


A Few Words from the Editor: ZThe Lords of
Chaos is a quasi-APA published five times
each year in January, april, July, September
and November. This Fanzine is NOT intended
to make any great profit, but to be run,
instead, primarily for the benefit of the
contributers. Fee schedules have been
adjusted accordingly.

Individuals wishing to contact the editor
should write to the feliowing address:

N. C. Shapero

728 South Atlantic Blvd.
Alhambra, California
91803

or call 213-282-5571 {please, no calls before
9 AM or after 10 PM Pacific Time}.

These individuals who wish to centribute to The Lords of Chaos have several options open:

{1} Print up their zine themselves (copy count 210) and send it to the above listed
address (please print on 8% x 11 paper only, please--216 mm x 279 mm for those
out there on the metric system}.

{2) Type up their zine on gestetner type nine-hole mimeo stencils and send the
stencils together with 60¢ per side to cover printing cost tc the above
listed address.

(3} Type up their zipe on white bond paper with a reasonably new ribbon (i.e.
send camera ready copy} and include $1.50 per side for electrostencil
preparation and printine and send to the above listed address.

(4) Send their zine in non-camera ready form, and include $1.75 per side for
typing and printing. Unless the editor is feeling extremely merciful,
zines sent under this option longer than four pages in length will not
be retyped and/or printed.

Individuals wishing to subscribe to The ILords of Chaos may do so by sending a check

or postal money order (US currency ONLY, please) toc the above address. Subscription
rates are not fixed -- the price to non-contributers is $1.25 + postage, and as the

size of the issue is not fixed, the postage will vary.

Cost Schedual :
(1) Contributers:

{a) 4 or more pages in the current issue ~- free
(b} 1-3 pages in current issue -- postage only

(2} Non-Contributers

(a2} If buying in a hobby shop, pay whatever the man asks

(b} If four or more pages in the previous issue -- postage only

{c) If 1-3 pages in previous issue -- postage + 75¢

{d) If no contribution in the previous issue, price is $1.25 plus peostage.

Unless otherwise regquested, all subscripticn copies will be sent first class (uswvally
$1.54)

Issues Number 6 through current number are still available for $1.25 + postage.



Deadline for all zines: 30 August 1981 {Issue #14)

Zines already held over to issue #14: David Myers, Corona Campaign Notes and
Runecults for same, John Redden, Ramblings, The RuneQuest Prime Rules {(Modifications
to the RunecQuest! rules for the Combined Fullerton Campaign, and several other
zines of interest tou the RuneQuest and Other Suns playing public...
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Megazines of Possible Interst to FRP Gamers

Wyrms Footnotes (RuneQuest coriented Prozine -- l¢/word rate}) PO BOX 6302,
Albany, Ca. 94706. Write for information regarding current subscription
rates.

Alarums and Excursions (D&P): 3965 Alla Road, Los Angeles, Ca. 90066.
0C: Lee Gold. APA-zine available to non-contributers. §$1.50
plus postage per issue. Monthly publication schedule.
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The Chacsium. See Wyrms Footnotes for address. A MUST FOR THE
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*  # * * +* » 2 * * * * * * ® * * &

This issue contains some preliminary notes for the game RUNES IN SPACE.
All material by the auther (Niall Shaperc) is copyright (c} 1981. The game
which developed from these notes will be sold under the title OTHER SUNS by the
Chaosium, Inc. <Considerably more material will be added for the commercial version
(the PRELIMINARY version of the manuscript ran to 500 manuscript pages -- roughly
85 thousand words). Hopefully, the game will be out by Christmas.

- Nt S.



RUNES IN SPACE
BACKGROUND

History

._The L'Doran Hegemony is a multi-species multi-star system government that
developed while the Human Race was building the pyramids in Eqypt. In the years
while mankind developed on Earth, the myriad races of the Hegemony forged a
multi-species empire that covered plmost a third of the galactic rim.

