapons . . . ........5 Firearms ...............6 Training & Experience . . . .. .4
E Missile Weapons .. ........5 Use of Characteristics Rolls .11 Equipment ............13
Fumbles ...............6 Hero Income ...........11 Weapons ..............13

Spells . ................9 Size of Objects . . ........13 BASIC ROLEPLAYING

: ol i Effects of Elementals ......9 A -PLAYIN
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‘ Resistance Table . . . ......16

WEAPON & ARMOR EQUIVALENCIES
ATTACK DEFENSES
FuturexWorld Magic World Superworld
Blaster Blaster Laser Laser Projectile Projectile Armor Counter- Protection Electromagnetic Kinetic Radiation
Armor Screen Armor Screen Armor Screen Magic Spell Armor Armor Armor

Future *World

Blaster yes yes no no no no yes yes no yes no no

Force Sword no yes no no no no no yes no yes no no

Laser no no yes yes no no yes no yes no no yes

Projectile no no no no yes yes yes no yes no yes no
Magic World

Blast Spell no no yes yes no no yes yes no no no yes

Fire/Frost yes no no no no yes yes no yes no yes no

Lightning no yes yes no no no no yes no yes no no

Melee Weapons no no no no yes yes yes no yes no yes no
Superworld

Cold Projection yes no no no no yes yes no yes no yes no

Heat Projection yes no no no no yes yes no yes no yes no

Lightning Projctn. no yes yes no no no no yes no yes no no

Projectile Weapns. no no no no yes yes yes no yes no yes no

Radiation Projctn. no no yes yes no no yes yes no no no yes

Sonic Projection no no no no yes yes yes yes no no yes no
This table shows the relations of weapons and armor between the games Future*World, Magic World, and Superworld. Read the left-hand colum (Attack) to find the attack
used, then follow the line of that attack across the table to the column showing the armor worn by the target. |f the entry reads yes, the armor absorbs its normal points of the
damage hitting the target. If no, the armor has no effect in lessening that type of damage.
FUTURE*WORLD ARMOR: each type of this world’s armor protects against all types of attack with varying degrees of efficiency. If the chart shows that Laser, for instance, is
effective against a certain type of attack, subtract the Laser Armor component of the armor from the damage done by that attack.




