


LIITLE 31MI DICKENS
AT AFRAID OF NOTHING. [

NOT
| SNAKES.

NOT GHOSTS

HE AIN'T EVEN
SCARED OF OLD
MAN CARRUTHERS
PRIZE PITBULL .

o BUT WHEN LITTLE 3IMI <
SAW HI6 FOLKS FRIED e ¢
BY SPACE ALIENS-- LN\

i

HE KNEW |T WPS IME To PUT
HI5 BOOTS OUT IN THE STREET.

FLEE A% FAST AND AS FARO Enzf.iv\;‘bléua
S YOU ¢hN-- THERE 15 N
PLALE 10 HIDE FROM US. PUNY SPECIES.

T 3UsT WANTA
SEE MY MOM AN'
DAD AGAIN!

MOVE AWAY

FROM THE BOY!




YOU ARE HEREBY
ORPERED 10 CEASE
AND DESIST ALL
UNLAWFUL ACTIVITIES
AGAINST HUMANITY.

FAILURE TO COMPLY WITH THIS
ORDER WILL BE MET WITH THE
USE OF DEADLY FORLE .
WE'RE
XENOFORCE .

AND
YOU'RE
BUSTED.

SHIVAZ )

STORY 4 ART:
PETE MURPHY
(ADDITIONAL INK5
BY BUZZ MALADAM)
XENOFQRCE 15 A
TRADEMARK OF
DRAGON GAMES

WEEP YOUR PSI-SHIELDS
UP--3UST IN CASE THAT
CONTROLLER TRIES ANY

MIND-OAMES.

r BOOKER T, -~ IF ANY N

48 OF THESE CREEPS GET
OQUTTA' LINE--BLOW
A HOLE IN *‘EM!

COLORS BY:
SAS0N SILVER



1 WEEP
FORGETTIN
WHAT THICK
SKIN THEY
GoT! 1 COULD
DO WITH A
LITTLE HELP
OVER HERE.

BOOKER T.5
DPOWN'!

SHIVA- -
DISTRACT THAT
GRUNT!

ANGUS--
--THE MORPHER'S
ALL YOURS.

YOU TWO
COVER ME--AND
TLL GRAB
THE KID!

YEAH ©  HE'S SHRUGGING OFF
RIGHT. EVERYTHING T THROW
AT HIM- -

--WHATEVER YOU'RE GONNA
DO BOSSMAN - -YOU BETTER
MAKE (T QUICK !

ONE MORPHER
POWN ON THE

1 J\ 1T ALRIGHT
M(.H THE : 50N --NO ONE'S PE%?EEF.J(C\TE %\RE
i BERAT--AND ] GONNA HURT v
WE'LL BOOK! YoU NOW. EAVING.




LOOKS LIKE
YOU'RE GONNA
BE STAYIN' WITH

Vs, SIM.

AT LEAST UNTIL
WE CAN FIND YOU
P SAFEHOUSE .

“AWELL SIMI WELCOME’
10 THE XENOFORCE'S
HEADQUARTERS.

| R

" WELLOME 10,
THE CITADEL . [S—

BND SOMEWHE RE

DEEP WITHIN THE

CONFINES OF THE
L\TADEL --

-- A SHADOWY FIGURE
CONTROLS P WEB OF
SURVEILLANCE SATELUTES
THAT SPAN THE GLOBE,

¥ PREPARE FOR
91;‘\',‘2:59 IMMEDIATE
LIFT- OFF.

P

CENTRAL COMMAND WANTS
A M15510N UPDATE.

INFORM CENTRRL

¥ COMMAND THAT OUR

MISSI0N WAS ONLY
PARTLY SUCLESSFUL-

WATLHDOO
WATCHES THE




| VTHOSE GUYS” CRASHLANDED HERE
ON ERRTH ABOUT FORTY YEARS AGO.

$ _--

N

--AND wmf’s;
e THEY KILL MY
o . MOM PN'DADT

Ll 1.\ ARMY MOVED IN AND
LEMLED-OFF THE AREA .

FOR MONTHS
1HEY POURED
OVER THE
EVIDENCE.

1HEN, THE
SCIENTISTS
WENT 10

WORK.

| THE PRESIPENT WAS
INFORMED IMMEDIATELY .

M THE RESEARCHERS WERE
M ALARMED PND DISMAYED
| BY THEIR FINDINGS.

HE, IN TURN, CALLED FOR A
MEETING OF THE UNITED
NATIONS SECURITY COUNCIL,

MEMBERS OF THE & S ' L
SECURITY COUNCIL FI_LTEATER' *MORPHER: NTROLLER DBSERV ‘(GRUN TS
WERE BRIEFED-- = - —— e | === - :

I | S —

--AND |T WAS REVEALED THAT 1 '
B -~ THROUGH SUBTERFUGE AND SELRELY, PLANNED
A CORVTION OF ALIEN RACES 10 CONQUER AND SUBSUGATE HUME\N!T\/-



WE ARE THE LATEST IN A LONG LINE BB ‘ . -
OF COVERT RESPONSE TEAMS, ' . W THIS 15
-. - BOOKER T.
; Bl6HOUSE.
HE'S OUR
DEMOLITIONS
EXPERT. 4

[/ THE GUY WITH
| THE SCAR 15
ANGU%

ALLARRIGLE.
MEGARKICLE THIS 15 SHIVA.

HER TELEPATHIL ABILITIES =
L aiho. . WARNED Us THAT You o8 COMMANDER
EAPONS AND WERE IN DANGER. 4 N 5AM STONE.

"THE UNITED NATIQNS SECURITY COUNCIL |
CODPENAMED V% ---XENCFORCLE .

| “OUR MI45I0N 1510
i RESCUE ABPULTEES-- K

B ' --AND TURNBALK ANY

ALIEN INCURSIONS, ~

You SEE 3IMI, THERE
ARE CREATURES OUT
THERE N THE DARK
BETWEEN THE STARS
THAT ARE HELLBENT
ON CONQUERING
HUMANITY.

‘11 OUR
308 10
MAKE
DAMN
SURE
THAT
B NEVER
s HAPPENS.

ONLY THE
BEGINNING . |.




o w:thout the prior written pcrm:ssmn of the author

' THE ROLE PLAYING GAME |

by
. e .o 00 SimonParkinson - v

] Thls is an ongmal work of ﬁctlon to he used for entertamment purposes cnly Any sgmllarlty betweén any exlstmg person place

thing, orgamzatlon group, body, game, or game systcm is unintentional and comipletely commdemal This manuscript and mclude& ’

* artwork is ot to be dupl:cated replicatéd, copied, alt:;red converted to any medlum ed:ted or passed on lhrough any medlum o

-Xenoforce and the Rcderass Xenoforce logo a.l'e trademarks and a.re protected under nal:onal and 1ntematrona.l trademark laws

‘ :,_-copyflgh!©1996 199781m0nParkmson e o ol .' R NS ‘fj‘m_
, :IAlinghtsreserved ‘ T S RS

‘ .chrqduccc_l by Dragcm (_ia}nés with pi‘f"“issid'ﬁ.' ' L e e o oG



- '_ DEDICATION

Wlthout a doubt thrs pro_]ect wou]d never have been completed wrthout the assrstance and support of

many ta]ented people. However, the lion’s share 6fany credit must go to my wife. Throughout the creatlon of thls RS

el prOJect her support and conﬁdenee in me never wavered even though mme sometrmes drd

"ACKNOWLEDGMENTS

o The wrap around cover, mtm-cormc tntroductron and ahen carrcatures were desrgned by Peter Murphy of .
R Charlottetown PEI, with color added by Jason Silver of Hallfax ‘Nova Scotia. The remainder of the mtenor R

l,black and whrte artwork was created by John Gamrer Sr of Greenwood, Nova Scotla

‘ l would hke to thank the followmg for elther volunteermg to play-test/revrew the ongmal version of
_Xenoforce, or for mﬂuencmg the prOJect’s deve]opment inan mdrrect way. They appear in no specific order :

" Robert Elvm o T Orchestral Maneuversmthe Dark
. MarkCrouse B ~ Pink Floyd '
. Bobie Wosowich . = .- .- E.Gary Gygax
. SunTzu - - 7 -~ . BobDuchesneau ‘ SR
+ . EdHawkes L - _._Peterthlet (Ongmal XenojbrceGM)
" SeanTaylor ' =~ . " .7 "7 RobKazakoff (Original Xenoﬁ;rce GM)
S TammyKazakoff ST RickSwong U A
- John Garnier Jr. (Ongmal Xenoﬁ;rce GM) Charlie Witkins
ShaneWelin .. " 1" Kurtrs LaRocque

- Dan Geivais

R I therefore dedrcate the Xenoforce RPG in rts entrrety to my wrfe of 14+ years Gtsele Parkmsonl
B ;’I‘hanksBabe . , .

and ﬁnally, “The Boys” The best gammg gronp ever assembled Where l cut my teeth as a ra.nk .

amateur and discovered just how good RPGs could be with the nght folk. Where scores of empires were explored,

. many monsters slam maidens rescued, lost items of great power recovered and evils of every type were banished

every Monday mght If only we could have kept a small portron of the treasures we took dver the years

DarrellRozee LT thkStrong
" SeanTaylor© . “John Piercy .

- MikeSaucier - . Judy Sauciet
" RobMcMullen. - S - Dayid Sharp - '
- BobPenwarden - - - JimBillard -
" - Scott Van Ember .~ . Simon Fauxall

:W'illardLavvreneeS_r. o e ‘DeﬂmS_Ml-_llphy



" FOREWORD

Xenoforce is the result of my 20+ years of expenence in desrgmng, playmg, and runnmg multl-‘ -
player mteractwe games of all types. | have always found other game systems either too inflexible, ot too”

' -complex for the average player. While challenge is a good thing, I have always looked down on the game . '

Systems that require 12-18 rule books at $204 a piece to play them. This does not count the additional
'supplements rule extensions, and revisions that the player is forced to buy or be left behind. Xenoforce

assumes that the player and GM are semi-intelligent people with good imaginations. They don't require - )

'deep histories or multiple volumes of rules to enjoy themselves. This is why the core of the Xenoforce RPG

- - is kept relattvely small. However, to paraphrase Karl Von Clausewitz, no game system survives contact with - ... ‘
~the players, It is fully expected that additions/changes/modifications will be made to the Xenoforce . "
* guidelines as soon as we begin receiving feedback from the masses. We will also be issuing our own game

. supplements as the Xengforce world grows. We will try to keep these changes to a minimum, and wherever -

' ,"1 possible, totally backwards compatible. Any néw guidelines added after this point will have to be loglcal', . o
~ -and nécessary. In any event, the players, and especially the GM, are given the opportunity to use their

. imaginations to enjoy themselves. Whether you deal with GM generated games tournaments or store
: bought Xenoforce Adventure Modules the a1m of the game is to have ﬁm

S What you w1ll read ﬁ~om thIS pomt on are gutdelmes for playmg Xeanorce games They are not
- hard and fast rules, simply a template for the players and Gamemaster to build their adventures upon. A GM
b should feel free to modify anythmg wnthm to suit his/her own style of play. The only rule is that you should
. try to have fun with this gamée system. However, when ehanges/modlﬁcattons are made by the GM, he/she
’”‘should ensure all players know what they are before play starts. Waiting until a critical moment durmg play _

o to mform everyone ofa ehange is bound to cause upset and confusmn 7 s

- " Having satd that, Xenofarce has been set up with a parttcular balance If you do modlfy anythmg, '
 realize that there probably will be ) repercussions down the road. The principle of Ym-Yang applies. If you'
. take from ofie side, then the opposing side must have a similar amount removed to keep the balance. If you
" make weaponry dirt cheap, then don't be siirprised if your group equips itself with state of the art items that

S blow the opposition away with little effort. This meaps little challenge for the players 1 in the long run. Try " |

the game system at the stated values before trymg changes If you don’ t lmow how it is supposed to be, how

- can y0u compare‘?

" All units of measurement in Xenoﬁnrce for wenght dxstance etc. are stated in metnc terms

‘kilometers, kilograms, meters, metric tons, etc. This makes the conversion of the ability scores very easy, -

- and makes the math for calculating wetght carried a lot easier. The majonty of the world uses the metric
“system, and in order to avoid the many problems with standard weight conversions, we felt it neCessary to

- do it this way. ‘We have included a chart at the end of the manual for those people who want more o o

. mfonnatlon on the metrlc system

We have also tr1ed to ensm'e that there are no lumtatlons or mmuses based on gender Whether_ o :

' -',male of female, a character with the same stat1st|cs should havé the same chance of success or failure. There' |
© isno mherent bias towards women, or indeed men, in Xenoforce. ‘We want thlS RPG to be accesmble to both o
o _sexes Males can even play female characters if they choose and vrce versa AN E :

Good luck Good huntmg

S

" Simon Parkinson . .

Ve el
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XENOFORCEW

_ Inthe Latter half of the twentreth century mankmd

" blasts were registered by several distant alien probes passing
" the solar system. Alien inferest in the Earth and her inhabitants

- began t6 develop. The aliens sent initial probe ships with
- small crews from their distant homes. They began to gather
mformatron on Earth and the humans who hved there o

The alren races who wanted mfon‘natron on the earth

e made up of an aihance of many eultures Therr physncal _

_ ) would be easrly subdued once mﬁllrated and weakened Plans Lo
"' entered the nuiclear age and detonated several above-ground : 10 proceed were made. - . el

. muclear weapons, The light and energy of these distinctive

Before an effectrve mfillratmn could be mounted

drsaster strisck. Dunng onie of the early reconnaissance probes .~
of the Earth, one of the probe ships was struck by lightning "~ -
over the deserts of New Mexico. The alien pilot became -~
- momentarily disoriented and the probe ship struck the ground B
- The bottom of the spacecraft was tomn off, destmymg its -

“control circuitry. The craft bounced back into the air dueto ==~ '
"’ its inettia and flew on for a few kilometers more before
. :___smkmgthefaceofan exposed desert mesa. ItwasJuly, 1947,

d:fferences were great, but thelr goal of sub_]ugatmg the

" universe under their control was what bound them together.

were more powerﬁrl and eﬂ‘ectwe

o The aliens found that the humans had a crudex
SRR cmhzatlononthevergeof spacetmvel Wlulethey did have .
 nuclear weepon_s __t_hey_ were mrlltanly__lnfenor T_hns they

) and the ﬁrst time ahens had landed on our planet It would. R
;'notbethelast A T
. Apart, each race was suscéptible to attack Together they'

The next mormng, a local ranch hand camie across

. the initial point of impact and found literally thousands of
" small bits of silvery metal spread over a large area. Concerned
) that an aircraff had crashed, he called the local sheriff in

nearby Roswell He Just waited the authormes to know so




- relations officer to issue a press

- near the crash site was inundated

XENOFORCEdd.

R

about the possibility of a plane crash, and not knowing where
else to call, he dialed up tbe local mlhtary ‘base. The Major
~who was sent to the site, 4 senior mtelhgence officer, was

7 familiar with all aviation types, both civilian ahd mllttary
. Whenhewas escorted to the crash site, hie saw that the debris
- was riot from anything that he recogmzed Inspectlon of the

matenal showed it was of unknown composition. The metal

E ‘ oomponents were light as balsa wood; the silvery fabrics wefe

. astough as steel. Knong this was niot an ordmary crash
* site, he called for miore reri fo assist him. Realizing there

- - mustbe more material in close proximity tothe area, an air -
e search was ordered ‘The remains of the downed craft were '
T spotted spon aﬁer by an amazed hehcopter crew : .

Three of the four occupants of the craft were kn!led

B oni 1moact with the mesa. The sole survivor was captured by
- an afmy patrol and taken to a remote mthtary base for :
~_ observation.” The craft and the ‘

bodies of the aliens were cratedup -+ <. .
) andﬂowntodrenearbyamrbasefor“,ﬁ' L
: secunty e & :

Amazmgly, U0 Uithe
.. Commanding Officer of the local
military base’ ordered his public

release stating that a “Flying Disk”
" had been captured by elements
- under his command. This touched
. off a firestorm in the press. Within
" hotirs, the small New Mexico town L

~ " with phorte calls from the global
: fpress wantmg detalls e

When the Presndent waS

o : edvt sed of the crash, his first reactton was of shock He then .
.7 thought about the radio trarismission of H.G. Wells War of -
- the Worlds in 1938. The nation had bordered on panic atthe

" thought of aliens from Mars invadin g the Earth. If the nation

~redcted that way toa snmple radlo show, how would they ‘
react to actual aliens landmg on the planet? He ordered an

‘immediate blackout of alf news related to the crash until more
facts could be known. Fearing publrc pahic and subsequent

“T - Jossof faith'in the government’s ability to protect them, the

~ President ordered an immediate deception operation to keep
- the facts hidden. Cover stories were released abouta  weather

" balloon being mistaken for a flying saucer. The witnesses
- (both military and civilian) were threatened with bodlly harm

. and even death if they spoke out. The crash site was sealed

3 X oﬁ‘ from the pubhc and all evrdeoce of the crash removed to '

'ﬂwy couldcomeand cleanupthe mess. The Shertﬁ'thought - a ‘secret mtlttary base in the Nevada desert A eovert
commmee of twelve men was appomted to Gversee this
“action. They were to remain m the background and keep the
knowledge of an alien presence secret. They were alsotasked
‘to find out what the aliens were doing on Earth. They

‘succeeded in suppressmg the’ story of the crash (and several

‘others in subsequent years) through a combination of‘ B

intimidation, deception, and outright threats The press
. became’ cOnvmced that the incident was caused by'a
. mtsgutded weather balloon and the story was’ dropped
'qurckly L : L

P

) However behmd the scenes study of the ahen craﬁ G
3 ,contmued Once the language was decnphered the on—board

COmputers began to produce startlmg information. The aliens
were collectmg information on military bases, major
populatton centers, and other targets of opportunity. They

'were conductmg surveys of mineral-rich areas around the

globe and mapping the rich
 agricultural areas of the world.
- -Among the records were
L transcnpts from other worlds

7" that had been invaded by the
~ i~ alien alliance. All had been
~ turned into global slave

the conqueror’s home worlds
Then, the final straw: maps of
the Earth showmg landmg
zones and invasion routes were - ,.

; dtscovered There was no
.. doubt, more were coming, they *

. wanted the Earth at our

" expense. However, before the
~ " " invasion, subversive units weré "
= tobe introduced. They would .
- subordinate, or even substitute,
key people to allow an eas:ertake over of the Earth However
the Earth now knew they were commg

It was dec1ded that the people of earth should not be

old of the aliens as it would cause widespread pan:c and
_ confusion. Instead, the govemments of the world have banded
* together under the aegxs of the United Nations to form a
] .supra-pohce agency to combat the aliens clandesunely Thetr

existence is denied at atl levels of government. They operate

- beyond normal boundaries with the unofficial approval of
- all top earth governments. Since the ongmal 12 man

committee was formed 50 years ago, the name of the
organization has chatiged every few. years for secufity

' Teasons. Therr current operatronal name is Xenoforce S

" factories producmg goods for” . .

o were coming in force, and they - o



XENOFORCE-H

. The Xenoforce orgamza'non is world-wnde in soope
Operanonai areas of responsibility are dmded mainly along
continental borders. In cases where there is doubt as to which

.- command is’ responsnble ‘the North American office takes

* responsibility, or it may delegate to a subordinate command
~as'required. In addition to the headquaners locations noted

" below, there is at least one alternate headquarters for each -

command in case of a namral di saster or destruction due to

alien attack. The locations of these alternative headquarters S
are <<< SECURITY LEVEL INSUFFICIENT Remamder‘ : T

‘of paragraph deleted >>>.

There are six major commands divided as f‘ollows )

| '_'North Amenca Semor leaderslnp headquaners located :

" under the World Trade Center bulldmg in New Yark City.
" The offices for the North American section are housed in

several below-ground levels accessed via special keys in

. -specific elevators. These levels have been reinforced recently

-~ due to a collaborator car bomb attack several years ago.
Building : secunty has also been t:ghtened consrderably since " : ‘ o -
S . Austraha The crty of Melbourne in Australiais the locatlon L
. Of the command. The headquarters isbased downtown inside . . .~
" 'what appears to be an insurance company office block.

“then.

N Respons:ble for world wide coordmatlon of,
g mtelhgence d¢ommunications, secunty, and operations.
-"{Agents are résponsible for the entire North American
"~ 'continent from Alaska toPanaJna, the Carlbbean Hawaiian
;-¢v1slands and US possessnons in the South Pac:ﬁc North

“America also coordinates space operations mcludmg
reoonnmssance and commumcatlon satelhtes o

L South Amenca Locatod in Montevrdeo in the countly of

Uruguay The South American command takes up the rear
- half of a downtown casmo complex. Indeed it is the only

command to actually make a proﬁt as |t runs the casmo as 1ts

L c0ver L -
o Responsxble for the South Amencan contment, the
‘ contment of Antarctica, and theislands of the South Atlantic.
- Also responsible for the South Pacific islands as far west as

T Easter ] Island and the Galapagos o

E Afnca Based in the cﬂy of Na:rob: in Kenya ’I‘he command

_ 'takes up the top five stories of a downtown apartment block

~ (the lower half acts as accommodauon for the personnel ._ '7 S

workmg there).

Aftica’s area of responsabrlrty is the Afncan comment, )

‘ Madagascar and the Middle-East. There is a small liaison

office in Jerusalem wluch deals spec:ﬁcally wnh dedle- N v

East moursrons

Europe Based in Copenhagen, Dennmrk This

:lncludmg Iceland, Greenfand, and the Arctlc N
' Also respons:ble for the Medlterranean ared.

 Asia - Located below the massive Kiev train station, thls- o
* command has refurbished for their use several abandoned
"bomb shelter tu.nnels built far below the surface. -

Asia has the largest area of responsibility including

"l(ussna, Easterri Europe, India, Chma, Japan, Korea, and - = -
jSm.rth—East Asia. '

" Australia is responsrble for the Australian continent,

_‘the Philippines, Indonesia, and all South Pacific islands
. (except those mentioned under South Amencan Command o
and US pOSSessnons ). '

command is based under an amusement park
near the city center. It is compnsed of sevéral

N sub-levels and has underwater access to the sea. -

Responsible for all European countries, :

R S
. ‘{Q& ‘.cﬁ .
S #ﬁolg &M“’;
A P (e
QO‘! "O\Q‘} Pl _,_aso
{\‘ - g’("\ ; KO@ X
(\] vl clds
ety 3

' '“i am a citizen, not of Athens or Greece, RS
o butoftheworld"- o

Sacrates De ex:lfa "
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.- include discrediting witnesses, mampu]auono ‘evidence’
o plantmg fal se trails to dtvert the few serious mvestlgauons

Each mdmdual commandts compnsed of several sectnons they are Commumcatmns Drsmformauon Intelhgence A

XENOFORCE I8

: Operauons and Records/Accountmg Detalled descnpttons follow

- COMMUNICATIONS

Through a series of reserved channels on lngh Ol'btt
‘ mdttary satellites, thevan(ms oommands exchangeinformation
and reports on ahen actmty and intentions. Voice, imagery,

R - data, and fax transmissions are carried across the world in a

~ matter of mtcroseconds These radio channels are triple
-'encrypted and use digttal “burst” “technology io defeat
interéeption and jamming, When a channel is not being used

e for actual communication, a random series of nonsensical data
i8 transmttted whtch is 1dent1cal to actual transmtssrons This

does not allow the enemy to see which messages are real or

T w‘mch are fake. There is a further level of ‘security. Due {0 the

nature of the burst transinissions they sound like notmal radio
o stattc and not asintelligent radto communications,

-The c0mmun1cattons channels have Several pre-

' desngnated altemates on oontmuous stand by m the event of

DIS]NFORMATION

 satellite fallure orénemy acttv1ty Stran gely encugh, there has

been nointesference with any communications channelsto date. -
E Communications section also maintains several ground/

' spaee based observation and radar satellites for detecting alien

flights. It is not a perfect system a5 many vessels slip through
the detection system, but it is getting better with time. When -
originally built, the public was told the detection gnd wasa
Ballistic Missile Early Waming System (BMEWS) However;

 its actual purpose was to detect over flights by UFOs. It was -
“known as project COBRA. Asd result of a security lapse by

one of the equtpment manufacturers the Secret project fame

rwasusedtonmneacmal equtpment COBRA DANE, COBRA o
‘JUDY, and COBRA GEMINI afe all ofﬁcta]ly namedBMEWS
Vplatt'onns R )

" “The bestway 1o hide the truth is between wo hes

o 1stheoﬁ'1c1a1 miotto of the Disinformation section, Estabhshed
soort after the imitial mcldent af Roswell, this section 1§

* responsible for the covering up of ‘the truth and the dissemination
- of mtsleadmg informahon Their methods for doing this are

" maiy and varied. They keep several tabloid reporters on

© retainer. The best way to diffuse a threatening story is to have
it appear in the tabloids first with a huge (and obviously fake)
" photo on the front cover. After that, no serious reporter will
.. touch such a story for fear of losing credibility. Other methods
and

Dtsmformauon is spread vtatelephone (anonymous tips

_ ,to police, press, or coworkers) or computer over the Internet

and WWW (alt conspiracy is a favorite target) The computer

" connections are run through several systems and cannot be

traced. Half-truths with no evidence can be taken as gospel if
presented correctly. Often normal people with no connection

with Xenoforce atall do a better job of confusing the issue than . "~
the professionals, Anyone with a laptop and an opinion can. - ..
_ post whatever they fike over the Intemnet to get their 15 mmutes’_' g
of fame. The last option, personal contact between an agent
-and target, is used only on the rarest of occasmns In these"
| - cases Operattons provtdes personnel ' : '

L

L INTELLIGENCE

Theirs i$ the hardest jOb of all. Intelhgenoe attempts to s
-specialists study recovered alien remains and technology, Any -

- pred:ct where, when, how, and why the aliens will show up.
" They keep tabs on suspected collaborators and have access to

“vast computer networks which update organizatior: databases
with mformanon on literally every subject. Keyword searches

“are condueted ‘hourly on the WWW and Internet Iookmg for

L., any reference to aliens, coltaborators, o strange ccurTences -
. - throughout the woﬂd Matches are passes to Drsmfonnatlon

. -foracuon e

E - passes, more resources are bemg brought on-lme L

A small staﬂ‘ of physmsts btologtsts and other -

artifacts of unknown nature or origin are brought to them for_

.exammatlon S

A secrét department of Intellrgence is dedtcated to

3-1nterceptmg alien oommumcatlons Known onIy as PROJECT L '

BARONY, they’ are tasked with locaung alien radio srgna]s ‘
their transmission location, ‘and deciphering their codes and

: - language. Not much is known about PROJECT BARONY. ~
. Intelhgence mamtams a series of spaoe- gnd ground— - Their security is well above and beyond the Xenoﬂ)rce standard.
S '_'based observatton platforms that try to ‘detect inauthorized
. flight in and out of the Earth’s vicinity, Deep’ space radic
" telescopes and radar try to defect incoming vehicles. "The’

- network currenﬂy does not work very well. However, as ime

* While alt commands maintain small detachmients to provide.

material, alt gathered data is sent via seciire courier toa remote

Nevada mnhtary base, There, ina tunnel system under an even -

More remote mountain range, they process the matena.l and try

. fo make sense of it. No oné knows how much success (or failure) - -
. " they have achieved. To illustrate its importince, PROJ'ECT‘ o
o | ,_BARONY takes 30% of the enttre Xemforce budget




XENOFORCEe‘

OPERATIONS

‘These are the ﬁeld grirrxts who go oiitand do the dmy "
work. They are supplied with informatior and stipported by .

‘the other departments but, during the actual missions, it is

* their butts on the line. This department is overworked and’

undermanned but has the most dedicated agénts in the
orgamzatron The screening process for potential agents is

 very tough. Instead of relaxing standards to bring in more

agents (with the obvious threat to security), it was dec1ded
that a small trustworthy group was better than'a large one
- with potentlal security leaks. “None shall pass.” wete the
‘words spoken by a foundmg member of Xenoforce

L Operat:ons and it remains their motto to this day.

Lalv Operanons responsnb:lmes mclude ‘ :
" @ Alien vessel Crash isolation and recovety (TheBlackBerets)
" @ Reconnaissance of ahen/collaborator actlvrty
E Q Interdlcnon of ahen/oollaborator actmty
@ Retrieval/Destruction of any alien technologes
e J Security of all commands and departments.
. 0 Sea]mg leaks (Termmatlon with extreme prejudice).

o Agents(North American Command) are hand-p:cked
L ‘ﬁjom various walks of life. The Special Forces are prime
- . tecruiting grounds for motivated and security conscious
- individuals, Other officers from the RCMP, CSIS, and

Mexican Federales are occasionally chosen. Private industry
éxperts and people right out of University are also approached -

_ ‘oceasionally, depending on operational requiremients.

) Prospectwe applicants are interviewed pnvately by agents
‘posing as CLA/NSA types after'a thorough background check

.and valrdatlon If selected for training, they afe asked toleave

their currént jobs and are taken to a secure base in the

. Maryland countryside. If they pass the 12-week training

course, they are passed onto a second base (acmally alarge ~
oil rig in the Gulf of Mexico outside US territorial waters)
for specific training in their fields of expertise. It is only

- after the second phase of training is completed that they are

interviewed alone and are told of the Xengforce organization.

" Some, but not many, upon heanng the truth wish to leave . o
S ‘and not participate at that point. Pohcy on these people is
B clear The water at the base of the oil rig rs 850 feet deep...

: MostOperatnonsagentsaresmgle v\nthoutattachment .y
- to anyone or anything around them. On call 24 hours a day, -
- they can be at home one day and in Katmandu the next. E

Relationships are secondary to the job. This is not universal,

however. There are a few agents who are married. Nonnally; T

married agents have spouses who also work for the
organization. It is easier to have a relaxed relanonshlp and
maintain security. It would be thought that most marriages
would fail due to stress, This is not the case.
By the time they have gone through training,

which can be depended on,
When they retlre agents have nothmg '

established retirement areas of their choice

and are given free good quality
accommodation and a pension, Some of the
more capable members are offered teaching
posts to pass on their experiences to the next
generation. As long as they maintain security,
no “termmal” means are employed

_ There is a’ _dedlcat_ed E
countermtelllgenée sub- department to
perform background checks on potential
agents, and look for spies within their ranks.
“All agents are routinely monitored and
',followed to check for leaks or penetranons

indoctrination,” security checks, and -
interviews they have a solid relatlonshp

to fear. They are placed in compounds in-



ORGAN IZATION OVERVIEW

XENOFORCE

- ?‘4-REC0RDS/ACCOUNT1NG )

The bureaucratic backbone of the o:gamzanon, ﬂus is

where the funds for Xenoforce are controlled and accounted.