_ And when Homo Sapiens went out to the stars in the latter part of the

twenty-first century, he did so armed to the teeth. The Hegemony had and.has one
real hard and fast rule: "Thou shalt not make war upon any unwilling species®.
Needless to say, when the Terran Empire met the L'Doran Hegemony in the Fourth
Century of the Atomic Era, the contact was little short of explosive.

After the first Hegemony-Empire War, which the Humans lost & the battlefidid
and then won-at the peace tables a period of peace settled upon the local stellar
nefghborhood about Sol. During this peace (of perhaps twenty years duration)
the human leaders rethought thedr position in the galaxy somewhat, and set
about preparing for the inevitable next war.

It is a tribute to the force of will, the strength, the inventiveness,

and the sheer unmitigated chutzpah of the human race that it went about preparing,
in all seriousness, to take on practically a third of the rest of, the galaxy
single handed. What the hell, it almost worked! But, unfortunately, though the
hgman race had adopted virtually all the technological wonders of their opponeats,
and though the humans were, by and large, better at the bloody game of wan than -
the majority of the Hegemonic species, Homo Sapiens was horribly outnusbersd .~
in the second Hegemony-Empire War. _ ' 5

by

But, though the humans were defeated, and Earth reduced to a radioactive
cinder, the L'Doran Hegemony collapsed shortly after the fall of the Terran
Empire;. the economic stresses and strains imposed by the war did what the himan
starships had failed to do. And the starlanes were clear of ships--either
Hegemonic or Imperial.

In the 9th Century of the Atomic Era, the Hegemony began to reform as.
various former member races re-acquired the investment capital, the risk mgney
to hegin building starships once more. e

In the 18th century of the Atomic Era, the L'Doran Hegemony covers
virtually one quarter of the galactic rim. Human worlds, former imperial
colonies, have joined the He ny, and the combined efforts of virtually
all the races of the region is being directed towards exploration, expansion,
rediscovery of old worlds, and development of new worlds.

In this era of starfaring Drakes and-Magellans, in this era of freebooters
and explorers and exploiters of all kinds, the players must make their fortunes.
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Technological Base

The L'Doran Hegemony is an FTL-starflight society. Contrgravity drives
for normal space and atmospheric flight are commonplace. Power for a1l common
needs is provided by cheap and efficient total conversion devices. Privately
owned fil {faster than light) starships are common--a vehicle capable of carrying
four to six individuals at a speed of ten light years per hour being well within
the reach of rich individuals {just as private aircraft are today). Planetary
weather control techniques are well known, and planetary engineering to ovder
is an expensive, though scientifically trivial, project. Time travel, and cross-time
travel are possible, though extremely difficult {in much the way that space
travel 1s now}. e : .

Monetary Base

The unit of exchange in the L’Doran Hegemeony is called the System Monetary
Unit {or SMU) and is worth roughly 0.02 troy ounces of gold {that 1s, 1 trey
ounce of gold is worth about 50 SMU). Inflation is a factor only in Yocal economies.

HOW TO CREATE A CHARACTER
Characteristics

1. Strength {STR): A character's strength affects the damage he does, how misch
equ’lpmeng he can carry, and what weapons he may use. Strength can be imcramased
through training up to the rating for the character's Constitution or Size. - - .
Humans roll for strength on 3D6. IR R ,

2. Intelligence’'{INT): This is a measure of the character's ability to desl
with abstractions and his ability to learn from experience. Intelligence for
humans in the general population is rolled on 306.  However, it is: assused |
that the adventurous characters, the spacers, the scientists, the space . -
merchants, are all a cut above average--pre-selected, so to speak. Thus all
adventuring characters {i.e, all player characters) roll for INT on 20646 ({if
they are humans, that is--other species may roll on slightly different dice}.

3. Power (POM}: For the characters in %%nﬂes_in_smg, this characteristic.
represents the luck of the character. It also represents a factor in his !
ability to resist and/or power certain kinds of psionic attack and, possibly,
his ability to affect the world through direct force of will (given that he
has Tearned how to so use his power). Power is rolled on 3D6 for humans.