'Mission budgets are drawn up from here depending on the

"+ “complexity of the mission. After the mission, they collect the
S ‘receipts anid post-mission reports, and file thern away in the
*. - massive data centers. Thelr records are very well orgamzed
L and mamtamed ) .

It would be thought that an orgamzauon guardnng

. mankmd wa.lldhaveanurdmutedbudgetandwmﬂdbe ableto
equip their agents with state-of-the-art equipment and thebest -

- whiz-bang weaponiry available. However, there are several
. reasons that limit the amount of‘ money avarlable and force

: budgetmg on the rmsslons

¢

Xenoforce isa secret orgamzaum f‘ar beyond the rea]m
of any other “secret” group. Standard funding methods are

) therefore unavailable. Initially the organization was funded
_ directly from the US Treasury by the same method that gave
- fundstothe MANHATTAN PROJECT However, this allowed

too manly people to see how much was being spet. During the

Cold War of the 1950’s and 1960°s they were able to tap into
* the huge mnhtary budget to fund projects and programs (The
~Asian eommand of Xenoforce accessed the Russian military in

the same way. In effect, the Cold War was a front maintained

R ;"byNATO/WarsawPacttoaccelerateﬂ:elrmdmduai econofmies
- and build more effective weapons.). After the war in Vietnam
~ ended in the 1970’s the military budget began to shrink and
“there were many mouths to feed. CIA, NSA, NRO, DIA, ISA
..-,anid many others were queuing at the military money trough
-" and were using the military budget to hide their larger

.*7 acquisitions. The military (and Congress mmdenta]ly)began a

. harsher accounting of “their” budget. This was the time when
.. acommon hammer cost$1,200.00, and a toilet seat $12,500.00, -

Even worse, there was a vrs:ble mioney trail which could be

. used to expose the organization. The taps began to close, and
“the flow of money slowed. Several lean years followed,
~ However, during the Reagan presrdency they found a new -~
" source of revenue, “Black” programs (whose existence was
denied at all levels) were begun o create new super-advanced

~ weapon systems and equnpment Trillions of dolfars werg spent
- ‘developing reconnaissance satetlites, stealth mrcraﬂ, steair}n

- ships, advanced aircraft and cruise missiles. By tappinginto_

. these programs they had access to vast amounts of cash and

~ -almost no paper trail. Reahzmg that eveti this cash source was

.- toogoodto last, the organization began diverting some of the

" . ‘money into private accounts that began to eam solid returns ‘
’through investment. Billions of dolfars were mvested When‘ L i

“black” programs came under firein me late 1980°s (Example

It would have actually been cheaper to build the B-2 stealth . -
_ bomber out of solid gold!) this money source ‘began to slow

also. By that time, there had been enough funds stashed away |

" to provide a decent annual operating budgét from the profits. It
_ wasnot the amount they wanted, but it was enough to operate -
- with, Plus, as the funds were all privately controlled, there was
- hopaper trail to follow. When the deficit reduction craze started
“in the 1990’s, it did not bother the organization at all. While °
. large, the Xencforce budgetis finite, and this requtres rmssnon :

budgeung for long term su.lecess

: Canada, Engiand ance Germany, Russta, and Chma '

" contribute funds directly in support of the organization viatheir
_ - own creative accounting, Other world governments invest

money indirectly into the Xenoforce controlled funds. This

, mcreases overal] operating capltal and makes italot harder to

Second, alotofthe support equ:pment requued for dally v

‘.operahon is erh:emely expensive. Deep space radar, satellite
. communication arrays, ult‘ra-hlgh speed computers, and other

cutting edge technologjes cost many millions of dollars a year.
These investments may tiot be as wsrble as direct operations ..
but they are an absolute necesssty and a dram on avaulable '

| resources.

Last, the s:mplest reason why mrssron budgeung is

. enforced: efroneous reports and the need for subséquent
investigation eat up the majority of team resources. Ofallthe -
- reported “sightings” of UFOs, strange objects, ‘and unknown °
_phenomena 95%are tmagmed mistakes, or outright | hoaxes.
" Actual abductions are extremely rare, and in these cases the
. people taken are ot returned to tell their’ stories. The public -

only sees actual alien activity in rare cases. The work required

-~ to eliminate the false reports is immense. Plus, the necessity to
keep operauonal secunty drags thlS process out even longer

In truth budgets are enforced for game balance Iam
sunethaian actual organization with this type of mandate would

. ‘have no trouble getting any amount of money from any -
- government. However, Xenojbme is a game, and games require

" limitsto avoid chaos (Calvmba]l isa perfect exa.mple) Limiting

. themoney forces the players tobe innovative. If someone cannot
, buy a soluuon then they have to create their own. so]uuon —
RPGs ‘exist to exercrse the 1magmataon Thls game isno - -

exoeptmn ,

-\l i _.._>._. Ty
&

““Fora people who are free and who mean to remam so
a well-orgamzed militia is their best secunty

" Thomas Jefferson -

—F




. horseback in large cities. Once a’
. crime has beex_r reported/detected,

. ,‘;  beon seene w1th several SWAT types’ o
'including snipers, and trained assault

Ccor killed during a mission, the - "

inthelongterm

As Xenoforce is a secret orgamzatlon Wagmg a’

’ _' clandestine war, it is more or less assured thaf it is only a
" matter of time before the police become aware of the players’

. activities. Players who try to stay within the law will be
severely hampered while playmg 'I’he Code is not speciﬁc .

" sbout this, but the unwritten rule is’ Thou shall not get
 ~caught. Ifyou are caught, and your team cannot release you
" quickly, then you may be out of the game for a while. In

i " - time, an escape may beplanned However, the mrssmnwould
: proceed wrthout that. agent unless sufﬁclent Ume and -

" POLICE o - SRR
' ~Local police forces normally L

patrol in pairs, on foot or'in cars, but .
occasionally on bicycle or even

.. they can be on the scene in'a matter . .-

- of minuies depending on the severity -
© and locailon of the ¢rime. If
- necessary, an additional 6-10 police . =

" “can be called as immédiate back-up

- anbe on scene w1th1n 2d6 minutes. -

_ Within an hour up to 50 police can

" police. Cities will often have one or
" more hellcopters at their disposal
S (response time 2d4 minutes, if .
~ called), and large cities such as New
_ York, Chicago, and Los Angeles, etc,,
- even have armored cars for drug
raids.’ ThlS type of response is not
" typical unlessasevere cnmels bemg e
,commmed E
If a policeman (or mdeed any“ S
law enforcement type) is severely hurt .~ - .

- response to the scené and subsequent - -
., hunt for the perpetrators (real or
. ‘perce:ved)mll intensify dramaucaliy/
" The team who ignores this wrll pay o

resources existed toreleaSe him/her. The nsks ofbreakmg SR
an agent out of a ]axlorholdmgcell must bebalanoed agamst SR
_the overall mission, Lo
‘ "The type of law enforcement involved norma]ly M
- ,depends on the type of crime committed. Normally, the' . -~
_ police {private, municipal, state, etc.) are the firsttobeon .. -~
~_the scene. After that, major crimes are turned over to the = .
-;"'appropnate federal power(s) A brief descnptmn of each B
‘_force and their mandates follows. - L

E ;’_FEDERAL BUREAU OF -
E 'INVESTIGATION (F BI) .

' The FBI is the primary law
enforcement branch of the federal .

“kidnapping, bombmgs/sabotage of *
federal buildings or personnel serial

involving inter-state travel. It has
"~ formidable resources and can track

B DNA, fiber, or fingerprint analysis. The
- FBI can also be called in to assist local

cnme exceeds local resources. - -

slowly to the untramed eye. This can be

have taken slowness for inefficiency.
This is completely false. The FBI takes
its time and methodacally traces down

foe toXenoforce teats in the long term.
If a serious crime has been committed,

"agents to the case, ‘which speeds thlngs X
Y UP COHSIderah]y o B

- government, It has jurisdiction over . - R
-‘klllmgs bank robbery, or any crine_ o
'. down suspects with only the smalleetof
o police if the’ complexity or depth of a o

"The FBI is also a large ST
bureaucracy that’ seems to move very - -

deceiving though as many ctiminals

all leads. This makes them a dangerous -

" the FBI ¢ can commit many hundreds of s



ALCOHOL TOBACCO AN’D FIREARMS
(ATK) |

THE AUTORITiEs e

4'XEN0F0RCE

CUSTOMS AN]) ]MMIGRATION
§ RVICE _ '

- The ATF is responsnble for all of the items hsted inits

S name. Howevér, it also tracks crimes involving exploswes
" .end smugglmg The ATF is tasked to pollce restncted, lllegal

. oor stolen rmlltary weaponry

| ARMEI)SERVICES e
(Army, Navy, Air Force, Mannes Coast Guard

"~ Reserves, Spec1al Forces) B
o It is unlikely that you will encounter the n'ufltary E
- unless attempting an action on a federal facility or military

_. base. The most Iakely to be encouintered is the Coast Guard
" which patrols America’ swaterways rivers, and oceans. They -

prowde assistance to people in drstress, conduct search and

- rescue, safety mspectrons and perfon'n drug mterdlct:on‘

g ralds

‘FIRE DEPARTMENT/AMBULANCEI
_ PARAMEDICS

. - Customs agents attempt to detect and mterdict lllegal
. products and persons from enteﬂng the United States. Trying
tocross a border with weaponry, illegal substances ot fake

- documents will bring you under the scruuny of thrs

’ enforcement branch

" The Secret Service is a federal branch under the

, Department of the Treasury Whileitis feCOgmzed primarily

for protecting the Presrdent ‘thisis only a part of its mandate. _
The Secret Service is respons:ble for financial crimeés such

- as éembezzlement, counterfemng, cioned cell phones, credit .
*_card fraud, and the momtonng of national and mternatronal L

~ monetary exchanges and the Stock markets ' ‘
: - If the Xenoforce tea.m uses shady financlal dealmgs
or fake identities during a mlsswn it may soon come to the

_ attennon of the Secret Servrce

o " These “secondary emergency services are no less )
o of‘ a threat to the players than the police. Not only because, -

o pohr:.e often respond to their calls to render assistance, but

'_ - also as they can show up at a scene if a fire or medical .
" emergency occursunexpectedly during play Typical reaction . =~
~ timeto an emergency is within 2d6+3 minutes of notification.

“+ A pedestrian séeing smoke coming out of a ‘warghouse

- window does not know there is a secret governiment

... orgenization at work inside, and will call 91ion their cell

. phone. Having fire trucks show up unexpectedly can severely -

" curtail player options. Itis a fact that people in urban ghettos

. _ lw:]l often call the Fire Department before the Pollce due to'

mherent lack of‘ trust

w Laws are sulent n tll’TlBS of war L ' :
: . Cicerd, Pmmrlone ) g . .
[P EER— e A e i __,;E'.
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o “The people s good is the hlghest law .

B Crcero

TR : - - L :
3 D . .
TR
SN \




Xenoﬁ)rce uses several types of dtce in the game to
.. - generate characters determme success/fatlure chances etc. -
- To keep the references to the dice simple, an’ abbrevtated B

-form is used. Whenever you sée a small “d”, then a iumber,

24, You will see references to 4 d100. Whrle there dre one

hundred- -sided dice in existence, it is much ‘easier (and
‘ cheaper‘) to use 2d10. The first d10/is the “tens” and the

. secorid d10 is the “ones “A “00” result is an automatlc

- fatlure 'I’hts 00 f‘atlure can be descrlbed asa WEapon Jam :

7 PLAYING THE GAME

losmg yOur balance at a cnucal ume or gethng gnt in your R
‘gyes depending on the circumstances of that particularroll. "~ "
" As aresult, the attack fails for that segmerit, and the playeris -

§ mcapable of action for the remainder of that segment
* this mdtcates the type of dice. to'be used. For example a
- - “d4” medhsa four-sided dice. A4d10” indicates a 10-sided .
"+ diceisto be used. If there is a number in front of the “d”, it
- meanshousethatmany of thatd:tcetype Example 4d6 means
- “touse four, snx-srded dicetd generate a result between 4 and A
- or negatwe figure aﬁer the stated dice type. I these case -,
. simply add or subtract the number from the total result from -
“the dice rolled. For example, 2d4+3 genérates a value

‘Generic mulu-faceted gaming ‘dice canbe foundin
many outlets and gammg stores We recommend havingthe .

' following types asamtmmum 2d4 4d6 1d8 2d10, 1d12 =

1d20. . .
. Dice'scores can be further modlﬁed by addmg a plus ‘

between 5-11 and 3d6-2 generates values between 1-16. . 3

_“The best w way to look at this dice result is (2d4y+3, wherethe .+ =

" dice are rolled and the resulting total modified by the trailing

" number. Note that you cannot have 2 negattve result and the o
Towest resulung number allowed is 1. '

" In order to keep game pIay structured and to ensure a_ K
_ . smooth start when different players meet for the firstfime,a
* ¢ommon fortat of play must be adopted. This is nof essential
" in most ¢asés, but for toumaments and games mvolving '
: ’players from different areéas, common ground is needed to -

" speed up the first few hours of play. Time spent following

- the next few paragraphs can ehmmate many unnecessary -
- gurnents Sorie of the following may be blatantly obvious -
" to some, but experience has shown it is better to state the -
. "_obvtous than aswme people know what you aretallqng ab0ut'

‘: To begm a game you ﬁrst need an area fhat can be

L used speclﬁcally for that purpose This canbe a basement,

" bedroom; collegé dorm, kitchen erdmmgroom table, oran °
\"old door on sawhorses in your garage. There are several

o progresswe gaming stores that have desi gnated gammg areas

) " in the back of theit stores for the use of their customers The o

T area should be clear of distractions like TVs, computer

games chlldren, loud noises, and non-players Thisisnotto

© sty you should play in secret, but having people walking -
. through askl ing questions all the time is VERY drsrupuve o
" theflow of a game. For éxample, you are deep into a mission
<7 workmg your way to the alien "command center when just -
L before you are about to leap on the final guard y0ur father :

'_ starts IeVVmg up the old chevy he has been working on, ﬁllmg N o

the garage you are playmg in wnh smoke nmse and fumes

":You get the 1dea

" Once you have the area chosén you can set it ap for

. optlmum gamlng Along rectangular table is good with the
players occupying three sides and the GM atoneendbehind . -

- apartition that hides the module, GM notes; maps diceand/ - - .
or gther aspects of the prepared adventure from the players’ - ~ -

" gyes. Anothergood solutton is around table with ampleroom B

" for all, although this is rare. With the round table, all eyes = = .-
" are focused inwatds with everyone in viewof everyoneelse. - - -

‘One method which Tran across during the Xenoforce play

. test was'a game where the GM and pIayers never Saw each

.. other. They used the Internet and their honie PCs. By a

K combmatmn of Internet ‘telephone programs and the IRC, " -
they were able 16 rur a full Xenoforce game of several hours .-

- duration. This method actually worked out fairly well asthey -

+- could send pnvate notes to each other and the GM when - =~
‘necessary, and’ everyone had the latest JPEG copies of the -

- ‘'maps that were hand drawn by one of the players and then :

run through his scanner and transmitted via etnail encodmg PR

The GM had text descnpttons of all the rooms prepared in .

o advance and whrie Jerky in places due to the tlme lag of the R

“Where w:sdom |s cal!ed for o
S force is of little use.” -~
s Haodotus Histories
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GAME MECHANICS |

) Intemet, and the awkwardness of typmg everythmg, lt was

- poss1ble This method may not be for everyone, but it does
" show that you don’t necd to be in the same room to play

. effectively. As fechnology [ncreases bandwadth a full video

conference Xenoforce game may be possible in the near

7 future. In the twenty-first century, a holographic game may -

; be possrble wrth the players receiving first persont
: 'perspecuves on the advenmre and perhaps rendered images

- i another playerlll)

= The op’umum number of players for a game runs
between 4-8 players. Less than four playérs réduces the pool
 of skills available to the mission; This reduces the overall

o eﬂ"icrency of the team and makes it harder to complete the
" mission, More than 8 playersis tough for a GM to control in

- _thelong term. In these circumstances, players will generally
 fatk with their nerghbors ‘when ot drrectly involved with the
actron This can disrupt a game and easily distract others
: lrymgto play These staied player numbers are not ‘hard limits -
... by any mieans. If you wanttosetupagamemth 12 players
. Teel free to do so. Likewise; if you can only find 2 players, °
© . theGM can giveyoua simple surveillance and/or break and
. énter mission. As stated earlxer the ‘hame ofthe game is to .

havefun S

L Players should elther bnng or be suppl:ed wrth o
R _notepads graph paper or sorie other forin of writing tablet -
- [ for keeping notes’ and drawing maps. Most “on-the-ball”r "
" players will have this already, but being prepared when the
. others are riot can save you many start-up heéad-dches. Using
R the notepads during a game, the players can send private
_ - notes to the GM or another plqyer while not dlstracnng the

“others or slowmg down game play with a minor pomt e

;! Fmally, it is'a well accepted fact that those who play RPGs -
' love their snacks. Tryto keep the gammg areaclearandfree = -
of potato chip bags, candy wrappers, pizza boxes, or any -

- ' other form of snack food or beverage. Cluttering up the table ~ -

" withjunk food wrappeis is an excellenit way to lose trach of g

Gl needed mfonnauon because itis covered over or sorled B

Aﬁer the mmal mlssron bneﬁng, the players w111 need o
o choose a team leader. “This should be an expenenced s
Xenoforce game player or at least someone expenenced in C
playing various RPGs. The method of chot)smg this person o
should be left up to the group to decide. Some choices may
be obvious, other times it will be necessary to nominateand ;-
vote between several individuals. Whatever the method, tIus 2

should take no more than 15 30 mmutes

‘XENOFORCEd

o The team leader prepares a plan takmg mto '

U 'consrderanon lhe mission, the abilities and shortoommgs of IR
. the team, the avallable budget, and especially the Code. The -
“amount of input_ from other players dunng this process
' depends on the individual playeis past experience and the -~
- ¥alidity of his’her ideas. This planning should be a grop -
effort so that everyone is comfortable thh or at the very T
§ _least lmowledgeable of the plan B
that you can mteract w1th in real tnne (Call me lf you need ;

There may be a player or players who dlsagree wrth

' certam aspects of the plan. The teain leader needs to llsten SR
o the objections and not disriss them out of hand. They -
' may have a valid pomtl Listen to the players and tatk about -

it openly If the majority feel that way, the plan may need -
change or modification. The GM should keep out of this )

~ process and listen in from the 51de11nes ‘As GM you already
know what awaits the team and you may give information .-
. away by parnclpanng in the discussion. Besides, if the players <
“plan sométhing that is not in the module design, you will, '

need to do some last minute additions to the adventure to '
. ac(:ommodate then' plan(s) : ; S

We should dlscuss dlsagreements at this pomt as they -

_‘_,wrll always show up dunng some pomt in the game Some
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. arguments are a resu]t of mle mterpretatlon In these cases

“the GM should be consulted for clanfication and/or a rulmg L '.uncooperatlve argumentative, or simply does not get along

. Both sides present their cases and the GM looks at the

i 1mphcatlons based on the situation at hand. Orice the GM’s
decision is given, the ruling should be respected and play
. continues. Players should avond pointing at portions of the
_ guidelines as ifit were gospel and arguing against the GM’s
..against the rules...”. If there is a -

~ ruling because it is, ¢
discrepancy with emstmg guidelines, do make the GM aware

of it and see if it affects the ruling. If the GM still maintains

that the ruling stands, then move on with play. Remember
that the GM knows 4 lot more background information than
you do about the others the hodule, dnd the current situation.
Ttisnota consplracy fo make you ook bad if the GM rules

against you. This publlcatlon isa guldelme for playmg the
. game and GMs may change any aspect of i it to put across

- their own mterpretauon of the game. Ifyou feel strongly'
" opposed to the GMs actions, you afe not bemg forced to

“play with hlmfher You ¢an find another group that reflects

your outlook or even become i GM yourself 80 you can playr

' '_the way you want

" error, or by some uncontrollable external force. In these cases,

(andthe others) ar¢ riot having a good time. If this happens

E ‘,-yom:antakesomeumetocoofoff andresumeaﬁerabreak

* You ¢an also take the other pérson away from the gaming

o . area so you can have your discussion wnhout dnsruptmg the '
- game: for the' others. The GM may or may not participate as

*they see fit. If things are really bad, you may need to stop the

- . game. No matter what the result, keep in mind that you afe

- there torelax and take a few hours away from teality. Try to
- leavethe real world at the door /A bad day at the workplace
- isno excuse to wreck the gammg expenence for everyone.

1If your gt'Oup has a member who is conunuously

. with anyone, there are several things you can do to resolve

 the situation. First, find out why they are acting that way.

Perhaps they feel Ieﬂ out of the mission because they arenot

" involved in the action, Perhaps they feel they have a good

plan and no one is l:stmmgtothern While this isbesthandled
on a case by case basis, talking to the person is the best place

_ to start. If the tension can be resolved amicably by making

- small changes, then go for it. If this does not work, and you
_ have tried other reasonable responses, then * perhaps you

‘should exclude them from future games. Thereisonly a finite _ o "

number of people who play RPGs and if you find fault too
eas;ly, you may eventually wmd up ga.mmg alone

Durmg play, an area Whlch can be abused is “Out-of-
the—gam knowledge, thatis, having a player use information

. tohis or the group’s benefit that his character cannot pOSSlbly _ o

know Herei isan example

‘Several characters areinda p:tched battle w.!th abens in

' o ' ’ S : two rooms simultaneously. Player A has his charatter
Other arguments are based on personal confhcts ) '

_ Th:s could be caused by personality clashes (in or out of the B
game), damage caused to a character by dehberate action or

alone in a large room with several dozen crates stacied

surprise, a motpher alien pops up and shoois Player A. -

L Player A falls to the ﬂoor unconscious, and the alien
. - the best advice is to remember that the game and gaming are

: supposed to be fun. If you or your group are argumgr
- continuously throughout a game then the chances are you B

~ returns to its hiding place. All the players in the game

7 see this being played out between Player 4 and the GM. L
However, none of their characters see th:s happen inthe .~

. game. . P
* Several minutes later PlayerB 5 character enters the room

., with the craies. Although he has no direct knowledge of

“theroomand:stoldhemsnoone he tries to throw a .
: fragmentatron grénade behind the same crate rhat o
' conceals the morpher : : o

Tms isa tough thmg 1o enforce, but players should
. attempt to use only the information that thcy know of from
 direct'experience in the game. Itis hard itis stlﬂmg, and it _

“is generally uorewardmg, but the altemauve qunck!y makes S “

your advenmre a farce '

BN
o “Though thls be madness.
yet there is method in it.” "
Shakespeam Hamlet.Hu e

[XEROFORCE- L)

%)

randomly throughout. Suddenly, and with complete |
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i ff ' MAPPING AND RECORD KEEP]NG

In addmon to a group leader your playmg group '

should have a person_ desrgnated to map out the adventure

before play begins, This person is in charge of mappmg out’
- all rooms and features so that all players see the saime

"representatron of the GM’s des¢riptions with the same

- perspective. By placing the diagrams on paper, the players _

.- have a unified reference that can be double-checked by the

. GM bef‘ore anyone takes any action. Whether you rotate this -y

" duty among all the players or keep the same person is up to
the individual and the group. HoweVer aemracy anda preset
. _standard shouldbe mamtamed

‘ Standard maps are drawn based on hexagonrd gnds
measured in meters. It is generally accepted that one person

- requires 4 square meter (approximately 3> X 3”) of space to
perform the majonty of actiong in Xeanorce Soweuséthe

~ mheter for mappmg purposes as well. All dimensions for
- rooms are given in meter increments. This ‘helps keep

' dtstances and calculatrons standard

B Hex graph paper in 8 ®BX11” or8 ‘/z” X 14” sheets
is ideal. However, purchasmg larger scale graph paper can

.-'.allow you to place lead ﬁgunnes to give an added dimension
“to the play. In either case edch individual hex would be -

equwalent {o one meter. Ifyou wish to increase or change
the scale, feel free to do s6. However, make sure the scale is
© written obvtously on the paper for all to see. Examp]e 1 hex
= Smeters., or 1 hex =1 foot, etc. If you do change anythmg

: "on the seaie remember to change all weapon effect ranges

and radu to reﬂect the new scale

: Ifyou prefer gxmmg ona st;uare or gnd system mstead
of hexes, feel free to modify the fhaps accordingly. As Tong -
as the ranges ‘and scales of the map do not change there is
no overall impact. Not everyone has hexagona] gammg' 4

_ materials. However, arcs’ of fire, and areas of effect for

: weapons will be the same regardless of the mappmg medmm

Lead gaming ﬁgures are an exeelfent way to represent
‘your character during game play. They can be placed in exact
positions ‘on the map and they cai be used to qunckly e
determine cover, lme-of-srght, combat, and othergaméissues.

This is not absolutely essential, but it does add a favorable
-e]ement to the game o

" When' gaming it is oﬁen the srmplest of 1deas that
really helps game play One idea I ran across was 8 group’

 that used large scale graph paper with lead figurines, They . '
. had cut out various pieces of light cardboard to the same - -
- scale and shape of the weapon effect ranges. This really sped

up game play as the GM would take the cardboard circlefor . 4

 grenades, hold it directly above the point of detonation and

‘whoever had a gaming figurine under the cardboard made
- therr avoidance rolls. It was qurck and avoided a lot of
. arguments over who was/wasn t! in the arca of eﬁ'ect '

' A prece of stnng, or rubber band can also play a role

i mapping. If a player (or enemy) is using a line-of-sight ~
" weapon like arifle, a piece of string held between the place
- of origin and the target will tell if there is an unobstructed

lineto the target for making a hit determination. If the stnng
1ntersects a garbage container, or wall, then no shot may be
possible. The people or any items affected by any attack or -
weaporn 1s always at GM dxscretlon ' ‘

~ Each player should keep notes about the adventure
peopIe they encounter, area landmarks, etc This may be

- useless info '90% of the time, but a good set of basic notes

" can come in handy at the most unforeseen times. Knowmg S

. there s a drug store onthe comer may save a character’s life

- if there are no first aid kits avallable You will see that the ‘
successful Xenoforce player is the one who keeps tabs on C

the worid around hrmfher Knowledge is power

5

“Discipling Is the soul of an army.

L

it makes’ small numbefs formidable; - .
procures success ‘to the weak and esteem to all

‘- P GeorgeWasmngton




= PLAY]NG MULTIPLE CHARACTERS

, Ifthere are only a few players in your group, but you'
b want to play in a module designed for a higher number of
" characters havmg one player run mulnple characters may be -

‘asolution. .-

77 In such cases the GM must approve of this in

- advance. It may be that the GM feels- the module is of

-~ suffi cient complexity to waitant only one character per -
- player. Or there may be other reasons tonot cons1dertlus If

tthe GM does approve of multzple characters there are a few i

LT thmgs to watch out for.

Ensure that mformatton known by one of your
' characters is not automaucally used by another character

'AGENT PERSONA

you are playmg Thxs is easier i say than doand i isd real L
: _challenge inthe longmn “Cross-character” mformahon can -
- ruin game play inthe long runif abused '

o ' Whereverpossrble keepyour cbaractersm separate o

. areas doing different things. This way you are forcedtoplay
- the characters mdlvtdually and not be tempted to use them
) together R

o By this point, you wrll have a character generated', s
- with all abilities and skills rier:essary o play the game. If this -

. 'was any other type of game, that is all you would need.

o However, Xenoﬁ)rce is an RPG or role playmg gaime, and
. you will need to supply a desctiption of your character. This
e role or persona descnpuon will become a central part of

" yolr charicter, and a very important aspect of the game. Itis

- suggésted you wait until after character creation is complete

o before aftempting this, as the generation rolls may suggest
- an obvious persona. In any event, your personality should
reﬂeet the dice rolls to some degree. It will be tough to
¢convince people you are a buffed out surfer type ifyour STR,
‘AGL and CON abilities are minimal. By using this method,

_‘you can have two people with identical dice rolls, and yet'
T .have two com pletely dlfferent characters dunng game play

Thmgs lrke sex, height, werght, sktn eye, and ‘hair

_ ‘color should be thought out and placed into the description
.7 block of the character sheet. Be careful not to be too .
. outlandish. Abald3 i computerhackerwrthaneye patch

and dueling scar may be fun to imagine, but he will stick out

" ina crowd and make it tough todo anything covertly. Byno . -

"means are we saying that this type of character is out of

-~ bounds, but you need to recogmze the lrmntatrons you can L
'place on acharacter by gomgtoofar

systems are dlfferent Try to play someone different than
yourself. This i is the core experience of role playing. Not -
only do you have abetter charice at experlence pomts but

you wrll also have | more ﬁm

_ f. Incorporaung some form of dlsnngutshmg feature o
:"is a good way of making’ your character stand out from the

" rest. Thereis noneed to betoo outlandrsh Alimp, uncommon ,
haircut, scar, aceent or somethmg similar may inspire you _
to play your character ih 8 unique way. Thrs avoids carbofi- | :

Coples ot‘ the samé person bemg replayed over aud over

E.

' . "E‘vmﬁ R

“I am become Death ‘the shatterer of wodds .
J Robert Oppe:mermer after f‘ rst atomrc bmrb detmatm ery 16, 1945

Perfectly coordlnated attacks are 1mpossrble without *
telepathy or some other form of communication. Play each - "' *
character separately and within thetr mdrvrdual character - e
‘persona. Anythmg less should be rewarded by the GM wn;h o
w mmlmal expenence at the end of the mtssron

‘ The persona you present wxll also be used to
. determine the amount of expenence you will gatheratthe . - .-
endof each adventure. The GM will note the type of character .
“you are attemptmg to portray, and if you suecessfully '

', represent the role you may ‘be rewarded with higher
_experience. This is by no means ‘guaranteed as all GM rating
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- THE PLAYER CHARACTER

o There are. two types of characters in Xeanorce the Player Percepucn, Conshtutron Ag:hty, d Influence.
* Character and 'the Non—Player Character: A Player Chaacter, or “PC” The'y are listed below in detall with thelr common
* - for short, is a character in the game Who is directly controlled by the abbrevrattons in brackets ’

. "player ANon-Player Character, or“NPC” is acharacter controlled e T -
by the Gamemaster (GM). NPCs are issed to flesh out the Xeno_)brce - There are several dlﬁ'erent ways to roll

o world Thelr acfions and1 responses can guide t the players along their . ability scores. :
- path toa successﬁzl mlsston lntlus chapter we will deal excluswely ' * . The values for each abrhty are determmed C
. _vthC’ | T T R A N by rollmg 2d4 (Tens) and 1410 (Ones) together. -

* As an example, a player gets a 3 and a 4 on the =

Player Characters are created (wnth the GM’ gmdance) bgr : '.; d4’s, making a 7 or 70. Then the d10i is rolled and -

- the players before specifics of a given mission are known. The  the numberadded to 70. If the d10 resiltis 6, then -

" individual playing the character decides what type of character he/ . the ability scoré is ‘entered as 76. A “0” on the d10 B

o she will take. Things that can be detertined immediately are aname, equals 10, The lower the value of the score, the

sex, and the general type’ ‘of character t0 be played Once this has - weaker the person is in ‘that area. The higher the

o been done, the building of the character can commence. However © . value, the better they ar¢. With the" 2d4/1d10 - o

- method, ablllty scores generated will be between

o

i ﬁrst an explanahon on usmg drce in Xenoforce is necessary

o Eaeh character has several common abnlmes Whl ch are rated ; agx tnm
o accordmg to how good the character is at somethmg The ability is .
rated outof a maxrmum of 90 These abllmes areknovm as: Streﬁgth Ccmmon methods include:

21 and 90. No gbllltgscorecaneyﬂmu L

AT ) Roll for each abrlrty nr turm and enter the LT
- result. What you roll is what you get. Thisis .

. known as the “luck” méthod. Depending on - ;
+ your rolls, it can also be known as the

" ° 7 “scores are thrown out and the rclls repeated
o Thas lS at GM drscretlon .

2) Roll two complete sets of ablllty scores and B -
choose the set you prefer. This is the “split”
method. The GM can opt to have you. re-roll

wo low N
3R Roll a set of‘ ablllty scorés ahd place them

where you want on the character sheet. ThlS -
is the sklll” method

i 4) Or ask your GM |f he/she has a favonte
method of' hrs/her own. * R

o

c %@&(1™ method by some. Optionally, the ' ©
o  GMcan re;ectasetofrollsrfthey donotmeet . - .

a pre-stated standard. For example, if threeor . -+ "~

. moreolls result in a value of <50, the ability -

the dice if elther or both, sets ofnumbers are' o .



 ABILITY EXPLANATIONS

- Htgh values in each al:ulrty category may’ grant '
_ additional bonuses to the chosen character skills. The amount -
.. of this bonus and its effects are covered later: Some ability
. scores affect what are called avoidance rolls, Theserolls are -
based on the mdmdual abllrty ratmgs and can help decrease -

or even negate damage Whenever an abrhty roll is requtred
for success, only one roll may be made per attempt. If the ‘
roll is failed, subsequent attempts will also fail. We will -
address each ability in turn, explaih some baslc features of

'thern and detatl the bonuses of each

_ ': . _Strength (STR) Thrs rates how physrcally strong a characterts
t . Strength is used to determme how much a character can carry 11&
or otherwrse mﬂuence Obj ects physrcally T

S Perceptron (PER) Thrs ab111ty shows how good the person is at :
' problem solving, sortmg data, or any other type of thmkmg process .

: Consmunon (CON) - When mjured or subjected to any form of
physical stress, the consntutlorl ratmg of the character determines -

the effects

Ag:hty (AGL) - This ratmg is used when phystcal acts (other than .
- strength) are carried out. Lock picking, j Jumpmg between two pomts .
o and rope clrmbmg are exammes of this. .

“ Inﬂuence(N'F) Tlns abtllty shows how mﬂuentlal you arein getl:ng
oothers fo do things for you. This ability is useful in negotlattons

' St‘rength (STR)

. gammgmformatlon from people in the street, etc.

_ The value of the strength ablhty easrly converts to ..
the arnount of wetght that can be carried by the character by
__converting half the STR value to lnlos For’ e)rample a

character that has a 32 STR rating can carry up to 16 kilos of

| ~ weight without penalty 'If the player carries more wetght r

than this, then movement is slowed to half, and thergisa’

| possrble In tlns state all physmal acts automancally fa11

Example A female character has a STR ratlng of 35 She ,
““can carry up to 18 Kilos comfortably (35 divided by 2 =
T, 175, rounded upto 18). Ifnecessary, she can carry d'total of _
up to 35 kilos at half movement. If more than 35 kilosis' =
carried by the character no movement or physrcal actlvlty is
"-.allowed R . o

minus apphed to all physwal acts. When the weight carried
" “equals or exceeds the valué of the STR rating, then the
. character is consrdered overburdened and no movement is -

Strength also aﬂ'ects &t avmdance roll

‘Eﬁori If you attempt to forCe a door wmdow or perform -
_ some othe form of physical effort, then you mustrollunder
o this number. Tt is calculated at 75% of the STR abtllty Lo
S .«(rounded downto the nearest one) L

Perceptmn (PER) c

Thts ability includes such mtangrbles as srtuatronal '
o awareness, infuition; reaction; and even ESP! The higher -
~ this value s, the less charice that the character will be taken -
- unawares. Conversely, there is a better chance that danger‘ i
. will be seen before it strikes. Thus, it may be avoided, of .
~the damagelessened by reacting in time. I should be pointed

out that the person muist be able to react to the danger. If

16

n avordance 'I'he GM wrll decrde thrs ona case by case basts
| as play progresses

- Trcp Ifany form o‘f'trap, tnp w1re or tnggerts in the area,
- it may be vrsually detected before bemg set off, This value
- is equal to 30% of the character’s PER rating (rounded down
- tothe nearest one.). An active search of a given area doubles
unconscious, asleep, tied up, overburdened by welght, or -
- othervvlse mcapable of reacnon there is o chance at

this chance (60% of character PER). Visual searches of a

- meter square area take 1 minute each. Active searches of a

meter square area take 10 mmutes each

f " CEOHRE® ¢



Consmutmn (CON )

' CHARACTER MECHANICS '
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Tlusraﬁngdlrecﬂyaﬁ‘ectsthenumberofdamagepmnts B : ) negatiy a8 _
- number of damage points, then they are dead with nohope of
: bemg brought back. Example: If a character normally has 15

a character has. The higher the CON ratmg, the more damage
: that can be absorbed by the character S

<. All characl:ersbegmmth 10base damagepmms Whjle

- this does riot seem high when the weapbn damages are taken :

" into account, it must be stressed that Xenoforce is designed to

" be played clandestmely by the players Froital assaults with
" weapons blazing tend to end up in the news and thisis agamst N
the Code. Successful missions may not have ANY weapons |

fire. Plus, the bottom line is & 'single bullet from even a small
gun can kill someone. We felt that realism needed to be

" 'maintained. Human beings are frail creatires after all. The

bonus for CON is ‘very simple to calculate. Just take the first
number, or “tens” of the CON rating and add it to the starting
number of character damage points. Example: 4 character has

- . aCONof 47. This adds 4 borus points to their base of 10 for
atotal of 14 damage points. A character can never have less

‘ than 12 or more than'19 damage pomts at the start of play

At 0 damage pomfs a character falls unconsmous If '

¥ medjcal atiention (even the crudest ofbandage) isnot apphed,

aerMnded eharactermll lose 1 pomt permmute Ifthe character .

' 'Agd:ty (AGL)

reaches the same amount of negative points as their maximum

total damage points, he can sifferip to-15 pomts of damage

- The character dtes at 16 or more.

Tw1ce the player s eonstttutton ratmg represents the‘

- number of seconds that a player can hold thei breath. Ifa player .

has a 52 constitution, he/she can hold his/her breath for 104 -

seconds. This assumes the playeris conserving erergy andnot
exerting himself/herself. Ifattemptmg some physncal actmty, ,
this fime may be cut in half or even a quarter depending on -
GM ruling, Players who cannot breathe after this time has
elapsed will fall unconscious and lose a point of blunt damage

. per segrrient that they are without air. Applying first aid or

. oxygen to an air-starved character will brmg hlm/her back to
consclcmsness within minutes.

Consutnnon also aﬂ'ects an av01dance roll

Aspigmatron Thns mcludes any time netmal breathmg is

" interrupted. Poison fumes, being Uinderwater, tear gas, holding

breath, etc. would all quahfy here ‘This Value is equal to the

7 %CON raung

| Thtsabtlnymdtcatesmmlyhowdextemusymam,but

alsohawthstymcmmove Anytmeyw;mnp,leap ertrytoget'

: ) acmssadangelmsarea,tlusabthtylscheckedforwcem Aglllty
also lets you ¢ avoid trouble by ducking, ermevmgattofﬂteway, of

clmractets,ob]ects,orattacks Tlnscanreduce,erattlmestotally :

':,leepgweeyouabetterchanceatcmssmgdtstamektwnngleaps S

divide the AGL rating by 10 to give the tuimber of meters you can’ ‘-
 span, Example: A character with a AGL rating of 63 can safely
clear 3.2 meters ina standmgjmnp and 6.3 mders in arunnmg
jump. -

- avoid, physical damage. Agility will also affect how well you T o

to performﬂnngshke lock picking fogery, etc.

Thebetteryourag:htyscore themonedlstaneeymcan

E oevermmy given segrent To find how faryou can move, divide

L your agility score by 5. This shows the number of meters you can - -
miove per segment. Example! AchaxacﬁerwnthanAgthtyscoreef

' . 47 can mave 9 4 mete:s per segment maximum mevement.

EE " : Aglhtyalsosl'iowshowfarymrcharactercanjumpfmm
eltherastanthngpesmmormmamnmngmtStandmgleapsare

 calculated by taking the AGL rating andthen dividing by 20. The
_ mxlhngnmnbmstheamamtofmetersywcancrma Amnnmg

= wagmptaysampammh@m' rfmem '

' :-_IIS mmmheredto the point where histher moverentis halved, then -
g mcdlstameﬂmtcanbe]umpedtsalsohalved Chamctersunahlem' _
- ‘move duetoweught mcumbmnoe also eannot jump

. 'Ihemmmumrhstaneeymcmpmpmﬂla%AGLMng
1s90 meters. 'Ihemn‘entworldrecordnsSSmetms However, - -

athletes dor’ tnormally have asahvatmg morpherbdund them for

mouvauon ‘

NOTE: Anunnngjmnpreqmtesatleastaﬁnllwgmmt smovanent '
‘mortetheleap attanpttequahﬁr Ifmeretslessﬂtanaﬁlll scgrnmt 8

* Desperate d|seases requwe desperate -

remedles

. Guy Fawkes '




'movement pnortoihe Jump, xtls consndeled a standmg ieep

Ag:hty also aﬂ'ects an aveadanee roll

Bkm‘ Tlns:s used dunng exploslons, grenade auackg efc. Tlus '
‘valuelsequaltOSO%Ofﬂm AGL mung(rmmdeddowntoﬂle ;

' "neaxeetone)

-~ Example: A character witha AGL valueof 62isinaroom whena

.- prenadeisthrown through the window. The GM deterininesthata -
wmesﬁxlblastavmdanoemlllsneeeesarywreeaveonlyhelf SR

- damage when the grenade explodes. The player has a Blast

* avoidandé roll value of 49 (80% of 62 rounded down). The player -

f mustlherefotemlllesstlmorequalm49md100uoavmdﬁﬂl B

o 'damageﬁun ﬂleattack
_;_ﬂueuce ﬂNF) SRR RVARET , O
-To gain mfonnatxon, clues or negot:ate thh people L Be careful not to ask too many questons of the same

. ‘a character with a high Influence is a definite asset. High
' .mﬂuence allows characters to mgratiate themselves with
. other people.. This can be a benefit to a team who reqmres

- 'mfonnatlon By talkmgto ordmmy people on the stréet, you

can gain knowledge on another person’s habns a t:ompany 8
. operatlon or other mformahon needed to complete y0ur
.mission. -’ : \ ,

Note that tlus ratmg ] chance of success can be .

E mod:ﬁed by the GM according to the situation. Attempts at
", . gaining ordinary knowfedge would have no, or little
" . modification’ I-Iowever if a character tries to get class:ﬁed

 or sensitive knowledge, then the chance of failure is hlgher :

- Imagine walkmg up to a nuclear phys:cnst on the streetand

‘,askmghxm for detailed instnictions on bmldmganl-l—bombl " : o

: Metap}gmcal When a sltuatlon occurs where a character is -7

"+ “exposed to some form of hyphiosis, mental control, of similar .
.7 attack, this avoidance roll is used. This value is equal to 70% L

e 'jofthe INF ratmg (rounded down tothe nearest one, )

“Solid role playmg can a]low a player to mcrease hnsfher
chances through adept questlomng i .

‘ 'person Multiple questsons could arcuse susp:cnons, andcause - -
_hard minuses to any subsequent queries. A’ call tothelocal ~
police’ may be made after you leave 1f you are not careful e

enough

Example Before mﬁltratmg a guarded eompound acharacber L
. with a INF rating of 67 decides to try and get information o
: 'eoncermng the tlmmg of guard patrols out of an off-duty ST

security guard. By striking up a friendly conversation ina
‘donut shop, and gradually moving into the topic of the

‘compotind, the GM determines that the player has donea

good job and only gives a -10% chance to succeed in getting -

" the information. So the player mustroll a 57 or less to succwd ) T

m gemng the mformation he/she desires,

T s
. Garral Athony WA




CHARACTER MECHANICS

xENOFoRCE_

AGENT SKILLS

Onoe you have your abxllty scores 1t 1s ume to declde .
what skills your character will have. You may want to talk to

the others in yous group "before choosing so that thereis a

‘minimun of skill repetition. There are mariy types of Agent -

 skills, whwh are listed below. A character tmay have up to
two major skills and up to five minor skills. A major skill

. .means that the character is an expert in that particular field.
* " A minor skill means that the charactér has some applied
. knowledge in that area. Thus, achamctertrymgtouseamajor PR
- skill has s better chance of accomplishing something than if - -
it were a minor skill. Also, you do not need to take seven -
.skllls If you take less, you will be more effective with the -

. “onesyou have. The bonus will vary Wlth the number of slc:lls
taken.
R Ifyou have a blank skill slot and msh fo add a skill,

- you may do so anytime between missions. In cases like this

. youare consudered tohave been sent on a course for trammg" T
", in this area-and learned it in the break between mlssmns ’

e Just wnte in the new slall inthe blank slot, and place the L

It is strong!y recommended that PCs mke at least
. - one combat based skill. Close oombat, hand-to-hand and
: s!npera:ethe most necessary skzlls in the game when trouble
- comes. Of the three, close combat is the best general skill as
it covers so many weapons and situations. Anyone going
~ into combat without a Spemﬁc combat sloll will roll ata base
30% slull ratmg . .

o For every blank minor slqll increase eacb other minor -

- - skills effective ratmgs by +2. Ifyou have ablank- major skill,
* increase the other major skill by +5. These bonuses are added
;. tothe slull values and are written bes1de the slﬂll values in

‘brackets They are called the el’fectwe skl values Effecuve o

- skill values are the ones used to determine success of failure
" in the game. An example of blank skill bonuses from anewly '
,' generated character sheet would look like tl'.us - :

_Major Slnlls ‘ -

~ Close Combat ' 65(70)
©Blank - 0(0)
Minor Skills SR
Electronic Surveillance - 40(44) -
Smiper T 4044
Speclal Weapons 40 (44)
" Blank 0(0)
© . Blank 0(0)

E Each major. Sklll begms w:th a ratmg of 65. Eaeh minor skill

begins at 40. Skill ratings can be lmproved during play or

- during training between missions. You cannot take thesame -
 skill more than once. Major skill ratings (Base or Effective)

- mmt_w_QLoLnoLsMMngg (gase or Effective)
‘ exceed 73.

- Kyouhavea blank slull slot and wnsh to.add a sloll

. you may do so anyhme between missions. In cases like this

you are considered to have been sent on a course for training

- "in this area and learned it in the break between missions.

Just write the new skill in the blank slot and place the

appropnate rating (40 for minor sklll 65 for major skill) as - '
* your skill base. Once a skill is taken, it cannot be dropped I -

you do add a new skill, remember to recalculate all the blank
skill bonuses in that aréaas the addmon of new sklll(s) w111

) change the eﬁ'ectwe values

Slulls are also d:rectly mfluenced by ablhty ratmgs _

* Each skill will be increased or decreased by the value of the

correspondm g ablhty The lower the abllnty score, the more .

" of a negative modifier will be applied. The higher the ability

. score, the better the borius on the effectivé skill level. Skills
. are broken mto “the following sub-groups for ease of
e 'reference . C

“Iti |s a capltal mlstake to

theorlze before ohe has data.”

A Conan Doyle ScandalmBahenna
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Tt will be 1mmedlately noted that some of these Skllls S

T are not realtstrcal]y represented by the abllmes For example
~ . in the real world a good sniper requires strength agthty,

S steady nerves (consntuuon) and the ability to gauge Cross-
" winds (perception). Yetin the above list only strength is used
as amodifier, This is tnie. However, it is netéssary to sunphfy

- all of the above to smgle abilities to keep the process of
o generatmg (and playmg) a character sxm ple and qulck o _

So-ength
. " Assassination
T Close Combat
‘ Hand-to-hand
) 'Sabotage
' Sniper - B
‘Spemal Weapons :

Ag:luy ‘
© . Autotheft
I _rEproswes
_Lock picking
. Forger’ L T
©"Medic-Poisons < .
~* * ‘Medic - Blunt trauma
: j_f__Medlc Penetratmgtrauma )
- Medic - Bacterial disease ", - -
Medlc Vtral dlsease ¥ R

Percepnon _ e
- Bomb disarming .
K ‘,Computersecunty
* Computer virii. R
" 7 Counter surveitlance = 7 -0
" Disinformation BT
" Electronic surveillance - ‘ .‘
" Informationretrieval " T
= Pilot- thedwmg '
" Pilot- Rotary wmg

Constatunan '
Demolmon ‘

~ Driver-Land™

. Driver - Sea

- Mechanic
Parichute - Lo

' 'Reconnatssance S
=SCUBA L

Iujhcence e TR A
Drsgurseflnﬁlh'auon N
Interroganon ’

B Survexllance

20

I-Iere are mdmdual descnptnons of each abtllty and -

- t‘rhat they mvolve in alphabetlcal order

Assassmatton Thns skrll allows you to approach and kxll
an “opponent s1lent1y without your victim havmg the
opportumty to resPond, or raise an alarm. To do this requires
prior plannmg and | surprise: Assassination weapons include

the blowgun, garrote, black}ack, and knife. You need to be
- veryclosetothe targét for a wecessﬁxl attempt A character

with this skill is a strong asset to the team. (See surpnse

e _sectlon for moe deta.lls ) -

K . Auto theft Characters wrth this lmowledge cdn dlsarm car .
alarms rig ignition swrtches to funcuon w:thout a key, or .
. enter a vehrcle covcrtly S '

Bomb dlsarmmg Aliows youto dlsarm exploslve bombs S
~ incendiary devices, and other traps the team may encouriter. ¢

", This skill is the opposite of the Explosnves skill which allows el
e youto butld such dewces ' . S

o Close Combat Knowledge of how to ﬁght close quaner
R ‘battles w1th weapons such as knife, pistol, ‘grenade, rifle, -
L shotgun,etc Close Combat covers any form of combat where =~ .~
_ weapons are bemg used Thmk of this sktll as llght mfantry L
T tl'ammg : . -

B Computer seenrnty Thls sklll grves the pOSsessor full _
o knowledge of computers, operating systems, software, ..
" encryption, decryption, modems, “back-doors” and hacking -~ .
: . This knowledge is needed if covert entry mto an enemy T

- system rs requmed - _ )

: Computer virii - Allows you to desngn, eonstmct, and, '
... introduce special purpose software better known as worms,
.-+ virit, and Trojan horses, etc. This skill canbeusedtogather/ :
R destroy/modrfy/con’upt specrﬁc mfon’nauon on an enemy -
e system o o S :

e Counter survelllance I-Iow not to. be followed by the L
" enemy. Collectively, this skill involves losing pursuerson "~ =
o7 foot orin a vehicle and also detecting the presence of enemy
¢ - surveillance on you or the team. Allows youtodetectenemy’
L bugs and cameras dlrected atyou ‘ , X

S -Demolmon Thts spectal knowledge teaches you how to <
- disable/destroy all kinds of machinery, enginés, or “other .

. -+ constructions. From simple arscit to blowing iip the Golden L
e -""GateBndge, thJs isthe skllltohave T

TXENOFORCE: X



Dnsgmse!lnﬁltratlon Tlus sloll allows you to assume the
identity or guise of someone else: janitor, guard, sol_dler ‘maid,
or whatever is necessary to do the job. May involve simple
make-up tricks to full latex masks. W:gs a.nd clothmg
knowledge are alsomherent I

' 'Dlsmformanon How to oonﬁ.nse drsonent, or mtsgurde the ’

‘enemy via newspaper articles, advernsements rumor, and/
Soor false statements

: Drrver Land - The abrlrty to operate any fonn of land
' vehchemcludmgheaVy equlpment, 18 Wheelers, vans trucks,
domestic and special purpose aﬂtomoblles This is the skill

required for fast getaways and evisive maneuvers. A character'

* with this ability would be at ease in any vehicle type from a

N : drag racer to bulldozer. (Hovercraft canbe operated by Land‘

or Sea quallﬁed dnvers )

. Driver - Sea - Characters with this training have the ability
to operate water craft of all size and descnpuon Includes
sailboats, power boats, mmn-subs and large conimercial
vessels. Some basic navrgatlon ‘skills are assumed as well.

{Hovercraft can be opera.ted by Land or Sea quallﬁed dnvers )

_Electronic surverllsnce Bugs electromchstemng devrces

. video cameras, étc. How 10 mstall maintain, and even

- ‘construct hstemng/momtonng de\nces to assnst the team in
' collecnng mﬁellrgence B .

Exploslves - Grves characters the knowledge to use
explosives in various ways. Also allows for home—made

_ chemical bombs, letter bombs, mcendlary devrces and specral‘ ‘
o appl:cat:ons made to order ' .

B Forger -The creatlon and/ormodrﬁcanon of false documents, )
o ldentlty cards, passports, quallﬁcahons etc Aquahﬁed forger

isan essentlal member of any team.

oL Hand-to—hand Thls sloll encompasses several mamal alt.
3 dlsclphnes that teach the character how to use his/her body -

a5 a weapon. Handd-t0-hand combat allows you to make two
.atiacks in a single segment w1thout penalty This is the only -

_skill that allows this. This skill covers ' hand/foot attacks only;

" it does not mclude hand held weapons like kmves plstols
‘rifles, etc. You can also attempt to disarm an opponent using

~“your hand—to—hand skill. (See Combat sectlon for more
. : : ' moculatlons for spec:ﬁc d:seases

L 'JI_L..,._._...‘M'.:..»......'_.¢_...__.‘__._.....__.._...t-n..f... o

details. )

.CHARACTERMECHANICS

XE N 0 F O RC E
Informanon retrleval How to gather mtelhgence from
common sources such as newspapers, magazines, periodicals,
and other “open” sources of information. There is some
computer skill invotved heré for resources like the world

‘wide web, etc. However no computer haclong slolls are
mvolved ' :

Interrogatlon Contrary to popular belief, tlns is not purely
torture (although some may be tolerated dependmg on the

" & erremnstances) Persuasion, coercion, extortion, and oumght

bnbery are grven w;th this sloll

Lock plclung The sloll to plck key locks, open oombmanon '

Tocks, and other common burglary knowledge. Peripheral |

knowledge involves safe cracking, alarm neutrahzahon and
how tousea crow-bar effectively.

- Mechanic - Thls skill gives the character'broad;basedﬂ -

knowledge of many typés of mechanical engines, motors,
‘hydraulics, and electrical systems. Knowledge of the
mechanical theory and its applications is also assumed.
"Characters can repair, modify, or otherwnse work on any of
these sy stems in eonﬁdence :

Medlc Bacterml dlsease Knowledge of all types of
bactena-based diseases and potential countermeasures
Includes terrestnal and extra-ten'estual vanehes

Medu: Blunt trauma How to apply ﬁrst-ald for blunt'
trautia wounds, splint bones, and in extreme cases actual
operat:ons on blunt trauma cases, Peripheral knowledge
mcludes sprams muscle pulls and other mmor afﬂ:ct:ons

Medlc Penetratmg trauma Knowledge on sutchmg wts, '

stoppmg infection and bleeding caused by penetrating trauma '

‘damage. Deals with builet and shrapnel wounds. Also L
mcludes autopsy skllls on human and extraterrestnal corpses

Medlc —.POI,SO!‘l“S - Both n_atural and m_anufacmred porsons,
their effects and possible countermeasures. Includes snake

and fish venom, cyamde belladonna strychnine, and even .

gaseous porsons 3 '
Medlc Vnra] dlsease From the common cold to Ebola, ‘

knowledge of viruses, their const:rucuon and effects. Also
includes isolation techmques and how to fabncate

i

-*The difficult we do immeduate[y
; Tne impossible takes a little Ionger "

US Army Corps of Engmeers slogan v

£
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- Paraehnte Begrnnmg wuh a thorough knowledge of all

parachute types and equipment tl this skiHl also covers the use’

of oxygen tanks, a]nmeters and other hlgh alutude speclalty

" items. This skill (with proper eqmpment) can alsoallow para- '~
gliding over long distances or HAHO (High Altinide High
Opening). Also covers HALO (High Altitude Low Opening)
and LALO (Low Altitude Low Opemng) techmques for fast o R

v . " “equipment by simple methods. From sugarinagastankto = .
: réplacing the gunpowder irt a rifle shell with plastic explomve o
o 'tlus is the skrll for those wrth a destructlve heal‘t. R

- descents and covert landmgs

Pllot Fned wing - Covermg all mrframes from ﬁghters to

' c:vrl airdiners to transports. If you réquire an airplane fora -
- mission, then a pilot-qualified team member is needed. This_ .

is a general quahficatlon only Certain advanced,

- experimental, or foreign aircraft may require some additional -
training or knowledge. This skill does not allow flight of -
g technology and. remote drones are all covered by this skill. o
.. Also mcludes decompressron chamber protocols, and
. o emergency procedures :
S Pllot Rotary wmg Hehcopters orrotary wing mrcraft are‘ o
- “covered by this skill quahficatlon All helicopter 1 types are °-
. included. Certain -advanced, experimental, or foreigh
hehcopters may requlre 'some addrtlonal trammg or"__ :

-+ alien craft. That privilege is restr_rctedtoafewtest prlots in
o acertam secretbasemNevada _: L S

R lmowledge SO

- Reconnaissance - How to use terrain and various natural
<~ Covets to your advantage. Lets you sneak-and-peek without -
" being seen. Cdn be combined with the assassination skill to
get close to your target. This skill is primarily used to coverlly

. momtor an area or group ! over a long penod of time,

Sabotage Thrs sloll lets players 1mmobrlme or destroy B

".SCUBA Knowledge of SCUBA tanks, weights, and dive SR
" -procedures. Underwater navigation, long-term submersions,

various gas mixtures for extreme depths, liquid breathing
systems, airlock operation, re-breather (no bubbles) .

‘ Smper A skrll that allows for long distance engagement of . Y
* &N enemy. Smpers can only fire single rounds buthavea -

better’ chance to hit their targets A smper requires

conoentmuon and stability to be effective. You cannotact as _ el
a smper whrle in the back of a speeding truck, for example. - o
- -(See combat sectron for spec:ﬂc mformatxon on this sloll) '

Specml Weapons - Specral purpose -

like those mentioned above require

includes heavy or crew-served

‘weapons systems will require multiple

Weapons sloll to operate properly

someone without being obvious about
it. Good for gathermg information on
a person their habits, and schedule.

' Covers belng on foot and in vehlcles ‘

weapons include LAAWS rockets, -
_Stmger Antr—Arr mrssrles Claymore L
mines, étc. Useof any special w&pons‘ S
A ._spec:la.l training. This trammg also -

“weapons like tank guns, artillery, " L
‘_mortars, etc. However, multi-person

‘people_qualified with the Special :

Surveillance - How to track, orfollow



o Ablllly Score Ma_]or Skl"

20-24 -5
2529 o 0 A4 R
ST % V. S R
3539 2
T 40-44 T A R
45-49 . - . 0 .
50-54 +
'55-59 . +1
T 60-64 T2
65-69 Co42
70-74 T3
75-79 3
80-84 +4
" 85-89 +5

~ Minor Skill = Descnptnon o

7 . . Klulz :, R

0 © - Average

+3  Gifted

_ Here is an example character after ability generation

" and after blank skill bonuses have been applied. Close
Combat receives a +5 bonus for the blank Major skill, and
' each Minor skill receives a +4 bonus each for the two blank L

: ‘_Mmor skill slots. .

G1vmﬁ1efollowmgong1nal e T andmththefollcmng o ... the skllls are modlhed

- skills... - _ L ablhty scores. .. _ .as followed.
C MaorSkills . gipe © Major Skills o
- CloseCombat = .~ 65(70) .. pppiyy . Close Combat T 65(72)
.- Blank 0™ . coN47 - Blak - - 00
. MIP?OI’S!“”S ,. o o o S AGL 32 l_ Ca . ‘_V'MorSkl”S ’ o
S Electromc Suwelllance - 4004y - INF: 52 e : Elech-oqlcsurveillanoe 40 (46)
. Sniper o 4049 T Sniper . . 40045
* Special Weapons T 40(44) ~. " Special Weapons . - 40 (45)
. Blank -0 7 7 0(0) "/ Blank . - 00
Blank R | (0)_ ~ _Blamk - - 0(0)
* : This results in the followmg modlflcatlons to the eﬁ‘ecnve '
skilt levels i

) "Close Combat vlnlue is lncldiﬁetl by the Strenﬁgth ébility. Tllis‘

-increases +2 as it is a Major skill. The skills of Special -
" - Weapons and Sniper are also modified by Strength, butonly ©

" by +1 as they are Minor skills. The character’s Electronic

- Surveillance skill is modified by the Perceptlon ratmg Thls" g

o results in a +2 bonus.

NOTE: Only the effective values (the ones in round
" brackets) have changed. The base values always remain .

fixed during this process. If base values change, thenthe
' effective values must be recalculated accordingly.




. Skills and their ratmgs aré needed to detemune the
- chance of success (or failure) for the players during game play.

- Normal events would not normally requirea check for success.