4. Constitution {CON}: .This is a measure of the character's health., It ¥s cne
of the most important factors in determining how much punishment (in combat

or otherwise) a character can take befone dieing. Constitution can be

trained up to the maximum of Strength and Size. Constitution is'rolled on

306 -for humans in the general population but again, the adventuring characters
are assumed to be a cut above the common herd, Therefore, adventuring

human characters roll constitution on 2D646. '
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Characteristics (continued)

5. Dexterity (DEX}: This is a measure of how fast and how accurately a
character can move and act. Dexterity may be increased by training up to
species maximum. Humans rell for dexterity on 306. '

6. Charisma (CHA): Charisma is the measure of a character's ability to
lead. Tt is the ability to say "follow me" and find oneself leading a
charge. Charisma is subject to change (both up and down) depending upon
the success or failure of previous ventures. Humans roll for CHA on 2D6.

7. Size (SIZ}: This is the combined indicator of the mass and height of
the character. It will, to a small extent, affect his ability to absorb
punishment (and to a much greater extent, his ability to deal out damage
in hand to hand combat). Humans roll for Size on 3D5.

8. Endurance (END): This is a measure of the character's ability to withstand
pain, and his ability to engage in strenuous activity for prolonged periods

of time. Endurance is also a factor in determining how much physical punishment
a character can take. Humans roll for Endurance on 4D10. Endurance may be
trained up to species maximum.

9. Telepathic Strike Capability (TSC): This is a measure of a character's
ability to Taunch telepathic attacks, to probe minds, and to handle psionic
devices. Humans roll 106 to determine their TSC rating: on a roll of 1-5,
the character has a TSC of zero, on a roll of 6, the character has a TSC of
one. (Characters with TSC=0 can NEVER be trained to TSC=1. There is, however,
no species maximum for TSC,

10. Telepathic Resistance (TPR}: This is a measure of the character's resistance
to telepathic atfacks via the character's strength of will, by his strength

of ego, by the very integrety of the total mind of the character. There is

no species maximum for TPR. Humans noll for TPR on 1D4+1.

Maximum and Minimum Characteristics

No characteristic may be increased for any reason, save cyborging {to be
covered later), beyond the maximum amount rollable on the characteristic dice
plus the number of dice rolled, where said characteristic refers to a physical
body property of the character. Thus characteristics 1-8 may not be increased
above the so-called species maxima, though TSC and TPR (characteristics 9-10)
may be increased without 1imit. Thus, a human may not have a dexterity higher
than 21 (=18+3).

The minimum characteristic possible for any reason is the number of dice
rolled (for example, 3 for Human size}. No characteristics save ENDURANCE and
POWER may be reduced below.this point voluntarily. Power may not be reduced to
zero voluntarily.

Abilities and how Characteristics influence them
‘Each character has various abilities which he will be able to improve

through training and experience. His characteristics, however, will influence
how well he will do in each type of ability at the start of his career.
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Abilities and how Characteristics influence them

Each table gives a percentage add or subtract for each high or low
characteristic. The resulting bonuses or penalties are added together
to give the natural bonus {or penalty) for the character in the given
category of skills. Note: This natural bonus can be either positive,
negative, or zero,
1. Attack -- As per RUNEQUEST
2. Parry -- As per RUNEQUEST
3. Deferise -- As per RUNEQUEST
4. Hit Points

This is not so much an ability, as an attribute. Hit points are the
measture of how much harm, how much damage, the character can take before he
dies. It is based directly on the character's Constitution, and is modified
by his POW, SIZ, and END, as indicated by the following
Characteristic Characteristic Rol}

"01-04 05-08 09-12 13-16 17-20 21-24 Fach +4 additional

S1Z -2 ~1 _ +]1 +2 +3 +1
POW -1 , +1 +2 +1
END -4 -3 -2 -1 +]

The Reason Why:

SIZ--As Per RuneQuest b
POW--As Per RuneQuest, save that for "favor of the Gods" substitute "oneness
- with the Universe®.
END--The better trained and tougher the individual, the longer he can keep going
despite what should be killing wounds. The greater the END, the longer
the character can "put off dieing".