For example, a character with a pilot skill (major) gets info a

" “sérviceable aircraft and flies 100 kilometers during the day in
good weather. However, if the same pilot attempts to fly through '

a thunder storm, or if somethmg breaks on the planein flight,
- ot if severe aerobatics maneuvers are attempted, then 4 check

7- “maybe : requiited by the GM, The chances may be modified by

the GM in accordance tothe slmatron at the tu'ne e

Suocess is determmedby aleO roll. Iftheplayerrolls
- less than or equal to the stated value, then the action is

successful. A “00” roll always means automahc farlure _

regardless of the modlﬁers

" The GM may modrfy these rolls as he/she sees ﬁt For ‘ | :
. reduce this fiirther dependmg on fhe complexrty of the task

‘ example a player assumes a disguise and tries to get past a
‘ guard If the guard i is in a dark alley, then the GM glves a

) EXPERIENCE AND SKILL ADVANCEMFNT :

+15%chanoetotheartempt However tftheguardlsmawell

lit oﬁleebmldmg, then a negative modifier of -10% may apply o

: has it rs tougher to malce the drsgurse attempt work

- Xenoforce agents undergo difYerert levels of trammg' B
during their indoctrination, Agerits with well-developed '

_knowledge have’ recewed advanced training in a certain area
- (Major skills), while agents with sonie applied knowledge
received a more genéral course in that area (Mmor skill). Al .
., agents, regardless of their background will receive genéral

training in all the different skill types. If a character attempts a

_ skill for which he/she did not receive special training, there s

only s flat 30% chance of success, and a large chance of
catastrophic results, An average person taken at random off

 the street would only have a 1-20% charice as they would have ~ -

. noidea what ﬂrey were doing. Imagine trying to build a bomb_

.~ with no prior experience and you get the idea. The GM may "

When a mrsmon is oomplete, you will receive some

‘ form of expenenoe rating from the GM. This number reflects _

- ) the amount of knowledge that the player picked up during the
~." 'mission, This amount can be used to advance the skrll levels,
. the p]ayer has for the next mlssron R

Forthe ﬁrst 1 000 pomts of s expenence the b_ggg skrll

level ofany ms;ororrnmorsloll may be reised 1 point. However,

to raise the same skill another point requrres double the

‘experience points. This point increase continues to double for ,

* ‘every additional point increased in’that skill. Any unused
_amount of experience up 10 999 por nts may be banked for after
- 'the next mission. "Any amount over 1,000 points is lost ifnot

used. Remember that the doubling of points only takes place

. durmg that particular trammg session. If you go out and

- adventure some more, gain additional experience and then train
the same skill you did previously, the training cost starts back -

advancement is fairly rapid in the game. Instead of reising a

. majoror minor skill, players may opt to increase their general .
* skill rating by umng twice the number of experience points, -

The general skill rating starts at 30% and may go up to 50%
- maximum. As the general skill encompasses all skills not taken

as a character’s major or minor skills, it is much tougher to

 advance this rating. For the first 2,000 points of experience,

' - the general skill may be raised 1 point, To raise it another point

- takes 4,000 points, etc. Note: Blank skills and abrhty scores do
pot aﬂ'ect the genéral sloll ratrng ‘ .

o Example A player receives 4 200 pomts of expenence for the -
‘last mission she was on. Her stitistics befor_e modification are:

: bemg performed '
Maijor Skills - IR
Forger = . . Lo T12(12)
‘Medic - PenetratmgTrauma 65 (65)
Lock Prckmg - 43(50)
Disguise’ - 46 (48)
Hand-to-hand - 42 (44)
“Auto Theft - 454N’
Blank - 0(0)

. To increase her Hand-to-hand ratmg to 43 she must "

‘use 1 0000fher experience points, Toincrease the same rating
6 44, she'must use another 2,000 points. To i increase it to 45,

she must use an additional 4,000 points, efc.

-~ She decrdes to spend 1,000 points on her Lock Plckmg L

', ratmg She uses the remammg 3,000 points to increase her -

Forger rating by two poinis (1,000 for the first point, and 2,000

" for the second point.). The remaining 200 points of expenenoe :
at 1 000 points, not where you left off the last time. Thus, *

 are put aside for use later Her statrstrcs now ook like thrs aﬁer ‘ '

‘_"modrﬁcalmn
A__f{_cg@rSkrllg
Forger =~ - .- "4 (74)
-Medic - Penetratmg Trauma- 65 (65)
Minor Shills -+ _
‘LockPicking .. .- 49(51)
Disguise 46 (48)
-Hand-to-hand 4244y
~ AutoTheft -45 (47)
: Blank ‘ 0 (0)

PR

. NOTE Any change in base skrll level requrres recalculatron

of the eﬂ'ectrve value

XENOFORCEM 4
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XEN ~0RCE :é.one QF CONDUCT

¢ 4_#_.___——-”___,__.____*___- - J

e e = i

 THECODE « i o
"’ Themienand woshien of the Xenoforce are guided "

. ¢ by their own ¢ode. All agents have sworn to follow these
s gufldclin‘cs."rhe penalty for not following them can be
osevere. U o
) “The Code and its contents Xenoforce and its
- existence, agents and their identities, are sectet and .
_must be kept so from both the aliens and the human -

i
|

..y No innocent byétanders‘ are to be hurt |
ur_me'ces,sqrilyinanyway, shape,orform. .

: The alien presenicé and its influence on mankind
must be aliminated from ouf world by whatevér means
ngcessaty, subject to the Timitations of paragraph 1

- 4) -'Empirical knowledge of the aliens and Xenoforce

;- must be kept restricted to those who follow the Code.

.. Denial, deception, and/or discrediting of all others will
“be employed to hinder those who gain “empirical '
- evidence of Xenoforce or the aliens’ existence. Terminal

R

- means may be ax;thorized onlyin extremecases. . .
5) - All actions 'ﬁh&énaken';n‘y' Xe't.xdfor-cé'triﬁs'_t have
lausible deniability. Cover stories and activities must -
be carried out to ' prévent and/or distrdct public
N knowledge of any ofﬁcial_'a(:tivities. - I

LT T LT YL T

< 6) All ope'fat\iox‘l's must be’ _I;ré;ap '
budgeted through Xenoforce Central Cgp, 18 y
a}‘liaﬁtiqnis'tal_cep. Ul

y 9,

- -~ ."You're either part of Juti
STy or you are part of the problem.”
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INTRODUCTION |

. TOBEA

Aftcr you have played Xenoforce for a whlle it is
mevrtable that you will eventually want to run a game of
your own. We will try and outline all the steps necessary to
o oset up andrun a successful Xenoforce game

The ﬁrst step isto come up wrth a viable story lme You '

can either make up your own, or purchase one of the
- Xenoforce Adventure Modules from your local garhing store.”

Purchasing a pre-done module is a good way to proceed if ‘
you ‘have a lack of time, but an ongmal story lS aiways :

_ appreci iated by players

The  Story should havé one central theme that the players :
© . can recognize and act on. You can also have several sub-

- themes, but we will discuss that a little fater. The following
l:st compnses a few suggestlons of a team mlSSIOH

o . Follow | suspected alien or sympathlzer to fmd out
- ‘who histher contacts are. =~
9 Track down and destroy an estabhshed alien base of
' operahons .
¢ Fmd an jnformation leak m a large eorporatlon or
govemment office.
. Infiltrate an alien controlled compound
@ Recover empmcal ewdence of ahen existence. -
' .Fmd a cell of collaborators, and desiroy them.
® Recover a stolen prece of eqmpment of a kldnapped
alien victim. ‘
L Destroy/Immoblllze’Recoverfr rack an ahen space )
‘craft. - _
' Track and srlence a renegade Xenoforce agent R

e

gvailable, Feel free to “mix and match” scenarios, also. Once

"you havé a basic idea of the mission, you need to fill out the ©.
story line wnth speclﬁcs Tike names for the NPCs mvolved o
+ and some rough sketches of the areas that the team may visit. ~
“These diagrams can be finalized later, but in the beginni ng - |
you will need tohavea gOOd general idea of where the teamn ~ e

will be gomg, anid what they will see when' thcy get there.

4 Afterall, if you don tunderstand 1t, how can you descnbe it e
_ . tothe players. -

After you ‘have a base ldea of the mission, you w1ll

need to flesh it out by adding personahtlesto the NPCs. Small -
- thiigs count here. A southern accent, some noticeable
" physical abnormahty, or eccentric behavior, is always a good
thmg to play on. Without these thmgs the character is justa
name to the player. The last thing you ‘want is the players
gettmg confused over who is who. For example here isa -
good descrlptton of an NPC character

. Colonel Morgan lrmps sIowly into the room wearmg weII
worn combat fatigues with shiny black boots. His graying
hair gleams in the artificial haze of the fluorescent lights.

" Inhislefthand a thick hand-carved cane is held tightly
" -against his leg. He seems to have considerable drﬁiculty

walkmg Yet, behind the obvious frailty, the man himself
_appears confident and strong. His eyes, cold and
penerratmg, mnm idate you at a glance.

Your real purpose isto create a mental plcture of that '

: character in the mmds of the players From that point on

whenever: you mention “Colonel Morgan”, they know exactly’

. who you are talkmg about. Compare the above description
" tothe following; - : 3 ‘

A mzlztary Ioakmg guy Irmps into the roam He has a
" cane, gray hair, and is wearing green clothes and black :
boots Thereis. somethmg weird about h:s eyes o

Is he descrtbmg a mllltary oﬁ'lcer ora street bum?

" The more time you spend in preparing the characters t-le

better the gammg experience for evexyone

Now that you have a good idea of the people and

.places mvolved you'can flesh out the adventire with details.
‘There aré no hard and fast rules here. However, the necessary - .
deta:ls required to complete the mission should be writtenin
; -your notes. Each room that the players may encounter should
. ~haye as aminimum a rough sketch, and a list of NPCsfiterns .
“in that room. Here isan examp]e ofa small office descnptIon S
- theteam’ may ¢ encounter :

e f'lEntermg ihe bwldmg through the front door, you see a
There are many more possrble scenanos but the above o

| should give you a fairly good. idea of the types of missions " -

_“'well- lit room about 5 meters Square, equrpped with -
slandard office furniture and equipment. There are Iarge,

o windows on the north, east, and south walls. A large doorv -
- sits in the cener of the west wall, and to its left is a thick o

‘méter hrgh combmanon safe with the door cracked open. .

"' You see what appears to be a large amount of money

“ thraugh the slightly open safe. Near the roof in the NE
. .corner of the room is a fixed video caméra. Theré are two
. desks side by side. The one to the north is empty, and the .

- one 1o the south ‘has an attractive blonde secretary

w::rkmg ona computer termingl, She looks up as you

. enter, smiles, arﬁsqys “Good morning, may I he(o you? g

the ‘morning; then the office will be dark, the safe locked,

“and the windows covered. The secretary will not be there,
buta guard dog mtght be In ‘your notes you would have

XENOFORCEM 4

You must also be ready to be flexible w1th your o
- descnptlons If the player breaks into the above room at 3 in .



’f‘lemblllty for whatever kind of
. mission is given to them. Of course,

"~ run todwermfy

' mission and budget, along with any
b restrictions you see fit to impose.

" you impose further restrictions to

XENOFORCE

| _ listed the hldderi featires of the room. Here is an example of
“the hidden features of the above officé in po:nt form. -

: .Thesafe contams $27, 500m $50’s and $100’s, a.nda -

set of blueprmts showmg the layout of the atlached
warehouse. ,
@ The computer on the secretary s desk oontams an
encrypted file with a contact’s name and address. (5%
chance to find if no computer skills) '
. The door to the warehouse (beside the safe) is locked
and barred from the other side. A Morpher alien (who

- appears like a warehouse foreman) stands guard here -

. with an automatic weapon He will open it only ata
, ’pre—desrgnated knock. I he hears trouble in the office,

. he will run and get help and return in 5-10 minutes wnh
three other Morpher aliens armed the same way he i fs.
They will preparé an ambush on the far side of the door

, “for anyone attemptmg entry into the warehouse, -
- @ The secretary is under the control of a controller type
" alien, hiddenina back raom of the warehouse. She has
~ asmall caliber handgun hidden in her desk drawer, with
. 'spare magazine. A hand grenade is in her purse. She
will try to act normally and only resort to vmlence 1f
"-thete is no other option e

- ‘ 0 The v:deo camera isa dummy and not funcnomng

The prepa.ratory work you do beforehand can prevent

- long gaps of player inactivity dunng the game while they

,for you to givé them some néeded information. Itis suggested
o you take a look at a prepared module to get a feel for how to
' do this for ari entrre adventure. - _

Once you have everythmg in

‘ the module prepared it is time to
“assemble, your team. Whether you

‘ accept characters the player already
" has, use pre-generated characters out

- of the module, or have them roll new
" -characters, it is essential that your
team have 4 diverse set of skills and
. abilities, This provides built-in -

~ not all situations ¢an be covered by
the team. However it pays in the long

“The team is then given the :

‘Generally this usually means the
Code, but there can be cases where
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 heighten the challenge BE CAREFUL! Don’t ie the players

hands too much. You wantto challenge them, not discourage

. them. People play RPGs to exercise their ma.gmauons 1

o the GM is too controlling, players may feel they are simply

- actors reading pre-defined scripts. Enjoymient factor goes to

“zero in these cases. You can still nudge players along the
track you want, but subtlety works best '

.The ﬁnal but most lmportant, stage to consxder is the :

- 'budget You need to give players an amount of money that is

neither too h1gh nor too low. Only expenence can provide
the proper gurdelmes here. If your players are all driving

"' Fejrari Diablo sport cars, wearing Armani suits, and drinking

fine French Champagne then you may need to cut back a

. tad. However, if the players are forced to scrounge for bottles '
- at the side of the foad for the nickel deposit, then youmay '
" need to give them a bitmore. -

_There is another aspect that needs to be taken into
account heré as well. You can give the players a low initial

* budget if you know there are opportunities to pick up money
- in the game. The office description’ above is an excellent

example. After the aliens are taken out, the money can be

- taken and the whole'thrng made to look like a robbery gone
_** bad. The Code is maintained, the players get some extra -
" money to play wrth and the challenge adds to overall game

" play.

Players may also have, or seek the opporh.xmty touse,

' ‘counterfelt money, credit cards, or some other form of false
" ¢urrency to expand their budget. This may bring in unwanted
- attention from the police, and you should gauge the players

suceess with the false currencies accordmgly . :




YMISSION AND METHODS _

‘At the begmmng of the mission, you will normally o ‘
to gather equipmient and other supplies to complete the task
-athand. This could include, but not be limited too, safe houses, i
“ cars of trucks, clothing, food survelllance equipment, etc.

. There may also be a need to rent office space toact as a “front”

- for cover. If this is the case, then business cards, phone hook- KR

" ups, identification, and other details should be created/ S
' 'purchased by the | team as well. ’ o

~_have the players assemble in a safe house near the area of

. operations (thts is supplred at no cost to the players but -
. cannot be used during the actual mrssron) Then the team

- leader will be selected from the assembled players using

o whatever method is appropnate The entire team will then
- discuss the mission dnd fry to come up witha plan of attack.

' Dependmg on the mission and its complexlty, this process

~ can take several minutes to several hours. Responsibilities

: ~ will be assrgned based on the relative sirengths of the

characters and the plan. The team leader should keep his
.eyeon the budget during this phase. Runnmg out of money

- "halfway through 2 mission is not a sign of a good leader.
Indeed, having mioney left over at the successful conclusion
- m1ssron isan allen autopsy film being released Body dlsposal

of the mrssron can gain addmonal expenenoe for the team.

E ‘“S_CRUBBER” TEAMS.

" When abare plan has been ontlrned it will be necessary

‘ It should be pomted out that in other RPGs when the
enemy is dead, the characters just move on to the next room

or challenge. In Xenoforce, a dead alien body cannotbe found |
'by any member of the public as this violates the code. Alien

bodies must be disposed of. The last thing you want after a

. also involve drsposal of teant members if one dres dunng a

m1ss;on

‘ One game option that may be allowed to help the
-players are the use of what are’ referred fo as “Scrubber
Teams”. A Scrubber team is a small group of Xenoforce -
Dtsmfonnahon .agents who come into an area when the
" - mission is over and the area is secure. They remove bodies,

. any recovered alien technology, and plant false clues and
. evidence to mrsgurde any subsequent investigation by the

o press or law enforcement. Any witnesses are fed innocuous

- cover stories and events are represented in a much different
light than what may have actually occurred. Typically, if an

. area needs to be secured for large scale clean-up operations

a convenient train derailment or chemical spill is used to

- ‘clearthe areaof locals. Witnesses who do not heed the cover
- " stories are harassed and discredited by various methods.

Termlnal methods are seldom used in these cases.

N Scmbber teams should only be called when the
, mr ssion is over. They arrive using whatever cover seems

: * appropriate. Some good examples of Scrubber team cover

- stones are cleaners (lots of solvents to clean up pools of

alren ooze) extermmators (wrappmg a h0use in a large

:pestrcrde tent guarantees several days of privacy inside), and ©
.~ moving companies (lots of bundles being carried out). The -
‘agents in Scrubber teams are from the Disinformation |

directorate not Operations. Scrubber agentsina firé-fight are
useless. Anyone who calls Scrubber teams in prematurély can
expect a severe reprimand. Scrubbers ate always in demand '
and wasting their time and efforts isnot looked on with good

humor. If the area of alien actmty is near a major city the , o

response is normally within 6 hours. In' remote sites, the
response time may be as much as 24 hours; Extremely tsolated

. areas may take severa.l days although thisis rare.

Scrubber teams are optronal and may not be a]lowed. ‘
in certain situations. For example, if the players create a huge

and unnecessary mess themselves the GM may decide no .,
. Scrubbers are available that day and will make the players

clean up their own mess. On the other hand, a Scrubber team
called in to clean up 30 bullet filled civilian casualties and no
aliens will certainly report that to higher authority. -

S g
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Shakespeam meMerchantofVeuce Mo

R -

.

N - " AT ' B o
T e Ty s
i B . ERT T
A



' ECONOMICS

'Once the team has been assembled, brlefed and

supplied witha budget, you will need to purchase the various
items to use during the mission. The choice of this equipment

. isleftup tothe mdmduals The team leader will decide who

equipment may be found at up to 50% ofF list price. However,

 the GM should track this equipment as it may fail to operate
 at times. The player will have to decide if buymg a used

parachute is such a great idea aﬁer all...

gets priority on a case by case basis. The GM will decide if -

~ a specific item is available at any given time. Identities,
weapons, and other mlssron equipment are normally

- destroyed and discarded after each mission to prevent the -

. authorities tracking Xenoforce acuvny Th:s means new 1tems
' need tobe acquired before each mission.

Ifthe players think of an ftem that is not on the list

_ below, you will need to check three thmgs 1) Is the item _

available. 2) What is the cost of the item, if it is avarlab]e‘7 3)

_ What will be the gaine balance impact caused by this item

being placed in the game? The list of items below is not a
_ comprehensive one and you will have to use your judgmenit

_for these requests Also, remember the golden rule of all
Xenoforce GMs: ‘Just because they want it does not mean
- they should have it.’ . Example: A Huey Helicopter with
.. rocket pods and machine guns would be a great thing to have,

' butis it really required to gain entry to the pubhc library?!
As with all thmgs in role playmg, comition sense is kmg

The fol]owmg hsts aseume rtems are brand new. Used

T,
[i’llll#mll!"u i,
upd R
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The GM should apply any mcrease or decrease in

. price as he/she sees fit. If the item required is a rare one,

then a premium is sure to be apphed If there is a warehouse
full of the desired items, then a cut rate may be offered A
PCwith g high influence can try to “haggle” with the salesmen

" fora better price. A short term lease may also be cheaper for
things like office equipment and fumiture, etc. If players

take this option, then a range of 10-25% of the list price per
month should be levied for renting the items. Also; if the -
item is illegal, you can guarantee there will be a premium

" attached toit. There are too many situations to give examples
for, but the key is to keep the scenario reallstlc and ry to be _
flexible. , .

Items listed are general quahty A surt for examp]e

. cen be of several different grades and conditions. You can

pay more for a better quality suit if your cover depends on .

it. ‘You can also pay less if assuming a more humble

background. Generally (but not always), you can get a better
deal by purchasmg in'bulk. However the savings made will '
- - have to be weighed against the charices of
betraying the mission. Ifsomeone waiks into
an Army/Navy surplus store and buys énough .
equipmeént to supply a small army, will the -
clerk take_note and make an anonymous -
'phone call to'the pollce? _ ‘ .

. One other’ thmg to consader A
sieepmg bag found in a department | store
would be ill advised for an Arctic climate. A
boat is listed but a specd boat is not. These - _
would count as specialty items. In these cases
the specialty items should be ds much as -
twice or three timies as expensive as the list

- Remiember, all items will be disposed
of at the end of the mission. Nothing is ever
E  kept between missions. Equipment is

 disassembled and dumped, weapons are
‘buried, clothing burned. This creates no clues
= totie the teams to any given mc:dent bylaw
- enforcement or the press




Amme o Wegn . CoSt - Commupisins ~ Weam  Cost
Blowgun Neodles Boxof 10 © *. - . 010 - :§1500 Cell Phone - Standard s Cos10000
- Small Caliber - Individusl (Box of 25) . 025 ' * " 8500 ' Cell Phone - Dlglal(Sateﬂne) S06 v U SIT500
Swll Caliber - ndividial Box of 250) 250 - . $4500 - Compuler - Standard 125 T $2,00000
Small Caliber - Linked (Box of 250)® . 3.50. - - .« . $6500 ' Compuier - Lapiop _ S a8 $3,200.00
'SmailCaliber « Assd. Linked (Box of 250)053.50 *  : ' $7500 * . Pager - Sound S a2 $15000
o - Assait Riflo (Holds 0 rownds) 075 . $1500 " Puger Vibraing .02 . - $17500.
- Shotgun Shells - Bid Shot (Box of 25) 20~ ° “'S1200 |\ Rafio- Handheld © 100 . . $7500
.. Shotgin Shells - Buck Shot (Box of 25) 2.5 . - $1500 " Radio - I-Imd—held(ﬁnm'pwd) LU0 L 812800
. -Shotgun Shells - Shugs Box of 25) 1 30 - $3500 - Radio - Vehicle Mountcd 350 $25000 1
" Lage Caliber - Individual Box of 25) " 0.75 ~ * " $1750 " Radio - VelucleMumled(Fmtypted) 360 ¢ $3%000
Large Caliber - Linked (Box of 250)¢ 500 .~ $12500 °  Radio - Non-mobike , - 5.50 27500
Large Caliber - AmdLmhed(BoxonSO)“’)SSO S0 814500 - Radio < Non-mobile (E“m) © o560 - $30000
GunPowder ~ .. . 05 - 782500 ' Radio Headset ‘ 02 S0

Gloves - Work 0S5 $1500  Backpack 1S Lo 86500
* Pants - Work X O 83500 - Climbing Hardwars (Pitons, D-Rings, et)20 - .-~ $50.00
Pants - Casudd - 175 - $45.00 ° ° Parachute Rownd - 550 850000 . i o
" Pants - Dress ' 15 00 $63.00 | Parachule - Squm'e (Dlrechonth‘ollaHe) 600 - $70000
.SCUBAnys.m(cotdWm) 35 - " $30000 . Parachuie - Cargo . .- 1200 .0 8120000 0
.o 'SCUBAWasun(rempawWam 357 . $25000 * - Rope- IOOMChrnbmg(WneCme) 300 . $7500 -
" SCUBA Mmsk -, L0 .. . 85000 . SCUBA Air Tk (2 bourcap.each) = 135 * - $27500
SCUBAFms = - - g 15 - - $§7500 . SCUBA Depth Gauge 0 . 82500
ShirtBlouse - Work ~ - T, 10 27 $15.00 - - ' SCUBA Weights = 00 87500
N Shirt/Blouse - Casual .-~ .10 7 . $2500 - Skis- Cross County . . 55 - _‘ $30000 -
- Shirt/Blouse - Dress -~ - 10 .. 8$3500 .,  Skis-Downhil 1 CL75 35000
Shoes, - Workboot/Cmnbel 7S o o 85000 - Sleeping Bag ' - o 30 . $10000 -
‘Shoes-Dress . -7 0025 0 T 86500 0 - oo S
Shoes - Speakers . S 7 1020 $10000 -
Shoes -Smow -t R25 0 o0 7 $175.00
. SuitDress - Casval . " 070225 .0 817500
. SuitDress - Business -, oo 235 o 0825000
. SuitDress - Formal - ' 0245 .- $40000 -

Vede - . . Wagw  Com eligmcelaleriie . TEIT iveo
“All Torsin Vehicle © < Nares . . $1750 moculars AN - -, 3135
-Rubberhﬂmhlemﬂ\moun'" Varies . SLspp  Hiddon Microphone - S'm""‘d L0300

. Bod Ha'dsdedwﬂmoux‘l""’ S Variésh" i 51‘2500 -'Lmanesdroppngevwe(LmostgM)IZS e $250000 ‘ .
Car . - 7 Vaies | -$11500 i‘gﬂ:ﬁg‘gg‘:mﬁgf““) 20 R
Car - Compact S anes | Uses0 o e s L s34000
Car - Limousme - . Varies $39,500 " Scanner -Nopmobile © © . 50 o $25000 .
Car - Loxiry - o » - Varies \‘*525000_ Telescope R C. 400 : " §250.00
Motobike - - Vanes . $4500 . TrackingDeviee . - .~ .. 010 " $7500
Snowmobile , - . Vanes . - '$2250 . “.-_TxaclqngReoerva oL T 800 '565000
Track - © o Vaes - 815,000 T
_VanmeJ S . Vates - . $12500 .

-
7o "Money is far more persuasive ‘
o S ‘than logical arguments.”
' - Furipides, Medea - .~

gt}
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‘option. Weapon damage doubles if both shells are ﬁred and

- a'successful hit s made.
Note 4@ Target de51gnators add +1S% to the to hit roll

Wmdrr -

Sunga' Auti AirIffared Guided Mmlemli 9

XENOFORCE

Cost

WEIGHT Cost . _
Bullet-proof Vest (nghMClght) 500 " $17500  “Blackjack - 050 $20.00
 Bullet-proof Vest (Heavyweight) . 7.50° - =~ $27500 . Blowgun , 0.75 $75.00
- _ Crowbarffimmy - C1s0 - - 82000 . ClaymomAnhPasomeleem 2.00 $500.00 .
. First Aid Kit (Personal) 0.50 ' $2500  Explosive® 0.25 . 8125.00
First Aid Kit (Professional) ~ . 300 - 7'8250.00  Ganote : - 010 '$50.00
" Laver Target Designator - Pistol (9 ..~ - 030~ - $150.00 . Grenade - Fragmmﬁinonm . oS L $15.00
Laser Target Designator - Rifle ¥ 030 525000 . Grenade - White Phosphorus @ 05 ~$85.00
' Reconer - AudioOmly 450 $20000 . Grenade - Smoke 0.5 $30.00
- Recorder - Audio/Video _ 500 - $3%000 - Grenade - Sam @ 04 . - $80.00
CScope-Rifle™ . C 050 - - $15000 - Knife - 05 $85.00
Sllenoerll"lash Suppmssor Pistol 0.30 . $250.00 LAAWSAxmAnnorRodwt‘z) ‘ 6.5 $l,50000
© Silencer/Flash Suppressor -Rifle 050 $450.00 - Pistol - Standard = . CLTS $350.00
. Tripwite Flare. .~ 025 © $2000  Pisiol - Non Magnetic - 1.50 $750.00
-‘Uln-&v:oletraganwgzam Pistol 035 ~ ©$250.00 - Rifle - Standard @ 3.0 $300.00
- (sz:l)lcwnhUVNVG only) .7 . Rifle- Assault @ - : 45 $55000
Uhm—leet Target Designator - Rifle 045 - . $35000  Rifle- nght Madlmthma’ 7'5.3 _ $750.00
‘ N (VlsiblcwiﬂlUVNVG mly) ~ _Rifte - Heavy Machine Gun @ - 750 ¢ $125000
: SCUBA Shark Stick o 1.5 S 87500
Note 1(” Altematmg annor ptercmg, tracer standard and * SCUBA Spear Gun 24 - $120.00
explosive tip bullets. . - . . * Shotgun - Automatic @ T 40 - $450.00
‘Note 2@ P0551bly lllegal or restncted for ordmary cmzen " Shotgun - Pimp Action - -37 - $350.00
"to possess in many states. .  Shotgun - 2 Shell Brecch 1403‘!’“8 . 33 . 827500
. Note 3® ; Can fire one, or both shotgun shells at player . $1250.00
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Usmg surpnse to your advantage can be a tremendous

 asset. Likewise, when used against the group, it can severely' )
" damage the’ players 1f you successfully surprise your .-
© opponents you get a complete segment to fire any readied -

o ‘weapon(s) at your opponetits, while they will not have the
chance to return fire. Surprise is checked only if one or both

. the players and enemy come atross each other without prior

. warning. If both groups can plainly see each otherfor several

-minutes before an attack is made, then surpnse is slnpped '

. and normal combatbegms :

Surane cdn occur ind planned or unplanned way.

If two groups are walkmg down a pair of perpendrcular '

. hallways and bump into each othet at the intersection, then

" surprise would be rolled for both groups. However, if one ~

- group has established an ambush and another group ‘wanders
" into the kill zone, then surprise would be checked only by

‘the group that prepared the ambush. In all cases, if surpnse '

- is not achreved then standard combat rnay commenee

surpnse check In these cases, the group who achreved .
 surprise with the }ughest roll is the only ope that gets the free

fire segment. If both ¢ groups toll the same number and both -
achieve surprise, then a d12 is rolled by both sides and the' '

hrgher number wins the free segment. If there is another tie,
the process is repeated until one party gets a hrgher result o
than the other Thrs will be rare, however. .

. Surpnse is determmed by rollmga d20 and modlfytng T
- the roll with the numbers on the chart below. A modified =~
- resultof 5 orless mdlcates surprise is successfully achieved.

A result of 6 or more means no surptise exists and normal

_combat begins. The surprise chart begins with a series of

conditional questions. If the answer to one of those questions

" is“yes” thenyouuset]1e subsequent modifier. Iftheoondmon
- does niot apply to your situation (a no answer) then you skip - -
. to the next condition. The’ second half of the Surpnse‘
‘Modifier Chart contains other variables that are’ fairly
" straightforwdrd. Not all condmonsv\n]lapplymall situgtions, ~ . -
<., ", 7 Ifindoubt, asktheGM TheGMrstheﬂnal arbrterof'whether LTk

, There may be a s1tuatron where surprrse rs"”' A
successfully achreved by both groups in an unplanned T

the conchtlonals apply or fiot,

: Ifsurpnse is achneved the group that aclneves it may
fire all readied wieapons at the other group. To qualify asa

. “readied” weapon, it must be in hand, ready to fire in all

‘ respects and the target must be in the ; arc of fire. You may .
fireup to the maximum fire rate of the weapon at one target -

each, The chances to hit the enemy are the same as normal

_ combat The only advantage of the surprlse segment is the

o enemy cannot retum ﬁre durmg thes surpnse segment

32

_Condition o Modifier -
1 Are yourunning? +6 i
| Areyouwalking? +4
Areyou sneakmg‘? 2
Are you still? o -0
. Arethe enemy running? , Tl
Are the enemy walking? - 4 )
; Are thc encmy sneaking? -2
1 Are the enemy still? _, - 0
"_'{jAre you ef'f'ectwely camouflagerl" 4 e
Are the enemy effecnvely camouﬂaged'? L.+
' ‘Other Varlables - Modlfier
|+ For every person in your gfoup with' you.,r. - : +1 L :
o For every persen in the enemy group R

Players wrth the Assassmatron sloll also use surpnse -

f when attempting a qurck kill on an unsuspecting victim. To . .~ -
. assassinate someone, you must have the Assassination sloll o
- approach the target unséen (or alternatlvely have the victim -
‘approach your ‘position), athievé surprise, and make a =~
-sticcessful roll using your Assassination skill rating. If this -

-is achieved, the target is automancally killed (or rendered

unconscious at the- player 8 dlscretlon) A failure at any pomt '

wrll probably result ina standard combat



XENOFORCE

In XenoforCe, it is necessary to understand the
. constraints of time on all player actions. Timeis represented
in the normal format of seconds, minutes, and hours.
However, there will be times when actions need to be placed

- into different units of ime. This occurs most often ifi combat

situations, but does occur u'regularly in srtuahons where lots
of thmgs are happenmg ina short penod of time..