Note: unlike the other tables, the bonuses here are in actual points
instead of percentages.. Thus a character with a POW of 21, a.SIZ of 13,
an END of 26 will have, with a CON of 10, hit points of 10+2+1+1=14.

5. Damage -- As per RUNEQUEST
6. Accuracy

Accuracy is the ability to handle aimed weapons (such as bows, crossbows,
pistols and rifles), ;
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6. Accuracy {continued)
Characteristic Characteristic Roll

01-04 05-08 09-12 13-16 17-20 21-24 Fach +4 Additional

INT =102 -05% +054  +10%  +15% +5%
POW -05% P - +05%  +10% +5%
DEX -10%  -05Y% +05% +10% +15% +5%

The Reason Why:

INT--Intelligence has great influence on how well a character can learn, and how
fast he can learn to handle complicated and unforgiving weapons. A moron,
for example, will take longer to Tearn to handle a rifle than will a moderately
intelligent individual. _ _

POW--Extremes, both high and low, of POW influence the Accuracy because POW is

a measure of how the character relates to the Universe, of how "in tune”
he is with the worid.

DEX--The ability to control where a weapon points is extremely important in
determining whether or not one will hit the desired target.

7. Perception -- As per RUNEQUEST

8. Stealth -- As per RUNEQUEST

9. Manipulation -~ As per RUNEQUEST

10. Knowledge -~ As per RUNEQUEST

11. Arts of Love

Characteristic Characteristic Roll

01-04 05-08 09-12 13-16 17-20 21-24 Each +4 Additional

INT -10%  -05% +05%  +10%  +15% +5%
POW -05% +05%  +10% +5%
BEX -10%  -05% : +05%  +10%  +15% +5%
CHA -10%  -05% +05% +10%  +15% +5%

The. Reason Why:

INT-~An intelligent lover is generally far better than a stupid one. Certainly,
the more intelligent ({and presumably adaptable) a character is, the more
potentially adept he or she will be in the arts of Tove.

POW--Again, Power affects everything, more or less.

DEX~-Certainly, the more dextercus the individual is, the easier certain
activities should prove to be.

CHA--Clearly the ability to influence others with a word, a glance, the power
to command of one's charisma is going to have great influence on one's
potential in this particular area.

12. Oratory -- As per RUNEQUEST
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INCREASING CHARACTERISTICS
1. Physical Characteristic Training

The only method available for enhancing physical characteristics is hard
training. And, living beings being what they are, and training programs being
what they are, such training is not always successful.

In order to determine if the particular training attempt is successful,
take the species maximum in the given characteristic, subtract the current
characteristic value of the character, multiply by 5, and this is the number
that must be rolled at or under on D100 for successful training (and one point
characteristic increase} to occur. ' ;

_In order to determine cost of training, assume 1 SMU = 2 lunars and use
RUNEQUEST costs for STR, CON, and DEX training (this last assumed to be from
martial artists in RIS at a cost.equivalent of 1000 lumars). END training is
available from the martial artists in RIS at a cost of 750 SMU per attempt.

Training costs and Time

As per RUNEQUEST, save that the costs are converted on a 1 SMU = 2 Tunars
basis.

Training

As per Runequest, 400 lunars (read 200 SMU) training requires one full week
of uninterrupted time to absorb. Thus, from the cost of training, one can determine
the amount of time in weeks by dividing cost by cost/week of training that can be
absorbed. For example, an attempt to train END by one point costs 750 SMU, and
thus the training program would require 750/200=3.75 weeks=26.25 days to complete.

2. Increasing Other Characteristics
POW, INT, S1Z as per RUNEQUEST.

CHA--Charisma is increased (or decreased) as per RUNEQUEST subject to .
the replacement of criterion B by:
{B): Each 25% increase in ones specialization {after 50%) adds 1 point,
no limit to points
and the deletion of criterion C {dealing with showy magical items).

'TSC and TPR--telepathic strike capability and telepathic resistance may be
trained at various psionics institutes at a cost of 1400 SMU per training attempt.
In order o succeed, a roll on D100 equal to or less than the INT of the character
must be made. If training is successful, the characteristic in question (either
TSC or TPR--the training is separate} is increased as per power increase roll.
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MECHANICS AND MELEE

As per Runefuest with the following modification for modern high-velocity
projectile and energy weapons:

In addition to hit point damage to the indicated target area (which is limited
as per maximum points counted against total hit points as per primitive hand to hand
weapons)} damage against total body endurance is done equal to the point total rolled
for the damage of the weapon indicated. When END is reduced to zero (or a minus
number) as a result of such an attack, the character is unconscious and an attack
(as per poison--vs total constitution) is executed, the strength of the attack being
equal to the absolute value of the negative END balance., {Thus a character whose
END has been reduced to -8 will have an 8 point attack rolled against his CON--if
his CON was 13, say, there would then he a 50+(8-13)}x5=25% chance of an additional
8 points of damage vs total hit points, and a 75% chance of 8/2=4 points of damage
vs total hit points). Further, where £=the endurance of the character prior to
taking the hit, and D=the amount of damage done by the hit, the probability that
the character will go into shock (resulting in death in 12 minutes unless proper
treatment is applied) is D/F.

¥ 4

Healing Damage to Hit Locations and Endurance

As per Runefuest. Endurance is recovered at a rate of CON/8 per hour of rest,
CON/4 per hour of sleep. Natural healing does not begin until all END damage has
been recovered.
COMBAT SKILLS
Notes on Combat

The Attack and the Parry: Treated as per RuneQuest

Effect of Natural Ability: As per RuneDuest, with the exception that aimed weapons
(1ike crosshows, rifles, etc.) are modified for attack percentage by ACCURACY.

Basic Chances

The basic chance for mest attacks and parries (as well as most other non-zero
base skills) is 5%.

A roll of 01 on D100 will always mean a successful attack or parry and,
conversely, a roll of 00 on D10 will always mean an unsuccessful attempt has
been made to employ the skill in question.

Special Basic Chances for certain weapons:

As per RuneCuest with the following additions:

Projectile throwing handguns (i.e. handquns with recoil) -- 15% base
Rifles {of all kinds) -- 20% hase Crecolt ty«)

Recoilless handguns and rifles”{enerqy weapons) -- 25% base
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COMBAT SKILLS {cont.)
Special Damages:

Critical Hits are treated as per RuneQuest subject to the restriction that
critical hits on Marauder Armor do damage to the armor rather than ignoring
same where the weapon is an impact weapon {sword, arrow, maul; etc). Critical
hits with modern weapons {stunners, blasters, rifles, etc) ignore all types
of armor. - ; :

'Parrying a critical Hit is as per.RuneQuest (save that it is not pcssib!e to
parry a blaster bolt, a stunner bolt, or a bullet)at any time, let alone when
the hit is a critical hit). r :

Fumbles, impales,.and parrying of impaling blows as per RuneQuest, as well as
. optional rules for impaling weapons and critical and fumbled parries.

Attacking from. Advantage:
As per.RuneQueﬁt subject to the following revisions:

Case 3. An attacker on the ground has only % his normal chance of
successful attack with ancient and hand to hand attack weapons. His
parry chances are not reduced below normail, nor.are his attack chances
with handguns, rifles, or similar medern missile weapons.

Case 4. A totally helpless opponent can be killed with any.weapon unless
the attacker rolls a FUMBLE. The attacker's chance of fumbling is the
same as usual with an attack with that wezpon.