Seconds are the smallest unit of time in the game
Five seconds compnse a “segment” There are 12 segments
ina minute. A segment isused to break down multiple actions
by many players (and t the GM) to provide a constant standard
‘to nme keeping Why? Here is an example

Assume that there are ﬁve players wrth assorted
weapons inside a aircraft hangar ﬁghtmg three alien-
controlled ‘humans who ‘also have wedpons. Without any
form oftime keepmg, there is going to mass confusion'and a
lot of , “You didn 't shoot me ﬁrsrl I shot Mﬁrsr P, Segments
break down the time when actton is going on and slow it
downtoa controllable level so that everyone can understand
what is going on and when Only one action is allowed per
segment.

Before we get mto specrﬁc examples there must be
an explanatton concermng actions in a segment. Under
Xengforce guidelines an assault rifle requires 2 segments, or
10 seconds to reload. The immediate réaction is that it takes
only afew seconds to remove an empty magazine and place
-4 full one in 1ts plaoe “This is true enough However, in 3
combat situation you are doinga lot more than just reloadi ng
the weapon, In that 10 seconds you. are dtggmg out the new

. magaﬂne removing the old one. reloadmg the weapon,
stowing the old magazme watchmg enemy movements,
waiching fellow team members and their actions, and keeping
low to avoid getting hit by enemy fire. If the time penalties
and restrictions seem harsh, remember that they apply to the
enemny as well as yourself. They have nomore of an advantage
‘with time than the teams do. Another srmple reason is that
thisis justa game. While it is reflective of real life to a point,
some aspects must be generalized to create a uniformi set of
guidelines, Time is one of the things that is compromrsed to
make Xenoforce a playable product

As always the GM may modrfy thns as the'y see fit.
However toumamen'rs and official games will use the stated
weapon and trme standards

B R
“The strongest of all Warnors
are these two - Time and Patience.”
Leo Tolstoy, War and Peace
¥ _ ¥

. After determmmg surprise (if applicable) and

? determining the effects of it, you will have a player roll a

d10 for his/her group. The GM rolls a similar dice for the
NPCs the players are fighting against. This is called the -
initiative, or the luck roll. Whoever rolls the higher number

their actions. Combat will then proceed on a segment to
segment basis with alien and human forces taking turns in

movement. If an enenty and ally both have an action on the
same segment, the initiative dice are thrown again to
determine who gams initiative for that segment. The effects
of the initiative winnez’s attack or action take effect BEFORE '
the initiative loser performs his action. Here are two bnef '
examples of how initiative can affect play: = '

‘ Example#l Several segmems into a combat Mrchael
targets a Morpher alienwith his rifle. The alien'is pointing
apistol at Alice who is busy rejoading her shotgun. Both
" Michael and the alien are due 1o fire in the same segment. -
- The Gamemaster and Michael roll initiative dice. The
-'GM geis a 4, Michael gets a 3. The Morpher fires dt Alice
. and kills her. Michael shoots a  fraction of a second later

' andwounds the Morpher The segmem ends -

" Emmple #2: Severa[ segments intoa combar To ony targets
-~ aSecurity Guardwith his pistol . The guard ispreparing -
to throw a grenade at Tony s group. Both Tony and the

‘ guard are 1o do their actions in the same segment. The
"~ Gamemaster and Tony roll initiative dice. The GM getsa
.7, Tony gets a 10. Tony shoois first and strikes the alien

" In the arm. As a result, it drops the grenade it is holding.

. fragments. The guard fails his blast avoidance roII and ‘
- dies. Thesegment ends

_ The roll of the d10 rmtlatwe dice represents how _
delayed someone is in gettmg started in

perl‘ormmg the1r actions in combat. Reasons for thrs delay '
include bemg startled, snagging a weapon on & prece of
clothmg, or having to dig for a piece of equipment. Once
combat in underway, there are no further delays, exceptthose .
given by the segment penalty chart for weapons or when -
slmultaneous acttons occur. .

thferent weapons have a segment penalty that is
apphed during the initial use of that particular weapof. ‘This
is‘applied when the desired weapon is holstered, slung, or .
otherwise out of a character’s hands. This delay represents
how long it will take to get the weapon into action. A standard -
shotgun for example hasa segmentpenalty of 2. Thrs means

33

(ties are re-rolled) goes ﬁrst then the initiative loser does . -

accotdance with the segment delays for éach weapon and -

The grénade explodes and showers the guard with
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that it takes 2 segments to prepare aim, and ﬁre the weapon
Here is a more complete example SR

Jonathan Strange a player character sees an enemy

character rinriing from a building on the 2% segment of

' Grabbing the weapon, he adds the weapon segment

combat. His breech-loading shotgun is on the ground
beside him. He elects to grab the weapon as his action.

- ‘hJonathan fires hrs double barreled shotgun at the

retreating enemy on the 5"' segment, thus using the last
round of ammo in the weapon. He elects 1o reload the’

- shotgun as his next action. The reloadmg begins on the - .
Segment afier firing (the 6% segmem) and continues for 3

segments which takes him to the end of the 9* segment,
After reloading, he decides to fire at the same'_target.

- Taking all this info account, lhe weapon _ﬁres again on -

L penaltyontolhe currentcombatsegmentnumber (also - the 10° combat segnrenl

- 2) for atotal of 4. This means the shotgun will be ‘ready o
lo fire at the start 0f fhe 5"' segmerit of combat ' If you contmue ﬁrmg at targets wrthm your arc of
 fire with the same weapon, there is no further time penalty -

The other trme delay for weapons 1s the reload_ Agam we will coratmue our example:

> penalty. Thisis used when a weapon runs out of ammunition. -
" When using the reload penalty it is assumed the player hasa -
spare magazine or rounds ready to reload, in therr possession.
If not, then the weapon is useless until new rounds are -
- purchased/found Next we will discuss the reload penalty.
A shotgun has a reload penalty of 3. To demonstrate this
. time penalty we wﬂl contmue usmg the same example as
_ abmre :

: Jonathan Strqrrge ﬁres hrs reloaded weapon at the enemy :
using one of the two available shells in the shotguin on -
" the 10% segment. Seeing the pellets strike the target, but
not killing it, he decides to fire again. As he is firingat
. the same target there is no penalty and he fires againon . "
.the 11* segment. His weapon is pow empty agarn and R
musr be reloaded before bemg used agam :

Weapon' Load Chart

- "No.of Rounds  Segment - Reload .
] Type - . Carried . - Penalty - Penalty .
- § Blackjack N/A i N/A
Claymore Anti Personnel Mine *_ , b 3 NA
F Club CON/A ] N/A (
Explosive® o 6 - N/A
““Grenade - Fragmentation * 1 1 N/A
' Grenade - White Phosphorus* 1 N | CON/A
¢ Grenade - Smoke *. H 1 N/A
Grenade-Stun®* B - L N/A
- Hand/Arm N/A 1 N/A
Knife . | N/A - NIA.
Foot/Leg N/A 1 N/A
C g_‘LAAWSAntiAﬁBorROCRBt.*__.'_'._..._..__ 1 r CNA -
© " Pistol - Standard 8 R 2
"] Pistol-NonMagretic -~ " .0 0 8 e 2
:F Rife - Standurd 6 1 3
RiflecAssault®s o 30 1 2]
' . Rifle - nghtMachmeGun e _ 20-150 3 4 .
' 4 Rifle-Heavy MachineGun*** -~ 150 B DR, S L
| SCUBA Shark Stick i 2 2
_ SCUBA Spear Gun S 2 w3 -

. Shotgun - Automatic 5 2 4 . _
~§ Shotgun - Pump Action **** , 5 2 e Y |l
. ¥ Shetgun - Breech Loading 2 2 3 7 .

= StmgerAntrAlrlnfraredGurdedM:ssrle 1 4 6 ) -

o

. One use only No reload possrble L L U o
A% _TFires single shot or bursts of S rounds per segrnent or 20 rounds per segment (Full Automauc)
- *¥% _Fires single shot or bursts of 5 rounds per segment or20 rounds per segment (Full Automatlc)
_ ¥*** -1 segmentto load a smgle round into the chamber from weapon maga;me usmg pump action, 4 segments to load

| “shells into magazine on empty weapon. , N |
[RENGFoRCE D)
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- 'r')PTthAL INITIATIVE METHOD _

The above initiative method is presented for speedy
o play Howe\rer it does have an inherent flaw; If you gain

- initiative usrng the standard method, all of the dctions of

your side go before the side losing initiative. ‘While this does

N reglment play and allow things to proceed raiher qmcldy, it~
isunrealistic. fyour group has the desire to run your combats
' atamore advanced level, you may use the following optional

initiative method. Be aware that tlus method requrres more

. ' work by both the players and GM

o Usmg optlonal mmatwe gurdelmes all characters"

lpartlcrpatmg in the combat state what actions they are

; performmg in the next segment before :mtlatwe is rolled

l

et am——

|

]

Y

" Then "e"{fery character will rolt a d10 for their"per.sonal

initiative in that segment. The GM will roll a d10 for each
alien character in the combat. After ¢veryone has their result,
the characters with the lowest number (1 being lowest and
10 being highest) will do their actions. For example any -
"character(s) who rolled 1 will perform their stated actions o

first, then the character(s) who rolted 2 will perform theirs,
" etc. If a PC and alien have the same roll result, both of their

actionis (and any résulting damage) take place simultaneously.

"’ This method allows a mixing up of allied and alien actions

within any given segment fo give a more realistic feel to the

. combat. All damages and results take effectimmediately and :

will aﬁ‘ect subsequent character act:ons ‘as determmed by. :
the GM. - s )




It i essential that each ﬁlay'er‘ undeféﬁiﬂ the. complete |

~ combat  process of Xenoforce Uptonow we have only dealt

with surprise and time keeping as it applies to game COl‘lﬂlctS ’
* Now we will look at the entire process of combat in detail. -
" Atthe end of the combat section will be a full combat example N

2 with detanled explanatlons throughout

In combat negatlve modlﬁers decrease ehances of'

success and positive modifiers increase chances of success.

B _The player must roll less than orequal toa pre-desxgnated
" number for a successful attack If that number is under a
“negative modifier it becomes harder to roll less than that_

amount. Ifthe number is increased via a posnnve modlﬁer it

" modifiers, if you. can attack & target you
than a 5% Qhancetohu $

Combat is based on the segmem All penalt:es and' w
- ‘weapons ate based on this unit of time. When it becomes

_impractical to track a fight in segments due to excessive gaps,

"a case by case  basis, but essentially this is the rule of thumb

" that will be applied. The first segment of combat (regardless -
.of the actual segment number in overall time) is referred to

. ds “segment #17Within each segment all actions from elther
'snde occur accordmg to the initiative roll. '

Before mmanve is ro!]ed itisa good idea for the GM ST

to ask what each tearh member is domg This’ prevents players
from changing their minds based on information generated '

;_dunng that segniert, as all of their actions are conmdered o
; 'be takmg plaee simultaneously ‘ a

Sy

Aﬂer determmmg 1f surprlse plays ] role in the

combat itis hecessary to look at the otherfactots that shape
is easier to roll under it. N matter what the negative

ou wrll neer have fess '

abaitle. The distance between you and your target cai affect -

,".how well you perfonn under fire. Different weapons have
. varying ranges. Ensunng ‘your target is within effective -

- weapons range is a very important. aspect of the game .
_'Altematwely, keeping out of the enemy’s range is also o
-—-1mportant The followmg chart deta:ls the effective and

: _ maxxmum ranges. of all ma]or weapons in meters
then combat is usually over. The GM w111 determine thison - . ‘
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Min. Rnnge Max Range PB S . L . Notes
: CNIAC H/A =~_;N/A NA 1
10 R T R T AR
R b1 S TTNA N/A -'-j_'N/A NA 2+
ol Tl NIA O N/A CN/A ON/A _
4T A NA NA ONA R
1 UTNANA NA N
B B ':[ N/A NA NA NA
' - Special __N/A N/A NA: NA 4*
- Special . N/A NA N/A NA 4¢
. Special . N/A N/A NA NA 5
Special | NA NA NA NA 6
U, L oNATNA NA NA
Spemal e NTA N/A NA NA -4

Grenade - Fragmentatnon B
 Grenade - White Phosphorus
| Grenade - Smoke
. EGrenade-Stun - - -
“ fHand/Arm " _. .
 Knife

-l
—0io o%c%c}c oo s o o o

'LAAWS Anti-Armor Rocket . 15 - 250 25 o125 187
‘Pistol e ___,50 s 12 25 37
Rifle - Standard . +.200 020050 0100 150 - -

o150 15 37 1S - 2 ,
300 0 3075 .. 150 225 . .
IR RN NfA NA NA NA 7
e 12 s T

"KRifle- Assault =~ 7

‘| Rife - Light Machine Gun____
ESCUBA Shark Stick -
_SCUBA Spear Gun

o coocacool

BShotgun - Bird Shot =~ 25 2 6 12 18
Shotgun - Buck Shot . - o....40 - -4 10 2 .30 -
- EShotgun - Shags 80 ] 20 40 60 h

—

StlngerAntlAeruided Missile 100 5000 . 300 1250 2500 3750_‘"1')

-',1>n Point Blank (+2s to lnt) S - Short (+2o to0 lnt), M Medlum (+10toh1t) L. Long (No modiﬁer)

: “' Successful Blast avondance roll dmdes damage/effects in half .
S ‘Note 1: Surprise is required. If successful hitis made target stunned for 2d6 segments
- Note 2: 120° cone-shaped area of effect. o8 '
" Note 3: Stated effects are for % kilos of explosive: Add 1 meter to area of eﬁ'ect mdlus for every addmonal Ya lulo
- “Note 4: Weapon ¢an be thrown up to 15 meters + 1/10% of STR ratingin meters. - _
~ Note 5: Creates dense opaque smoke in area of effect for 3d6 segments causing 90% maskmg cover.
'Note 6 Any character in area of effect blinded/stunned and incapable of any action for 2d6 segments lf Biast avo;dance *
- roll failed. Effects reduced to 1d6 segments if roll is made BT ‘ . ‘
- “ Note 7. Fires only with successful hit on target. B :
" Note8: Mlssﬂe homes inon strong heat sources only Blast radms of warhead |s 3 meters.

“In effeet, the closer a target is to you, the better the "~ If y you fire/use a weapon ata target outsuie of the

.~ charice you have to hit it. Ranges are calculated asfollows: ; stated ‘min/max ranges, there will be no effect. Spemal .
~Upto 10% of the maximum effective range is consudered ‘ clrcumstances may dictate otherwise at GM discretion. Area

. point blank range and you receive a +25 to hit. Up to 25% of . of effect weapons like grenades/mmes affect all targets within
- effective maximum range (Short), you get +20 to hit; Atup their radlus of operation at the time and place of detonatlon )

" to 50% of effective maximum range (Medium), you recelve' o . L

A +10 to hit. At the 75% rangeorhlgher(Long) youget noto s
RN hlt modlﬁer S S s
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" HA ND-‘ TO'-HA* ND

Players using the hand-to-hand sl-all havea sllghtly )

' 'dlt’ferent combat method for determining attacks on their

o targets. First they get two ‘attacks per segment. However,
due to the unpredictability of hand-ao-hand combat you

. cannot spemfy where you are gomgto hit. The two weapons
you use in hand-to-hand combat are arm and foot atiacks,

-* " Foot attacks do slightly more damage. The chances to se¢
- what type of attack you make i in any grven segment is -
‘ : i3 the same as a'standard hand-to-hand attack. If a successful -

© " attack rollis made, then the weapon is torn from the graspof
" the opponent (to determine Where the weapon lands use a d6

" todetermine direction, and a d4 to determine the number of _
 theters distance from the originating hex). A successful
- d:sarm does no damage to the target, however

- determ:nedbyadﬁroll

ﬂﬂ!ﬂl L A!Iasz_lm

1-2 7 Am/Am
3-4 ‘Arm / Foot -
3 54’6”“%", Foot/Foot

~ that segment All handfto-hand damage is blunt.

' | SN]PER

. Ermnst “ﬂ‘:e Brmser ” Hams enters into a ﬁght using his

hand-to-hand ability. His d6 roll is 3 resulting in one arm

. Sorfyourolleda-‘l ywwouldgettomakelann"'
vattack at 1d4 damage and 1 foot attack at 1d6 damage in

- and one foot attack. The first attack misses, but the secand

hrts. T?us results in 1d6 damage .

' The hand-to-hand skill may also be used to disarm an
" opponent. To do this, the player sacrifices the segment’stwo

attacks for one disarm attempt The player’s chance to disarm

o To make any form of hand-to—hand attack the ta,rget o

_ must be wrthm 1 meter of the attackmg character

, ‘A character with the smper slnll can ptck off atarget
at a very long range. As long as the target is within weapon -
. range and there exists a clear lme-of-srghtto the target, there . .-

* is a chance the sniper can engage it. Snipers can only fire _
‘single rounds, but they have an improved chance to hit. The -

- player will normally declare that he/she i is usmg the smper_
o sle[l before i initiative is rolied. .

‘Several conditions apply for asuccessful apphcahon '

o ot‘ the smper skill:

. I) The smper ablllty reduces enemy protectwe cover",-"_

bonuses to half their nérmal rating due to the sniper’s

 superior aim. Ifan enemy normally recelvesaprotecnve.
* cover of 50%, the snipef fires as if it was only 25%.
This applies to protective cover only Maskmg cover -

. remains unaffected.
2) The sniper may fire at atarget atupto tw:ce the l'lOmla.l
- effective range of a weapon. However, when shooting
further than the stated effective range ‘there is no
' reducuon in target cover because of the difﬁeulty of

',the shot bemg attempted The ablhty to shoot further o
. than the stated ‘weapon rarige does not affect the range
. modifiers for that weapon (pomt blank, short, med:um
“andlong). .
3) ‘The sniper mustbe c0mpletely stahonary and inan area

© - ot position where a stable aim is possible. :

~.4) Only single shots may be fired. No. blind or automatxc' .

fireis allowed when sniping,

5) [Ifthe sniper takes damage in a.ny given segment, any

" subsequent attack by the sniper in that segment 1s _
' nulhﬁed as hls/her aimis rumed

The restnctlons plaeed on the smper are tough yet R
- ‘the successful application of this skill is of greatbenefitto”
any ‘team. Normally, in order to us¢ the sniper skill, the
; character must have a weapon that can be- aimed with )

* precision. Arifle with teleseoptc sights i isthe bestrecogmzed E
type of sniper weapon, but the GM will have to rule on a |

case-by-case basis. You cannot smpe with grenades kaes

Claymore mmes etc

3 “Assassunatlon is the extreme form of eensorshlp

Georye Bemam‘ Shaw :

—

 CETEEd O

CEE %)
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' GRENADES o

Grenades are weapons wh:ch do not use standard
procedure
1) ‘Show the GM the target hex y0u are mmmg for. Itisa .
. .good idea to mark this hex with sorie sort of marker or, L
- sign for easy reference. The target hex must be within

' character ‘

: B htgher than your agrhty ratmg, go to step #3
- attack rolls. To throw a grenade (of any type) follow thls T3y

Failure to roll under your agility rating means the grenade

- will land off target. Roll a 6 and a d4 simultaneously. -
. "The d6 indicates the dtrecﬁon the grenade rolls from
. theindicated target hex (1 is North, 2 is North-east, 3 is

South-east 4is Somh 518 South-west and 61 15 North-

_west.) and the d4 shows how many meters in that
15 meters + 1/10 STR ratmg in meters of the throwmg o

direction the grenade travels before éxploding. Note: If

o .. " usinga square "grid mapping system use a le for
2) Roll under your agxhty ratmg to successfully throw the = jd,recu(m tgnonng o* .
 gfenade into the target hex. Success meansrt]andswhere"‘_ - L

1t is suppOSed to and exp]odes Ifyou roll eQual toor Grenades have ghe fonowmg effects
‘. Type T Blast Radius 'ﬂ".ts IR
- {Grenade - Fragmentation o 6meters . 2d4+2Damage * .
- .| Grenade - WhltePhosphorus _w.2meters .. - 1d4+3Damage* )
‘}Grenade - Smoke S Gmeters No damage. 90% aqkmg Cover
. Grenade Stun 3 meters L Stunned 2d6 segments SR _/
* Successful Blast avondance roll dmdes damage!ef’feets in half o
L - %‘ T T e T*-T' POREE , -
’ P It is better to die on yout feet
- than live on your knees.”
o : UmdenuﬂedRomanGenemi L
MOVEMENT IN COMBAT o

7 Dunng the mtroductory combat examples above lt is assumed that netther party is movmg When both attacker and ;
target are statlonary, there are no movement modifiers to hit the target However, if either or both are movmg, then there are
penalues to hit the opponent Use the followmg chart to add penalt:es to the attack roll:

* dtacker . SMM Ruming -~ |
. Stationary | . ! SR [ IR
. ] Walking S -,-5 ' 10 as.

S “There may be additional factors involved that are not
- listed here. The above chart assumes that both characters
" involved are on foot and not on bikes, in cars, or on the roof

Of a speeding truck or train. If this is the case then the GM
may apply additional movement modifiers as he/she sees fit.
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Typically, a character must be facing an enemy to attack it. This is applied - 120 Arc of Fire™—
in Xenoforce by using a pre-designated “Arc of Fire”. A character can attack s CaREE \'\
anyone within a 120° arc in front of him/her without the need to change position. A / \: \
If a target is outside this arc, then the character must sacrifice a segment and b \\ / N

move to face in that direction. If the player does use a segment he can move to
face any of the six possible directions in that segment. As long as a character has
a serviceable weapon in hand he/she can attack any character in his/her arc of
fire without penalty. Here is an example:

R A

Sally Morton sees three figures approaching her across the open field
(Characters A, B and C) All three characters are within her arc of fire and
the effective range of her weapon. As she has her assault rifle in hand she
attacks Character A on the I* segment, Character B on the 2 segment, and Figure 1.1 - Character A’s Arc of Fire.
Character C on the 3.

Alternatively, here is a second example using the same situation:

Seeing the three figures approach, she elects to fire on Character A on the 1"
segment. Hitting but not killing him, she fires again on the 2" segment, killing
Character A. Shifting aim, she fires on Character B on the 3™ segment and
misses. Character C begins to flee off to her right. She fires on Character B
again on the 4" segment and he goes down. By this time, Character C has run
out of her arc of fire. She uses the 5* segment to reorient herself to face Character
C and on the 6" segment fires at the running target.

When attacking, or being attacked by, multiple characters, there is a limit to
how many characters can surround an opponent or opponents at any one time. The
maximum number of attackers that can surround a character is 6. A hexagonal
Figure 1.2 - Example Arc of Fire. system is used to see how many characters can fit around any given character.

Here is a simple diagram of the attack arc. The hex size is a standard meter
each.

Now another example showing multiple
characters. In Figure 1.2, Character A is surrounded
by six of the enemy numbered 1 - 6. Character A is
directly facing Character 2 and can therefore attack
Characters 1, 2, or 3 simply by shifting his aim. To
attack any of the others requires him to sacrifice a
3 segment and move so that he is facing in their
direction.

Now we add more characters to show how a
typical combat might develop.

. . a Figure 1.3 shows two player characters (A and
‘ A B) with five enemy characters (1-5) in various

positions and ranges around them. The arrows
indicate the direction A + B are facing and indicate
the center of the resulting arc of fire. In this example,
Character A can fire at enemy characters 1, 2, 3, and

Figure 1.3 - Typical Arc of Fire Example. 4 without having to shift position. Character B can
fire at enemy numbers 2, 3, and 5 without
reorientation.

40 XENOFORCE»£)
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~ Characters can reduce or even negate damage if they
use surroundmg items to protect themselves from enemy fire.
Rocks, trees, bulldmgs hght poles and othér innocuous items

can increase the amount of protection afforded toa character. -

If combatis a.nhcrpated itis well worth the tlme of the player ‘
to look for decent cover.

Cover comes in two types. Protectlve cover is the first -

"~ type. It actually stops, deflects, or reduces an attack due'to
. some substantial object bemg drrectly between the attacker
-and the target. This can be a piece of furniture, a log, car, or
sométhing similar. The amourit of protection given depends
on how much of the target is covered by the object. This
.-amount of protective cover is broken into 10% increments
for ease of usé. A character standing behinda car door would
" have 40-50% cover, whereas the same character lying behind
“alarge fa]len log would have 80-90% cover. A character can
only have 100% cover if they are doing nothing but taking’
'COVer. If you are attempting any other form of action, then
you give up total protection. The GM wilt usually providea
. modifier of the amount of cover based on the circiimstances,
ot simply decree the character is rmmune from that form of
. dttack.

- Another form of protectlve cover is body armot or
2 bullet-proof vest. Normaily, these items will give the
character a continuous protectrve cover of no more than 50%

k. ffuts of 'rotective Cover Chart

jhtack Modnfier 5%

If the attack failsto hit, it is assumed the attack was absorbeid

by the vest and the character takes no damage Blast attacks
from grenades and mines can have their damage éffects

lowered depending on the amount of protective cover the
character has at the time of detonation. This modrﬁer is
normally a direct percentage of the amount of cover the
target has. Example: A character wearing a bullet-proof vest

is attacked by a grenade. He makes a successful Blast
avoidance roll and, instead of taking 12 points of damage, . -

he takes 6, However, the vest also reduces this damage by a
further 50% (the amourit of cover the vest affords), so the
character takes only 3 points of damage total. If the character
had failed his Blast avoidance roll, then he would take 12 .

' pomts of damage, reduced by the vest's 50% for a total of

points damage taken. There are two types of bullet-proof

 vests. It should be noted that a lightweight vest will stop

pistol bullets but not rifle or machine gun rounds, soversus
arifle shota hghtwelght vest has a protecttve cover rating of
0%, -
= Bullet—proof vests do reduce dan’tage but they also
restrict player movement. Characters wearing a ltghtwel ght
vest suffer a-5% modrﬂer on all actions. Players wearing a _
heavyweight vest suffer a -10% reduction. . ‘
. Protective cover reduces attack attem pts in the
followmg manner: :

Percentage of Protective Cover

02000 E e e 0w N 100
-10% C15% -20% -30%

D% -50% “60% -’70% Specral

. Protective cover is not cumulative. Assume a character
behmd a boulder with 60% cover also wears a bullet proof
vest with a 50% cover rating. “Only the greater cover
-percentage is used to determine attack success or failure.
They are not added together to ake 110%. In this case only
the boulder would be taken into account, not the vést.

It should be noted that protective cover modifiers are
only applied if the cover used can actually stop the attack.
For ‘example, a normal car door will stop small caliber
“ammunition and shotgun pellets, so the door will give a
protectwe cover bonys to anyone behind it. However, a large
“caliber, armor-piercing round will go through thin metal and
glass with ease In th:s case. the car door is not protectlve

cover but the seeond type of cover called Maskmg or Fake\_’

'COVO!'

'~ Masking cover occurs when an item or ob]ect between
the attacker and the target cannot actually stop the attack.
"This type of cover usually includes things like bushes, foliage,
cardboard boxes, smoke screens, or darkness. Masking ¢over
serves to interfere only with the attacker’ saim, not the actual
attack. The effects of masking cover are ‘cumulative with
the effects of protective covet. However, masking cover is
much less of amodifier. Againifa target is totally obscured
( 100% maskmg cover) the GM will give the modifier based
on the present circumstances. If the combined masking and
protective cover ratings are greater than 100% the target is
Wnprallv immune to any attack.

F, fft‘lt\ of \Ltskm" ( over ( h.ul

JIZQL!L

Attack Modifier -2% 4% % —8%

- Percentage of Maskmg Cover

00 0 8 % g0
-10% C15% ~20°/o —25% -30% Special
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Damage to a character, just like in real life, inhibits that
character’s ability to perform normally. When a character is
physically damaged, or wounded, this will directly affect
how the character can perform with his/her abilities and skills.
To keep the calculations simple, the percentage of wounds

Damage Modifier Chart

Current Damage Points

Max.

Damage I 2 '3 4 5§ 6 7 8 9 1011
S B :
3 a3 -16 =0
40037 820
5 40 -30 20 -10 O
8RS0 2S e D
7 W@ 35 0 .21 W& T Al
e e
9 44 38 A3 27 22 16 M S5 O

10 45 40 35 30 25 20 415 10 5 0
11 45 .40 36 -31 27 22 -1B -13 @ -4
12 45 7413733 2025 20 46 42 '8
13 46 -42 38 -34 30 -26 23 -19 -1§ -11

44 48 42 39 35 3228 25 2117 -4
16 46 43 40 -36 -33 -30 26 -23 20 -16 13
16 46 43 40 37 3431 28 25 21 18 15
17 47 -44 41 -38 35 32 29 26 -23 -20 =17
18 47 44 41 3836 33 30 27 25 22 -19
19 47 44 -42 30 36 34 31 28 26 -23 21
20 47 4542 40 37 35 32 .30 27 25 22
21 47 45 42 -40 38 35 33 .30 28 26 23
22 A7 48 43 40 38 36 34 31 29 27 25
23 47 45 43 41 39 -36 -34 32 30 -28 28
24 47 45 43 41 -39 37 35 33 31 29 27

is a one to two minus off of any roll made on a skill or ability.
So if a character is 50% wounded, then any ability or skill
rating attempt is made with a -25% modifier. A wounds
modifier chart follows for easy reference.

17 18 19 20 21 2223 24

12 13

14 15 16

30

7.3 0

10 8- 3 0

12 9 6 3 0

14 41 8 S5 2 0

1613 11 8 5 2 0

-18 ~18. 13 0 -7 ©8 -2 20

20 17 415 1210 7 5 2 0

21 49 -16 14 11 9 -7 4 2 0
222 18 15131 8 B 4 2 0
23 21 19 A7 15 43 10 -8 6 4 -2 0
25 <22 20 18 -16 -14 12 10 B8 6 4 2 0

o

To use the chart, find your current damage points
along the top of the chart and your maximum damage points
on the left hand side of the chart. The resulting number is the
overall negative modifier caused by current wounds.

There are two distinctly different types of damage.
They are known as penetrating and blunt trauma. Penetrating
trauma involves wounds that pierce deeply into the body.

Bullets, knives, arrows, spear guns, etc., all create penetrating
trauma. A blackjack, club, baseball bat, or fist/foot attack
cause blunt type traumas. Blunt trauma wounds heal much
faster than Penetrating trauma wounds.

The following chart details the various weapons, their
damage, and the damage type. A successful hit is required
before these damages are applied:

“Take calculated risks.
That is quite different from being rash.”
General George S. Patton

®
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C AUTOMATIC F[RE

Automauc Weapons lrke the Assault Rrﬂe and Assault

' Machine Gun have an option to fire single shots, controlled
N bursts of five rounds, or full automatic fire comprised of 20
’ rounds per segment. The more bullets you fire, the more .

Multlple Round Attacks

5 Rounds

20Rounds -

. Attack Damage _
. ,.Mpdlfer Multiplier .-
.0 |

' unstable your aim. However, the potential damage you can -
do in that segment increases to compensate. The person
‘shooting will say which method he/she is using BEFORE
rolling to hit. If they say nothing, the single shot is assumed.
* The effects for these three firing options aré:

204

Ifattackmg with a smgle shot there are no attack

- modifiers and normal damage. Attacks thatuse 5 round bursts _
. take -10 off of any attack but give twice rolled damage if
. 'successful. Lastly, 20 round attacks have a -20 penalty tohit -

and 4 times damage if the enemy is hit successfully. In this
" “case, you are spraying bullets wildly into an area. When using
"~ this method only one roll is made regardless of the number
_of bullets fired. Remember to ensure that the remaining

ammunition in the weapon is accurately recorded. At the

~end of a 20 round burst, most weapons wtll be empty You

w111 then haveaweapon B j

) The above chart lists 2-20 rounds for crrcumstances\"
where you do not have a fully loaded weapon. Normally,

. you will simply empty the weapon into the enemy using up
-~ the remaining rounds. If you want to try controlled bursts
"~ tell the GM how many rounds you are firing. The GM will
roll ad4 and ad6. A 1,2, oi 3 on the d6 means “-*, and 4, 5,
or 6 means “+. ‘The d4 is the’ number of rounds yol are’

B Krtsten ﬁnds herself ona catwalk overloohng two enemy
" Sentries ta!kmg below her She tries for a conirolled burst
of 10 rounds of automatic fire. The GM rolls a 3 on the .

- d4,and 2 on the d6. So she actually only fires 7 rounds af

" . the enemy wn‘h resu!tmg loss of damage

Once you know how many bullets stnke each target you o
then roll that number of attacks per character taking all .
standard modifiers into consideration, If the cross-referenced
. number is 0, then the attack is impractical. If an attack is -

: tmpraetrcal increase the number of rounds fired, or shrﬁ your .
‘are to decrease the number of targets '

Here isan example of the optronal automatrc ﬂre gundelmes '
ina practtcal example . : '

.Beryamm Thompson turns the corner Qf an underground ‘

- sewer tunnel and sees three aliens walhng away from
him in a small group. They are within weapons range
and a 30° arc offire. They do not see him. He immediately
raises his assauli rifle and, ﬁres a full 20 round magazine .

. - into their backs. He is entitled to make 5 attack rollson -~

L each ahen

Prstols are consrdered to be semi- automatrc butthey s
- are reasonably capable of fast firing. However, a pistol is =
“not as stable as other weapon types when fired quickly. In
 instances where people wish to use a prstol in rapid fire mode,
use the followmg guidelines: :

D Prstols cannot fire more than 5 rounds per segment

.2) Every bullet suffersa mmulatwe -5 in rapid fire mode.
- over of under the fiumber of rounds that you wanted to fire:

‘The first bullet is at -5 to hit, the second -10 to hit, the

third at -15, etc. The player should describe how many
. rounds he/she intends to fire before mmauve is rolled.
. Smgle prstol shots suffer no such penalty

~3) The Optional Automatic Weapons Fire Chart above also e

. applres for prstol fire wrth multiple targets

e e B S P

B R e e g

‘“M_y center is glvmg way my nght isin
retreat situation excellent. | am attacking.”
Marshal Ferdmam' Foch
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" Weapon Dhl‘nag'ell(f'hart__

T DamageType
Blackjack -~ .7 1 )
_Blowgun . e
- .rClaymoreAnt:-Personnel Mme SRR,
Cub . -0 : L 1d6+)
~ Explosive "~ g B -
Garrote "~ . .. -0 1de**
- ‘Grenade - Fragmentat:on P e TS
", Grenade- WhltePhOSphorus. BRI
Hand/Arm - @ s 144
L Knife o T e
- FootLeg -~ .. oo 1de
. LAAWSAnu ArmorRocket‘ L=
Pistol ' o C —_—
¢ ‘Rifle - Standard * - —
- Rifle - Assault - L —
. Rifle- nghtMachme Gun —_
_ Rxﬂe HeavyMachmeGun' ——
" © SCUBA Shark Stick - " ..~
~SCUBA Spear Gun - e
" Shotgun - Bird Shot | —
"~ Shotgun - Buck Shot’ —_—
" Shotgun - Slugs —_

o Stmger Anu-A:r Int‘rared Gulded M1 ssﬂe

" . *.-Based on % kllo Add 4 d6 damage !‘or every addmondl kilo of .
. exp]nswe So % kilos of exploswe would generate 3d6+2 damage in’
area of effect. . B
“** . Garrote docs 1d4 damage for each segment it is around wcttm s
neek Victim gets Asphyxmtmn avoidance rol! at -30 (to & minimum -

_ of 5%) every segment to break free. . - L

" - %% . Damage for each shotgun shell fired ™ . ’
A Ty anny character wn!un blast radlus of warhead at ume of -
detonauon . ‘ o U

‘ There is e other type of weapon damage that is ot 0 3
"‘.obwous When firing the LAAWS rocket, Snnger missile, or
other similar weapons, then' rocket mofors will cause acoheof -
" fire behmd the weapon durmg the launch proceéss. Unprotected
‘targets in this cone will be affected by this brief blast of intense
fire. Also, if there dre barrels of keroséne, benzené, gasoline, or
some other fuel source in the cori¢ they may ignite and possibly ~
~explode causing ‘further damages Wood structures and paper .~ - -
- will catch fire easily and the fire will spread qulckly unless .
, ‘extmgmshed Rocket motors cause a cone of fire 30° in width, - - S
~and 4 meters tong from the point of ongm ‘Anyoné in this cone _
. > will make a Biast avordance roll. Failing the roll gives 1d6+4
I pomts of damage. A successﬁ.xl avoidance roll halves this’ ‘
"7 dam age. The weapon operators aré protected from this damage SR
" .- by the weapon’s design. It should be pomted out that wounds -~
" " caused by fire are considered as penetratmg damage as its eﬂ‘ects o
T require long periods of time to heal TR

3de

U der2r

2"d'4,+'2‘ e
1dd4+1 0 L

P

1d4+2

3d6+3

1d6
© 244+
2d4+2

2d4+3

" 4d4

2d6

2441
1da+1 *a*

244+ Hek

244 +4 #*
©U3de-lRerr
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SECOARY' DAMAE

When grenades explode rocket motors ignite, or

broken or otherwise aﬁ’ected Items on a character who fails

.a blast avoidance roll would need to be checked mdmdually' :

for damage, for exa.mple The fol[owmg chart has most“
“common materials listed for fast reference Toseeifan 1tem
- ‘survives, roll under the stated value ont d100, Success means
the item rema.ms unscathed The GM may m_odlfy any of the

‘ Here are two exam p]es of the appl:cauon of secondary damage

Fred Acre raises a LAAWS rocket and ﬁres itat his target,

~ but he does not realize the flames from the rocket motor

. of the weapon touch a series of wooden cratés a few meters -
+ . behind him.: The GM looks and sees that the mumberto
- rollunder o the Secondary Damage chart for Thin Wood

- versus Fire/Heat is 20. Herollsa 34 so the wooden crates

-‘ _catch ﬁre from the intense heat

. below numbers if they feel additional factors need to be taken
. when some other form of physical shock strikes speclﬁc items
~ it may be necessary to check to see if the item is dam aged,

into consideration. For exarnple agas taink is thin metal but
also contains a highly volatile liquid. Therefore, it is more

‘ probable that it will not survive a ﬁre-based attack. B
... Ttems which are designed to résist specnﬁc damages =
_ would not necessarily need to be checked. A radio designed
" to work underwater would not need to ‘be checked for
- secondary damages if 1mmersed in Water for example

Tanya Mulligan is caught in the blast of a fragmentatron
grenade. She fails her Blast avoidance roll and must check
her equipment for damages. She carries an assault rifle
which is considered thick metal. Thick Metal versus
Fi ragmentanon requires 80 or less. She rolls 92 meaning .
- her weapon is damaged and mccn;able of firing until itis -
repazred

Secondary Damage Chart

Fragmentation__ Physical Hit

‘ E . Exploswe Flre/Heat . Water
) Cloth -Thln 20 t0 s 35 50
Cloth-Thick .~ = 25 -~ . 15" 10 L 48 60
- Ceramic- Thin 10 30 20 25 65 -
- Ceramic-Thick " - 20 "= 75 . ~ 35 40 80
E  Metal-Thin 15 0 40 50 S0
 Metal-Thick - -~ 55 -~ - 90 .. 80 B %0
Wood - Thin 15 20 25 15 30
_Wood-Thick . 30 30 - .35 30 -85
Electronic 30 25 15 20 s
Glags, - - 15 . .60 - T 10 20 90
Paper 15 10 20 40 25
“Plastic ~ - 25 20 25 30 0 85
Rubber 35 30 75 80 95
- Plastic 25 20 .25 .30 .85
Rubber 35 30 75 80 95
"DUAL WEAPONS

There may be atime when a player has. two Weapons in hand
" 4t the same time (this does not include the dual attacks of the

" Hand-to-hand Combat skl as previously discussed). Tn cases .
~ . where there are two weapons in hand the followmg condmons -

. apply: |
: l) The weapons must be able to be used smgle—handed

and also not be too unwieldy. You could not use two .

- Stinger missile Iaurichers at the same ime, for example,
The GM will decide this ona case-by-case basis.

" 2) . Arcs of ﬁre remain the same. There is no change t‘or \

C ‘havmg two weapons
) You can only engage one target atatime. Ifyou attempt

~to shoot at two separate targets one of the attacks will L

N 'fml (50/50 chanee to determine Whlch attack falls ) ‘
4) Only single shots are allowed for each weapon per
- “segment, Automatic fire’ (bursts of 5 and 20 rounds)
- attempts will fail to hit anythmg (although 1t will keep
people’s heads down).

: 5) Reload penalties in combat double for both weapons

.. As thereis nofree hand to reload the weapon, addmonal ) |

" fimeis requlred to do this.

. - 6) The weapon in the “off-hand” (normally the left
- although this is player deﬁned) suffers a -20 reductlon,
int all attack rolls. The weapon in the “good hand” suffers
- a-10 reduction on attack rolls due to the second weapon
I and the concentratlon required to use both




OPTIONAL AUTOMATIC FIRE GUIDELINES

The presemed autom atic ﬁre gutdelmes lmmedlately
above were desrgned 10 make game play faster and less of a
hassle. However, asaresult some réalismis. sacnﬁced Usmg
the abové limits you can only shoot at one target per segment
tegardiess of the nuimber of rounds you put down range and
the number of enemy present in the kill zone. Plus, with 20
rounds fired you effectively only get four founds of damage
(whrch is still etiough to drop the average player) If you
want to be as realistic as poSsrble ‘and if you have, the
addlttonal tinie to spend you can apply the followmg optwnal
guldelmes for automatic fire. The GM shoutd choose which
method is to be applied before play begins. Once a method
is chosen, that method should be the only method used from
that point on. There should be no switching between methods
during a game.'Also, remember that the allen forces w111 use
the same method the pl ayers use..

All cover and miovement modaﬁers apply here in full
The only modrﬁcanons for these opnonal gurdelmes are hsted
here

If you have a group of enerny in front of you you
may unleash a blast of full automatic weapon fire into that
‘group with the potentlal of hitting all of them multrple ttmes
There are a few restncuons however

1) The targets must be wlthm a 30° arc of ﬂre that is
otherwrse within your normal 120° arc. The arc is restrl cted
to 30° because even the brawmest of soldiers cannot control
a weapon firing full aito outside of this. Besides this, the
trans:t between targets \ woulcl waste 80% of the ammo nf the
arc were any wider.

2) . The “krll zone or wheré the bullets land is resmcted

Dptronal Automatlc Weapons Fire Chart
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effective weapon range of the weapon and thls limits the -

effective area of the bullets. The targets must also be wrthm _‘ B

thrs SM area Example

A character possesses an assault weapon and has ﬁve énemy
characters in fronit of him, all withina 30° arc. Three of them
are 10 M away and the other two are grouped 45 M away. -

The player decides to begin his 5 M range 8 M to his front. - o

Sothe 5 M effecnve area is from 8 M tc 13 M from the

player Therefore he can only fire at the first three enemy : o

characters The second group of two wrll not be hit.

3) .
how many bullets strike each target. To do this you divide’
the number of r0unds fired into the number of targéts in 'the
zone PLUS one. The additional number represents the bullets
that miss due to the movement of the weapon from target to
target. Always round down to the nearest one. This rounding
down also results i in lost bullets A chart appears below for v
fast reference. :
4
than 20 rounds pér ségment, you cannot fire more than 20
rounds per segnient. While machine guns are constructed -
with heavy duty materials, attempts to fire more thar 20
rounds in any given ségment will melt the barrel of the
weapon, rendering it useless. DR
5)  The-20 modifier for full automatic fire e:tplamed in
the standard automatic fire gurdelmes applies to all rolls.

The additional rounds you get to fire make up| for thrs mmmg . _-

negatwe
6)  Friendly fire sitiations may also exrst wnth the
opttonal gurdelmes Be careful .

_ Number of Rounds Ftred : e ST B
16 11 12 13 14 15 16 17 18 19 20
10 11 12 13 14 15 16 17 18 19 20 §

'3 4 44 5 5 5 6 6 6 | .
2.3 3 '3 3 4°4 4-2 5 o
2 2 2 2 3 3 3 3 3 4
1.2 2.2 2 2 °2 3.3°3
1 11 02 2 2 2 2 2 2
i1 1ty 2 02 0202 .02 8
Tt Ut o122 2.4 e
LU R T R U TS B NN 2 I

B R Y

Ifattackmg more than oné target, you need 1o calculate .

" “Even if you have a Weapon capable of ﬁrmg more -

45 )
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BLIND FIRE

You may come across a srmatron where you know there _

18 a target, or targets, within a certam area, but you are not
exactly sure where. In cases like this you can attempt to hit

the enemy by using automatic weapon fire to saturate an area

* _ and (hopefully) hit the target. All aspects of the optional
automatic weapon fire section including arcs of fire and the

- “kill zone” are applied here. You cannot fire blindly with a
- single shot weapon as the chances are simply too low to hrt

All cover bonuses for the enemy are also applied. .

To find how many bullets have the chance of stnkmg -

' the target use the followmg procedure

1) The playerdesrgnatesthe areathathe/she rsfirrngrnto S are being pined down by the enemy in thé van, He decides

'."2) The GM looks at the area and decides how many - 16 use his assault weapon and 20 rounds of ammo to try ;

characters could theotetically fill the des:gnated space

(Typrcal]y, add 1 character for every meter of widthin

the area.).

- 3) TheGM refers to the Opnoml Automatic Weaponr Frre_ ‘

- Chart above, using the number of theoretical characters
cross-referenced to the number of rounds fired, and

_determines how many bullets have a chance of striking '

the target. -

~.4) The player then rolls that many trmes to see if they hit )

- 'therr opponent(s) using all modrﬁers ,

. Imaginé a Iarge cardboard box 2 meters high and 5
meters wide. If you put one person info that box (assume

" each character takes up a meter of width) and then rake the

‘ entire length of the box with automatic weapon fire, only -
. 20% of the bullets ,wrll.have a chance to strike the person

B jFRIENDLY F[RE

& . There may be trmes when there is a danger of bemg
: madvertently hit by your own team members’ ' weapons. This

" will occur when an‘ally (or innocent bystander) comes into

 the direct line of fire of some other character ﬁrmg their
. ‘weapon at a target. Note that this does not involve area of
. 'effectweapons like grenades Claymore mines, etc., as they
~affect everyone in their effective radius regardliess of
. allegiance. There are two situations where friendly ﬁre
"srtuatrons fay occur o

1) There isa character between the ﬁnng character and '

the target.

- 2) There isa character behmd the target y0u are fmng at
' e - : " in case of failure. Aliens may also encounter friendly fire

inside. If you place two persons in the same box, then you
would have a 2 out of 5 chance or 40% probability to hit.
The phantom character that was described in the optional
automatrc weapon fire section is still included in these

‘chances to hit. Essentially the GM needs to decide whatthe = . .

probabrlrty is to hit a character within a defined area. The
larger the area, the less of a chance to hit. The smaller the
area, the better the chance to hit,

- Here isan example

Jul:o Mendoza sees weapon _ﬁre coming from the rear

i : 'o_f a parked van. Being off to the side of the van he does

" not see the enemy directly. Howéver, members of his team

and hit the hrdden opponent through the thin side of the
van. He designates the rear half of the van as his target.
The GM looks at the map and judges that three people
could theorerrcally fitinto the space. After checking the
- appropriate chart, the GM decides that Julio, can roll 5

. limes to sée zf he hits the hidden ¢ enemy

If there was more than one enemy character intherear -
of the van in the above example, the ﬁnng character would
roll 5 trmes for each character in the 1mpact area.

Be careful of ﬁ1endly ﬁre If an ally is also within the

designated ared, you will roll to hit them the same amount

you would roll to hit the enémy in that area' Try not to kill .
someone wl'ule rescuing him . o :

0

“In either scenario, the resolunon is handled in the same "
manner. In cases of fnendly ﬁre there is a flat 20% chance

_ that you will hit an ally if you miss the designated target. If
- you miss the enemy the d100 are re-rolled to see if the bullet
hits the ally instead. If you rolt 20 or less the bullet strikes

the allied character. If you rofl 21 or hrgher the attack_,mrsses _
If there are several allied charactérs in the line of fire, then
each will be checked in turh until all are missed, or one of
them is hit. Special damages will only apply when a 01 is
rolled. This reduced chance is due to the friendly fire attack
not being aimed towards the character being hit. '
Friendly fire should only apply to combat situations.
Assassr nation, for example, should not result in friendly fire

- among them selves'at GM discretion. This is left optional as

o - the GM may have too much to do already. Tournaments will

. mcorporate ahen fnendly fire guldehnes however

'

W@o
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" SPECIAL DAMAGE

Infrequently a player (or enemy) will hit thelr target w1th o

B éspecnally damaging results. This attack will do a lot more

- ‘damage than normal. To determine whether ot not an atiack - .
. Bives special damage take the first digit of the skill you are = o
using for the attack; if you roll less than that number on your ’,.

" attack roll, then the follomng special damage charts should
be referenced (a 00 aftack roll always resultsina Tailed attack

- - andisthe exception here). If an attack does result in special - - :-
. damage, theplayerw:ll roll theit d100 dice again. Thatrollis -

referenced on the following charts for special penetrating and

S blunt damage. The initial normal damage for the attack still " ‘
applies unless it js multiplied by the spec;al damage results L

Here are sofre examples

Edwm McBam sees a Morpher raise up ﬁom al
a concealed position with weapon in hand. He gains
" initiative and fires his pistol towards it. He has a

* close combat rating of 76, s0a roll of 01 1o 97 on

Special Blunt Damages

- |DiceRoll . Resulting Efl'ects e
01-25Doublé Damage =
26- 50 Triple Damage = - ’ R
51- 55 Broken leftarm - Noacuonspenmttedw:ththai ]
*limb. : .
56 - 60 Broken nght am - No acuons pen'mtted thh "
""" .thatlimb. c
61- 65 Broken leftleg -No acnonspenmtted wnh that :
limb, nomovement. : - .
70 Broken right leg - No actlons penmtted wuh e
- thatlimb, no movement. Lo
71 75 Knocked unconscious - -2d4 segmem‘s
76 - 80 Knocked unconscious - 4d4 segnients .
81-85 Rlbcagecmshed No ax:uons, 1o movenient. -
86-90 Back broken - No actions, o movement -
91" Congussion - remamunomsclalsunulmedlcal
“aftention provided. - :
92 Concussion - remamunconscwusunulmedlcal .
. -aftention provided + 4d4 segments - . -
93 Jaw broken - no spéech allowed unul med:cal
| . attention provided. - *
- 94 Dislocated left sho_ulder no ax:bon w1th that f
. -ammifor24 hours, - .
" 95 Dislocated right shoulder =no actlon wnth that‘
R armfor24hours R B
'%Loseleﬂeye A
- 97Losenghteye. - - . K
_* 98 Spine broken - Immediate death
.99 Skullcrushed Immedjatedeath ,
00 Re-roll on thls chart twwe, 1gnore 00 if rolled
| again, , .

[

diog mdlcates .spectal damage results He rolls 04
. which md:cates a successful attack with special
‘damage. He rolls his d100 again and gets 62. .
* Therefore, the targetwill take normal pistol damage
* and lose 1 additional damage point per segmem until
- medmal ass:sfance is prowdeaf R

Morgan the Thtef ha;s' been cornered while breakmg

“skills and miist make a general roll of 30 or less fora

less than 03 1o have special damages apply. Luckily,
he rolls 01. His subsequent di00 roll is 43 meaning ~
the knife causes three times normal damage, so~

Morgan does (1d4+2) X 3 total damage 1o the guard. 3

special Penetrating Damages

Dice Roll Resulting Efl'ects'
OI 25 Double Damége =
26- 50 Triple Damage - . ‘
51-55 Knocked unconscious - 2d4 segments
56 - 60 Knocked unconscious - 4d4 segménts o
61 -65 Severe wound - lose 1 damage point per Segment ’
.. - until niedical attention provided.
66-70 Severe wound - lose 2 damage pomtspersegment
_until medical attention provided, = g
71 75, Severewound lose3damagepomtspersegment
. until medxcal attention provided. ,
76-80 Struck:i in chest - unable to catch breath for ld6+6
segments "No action or movement. ~ :
81 - 85 Concussion - remam unconsmous unul medlcal
.0 aftention provided. < - . .
86-90 Concussaon reinain unoonsc&ous unul medlcal“
~attention provided + 4d4 segments -
91 Left hand severed. '
9 Right hand severed. ,
‘ ‘-'-.93 Left foot severed. -
. 94 Right foot severed
" 295 Lose lefteye.
. 96 Loserighteye. = ' S
‘ 97Twnstedankle(You werelucky"')quarter e
© .+ movementfor Lhour. ‘ Sl
" . 98 Heart destroyed - Immedlate death
- 99 Decapitated - Imediate death.’
= 00 Re-roll on tlns chart twwe lgnorlng 00 xf rolled

@ again.

into a warehouse. Pulling out his throwing knife he -~ "
throWs:tcdthe@prmdnnggwd Hehasmcwnbat o

successfil attack. Therefore, he mustroll equaltoor |



DAMAGE _

" To m’ak'e things' interesting special damage results should

dnly be shown to the player who is affected by them. This

| roll his/er own specnal damages whetheritis ﬁ'om or agamst

way the rest of the team will have to investigate the type of
‘damage and its severity. Itis alsoa good idea tolet the player

: FALLING DAMAGE

XENOFORCE _

them Ifitis agamst one of their enemlea the player will lmow .

the additional damage was done by his roll. If against him, the .

‘ _player cannot blame the GM for a bad roll. Note: The
" assassination skill does not use special damages. A successful

assassmanon attempt rEsults in the immediate death of the
-victim. ‘ '

"At some point in the game, a character could fall (or be

pushed) from a ledge, window, or other high structure. To
calculate the resulting amount of blunt trauma sut?ered roll

" 1d4 for every meter above ground you fall from. This only

applies if you fall from a ‘height of greater than two meters.

" That is, if you fall from a height of two meters or lessina
. gontrolled fashion, you take no damage However, if you
" fall from three meters or lngher y0u roll the number of meters

-'md4 s

: _John is 'pusited over, “the‘ rodf of a butldmg ﬁve ’

- meters_from the surface of the road by a
-~ collaborator. He hits the sidewalk beneath androlls
" 5d4 and reduces his damage pomts by this amount. .

" If the surface the person lands on i soft and/or capable

. of absorbing some of the impact like water, straw, or even a

- ‘marshy bog, then a negative modifier of damage may apply
©at GM dlscretxon Thts is handled like thls

character's damage total in exactly the same way. The two -

types differ only in the recovery rate. A penetrating trauma
wound naturally repairs damage at a tate of one point per 24
hours. This assumes the character is doing nothing but resting.

" If the character is doing any form of physical activity

whatsoever, there is no damage recovery. Blunt trauma

damage repairs itself at a rate of I point for every four hours

of rest. Again, no physical activity can be performed during

 this time or the benefit is lost. Broken bones do not répair
themselves until weeks or sometimes months have passed. -

However the damage that caused the break will be repatred
in short order.

. If a character suffers enoug,h damage he/she will be '
forc:ed into unconsciousness. Characters in thts state can be
brought back to consclousness in three ways

1) The first method i is to plck upa phone and call 911. An ,
ambulance shows up, and takes the character to a hospital - -

~ whete he/she will get superior medical attention, If the

~ “characteris in stable condition (first aid apphed) when placed

Tanya the Assassm slrps on the shck catwalk and '
- falls over the side. She Jalls 4 meters but lands on
_apile of empty cardboard boxes. The GM decides
" she should roll 4c4 and subtract 2 pomts ﬁom each
' o dice roII (t0 a minimum af 0) o -

On the other hand if the Obj ect landed on i som etht ng

© like a'truck wind screen, steel girders, or a pile of broken

y glass then a posmve modifier may be added to the damage
rolls. In these cases the base d4 damage is taken as blunt
" trauma and the additional damage is taken a3 penetrating
. trauma (if applicable). The GM wnll determme this penalty

f

ona case by case basts :

- A bulldmg normally has a story or floor at three meter ‘
intervals, so a character standing on the roof of a five story

 apartment block would be 15 meters high for fall damage
k calculauons

- Both blunt and penetratmg damage is, deducted from the

_into the hospital, then he/she will survive. However if

gunshots/explosives are involved, local police may soon be

asking pointed questions. Be prepared to have a cover story
- ready or if not, be willing to lose & team member. Use thts
- ‘method only if the Code can be matntamed '

2) The second method is to have a member of the player- A
party operate on the unconscious character. To do this, the
‘Medic character must have an ablltty in the'area of expertise -

- that the patient is suffenng from. Example: If a character
- goes unconscious from a penetrating wound, then the Medic

must have the Medic - Penetrating trauma ability.

. An operation must be performed in a clean, stable .

enwronment with consrderatlon given to sterilization, and

“cleanliness of matenals used. Stabtltty refers to fotion.

Attempts to operate in the back seat of a speedmg caron 4

~bumpy country road are sure to fail, An operation attempt

also requires a professmnal first aid kit which contains

‘scalpels Sutures gauze and other requu‘ed materials. An

L g

~MItisn't |mportant to come out on top What
 matters is to be the one to come out alive.”

Berthott Brecht, In theJungle of Cities . .-

v



o »lmmedlately glve the wounded character

" .. damage per minute. This stops only when

XENOFORCE

o 'operanon takes 1 hour of umnterrupted effort for every

* negative point the character is below 0. At the end of this -

- time the Medic rolls 4100 agamst their Medic ability. Success

‘ ' leure means death

- 3) The last method isto stablhze the pauant (vna first ald)

and let them recover points naturally Consciousness will

: réturn when the character goes from -1 to O points. While -
‘this doeg take the Tongest tlme itis usually the safest m_ :

| fmamtammgtheoode EPUR

and the character is COtlSClOl.lS and capable (not stunned or

- bound) of such action. This requlres a personal first aid kit | :

* which is used up in the process. Several first sid kits should -
brings the character to 1 damage pomt, and conscxousness L L

be camed by the groiip for this type of emergency

Al;ens (all types) are consldered to be dead at 0

' points or less. Coltaborators may go into negatives at GM

- discretion. Toumaments will support negatlve collaborator
damage polnts 7 :

A character wnth a ‘Medic ratmg can halve the R

- ealmgtlme on a conscious character,in .

* - their area of expertise, if they make a '
. successful roll on that ability. Only one
roll per character is allowed Failure

“"medns the’ standard n recovery times apply.
_Medlcs can also splint bones, ‘and cut

" downon damage ‘caused by mfectmns ‘
. diseases, and ponscm Medics must
S constantly supervise ‘their patients forthe‘

B mcreased healing effects tobe felt.

' - 'The two damage types are tracked
separately on the cﬁaracter data sheet.
The totals of the two types show the"

i overall damage on the character. =

. .~ First ald can be applied to a'

o 'penelratm g tratia wound to help it heal.

~ -Applying even the crudest of first aid will

- a point of damage back. If not treated, a
*, " penetrating trauma wound will continue
..to bleed causing 1 point of additional

-+ 'the character dies, or when first aid is
... applied. It should be noted that this blood
- -loss does not_increase with additional
** wounds. Whether you have dne or five
.peneu'aUngu'aumawmnds youwillonly
~ lose one point per minute. A wounded
" character can apply first aid to himself
prowded the ‘wound IS accessnble to him,

,g“

= il .

" ™The tree of liberty must be refreshed from tlme to time
wuth the blood of patriots and tyrants '
Thomas Jeﬁ'erson

50
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10 you as it happened with all a’;ce rolls as they occurred. .
No aspect of the combat has been changed As you will see _ ('
7: was nol necessary to do so.. ) g S

~ (This combat sequence was onginalbf fought by S'rmon '
. Parkinson (Aliens) and Rob “Kaz ” Kazakoff (Assault tear).