Learning Fightyng Skills:
As Per RuneQuest, subject to the Tollowing modifications:

(1) Training: The probability that a given training attempt will be
successful 1s 100-current skill+INT {this probability is always AT
LEAST equal to INT), and if the training is successful, the increase
in skill is by 1D6%. . _

(2) Learning by Experience: The probability that a character has
learned from using a given skill in the field is 100-current skill+
number of successful uses of the skill1+INT (this probability is always
AT LEAST equal to INT), and if the character learns from use of the
skill, the increase o/ skill is by 1D6%. Thus, if on cne expedition,
a character used his fists 13 times successfully in combat, and his
current skill was 35%, and his INT was 13, the probability of his
learning from experience after he has had a week to relax and

consider his actions would be 100-35+13+13=91%,

(3) Total Increase Possible: There is no limit to the total increase -
possible via training between successful uses of the skill in the field.

{4) Progressing to (and beyond) 100% Ability: An Adventurer may progress
via training up to, and beyond 100% Ability (so iong as he can find a
teacher with Ability higher than his own, and higher than 90%) and can
progress indefinitgly by experience in the field.
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COMBAT SKILLS {cont.)

Weapon Training Cost Table (Hand-to-Hand wéapons)

Base X Weapon
20 Axe; 1-H
15 Axe, 2-H
10 Butt
25 Dagger
25 Fist
15 Flail, 1-H
05 Flail, 2-H
25 Grapple
20 Hammer, 1-H
05 Hammer, 2-H
25 Kick
25 Mace, 1-H
20 Maul
0% Morningstar
10 Pike
05 Rapier
15 Shortsword
15 Sickle
10 Spear, 1-H
20 Spear, 2-H
10 Sword, 1-H
05 Sword, Z-H

Weapon Training Cost Table {Missile Weapons)

Base ¥ Weapon
10 Axe, thrown
10 Bow
20 {rossbow
15 Dagger, thrown
15 Javelin
05 Mortar

Page &

00-25  26-50 51-75  76-100 101+
100 150 350 500 650
100 150 400 600 800
50 150 350 500 650
50 150 350 500 650
50 100 250 400 550
100 150 400 600 800
100 250 550 800 1050
50 150 400 650 900
50 150 350 550 750
10 150 400 600 800
50 100 350 600 850
50 100 250 400 550
50 150 500 850 1200
100 250 550 800 1050
100 250 550 800 1050
150 350 650 1000 1350
50 100 250 400 550
50 100 250 400 550
50 150 350 550 750
50 100 250 400 550
100 150 350 500 650
150 350 650 1000 1350
00-25  26-50  51-75  76-100 101+
100 150 400 600 800
100 250 500 750 1000
50 100 250 460 550
100 150 400 600 800
100 150 400 600 800

150 350 650 1000 1350 .



RUNES IN SPACE

Weapon Training Cost Table (Missile Weapons) (cont.)

Base ¥ Weapon

15 Pistol, recoil type 100 200

Page 10

00-25 26-50 51-75 766100 101+

400 '

600 800

25 Pistel, recoilless 100 150 350 500 650 . .
10 Pistol, machijne 150 350 650 _’iQUO 1350
20  Rifle, slug 100 150 350 500 650
25 Rifle, energy 50 100 250 400 550
20 Rifle, fully automatic 100 250 550 850 1050
05 Rocket Tauncher, Shoulder Fired .

50 100 250 400 550
10 Rifle grenade 100 250 500 750 1000
25 Rock 50 100 250 400 550
10 Sling *100 150 460 600 800
05 Staff Sting 100 250 - 550 850 1050

Modern Weapons . _
Unlike the ancient wisstie. waapons, modern weapons are somewhat less

affectéd by conditions of movement of firer and target. Modifications of basic
attack percentages based on situation are as follows for modern weapons:

Range: Point Blank +35%
Short Range +154

Medium Range 0% '
Long Range Divida Attack Percentage in half
Extreme Range Divide Attack Percentage by four
Weapon Firing Mode: Automatic Fire ~-25%
Wide beam (energy pistol) +25%
{uses four charges instead of one)
Gyrosteadied Weapon +10%
Firer is: Bracsd +08% Target is: Moving -04%
Moving -16% Evading -28%
Evading ~-16% Immobilized +16%
Blindad ~50% A Vehicle  +20%

The range given for each of ihe modern weapons is the medium range limit
for the weapen. Point blank range is 0-5 meters, short range is 5 meters out
to one fourth of the medium range Timit. Long range extends from the end of
medium range out to 1.5 times the medium range limit, and extreme range extends
from the end of long range out to twice the medium range limit.

A telescopic sight will extend medium range {and hence all other ranges
based on the medium range 1imit) by a factor of 1.5. Similarly, if the weapon
has a gyrostabilizer unit added, medium range is increased by a factor of 1.5.
If both a telescopic sight and a gyrostabilizer zre added to the weapon, its
medium range limit will be exTended by a factor of 2.25. .
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Pistols -

Projectile Type/Recoil Type

Calibre Damage Range Cost ‘
.22 2D4 100m 150 smu {+0,2 smu per round)
32 206 100m . . 200 smu (+0.3 smu per round)
.38 _ 3D6 100m 250 smu {+0,3 smu per round)
.357 magnum 308 100m 350 smu (+0.4 smu per round)
.45 406 100m - 300 smu (+0.4 smu per round)

A4 magnum  4D8 ¢ 100m 400 smu (+0.5 smu per round)

All of the above listed weapons have a six round ammo capacity. A1l are
assumed to be revolver type. For automatics, increase the cost by 10% for the
unit, do not increase ammunition cost, increase the ammo slip size to eight
rounds. Machine pistol versions exist for all calibres listed above at a unit
cost twice those listed above--with anmunition drums containing forty rounds
of ammunition,

Projectile Type/Recoil Typer-- special slugs

Needler: This pistol fires steel needles at exiremely high
velocTty {over three kilometers per second). . Though the armor
penetration capabilities of these needles is extremely poor, should
a needle penetrate, the damage to the nervous system of the target
is considerable (mostly from hydrostétic shock). Damage of 1D4+1
is rolled vs hit location and, if the armor is penetrated, 1208
damage is done vs END. RANGE = 80m, COST = 600 smu (+0.6 smu per
round of ammunition -- a magazine for this type of weapon holds
ten rounds}). :

Taser: This weapon fires three darts at once. Roll 1D4+1
to determine armor penetration capability of each separate dart
that hits the target (each gart is rolled as a separate attack
as well). If at least two darte hit and penetrate armor, then
the target must make a POW x 2 roll on D100 or be immobilized
(for so long as the darts are in place and the firer continues
Lo operate the Taser unit). The darts must remain connected {via
thin wires) to the firing unit in order to function, so the range
of this unit is Timited -- ABSOLUTE MAXIMUM RANGE = 5 meters.
COST = 500 smu. Two sets of three darts are loaded in each unit--
and relaading requires recoiling the wires and reloading the darts,
which takes a full melee round per set of darts,

Enérgy Type/Recoilless Type Pistols

Hand Blaster: 4D6 damage per charge. Wounds done by this
weapon are autcmatically cauterized ~-- no bleeding. RANGE = 120m,
COST = 550 smu (+1.0 smu per charge--a magazine typically holding
12 charges). THIS WEAPON WILL DAMSBE ALL TYPES OF ARMOR!
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Energy Type/Recoilless Type Pistols {continued)

Sonic Stunner: Damage for this weapon is determined as follows:
A 4D6 attack is made vs CON. If the attack is successful, the target
will be knocked out for {22-CON} minutes. If the attack fails, the target
takes 2D6 damage vs END. RANGE = 40 meters, COST = 1000 smu (+0.5 . . - -
smu per round of ammunition--and a typical magazine holds 8 charges).
This weapon WILL NOT FUNCTION IN A VACUUM, AND WILL NOT AFFECT ARY
INDIVIDUAL WEARING TYPE 3 OR BETTER ARMOR (see Armor and Suits).