Jtwas the first complete X enojbrce combat and is presemed -

Now that you have all the :nd|v1dual pleces of

2 mformahon necessary to participate in combat, we will apply

" that knowledge in a sample battle between a Xenoforce tearn
- ahd a small group of aliens. The followmg battle will proceed

o segmenit by segment to illustrate how the overall combat

. _structure works. Player actions will be italics, and alien

S actions will be bold. Plam text w:ll be used to descnbe the ‘

actlon and roll mod:fiers o

Shari Thompson

'Leader of the small group, Shariis"” STR: 42 . 0T Equipment
> & dynamic individual who never PER:53 ° S el o »'Radlo Hand-heid
" thinks twice about endangermg' CON:72 %7 i - "+ - Backpack . 7
herself during the mission. This ' AGL:33 .~ . Rope - 100°
 does ot mean she is reckless. She  INF:71 - - Radio Headset
- simply considers the inission above Major §ln| S ChmbmgHardware
- her personal snfety Shari is'an  Spiper " ~ 62(61)  Pistol - Standard v
~excellent planner who pre- . Reconnaissarice - 61(64) . First Aid Kit - Personal(Z)
" designates - duties’ and Minor Skills .~ . First Aid Kit - Professional - ‘
;responmbllntles to the team Medic-Poison ~ _ .- 44(43)  Rifle- Standard(th Scope) e
) members beforé a_mission’ Her _Medlc Pcnelratmg'rrnuma 45(47) - Jimmy " -
"‘mmndutydunngcombatlstocover_ Blank - . ,o00) leleAmmo(IS)
.|  theteami with her sniper skills, and Blank |- 7 0(0) - Pistol Ammo (21) | -
-\ coordinate the assault viaradio. . Blank 00) L )

The Xenoforce team in the exam p]e assault is made up
of five people. Note that these descriptions are far from
complete, and are presented in an abbréviated format for _
thlsexample only Here are their character outlmcs .

. Optional automatic weapon fire and standard mmuve S
guldelmes are to be used throughout PR S

Pt

R o R = ‘\

o “Cry Havoc! And let slip the dogs of war.”
. Shakespeare, Jufs Caesar, W i

Built like a tank, Fred is the other = STR:81 . S o Egmpmgn1 )
front line fighter of the group. He .- PER:48 .- .~ '~ ~ - -'Radio - Hand held
is a careful man, perhaps too CON:74 ..~ ", Radio Headset
careful. He has a nagging fear of 'AGL:37 - Knife ,
b‘ooby traps and takes alotofextra - INF:61 Pistol - Standard
time checking for trip wires, etc. .'MSR_:II;_ T~ -Rifle-Assault :
He is more afraid of potential traps - 'Close Combat - 68'(77) - Rifle Ammo Magazmes G X20)
than the ahens themselves. - Blank .. 0 (0) - ‘Grenade - Fragmentation (3)
However, in a one-on-one fight, 'wm_gg;Sk_lllj , . Grenade - Smoke (1) N
Fred is formidable with orwithout . Medic - Bunt Trouma . 41 (41) © Grenade-Stun(2) ...
,aweapon mhls hand. U " Medic - Penetmtmg Tmuma 41 (41)) 'BulletProof Vest (I-Ieavyweight)
L T Sniper o o 42(49) . .
“ ~ Blank .- (O .
... Bk _0(0) )
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Tom Brandis

VA

- With his thin build and light weight, STR:23 __ :
. ltnseasytomlstakeTomasatyplcal ‘PER: 66 Radio - Hand-held
computer nerd. While he is CON:42 - ' - Blackjack . |
competent around computers, his AGL: 61 - . First Aid Kit - P ersonal (3)
. real abnhty is taking victims by "INF:52 . . Radio I-Ieadsct
surprise. Tom is never the first in  Major Skilly o+ Knife(3) -
combat. He tends to haunt the edge  Assassination . .62(62) Pistol - Standard (w“h S:lencer) ‘
of a fight looking for potentiai Blank o Y () V_Grenade Smoke (2) '
victims. Very quiet with a dark sense ~ Minor Skills SR ABullet-ProofVest (nghtwetght)
of humor he prefers kmvesto guns Computer Security -, 41 (43) .
’ . . Information Retrieval - 40 (42)
__ Bomb Disposal 42(49)
- Medic - Bacterial discases - 40 (41) . " o
| Medic - Viral diseases 42 (43) )
“Pinkic™ Rodriguez L . )
He is named Pinkie because his  STR:24 . ¢ - 'Equipment -
right little finger was blown off PER:57 = - .- "Pistol - Standard
several years ago in a grenade CON:59 * - . Pistol Ammo (18) '
“blast. The right side of his body AGL: 71 _ Shotgun - Pymp Action
still shows several roughly healed INF: 48 - -  Shotgun Slugs (25)
lacerations caused by the grenade Major Skills ~ 7 Knife ‘
shrapnel. Pinkic is an average Lockpicking 65 (68) - First AidKit- Personal
“fighter and will only get involved Forger - '67(70) ' Grenade- Smoke(2) -
if necessary. During the assault, MinorSkills . - - Radio-Handheld
Pinkie acts as rear guard andstays ' Explosives .. 42(46) " Radio Headset
- handy in case he is needed to Hand-to-hand - = 40 (35) = Plastic Explosive
d1safmatrap, orlend fire support Surveillance =~ 43 (43)  Timer Detonator -
o . AutoTheft - . .~ 45(49) Wire .
Melinda Jorgensen
Melinda is one of the front line STR:59 ~ - . , s ‘
fighters of the team. She is familiar PER: 56 - w Gfen’adé-Fragmer'ttation.(Zr)‘ o
with all aspects of close combat CON:62 .. -~ Grenade - Stun (2) - R
and is a very effective combatantr ‘AGL:68 - - Pistol - Standard ;e
Melinda has a personal grudge ~ INF: 51 = - . '::lBullet Préof  Vest L
against the aliens as her father was * Major Skills -~ -~ (Hea‘verelght) : o
a mémber of a secuntyteamkxlled‘ Pilot - Fixed Wing 64 (65) " Rifle - Assault K
during an alien raid on amlhtary " Pilot - Rotary Wing 63 (64) . pifle AmmoMagazines' _—
basé. She will sometimes let her' MinorSkilly - : = 2 X 20) . SOk = .
hatred take hold at times makmg _ Handtohand  ~ 42(46) . pigraid Kit - Pérsonal _ '
her unpredictable and a very j‘,,Close Combgt co41@5)  gpife - N
dangerouspersontobearound Sabotage - - 41 (45) " Radio - Hand held -
. Blank B 00y " Radio Headset - S
~Blank - . 0@ . W,




SCENARIO

An abandoned military base in the Mojave Desert has been
used as a landing base by the aliens. One of the old hangars
has been temporarily taken over for use as a drop off point.
A Xenoforce team has learned of this through surveillance
of collaborators and they are going to attempt to remove the
threat. The action will take place in a small hangar. There is

Iy

A COMBATEXAMPLE __JB{3\[eJde] el

a large main floor area with crates and assorted equipment
scattered throughout. There is a row of offices along the back
wall. The team has pre-loaded all weapons and the listed
ammunition in their possessions is in addition to that inside
their respective weapons. Here is a layout of the building
with the top of the picture being true north:

The enemy group is comprised of two Morpher aliens
and one collaborator. The Morpher statistics are described
in the Alien section. Each morpher alien carries an assault
rifle and two spare clips of ammo. Alien #1 has 15 damage
points, and Alien #2 has 16 damage points. The collaborator
has the following ability scores and no special training;

STR: 42
PER: 73
CON: 43
AGL: 34
INF: 22
He has 14 damage points total and is armed with a
pistol with 3 spare clips of ammo, and two fragmentation
grenades,

"Life is one long struggle in the dark.”

Lucretius




The team approached the hangaf in the earty moming,

- hoping to catch the guards dozing. Initial reconnaissance of ™
. the hangar shows no cameras, or visible alarms on any door *
orwmdow The hangar is old, but well maintained. The three

- exterior doors are made of mietal with good quality locks. -
* Careful observatlon through the several windows around the .

* ‘building gives the floor plan seen above, but no one is seen

.. "inside. The team already has the blue prints of the building .

~ from the base records office and nothing appeass to have

oo

Pinkie ‘ap‘proaehesr the east door and exaniines it. The

- other two flank and cover him. He tries the door and finds it

locked He places his shotgun by the door ﬁame Alertmg
the team he attempts fo ptck the Iock T

- Pmlue has the lock pickmg skill and requlres a 68 or less -

' He rolls 97 and fails,

the east emry door and cm‘empts fo gain enny

changed from the ongmal plan filed several years ago.

‘The team has full radio communication and a two prong -
‘assault is plannied. The first group will be comprised of

Melinda, Pinkie, and Tom at the exterior door on the east B

wall. The second group of Fred and Shari will enter via the

- South door near the main hangar doors. A covert entry is .

. planned but on any alarm being ransed the teams will rush in
-as fast as poss:ble :

_ The shght noise of the wmdow bemg opened makes the ﬁrst

group cringe. Everyone tenses for a reaction; none comes.
Pinkie retrieves his shotgun and backs oﬁ‘ Melinda is the
first to enter. The window is large with no obstructions and

_ entry is accomplished easily. She faces the door 1o the west

- which opens into the hangar Tom is the next to"emter. He

S Jaces north covering the hallway to room #3, the washroom.

: ' ' - Last'to enter is Pinkie. He covers the door to room 47, the
Pmkte swears Irghtly and alerts the team that the Iock is

broken. He moves to the window intmediately to the r:ght of

administration office. Melinda advances up the west corridor

“followed by Pinkie. Tom remains in position covering the .
- ~corridor to the washroom. The door to the hangar is wooden

- with no lock. Testing the latch, she ﬁnds‘ itopen. She releases

Another lock p:ckmg attempt is made by Pmkle ThlS time -

‘herollsa 24 The wmdow has been’ successfully uniocked )

: Plnkle smiles at the ease thai the wmdow opened However
" ithas been, severalyears since this window has been apened. ..
A check, for succes.sﬁdb: opemng the wmdow norselessiy :s, '

’ reqmred

the latch and over the radio tells  group two where they are

and that they are reaajv for the assault

Upon not:ﬁcanon that the ﬁrst group is in position, Fred o
tests the lock on the south entry door, Jt is locked. As neither -

' character i in group lwo has lock pickmg skill, amore direct .
" method is used Fred plans to kick the door open, thus
- o ' o begmmng the assault ‘ S
. To open the wmdow w1thout makmg a'noise to alert anyone . :

insideitis decided thatanagllty roll is needed, Pinkiehasa -~ -

. AGL of 71. He rolls 70 The window squeaks a bit but not

- very loud

Sur) i'" : m' ment

) Alemnglhe other team togetmaaj/waradzo Fredq:proaches |

" the door and puts a size 11 boot in the center of the door as

" hard as he can. Shari prépares to run in the second after the

: 7_ - door opens. IfFred [ fails to open the door she will tmmedrate{y
' ‘tryto kzckthedoorm as*well P

- Fred has a 60 Eﬁ‘ort avoxdanoe roll Due to the fact that the
entry door is designed to be opened out, itis judged to be more

« difficult to kick the door in. A -20% modification is applied.
So Fred has to roll under 40 to succe55ﬁjlly open the door He

: rolls 26. BOOM the door frame fragments as the doorbuckles -
_ 1nwa.rds w1th aresoundmg echo ' . o

J Shan begms to run imo the open doorway withher ptstol a‘rawn g 'A

", andready. Upon entering the dark hangar she sees movement -
""in the small alcove just outside the door of room #4, the _

Supervtsor 5 office. There seems to bea ﬁgure standing there

- with a long barrel weapon. As her entry is sudden and without
B prtor notice, there isa chance o surprise the ¢ occupants =




S hlghhghted in the doorway and ﬁres a ronnd

: Surpnse is checked oh the Surpnse Modrﬁer Chart The
-~ following conditions apply for Shen '

-Sheisrunning. - " - ol ) +6
.. -Enemy is still. : 0! .
- Enemy is ef’t‘ectwely camouflaged (She is running mto a
. dark room from sunfi ght) SR Lo+4
. .~One additiondl person is Wlth her (F red) L #H
‘' -Theenemyisalone . 0
" Total Surpnse Modlﬁer . o +11

. She rolls & 2 on d20. 2+11=13. As. you need under 510
. ~successfully surpnse there is none and standard initiative is -
: rolled : .

" ,_ Inmahve - Enemy 8 Team 3
s Quretly standmg at lns post facmg the hangar ﬂoor, Ahen
¥ -_morhentarlly startled by a loud crash and the sudden

. -introduction of early morning sunhght into the normally
"dark hangar, Reacting quickly he aims at the ﬁgure

© Shari 50% protective cover. This results in a -30% modifier to

R - the shot. Shari is also running and this has a further - 10 modifier.

* " Shariis within) point blank weapon range (PBR) and the alien

' receives a+25% bonus. The Morpher needs to roll 60 or under -
*to hit Shari, He rolls 97, and missés by a wide margm No E
. _other actlons are avallable to the ahens o :

SN Ahen #l mlsses hrs shot. Whlle Immg up for smother, he‘ i
" " sees the door to his south bemg opened by the second group

“-' He turns his head to the left and speaks through the open B> S

Coe N Tom remams in place warchmg the hal!way Ieadmg to the T

‘ washroom He sees no actrvny but hears the rounds jlymg

. ofﬁce wmdow to Someone out of srght. ‘

' Allen #2 isinits hrdden ambush posrtron No mrgets present L

! COMBAT EXAMPLE |

XENoFoRCE'

. : shoof at her With her prstal she Imes up on the ﬁgure and o

squeezes oﬁ‘ a round

L Shan does not have the close‘ combat skrll' Asshe 1s'n1omng, ‘

.~ she cannct use her sniping ability. She therefore shoots at the

‘ general rating of 30%. Sheis running and this means a further
-reduction of -10%. She is within point blank weapon range
‘ ('PBR) of the enemy ‘and a +25% bonus applies. So she must

- roll 45 or less to hit. She rolls 22 and hits ahen #1 domg 6

pomts damage. 5

Fred is momentcmb: oﬁ' balance Jrom kzckmg the dor)r he

- - staggers back slightly from the zmpact and prepares fo enter’
" the hangar o

B As you can only do one acnon per segment Fred cannot rnin
‘.- into the hangar until the next segment L :

e Melzm‘a eniers the hangar as Shan _ﬁres She moves into the o
_hangar beyondthedoor of room #8, the tool room, am'seemg :
R lheﬁguretohernorthwhoisjustmsrdeherarc of fire, tunsio
T - CL T ﬁzce Ahen #1 She ﬁres a'round at Ahen #1.
T The Morpher has a 75% combat raung However the cmtes o :
TR between Shari and Alien #1 are about waist high so this gives ~ - Melmda hasthe close combat sktll ata mting of 45% However o
' ‘she has a heavyweight buliet proof vest on and is also riinning,
- - Each of these factors has a -10% modifier on her attack roll.
“PBR range givés a +25% bonus. So to hit alien #1 she needs
50% or less. She rolls 88 and m:sses R ‘

"Pmkze moves to the threshold of the door andwnh shotgun L
raised covers the majonty of the hangar ﬂoor He sees no -~

other targets and cannot attack (or be attacked by) Ahen C

L He warts where heis.

- ' therselves before imtlatlve ends It walts for a target to S

< ) : ;‘ apmar

S "The collaborntor Was mtmg on a sleeping mat msrde room " -
" #4 when the assault began. Hearing the wnrnmg from Alien
#1, he moves on top of the desk near the open Wmdow o

- see what is gomg on. He has no weapon ready

‘a (End of mmatwe)

L ‘Rummg mto the hangar Shan sees the ﬁgure in the aIcove e

" |

““I'm gonna get rid off all of -

those alien bastards S
Duke Nuokem .

T




* ifave Enemy7 . Team:4
K Ahen #1 feglsthe lmpactofthe bnllet but no pam. It
secs the shooter cowering belund the crates by the

south west door. The creature raises his weapon and

_attempls as round burst ofautomatlc wenpon fire...

- Ahen #1 atternptsa 5 round oontrolledburstof automatic
-weapons fire, I rolls a d4/d6 dice combination and the

have a general coinbat mnng of 75%. Shari is hidden

. behind the crates and thisis adjudged to give 50% cover

-30mhlt A further -20is removed due fo the automatic

C L fire ShamsmﬁmPBRandtlnsgw&saﬂS% The .
- alien has 9 out of 15 damage points remaining and this

gives a further -20 reduction. So the creature requires 30
or less ion each of the three attack rolls. The alien tolls 55

o (n'uss) 89 (rmss) and 02 (hit with special damage). The
special damage roll is 32 - Triple Damage. The alien

 rolls 7 points damage 5o Shari takes 21 points total. Shari

" has 17 damage points total so'she falls 10 4. Shefillsto

ﬂlegrwndatFred sfeetunoonsc:ous R

' T'Ahen#zlmmmebackoftheparkedvm Lymgm _
- ‘the réar with its weapon tip just emerging out of the -
- shghﬂyOpendoors,lthasgoneundetectedunﬁlnow '

"It decides to ﬁre a smgle shot at the dosest human
: (Melmda). Co S :

- Mdmdawaars aheavyweughtwst aﬂ‘ordmg 50% cover \
" . for a -30 modifier. She is within PBR and it gets an
j addmonal +25% to hit Wlth its 75% general combat

; ranngntthereforemqumﬁoorlessto}ut Itrolls64andm:sses o

The co!laborator, from lm posmon on the ledge, secs ﬂne human female
l:ohusouth.Hedeudestoﬂ:rowagrenadeatlhehexml’rontol‘lhe '

_'doorwaytoattnckherandanyoneamundher Hebeglmtomdydne" :
‘grenade. o .

- 'Ihepreparahon ofagremdereqmr&sasegmmtofume Ithllhereadyto -
,throw atthebegmmng ofthe next segment :

_ h (End of initiative) _
B ' Slm:suncomous She:smapableofwwacnon
) Shan wdl lose 4 damage pomt pe.rmmute until ﬁrst md is apphed
: o 'FredseesS}mhztmn'ﬁIlathwﬁet He hearsasintcommgﬁ'om the back
- of the van (but does not see from exacily where due to his line of sight), Surther .
" down the hangar he sees wo figures clase together, one holding an assault
- rifleand the other stonding on the window ledige preparing a grevad. Furious
.~ thata team member has been severely injured, Fred selects _ﬁdlauk)rmnc jire
fwdwaysZOmdsam:elwoﬁgureSb}usw-thm : :

| Fned attempts toﬁrea20 mund burst agamstZtargets They are within the

proper 30° arc and 5 M “kill zone”. He rolls & d4/d6 dice and finds he only

" firesa 19 shotburst, Referencing the Optional Automatic Weapon Fire chart
. we see that if 19 rounds a.reﬁredat2enemy ﬂ1m6r01mdshaveachanceto E

strike each target. Fred gets to rolt six times on each enemy character. He has

“ aclose combat rating of 77. He is wearing a bulletproof vest(-10), is running

(-10), and firing fiill auto (-20). The enemy are within PBR (+25). Fred needs

62 orless to hit. He fires on Alien #1 first. 07 (hit - special damage), 52 (hit), /

44 (hit), 18 (hit), 05 (hit- special damage), and 16 (hit). Fred then rolls forthe -

- twospecial damage hits. Restilts are 86 -uni il medical attention
thdwﬂt%hemﬂyﬁr&sﬁrmmdburstMorphersl« 0speci age hit are coriscious until m attention

provided +4d4 segments, and 96 - lose right eye. Damage rollsare made and

alien#1 takes a total of 47 points of damage. It dies. Fred theri rolls agsinst the
collaborator with the same modifiers. 69 (miss), 17 (hif), 59 (hit), 31 (hit), 53 - '

(hif), 63 (rmSS) Total damage g:ven is 28 poinis. T’he collaborator dm
Mefmda _ﬁms a ﬁve Found burst at ﬂ:e alien holding the assault weqpon
Fred and Melmda ﬁne sunulmneously She has a4S close combat From thisis

deducted -20 for auto fire, and -10 formebul!etproofvmt A'bonus of +25 s
given for PBR. She nieeds 40 or less. The d4/d6 indicates she only fires 2

rounds. She rolts 44 (miss), and 17 (hit). Her smgle successful attack do&s 5
pomts damagetoallen #1 . ,

'Pmkle mmsattheh:dz’en enemym the vmmdﬁms w:thashorgun slug

Pmkle does not have close combat and has a general 30% chance. He is
shooting against a character with 80% masking cover so a -25 apphes

‘ K'The enemy is at short range which gives a +20 to hit. Sohe needs 25 or . '
: 1ess He rolls 16 a h1t for 1 I pomts of damage

. Tbm remams in the halfway watchmg the hall leadmg ta the washroam FR

He takes no other actlon ‘




o three enemy lmed up to lns east.

. ‘Hehas3  points remaining. -
Tom: 75% general combit 1 ratmg, 90% protectlve cover (Melmda,' '
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‘Initi'e;ﬁv'e- _ Enemy 4 Team 3
'Allen #2 I‘eels tlle |mpaet of the slug, but no related pam
Knowmg he is now severely outnumbered he switches his'

.weapon to full auto and attempts all round burst ngamst the’

( Melmda, Pmk:e and Tom are all w1thm the SM “k]ll zone” and 30°
arc of fire. Rolling a d4/d6 results in'a 12 round burst bemg fired.

12 rounds against three targets means 3 rounds each may hit. As
- each character has different factors affecting the chance to hit, we

" need to eal(:ulate each separately. First we calculate for hltung
Melinda as she is first in line of fire.’

.‘ ._-Melmda 75% gcneral combat rating, -30 for vest, -20 full auto' '
+25 PBR = 50 or less to hit. However, the alien is also wounded

_and this causes 4 -34 modifier. 'So the alien needs 16 or less to hit.
_ ‘Rolls 85 {miss), 38 (mlss) and 16 (hit). Does 6 pomts damage to
" Melinda. She has 10 remaining. :
" Pinkie: 75% general combat rating, -15 (30% cover from Melmda)
20 full auto, +25 PBR -34 wounds = 3 1or less to hit. - :
* Rolls 20 (hit), 82 (ﬂ’llss) 22 (h:t) Does total of 12 pomts damage B

‘Pinkie and walls/doorway) for -70, -20 full auto, +25 PBR -34%
wounds = 5% of less to hit (minimuini chance possible). Rolls 79

- (miss), 02 (hit - ‘special damage), 01 (hit - speclal damage). Rolls |
' foi Specml damage are 12 - double damage and 68 - severé wound,

. lose 2 points damage per segment unul  medical attention prowded

- Total damage for all attacks is 24 points. Tom has 14 total damage
points and so he goes to -10. He is unconsclous and will lose A

B pomts per segment (startmg next segment)

- (E_nd _of :mtlatlve)

o -gg batSummm_-g .

As you can see the combat only took 3 segments to complete In

. Shari is wounded and unconscibus. :
. R red hears the &u!omnnc tv'eapbn Jire bufst coming -
from the back of the van. He targeis the rear of the

--van and fires 'the remainder af his ammo into the
- ‘side of the’ van hoping to hrt the enemy mszde '

~ Fred s emptymg his weapon and so we do not roll

d4/d6. As he cannot see the target, blind fire

‘ gu:delmes are applied. He has 11 rounds remaining.
Itis decided that in the area he designated there can

be up to three characters. So the Optional Automatic
Weapon Fire chart is referenced. 11 rounds fired at

" three characters gives a chance to hit with two rounds.
“Fred has a close combat rating of 77. From this is
- deducted his vest (- 10), full automiatic fire négative

(-20) and as Fred cannot see the target 90% masking

~ cover (-30) . The van is at point blank range (+25).

Fred requires 42 or less. He rolls 26 (hit), and 31

- (hit) for a total of 15 points of damage. Alien #2

dies. Fred’s weapon is now empty and must be

- reloaded before reuse is poss:ble

(Combs‘.t ends) =

S 15 seconds two team members wént unconscious with severe wounds,

E ) ‘two others are badly hurt, and three eriemy characters died. Only one

. _character (Fred) emerged unhurt. This should illustrate the earlier
. warning that combat in this game system is EXTREMELY
" DANGEROUS. If you are not fighting the combat on your terms,

‘then you are gt a serious d:sadvantage ‘The mtelhgent player will

- fight only when absolutely necessary and even then should use as -

. much cover as poss:ble

- We used automatic weapons to keep the combat bnef and concnse, .
- buteven using single shot weapons in combat can be deadly Just like
e inreal life, it only takes one bullet to kill someone. We would liketo

- repeat the egrlier warning - about takmg at least one combat skill for .

T each character you play
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i - Of course, the first questton that needs to be answered
: concermng ‘the aliens is, “Who are they?”. “They” are’an

. allied force of several different alien races who have banded

together ovér ‘millennia to spread their influence and power
over less dcveloped races throughout the galaxy They have

" . noterréstrial émotional equivalent to anything expenenced

- by humanklnd They simply séc us as we look at cattle grazing

““on an oil field: simple ignorant animals who stand onsa.

resource d&stmed for the:r use and explontaﬂon ’

Anti-grawty technology and small super efﬁclent

- reactors that produce almost unlimited power, are the alien” -

alfiance’s only reat advantages. All known laws of physics

. stitl apply to them as they do to us, The aliens simply -

. understand them better and this gives them a technology

. advantage that we snmply do not have. The alien alliance’
“cannot travel faster than the speed of llght and the:r‘

‘ 'commumcatlons are also llmlted asa result of thls

When the initial reports of the dascovery of a resource-

 rich world were sefit out to the stars in 1947, they fraveled - :

at the speed of light to the distant alien basés spread

“throughout the galaxy. As some planets were further than 50 - -
 light years away, those reports are only now being read on ’
“those distant bodies. Closer worlds received the reports -

‘sooner, but even when traveling close to the speed of lightit
. takes many yearstotransntthe vast distances. However, word .
s is spreadmg and the radio reports touch more worlds every -
“yéar. The alliance takes a strategic overview in all of its plans.
A century to them i isa small amount of time. Small groupsof - -

advance alien ships are either here; or are currently in transit. -

. The large invasion fleets require lots of time fo prepare, and -
_even when ready are subject to slower-than-hght travel
‘restrictions. In the meantime; the small teams of aliens that
artive are covertly mﬁltratmg various earth govemments

gathering intelligence on earth defenses, and mapping out
the world’s resources for future exploitation. That they are _

commg is known. When the large shlps hol dmg the assault |

. tTOOIZ’SWIII arnve lstotally unknown

[’ Alien Combac and Damage Points i |

. Damage Points Attack %
. Controfler  1d8+3 25%
Infiltrator . 1d4+1 - 60% in host ‘
N '40%out of host
‘.- Miorpher .. 4d4+4 ] 5%
' Observer ~ 2d6+1 .- - C35% . ¢ :
el 1% mograww
.. Grunt 2d8 oo 65% . J

There are ﬁve Imawn types of ahens

.Effort

o . Controlier  35% 80%
o oo f Infilteator - * 0 100%
- § Morpher ~ 65% - '50%
© .k Observer - 20% 5%

L % * Grunt

0% o 35%

Alien Avoidance Rolls

Metaphysical

'I‘rap Asphyxiation, Blast

5% 4% . 40%

60% kT
40% T 85% - 50%
CU55% . 95% . C30%
L%

% 60%
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’ ”ALIEN TECHNOLOGY

"The technology at the disposal of the ahen allnance is
, fonmdable Gathered from several dozen worlds, itrepresents
" the best of many races and intellects. The foremost

: _development at their drsposal is anti-gravity. The concept of
 anti-gravity is quite simple. A gravity field is produced by

-+ several génerators built into all of their ships. By modulating
this field, the ship has the ability to pull towards or repulse .
nself away from any body that has gravity like a planet or

" moon. Thus’it can “fiy” above the surface of any planet

' _:nmselessly Incredible speeds can be achieved by ships of
“this type. They can outmaneuver any Earth vehicle (and their

A "weapons) easily. The interior of the space ships are fitted -
++ with smaller gravity projectors whlch offset the tremendous

: g—forces incurred by the violent maneuvers. Those inside

the craft feel only the slightest of effects regardless of the -

' or captured

speed or dn'ecnon changes

By prolectmg grawty ﬁelds itis posslble to create anj

area of welghtlessness around objects. This allows the item
* to be maneuvered in space with little effort. Several people
- have been the subject of this device when abducted for

. experiments. They float up to the hovenng ships with no

visible means of support, The item must be less than 1/'20‘h
of the slnp s mass to be moved vig this method. -

. While easy in concept, the actual engmeenng of such\ .
" are plentlful and easily accessible. Capture of any alien
: technology will allow the Earth govemnments to gain

ahen craft requires exotlc materials and power generation

. ‘equipment that does not exist on Earth. It has taken Earth
scientists 50 years just to repair the ongmal crashed disk to.
. the point where it can hover afew feet off the ground Many
L differenit types of ships are in use by the alliance. However,

' the anti-gravity drives are all identical. The only differences

- are the number of generators found based 6n the physical
- size of the ship. In all, the United States has O captured alien

The allen alliance knows thatEarlh governments have
captured examples of their technotogy and are attempting to,

‘replicate it. If they can succeed then it will be a lot harder fo

conquer the earth and subdue its occupants. ‘That is why they

* actively keep their technology secrets off of the Earth inless -

absolutely necessary. They will also take appropriate action
to récover any lost materials. The US base which holds the
captured f‘lymg craft has been assaulted three times in the
last fifty years by the alliance. Twice via the air, and once

through an underground series of tunnels. None oftheassaults -

succecded due to the' extreme security ‘measures taken to
protect the captured alien technology This is not to say they

* have not been successful in the past. A Chinese base

containing three captured alien craft was overrun and -
destroyed with several hundred m1htmy and scientists lnlled ‘

Beyond anu-grawty devices, the alien technology is

~ almost the same as Earth’s. Some materials are stronger and
- lighter, but overall the anti-gravity technology is the only

- great difference. They wish to destroy us as we are quite
“advanced, and if we discover the secrets of anti-gravity, we

may be strong ehough to repulse any assaults, a situation the

- alien alhance will try and undo by any means necessary e

Ahen technology will rarely be found Earth weaporis

advantage in their research and development of their own

“technology. The aliens therefore keep a close scrutiny on -
- .any of their advanced systems. If alien technology is
- discovered, then there is a chance it will be protected by

: guards or traps o .

+craft. Two are damaged beyond repair, while the othershave .
‘various damage. Several of therii have been shot downor - -

o captured by speclal umts of the mll:tary

3

“"Plots true or false are necessary thmgs, L
" To ratse up commonwealths and ruin kings.”
: o Dryden Abssbom andAdntopha' :

!E;_
oo

59
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CONTROLLER ‘
. . This alien can'control the actions of 2 human bemg' E
~ within a certain radius (normally 120 meters) through a
psychlc {ink. However when in control of someone, the alien.
itself cannot move, as all of its concentration is needed to
- control the person involved. The person being controlled
" has no memory of what happens while under control. The
alien cannot use any of the victim’s knowledge or memory, o
_ ‘although anythmg expenenced by the victim while under -~ " -
alien control is known, Control of an individual can last up .
. to 1d6+1 hours, After this time has expired, the alien must =
release the comrolled human due to mental exhaustion, Only - =
one attempt per human in a 24 hour period can be made. if °
_ Successful the alien carn not control anyone else forafull .
. day The controller must have a good idea of where the vietim .
 isbefore an attempt can be made.” )
- -Whena controller attempts to take over an mdmdual .
;. the victim gets a mefaphysncal avondance roll to negate the §

nOthmg more than a light headache to show forif, Ifthe roli o
" is failed, then full control is estabhshed and the human cones
: under the command of the alien. - T
, 'For some unknown reason, a thin barner of copper .
‘negates mental control of the victim. During the 1950°sail
- - major government buildings, military control centers; aid .
-evenithe Whitehouse, were fitted with a thin screen of copper
‘mesh embedded into the walls. Publicly, this was explained =~ -
as a defense a.gamst the electromagnetic pulse (EMP) ofsa.
nuclear detonation high in the atmosphere. EMP disrupts -
all electronic eqmpment in a wide area ad would be an |
" éffective way to hamper communications in a nuclear war.
" While this was a true phenomena, the | program was pressed‘
" into being by Xenaforce to negate mental control of senior
government officials. : -
, .- Controllers are about 1.3. meters hlgh very thin, and S
+~ ‘are humanoid in appearance. However, they have gray skin, -~
large heads, and black eyes. Their bodies are sexless and -
‘they do not wear clothing. Their home world has only half
~ ‘the gravity of Earth and even the simplest of physical =
‘movements is taxing. Their mental abilities more than -
. cqmpénsaté"for their lack of strength. They are the planners . -
- and leaders of the alien movement. Controllers do not speak, -~ *
but communicate telepathically. As they are physically weak,
- they will néver directly aﬂack operahves unless there is
e absolutely no choice. - T :

L Controllers haveld8+3 damage pomts They have R TN
: 325% general combat sklll ranng . '




'4INFILTRATOR

By using the same basic methods as the Controller alien, the - .

Infiltrator ‘actually controls the humah by entering the body
- of the victim through the mouth. The alien will control the
‘victim as long as physical contact is made, or until the victim
is dead. When taken over by an Infiltrator alien, the alien

" has full access to all memory and life expenences of the
- victim, However the person used as a host will have no -

“memory of any events while under infiltrator control. The

infiltrator will die if no victim can be found within 24 hours
- of leaving the last host. An Infiltrator aliencan be carried -
temporanly inside a Controlier or Morpher if no other host T

is available. During penods of long inactivity, the mﬁltrator

. can be placed into suspended animation inside an amﬁcral. :

- plastic cocoon. Only & dedicated medical exam using

~ ultrasound, endoscope or x-rays will show the presence of -
‘an Infiltrator inside someone. As the Infiltrator has access to
" - the host’s memories, it may avoid detection by interrogation.

' However, it takes time to search for the correct information

and this time delay may serve asa clue that something is not

right. The aliens have some knowledge of Earth and |ts
cultures butno m-depth knowledge.

*XENOFORCE

< An Inﬁltrator resndes in the stomach of its host As

“such, no food or water can be consumed as long as the host
* is occupied. Over time this lack of food will weaken the host
-and the Infiltrator will be forced to move on to another.

Generally, occupancy of a host is ho longer than a week.

“When the alien leaves a host the person awakens tired,

dehydrated ravenously hungry, and disoriented. As aliens
consider personal hygiene to be a waste of Ume the host
will probably need a fong shower too. -

Inﬁltrator aliens look like 3 - Smeterlong gray slugs
They move quickly and excrete a sticky film on their skin
that allows them to ¢ling to walls/cellmgs This film = -
evaporates within a few minutes of their passage. An

‘Infiltrator has no combat abilities in its natural state and 1 its

preferred method of attack is to take over sleeping hosts.

- “They possess only average intelligerice but are very mission-
. oriented. They will sacnﬁce themselves (and their hosts) if

necessary

Inﬁlt:rator ahens have 1d4+1 damage pomts They
fight wrth a 60% general combat chance when ina host, and
40% when out of a host. When out of a host they do no
damage in their attacks, but a successful touch allows the
Inﬁltrator to take control of the person they hit. .
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OBSERVER
‘ Rarely seen on earth these creatures oﬂen spend thelr
entire existence in space wnthout landmg on any planets at

© ol They have an extremely longlife span and are comfortable

- only in zero gravity. Consequently, they are 4t a serious
- drsadvantage in our gravity. They spend their time acting as

_ galaxy. They look for planets to  exploit and any indications
“of threat to the alliance. It was a lone scout ship of observers’
that detected the drstmctxve ﬂash of nuclear detonation in

" the United States in 1945, As nuclear power is normally a

o prelude to space fhght the alien alliance was alerted to
investigate the race responsrble ' '

Observers will not engage in eny combat whatsoever

unless there is no gravrty hampenng them, In zero “gravity

-in Earth’s gravrty, they cannot lifteven the &mplest of weaponr o '
 without extreme effort. . ‘

- 'Over millennia of space travel the bodles of the

- Obseérvers have been changed by their envrronment Their
~arms are very long and thin and are covered by an almost
the reconnaissance arm of the alien effort throughout the -

translucent skin. Their bodies are a dull red, and their legs

“havé shrunken in size from lack of use. Observers are .-
g mtelhgent but they are followers, not leaders. They simply =~
‘ ‘_‘ob serve, and report all facts of 1mport to h1 gher authonty

Observers possess a general combat ratin 8 of 75%in .

B _zero gravny Under the effects of Earth’s gravity, they have -
"only a 35% general combat ratmg Observers have 2do+1
: ’ damage pomts each

" they are extremely dexterous and a Cunnmg foe I—Iowever |f }




_MORPHER | .
A shapeshlfter alien that can assume the appearance
of any human being (another less common reference to this
~ ‘species is “Camalier”, referring to their sxmnlanty to the

- - Chameleon). The cha.nge from one shape to another takes 2- -
10 minutes depending on the amount of difference between

the two forms. The more differences, the more time required.
A Morpher can only appear as a human being although it
can change sex. Only the body can be changed. Hair color
and length, beards, and fingernalls can be changed at will.
* Clothing, watches, or jewelry, etc., caninotbe duplicated. Fine
details such as fingerprints caf be duplicated as long as there

“islots of time to Study the actual fmgertlps of theonetobe

" duplicated. However, retinal pattems cannot be duplicated.

If the Morphier is impersonating someone SpeCIﬁc the human

_is normally killed or isolated beforehand to avoid the obvious

problem of two 1dent1cal people being seen simultaneously.

- Morphers are the foot soldiers of the alien invasion.

- They act as bodyguards to the Controllers, transport the
- Infiltrator’s, and infiltrate human society with their abilities
to change appéarance. A Morpher can be “killed” by standard
_ weaponry, but even “dead” Morphers will regenerate damage
" points slowly over ume Several weeks are necessary for a

_ Morphér to become conscious again after bemg kitled. ..
" Severed limbs and body paris will grow back overtime. The - .-

- only way to stop this regeneration is to bum the body of the
Morpher comp]etely to ashes

A Morpher can be any helght between 1. 6 and 22
meters, but its’ welght remains coustant Although the

e ‘Morpher can chinge size, its mass ‘and weight remaing the -
- same. The Morpher must compress its body mass into nself

THE ALIENS -
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. which makes it denser, but with the same mass. Morphei-

strength does not increase or decrease with the size assumed.

- Changing form | requires billions of individual cells to undergo -
" dramatic changes in a very short term. These molecular
- changes produce lots of heat, a side effect that can increase .

their body temperature by as much as 10 degrees. This
temperature increase will eventually dlsmpate leaving the _
Morpher near human standards. They possess no emotion as

" we understand it, and appear stem and serious. They also

feel no pain as we understand it, although they will avoid

‘ temperature extremes as this does pennanemiy damage them

Any part ofa Morpher that is removed from i 1ts body B
while in disguise will quickly ‘teconstitute itself as alien tissue.
If the fleshis placed in a nutrient solution, it will eventually

- grow into an exact copy of the original. Ifa Morpher dies, it

revertsto its alien form. A Morpher in its natural state appears
like a reddish brown statue with crude unfinished features.

They have no natural body halr and above aVerage -
mte!hgence : S

Morphers are tough with 4d4+4 damage pomts They
fight w:th a general combat ratmg of 75%. ‘ :
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GRUNT

" These are the most numerous ahen type They come’

from a woild with a gravity almost twice that of Earth. They . harshest of areas. ‘Exposure to several toxic environments

are only three feet tall with very stocky limbs and are

mcredrbly strong They are essentra]ly slave labor exported. -

; from their planet to perform the various menial tasks required.

‘They oonstmct alien bases and ships and maintain them when’

- necessary Grunts havé no self motivation and will do nothing
© without orders. Their entire race has been enslaved for
. millennia and any resistance to that has been long
extinguished. A grunt will starve to death in a room full of

B f".food unless he is ordered to eat R

Grunts are named for therr guttural speech whrch

sounds like a series of unintelligible gunts and squawlcs a

Therr skm ls dark from repeated exposure to caustrc

chemlcals and solvents They have a high tolerance fo toxrc
envrronments and can work for lon I penods of time inthe -

has tumed therr sklns a deep blue with mottled shades of :

: black

Grunts should be eonsrdered as drones They wrll, .

perform tasks when instructed, but will otherwise ignore

everything around them If damaged, or frightened, they will '

“run away and hide. They pose no direct threat to the teams ‘
- unless they are under the direct control of another ahen Y
- specres : . '

Grunts possess 2d8 damage pomts Grunts fight wrt.h

65% efﬁcrency, but do so only when personally attacked, or B o
when directly ordered to by one of the other alren races -
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- 100, who back the aliens srmply because they destabilize the

B THEALIENS

COLLABORATORS

. In addition to the alten threat there is ‘an added .
drmensmn of complexrty There are people who know of the

~alien’s presence and are working with them to invade human
society. They are collectlvely known as colIaborators and
“are a real threat o Xenoﬁ)rce operatives.'An alien presence
.or control is easy to spot once you recognize ‘the s1gns '

’ However 8 human workmg volunitarily with the aliens is -
extremely difficult to discern. Some collaborators believe .

they will increase their own personal power base by helping -
“the mvaders _Others are capttahsts who want access to the
» alien’s supenor r technology to improve their own chances of
success in business. There are a few anarchists in the mix,

- govemment and society in general. In whatever form the

collaborators take they are the hardest enemy to detect L

P
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Collaborators can be dedrcated followers of the alien - .
cauise, or they can be coerced into assisting them over the -
shortterm. A lodnapped relative, indiscreet photos, or someé -
other hidden leverage can be applied to get cooperation in o
the short term. In some cases, the blackmailed. mdmduals o
may not even know about the allen presence Ll e

e Ahens care nothmg about eollaborators in reahty A
collaborator’s death in the alien cause is meaningless to them.”

- Howevet, they do not let this be known. No matter what the L

 degree of loyalty, or service, none will be spared from slavery .
 when the Earth falls, The alien races caré only for themselves,

" and will say and do anytlung tomotivate 1gnorant humans o

as.srst them

. Collaborators do occasronally try to mﬁltrate
Xenoforce but the sereenmg process usualbz deteets them

- *We must, indeed, all hang together or,
most assuredly we shall all hang separately
: . . . Benjamin Franklin R ,

PLAYING ALIENS AS PCs B

~ One optional way to play Xenojorce rs to Iake 8 walk

on the wild side and play -aliens ds player characters. This
lets you experience: the game from the other side and use the

 a little tough to'do this but certainly within publlshed

gurdelmes There dré a few thmgs to keep in mmd 1fyou do | T
' " 4)" The GM wrll have to rework the adventure module to

' ehoose 1o play ahens

1) Budgetmg for a mrssmn wrll strll apply You wrll' .

- approach this aspect of the game in the same way you
o would play 2 human group. Even aliens are shortofcash -
© - and everything must still work within this framework. : . -

: . Thts keeps game play within reasonable llm its.

o 7‘2) ' You will not have any access to advanced technology or

weapons. These are specifically restricted from Earth

- ~ so the world governments do not have the opportunity T
to capture them and leam therr secrets Use the supphed T

oy rtem lists and costs. . - -

T N - -
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3) If you play an allen character the avmdance rol!s and
combat rolls mentroned in the individual alien

may use the standard Xenoforce Character Generation -

v ‘collaborators is not only p0551ble but recommended

~ reflect the change of perspecuve However, this should
'normally only requlre a’couple of houts work at most' T
' The miodified mission should be somethmg that the alien

-~ building to get military plans, recovering lost alien
.7 technology, rescuing a jailed host with mﬁltrator etc.
- > The pre-mission planning should be more or less the
" same as a standard human planning session. Youwill
- still need to pick a leader, etc. However, to be true to
. ‘form an alien will never be subordinate to a human ~
: _'collaborator no matter what the crrcumstances

. descriptions will apply. prlaymg a collaborator, you
aheﬂ talents to y0ur advantage Several modules will allow. . ©:

youtoplay from both the humahn and alien perspective. ktis ¢ sheet with standard skills. A mix of alien and = -

Z':alhance would have as a goal, breaking into a'secure
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' The metric system isin use around

is the only major power to not have

mcorporated it. Basing Xenoforce on the

- metric system'was done to provide 31mple

" caleulations of distance, weight, and height.

Those who want to convert the included

metric figures can use the’ followmg o

‘. conversions. For the rest of you this is

. provided simply 4s a reference. There are
" .more metric standards than the ones listed
" here. The following are the most commonly -

used inthe game. .

: -Memc is based on units of ten Umts of '

1,000 are commonly used also. A kilometer

_ meansl 000 meters, for example Common 3
"~ -expressions to remember are tera (10'%),
- “giga (10°), mega (109), and kilo (10%).

.Everyone has heard of megahertz,

. kilometers, and glgawatts Ifyou owna -
- To ﬁnd a spemﬁc temperature use the followmg convers:on formulas: =

‘ > _,"'A;personal computer then you aré already
- -usingterms with these prefixes.

- Welght

10 parts called decimeters. each decimeier is divided into 10 parts called
centimeters. Each centimeter is divided into ten parts called millimeters.

. So 1 meter =10 declmeters = 100 centimeters = 1,000 millimeters.

inch : 25.4 mm.

. -foot =12 inches = 0. 3047 m.

yard = 3 feet = 09144m ‘ o
mile=1760 yards =1609.344 m ot 1 609 kllometers ;
nautlcal m:le 6076 1155 feet = 1852 m or 1.852 knlometers

pound =0 45359236 kg -
Temperatui;e Thlé is measured in Celsius, or centigrade and is shown

" 0°C = 32°F = Freezing point of water,
100° =212°= Bonlmg pomt of water.

: C=(F-32)X59

CFE@I+O)X 95

\

|}

...—-' hat }

— 7

Vil

66

"""‘ ’///(/7/// ”e .

tl-qﬂj e be— s

...._.—-—-—'

—— e

‘ffa

S ~ Length: Approx1mate length ofa meter is 3 feet Meters are d1v1ded into
the majority of the world, The United States - :

A kxlogram is approxirnately 2. 2 pounds A kllogram is _
'compnsed of 1,000 grams. A metric ton is made up of 1 000 kllograms or
-about 2,200 standard pounds.

"' by the letter C, where Fahrenheit is expressed with the letter F.0°Cisthe ~
" freezing point of water. 100°C is the boiling pomt of water. - .



' FRE ) UENTLY 'ASKED Q UESTIONS ) XENOFORCE |

The followmg questrons were asked by various play-
testers and the GMs, Whrle the subj ects ‘they ¢over are not

- Q: Why are there limits on how hlgh ablhty and slullA

scores can go?
A: No one is perfect and there is always a small
percentage of failure, no matter how good you are. The
~ limits ensure that rio one can steceed 100% of the timie.
This creates an unknown factor that hetghtens game play

Q I trled to equlp my character with Stmger mlsslle,

but the GM says that 1 can’t have one. Stmgers are on

the item lists provnded What gives...?
~A:The GM has the power to include of exclude. any item
at their dlscreti on. If they feel the iterh is too powerful or
srmply unnecessary to complete the mission, then they
may disallow it. Another simple reason may be that the
GM made a random foll to check availability of that item
and the ro]l declared there were none in stoek that day

Q: My character fell ol‘f a bm]dmg and 1 took 1 lot
more damage than what was stated in the ruies. What is
the GM up to?
A: Xenoforce does not have “rules” it has guldelmes
The GM may modify any aspect of the game to suit his
own style However, any GM changes to the stated
guidelines should be outlined to the players by the GM
before game play starts S0 that such cmfusnon is avonded

Q: 1 want to use's weapon that is aot hsted in the

guldelmes Can I do this? -
Al That i is between you and the GM. Get together with
your GM prior to gaming and talk about it. If the GM
feels that it can be added without upsetting. gamet balance,
then he will give you'the weapon damage, wetght, range,
reload times, etc., plus any other factors or restrictions
for usmg that weapon in the game. Be warned. that once
the weapon is in the game it can be used agamst you as
well!

Q I keep seemg referenees to somethmg called an

“Attack Roll”. What is this?
A: When employing either Hand-to-hand Close Combat,
ot Sniper skills to attack an opponent the roll you make
on a 100 to gauge success is the attack roll. “Attack
Roll” is used as 4 generic term to mclude all of these
skill attempts. There may be several different modlﬂers
on the attack roll due to movernent, cover, range, etc.

.

complete by any means they do have 2 lot of good ‘
mformatron in them, : o

Q Just after I began shootmg atan enemy character, he '
moved out of my are of fire. What penalty, if any, applles :
lf 1 move and keep shooting at him? " . l
A:As long as your weapon does not need reloading, and
‘you are shootmg at the same enemy character, then only
* the ] segment movement penalty apphes If you fired first
on the 3" segment, you would move to put him back into
" your ar¢ of fire on the 4™ segment and be able to fire
again at the character on the 5“‘ segrnent, for example

Q: I really dnsagree witha decmon my GM made in one
of the games. Can I write Dragon Games with the details o
of the dispute and ‘get them to make a rulmg on the '
matter" _
A Dragon Games will not act as arbitrator in any game

: dlspute In any given game, the GM is the final judgeand .

- "hig/her decision is final. It is, after all, their game. Read

- the section entitled ,“Playing the Game in the gundelmes

_ for more mformatton on dlsputes

Q: It says that you can only have one action per segm ent,
but in the example combat you have people running and '
firing simultaneously. Isn’t that domg two things at once?
A: Yes and no. As per the movement modifiers chart in
‘the combat section there is consideration for characters
- to move whlle fmng but anyone doing so suffers negative
- modifiers to hit as a pepalty. This is orie of the exceptions '
tothe “one action per segment” that is necessary to provide
" realistic combat. Movement while firing is part of modern
combat tacttcs and leavmg it out w0u1d be ahuger mrstake

Q: My character Was killed. How do I brmg him back to

life? |

‘A: You don’ t. Dead characters cannot be brought back to

' life. Once dead, they remain dead. Xenoforce combat is
fast and furious and should normally be the last resort of

“any team. If you do ﬁght do 1t on your terms wrth
appropnate plannmg beforehand

- S-

“The oniy oneé who makes no mistakes’
-is one who hever does anythmgl”

meodore Roaseve!t o




XENOFQRCE

SUBMITTING MATERIAL FOR PUBLICATION

Dragon Game es is always on the lookout for
creauve ‘products and talented people. If you have
- created a new znd/or original Xenoforce game addition,
B module, or supplement, we encourage you to submit it
. to Dragon Games for review and possrble publication.
. However in order to protect both your rights and ours,
~we insist that you follow the steps described below
before sendmg us your product or materlals ‘

o WARNING ANY UNSOLICITED MATERIALS
- IN WHOLE OR IN PART, ARRIVING AT
. DRAGON GAMES WILL BE IMMEDIATELY

' DISCARDED WITHOUT BEING READ OR

t ACKNOWLEDGED

Step One B

Write Dragon Garﬁes via Internet or mall and ask fora"
" copy of our writers’ gurdelmes Do no_t send in any -~
- "samples, descriptions, 6f portions of your work with the .

- request for gurdelmes (See the bold-faced warning

- above!) We will send you 4 copy of the Wnters S“ldelmes L

7 and a blank submlssmn fonn

StepTwo S = B e
READ AND FOLLOW THE WRITERS’
_‘.'fGUIDELINES AND ENSURE THEY APPLY TO
o \_YOURMATERIAL Any material not meeting the stated
standards as set ot in the ‘writers” guidelines will be

. rejected. Don't assurne you are a specral exception. ‘We

don’t make exceptions, and we don’ t compromise. These 5
guidelmes are the same ones our in-house writers use,

Don’t expect us to edit your submlss:on io our néeds.

Step Four

: Waitand be patient. The followmg process ¢an take several

" iweeks, or even months, Once we receive the submrssnon ‘
- form we will look at it and see if" your work ﬂts inwithour
- plans. If it does not meet our expectanons ‘a copy of the
rejected form will be retumed to you with a note explammg o
" why. We will retain the ongmal form for our records. If we
" would like to see more, we will send you a large pre-

- addressed envelope. Upon receipt of the efvelope, putyour'

* ‘submission in it, ensure it i se(:urely packaged, place . ..

appropriate postage on the envelope and mail it ASAP. If

_ the envelope is too small to hold the éntire submission you
. may pack it as reqmred but the envelope should appear -

~. gomewhere on the exterior of the packaging and be in plain

: We normally dominor edmng only If we have to rework' ‘

A the entlre‘thmg from scratch 1t lS easrer to Just write our -

R own product

Step Three

_ Filt out the subm1 ssion form after readmg it completely .
. Putin as much mformatlon as you can. If you disagree

- with anything & on the form, donot sign it or send itin. Do

- . hot modify, erase, strike-out, or ‘otherwise change the _7 A , o
" _form. Use ofily the form supplied. You may photocopy it
" for personal use but do not replace it with your own

. version. Print or write clearly. Ensure you sign the form

.and mail it (and nothing else) to Dragon Gameés. Don’t

sénd us the form unless your submnssnon is gg_pletely o

ki finished and ready to 20.

_ srght We will look at your submission in more detail when . - -
. itarrivesand bei in contact with you. Due to the expense of
L .postagé, and the volurries of matenals we receive, we wrll
not return_any solicited materials whether aceepted or - .
rejected. Ensu Ensure you'retain 4 copy ofall submitted materials - -
‘ fgy_ourself We will contact you'via the mail and in writing. *©
.. Again be patlent You won thear from us untll we make a -

o _dec1s10n : a

" Professionals buult the Tlta,mc
- -amateurs the Ark.”
Anonymaus '
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AGENT NAME PLAYER NAME
STR D Full Move Half Move Effort D
:I Rz Mex-Weight oo Max. Weight (75% STR) S
PER XENOFORCE
T T COMBAT DATA SHEET
v~ ] e ]
E (30% PER) (60% PER)
ge Point Hold Asphyxiation
s ]
(CON/10) {CON X 2) (CON)
AGL [ luowemart [ Joumara [ |mwmice  men[ ]
Lea Lea
[: (AGLSS) (AGLI20) P o) 1 (80% AGL)
INF metaphysical] |
|:| : (70% INF) PHOTO ID
SKILLS DAMAGE
+, Total Damage Combat
Skill Base (Effective) Character Damage Remaining Modifler
Bit/Pen (See Charl Below)
/ Tal R
; e R
R
Minor Skills (+2 for aach biank skill B
skill Base (Effective) e
/
/ Fast Reference Damage Modifier Chart
Damage Points Remaining
11213 |4]51]16]7]8)9]10]11]12
/ Combat
Modifier
I Damage Points Remaining
13 14 | 15 | 16| 17 | 18 | 19 | 20 [ 21| 22| 23 | 24
Combat
/ Modifier
General Skill Common Attack Roll Range Modifiers
g Weapon PB S M L PB +25%
U R e S +20%
o Al SEUOEIY ki M +10%
PR L 0%
NOTE: To increase the general skill requires twice the amount of normal g U0 e T S o o Moy
AMMUNITION RECORD EXPLOSIVES RECORD
5 10 16 20 25 30 Grenades Special
Magazine #1: 00000]00000|00000]00000]00000]00000] | | Fragmentation ks
Smoke oA LAAWS
Magazine #2: 00000|00000|00000{00000{00000{00000| | | swn Explosive
White Phosphorus Stinger
Magazine #3: 00000]00000]00000{00000/00000({00000]|
Magazine #4: 00000|00000]00000|/00000|00000|00000]
Magazimis:0'0000|00000|00000|00000|00000|00000|
Loose Ammo: Type: Rounds: Type: Rounds: " "'“’: mﬁ‘;'??m”‘"wmw
\_ g ; iz _J




r

PHYSICAL DESCRIPTION EXPERIENCE

Hair: Eyes: SkinColor— -~ ¢
Height: Weight: LH/RH
Sex:
Scars: i
Tattoo's: Remainder Experience
Other: , (No more than 999 points allowed) XENOFORCE
PERSONAL DATA SHEET
PSYCHIATRIC EVALUATION IN CASE OF DEATH
Phobias: Cremation  (YN) Burial (YN) No Preference (]
Donate Body/Organ to Science (Y/N)
Psychosis: : to Medical (Y/N)
Notss: Nextof Kintobenotified.—_ Wil (Y/N)
Religious Services (Y/N) If yes give specifics:

ITEMS CARRIED ITEMS in VEHICLE ITEMS STORED
No. _ltem Name Wt Total Wt No. ltem Name WL Total Wt No. _ltem Name Wt Total Wt

R R

Boe IR e B e
|

TOTAL WEIGHT CARRIED
(Include all ammunition and items)

PERSONA

NOTES AND HISTORY

This form may be photocopied for personal use only.
Copyright 1997 Dragon Games. Allrights resarved.
L “MJ




Condensed Gamemaster Reference Charts

Effective Skill Modification Chart

Major Skill

~ Condition Modifie
LAY youninning?: g L6
Are you walking?
i Are yousneaking?:’
SRS IEERE e L st
AT the Sney rinmng 785 e F R Rn e Ve AT
_ Are the enemy walking? sk AR R
SEAre e Bnemy sreaking? AR R R A0 R
Are the enemy still? 0
iTArE yoetfectively canioliflaged? J A i A R TR T
Are the enemy effectively camouflaged? +4

Other Variables , Modifier
SHFOr evefy personin your group withyou S EELE F1ATEE
For every person in the enemy group... -1




Weapon Load Chart

No. of Rounds  Segment Rcload \
Carried Penalty Penalty

Riﬂe Hea MachineGun"‘""‘

‘ Sting Anti Air Infrared Guided M:snle

Weapon Range Modifier Chart

SCUBA.Spear (-,;;NI;I‘I '
‘Shotguns Bird Shot
Shotgun - Buck_Sh_qt_ ;

tinger Anti Air Guided Missile 100 5000 560

050407760 -
1250 2500 3750 )




Attack szg

d6 Roll

' Gfenz{de Stun 5 3 meters Stunned 2d6 segments 3

Percentage of Protective Cover
40 50 60 70 8 90 100
 230% 7 40%-50% -60% " -70% Special

Effects of Masking Cover Chart
Percentage of Masking Cover

10 20 30 40 350 60 70 - 80 90 100
Attack Modifier -2% ‘4% 6% 8% -10% -15% -20%" 225% -30% Special

-

Current Damage Points

16 17 18 19 20 21 2223 24

Gisdnirs

"

01

g

; -11 5}
_-13 10

bibbbs




Weapon Damage Chart

Damage Type
Weapon Blunt Penetrating
Blackjack 1
Blowgun ——m 1
Claymore Anti-Personnel Mine — 3d6
Club 1d6+1 e
Explosive 1d6+2 *
Garrote 1d6** e
Grenade - Fragmentation 2d4+2
Grenade - White Phosphorus R 1d4+1
Hand/Arm 1d4 —
Knife e 1d4+2
Foot/Leg 1d6 ——
LAAWS Anti-Armor Rocket R 3d6+3
Pistol —_— 1d6
Rifle - Standard — 2d4+1
Rifle - Assault — 2d4+2
Rifle - Light Machine Gun e 2d4+3
Rifle - Heavy Machine Gun oy 4d4
SCUBA Shark Stick — 2d6
SCUBA Spear Gun —_— 2d4-1
Shotgun - Bird Shot e 1d4+] ***
Shotgun - Buck Shot ——— 2d4+2 ***
Shotgun - Slugs  — 2d4 +4 ***
Stinger Anti-Air Infrared Guided Missile —— 3d6-1 ****

* - Based on % kilo. Add a d6 damage for every additional kilo of
explosive. So % kilos of explosive would generate 3d6+2 damage in
area of effect.

** - Garrote does 1d4 damage for each segment it is around victim’s
neck. Victim gets Asphyxiation avoidance roll at -30 (to 8 minimum
of 5%) every segment to break free.

*** . Damage for each shotgun shell fired.

**** . To any character within blast radius of warhead at time of

detonation.

Multiple Round Attacks

Attack Damage

e o Muph




Optional Automatic Weapons Fire Chart \

Number of Rounds Fired

““Observer

Infiltrator

1dd+1 60% in host
40%out of host

2d6+1

Trap Asphyuatlon Blast
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* Modern theme of intrigue, espionage, and conspiracy.
- 33 Character Skills to choose from.

* Up to seven skills per character.

- Six page comic style intreduction-in full color.

- Depth-of play is defined by the GM/players from simple-to-complex.
* Increase skills through game experience.

* Custom design your PC.

-'Hundreds of items to equip.

- Pistols, rifles, rockets, grenades, Claymore Mines...and more!

- Guidelines for full automatic and semi-automatic weapon fire.

- Comprehensive indexed guidelines for complete ‘game play.

- Flexible game system.

* Fluid and realistic combat system.

* Fully expandable guidelines.

- Special damage charts.

- Emphasis on team play.

- Pre-formatted character sheet for quick and easy character generation.
- Uses standard gaming dice and supplies you already own.

- Hex or square grid mapping system, you decide.

- Quality illustrations and artwork throughout.

- Gamemaster specific guidelines and instructions.

- Easy to read charts and item lists.

- A.complete "blow-by-blow" combat example for your reference.
 Heavy duty ring binding allows book to lay flat at any page.

- Suggestions, examples, and gaming tips.

* Tournament guidelines.

* Play tested by all ages and experience levels.

* When you get bored playing the humans;play the aliens:..

* The only limitations are those imposed by yourimagination.
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