WMagnetic Pulse Stunmer: Does 6D6 END damage. Divide this damage
in half before deducting armor protection for all metallic armor.
RANGE = 120 meters, COST = 1250 smu (+1.25 smu per charge -- a typical
magazine holding 12 charges). ¥ 0

Rifles
Projectile Type/Reccil Type
Calibre Damage Range Cost

.223 long 1D8+1  200m 600 smu €+0.25 smu/round)
.30 206+1  200m 650 smu (+0.30 smu/round)
.308 Z2D6+1  200m 650 smu (+0.30 smu/round)

The above listed weapons have twenty round clips, and are assumed
to be semi-avtomatic weapons. Fully automatic versions of the above
listed weapons also exist -- and they cost twice as much as the
semiavtomatic versions.

Projectilte Type/Recoil Type (Shotguns)

A11 of the shotguns in RIS are assumed to be firing killing loads.
The medium range for shotguns is FIXED at 40 meters--use of telescopic
sights and gyrostabilizers have no effect upon shotguns. A7l these
shotguns are assumed to be semi-automatic, with eight round capacity.

In order to determine damage done, it is first necessary to
identify hit locations affected. Roll normally on 1D20 for hit location,
then roll 106 twice. Subtract the first roll on 1D6 from the 1D20 and
add ‘the second 1D6 roll to the 1020 roll. (Treat numbers less than 1 as 1,
treat numbers greater than 20 as 20.) Thhs wiil give a range of
locations affected. {EXAMPLE: If the 1D20 roll is 9, and the first
D6 roll is 4 and the second D6 roll is 2, then locations (9-4)=5
through (942)=11 would be affected. If the target were humanoid,
Tocations 5 through 11 being involved would mean that the abdomen
and left leg would be-affected.} HNext, roll 1D6+3 in order to determine
armor penetration -- then double the damage after deducting armor,
and apply this damage to each indicated hit location., (EXAMPLE: Thus
if we had rolled a 9 on 106+3 in our preceeding example, and each of
the locations affected had 7 points of armor, we would inflict.
2*(9-7}=2*2=4 points of damage to each location with hit Tocation
numbers 5 thru 11. Thus, in the case of a human, we would have done
4 points to the left leg, 4 points to the mbdomen, for a total of
8 points damage.

Shotguns €OST = 550 smu {+1.25 per round of ammunition).
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Projectile Type/Recoil Type Rifle {continued) -- Rifle Grenades

Rifle grenade launcher mechanisms attach to any projectile type
rifle {except shotguns). Their RANGE = 200 meters. COST (of launcher)
= 1235 SMU, COST {of grenades) = 200 smu each, Grenades do i5 + 1D4 i
damage {against hit points) to all within a 10 meter range of the detonation
point (cut damage in half for each additional meter distance between
target and detonation point] rounding fractions DOWN). Type 3 armor and
better protects against the damage from grenades, but the armor takes
1/2 damage to all locations, reducing its protective capabilities against
all later attacks accordingly. Grenades do double damage to all targets
when detonated in a confined space {i.e. any completely enclosed space less
than 20 meters across). ' '

If a rifle grenade shot misses its desired location of target, roll
randomly to determine direction of scatter (fell short, fell long, fell
left, fell right, or some combination) and roll 4D10 for distance, in
meters, that the grenade scattered. $ _

Rifle grenades may be used for either direct or indirect fire,
Bnergy Type/Recoilless Type Rif]gs‘

All of the blaster rifles have the same range, to wit: 240 meters.
Blaster rifles all carry 24 charge capacity when fully charged.

Type Damage Range Cost
;) 4D8 240 m 1000 smu (+1.00 smu/round)
2 606 280 m 1350 smu {+1.35 smulround}
3 806 240 m 2400 smu {+2.40 smu/round
4 1006 2366m 3750 smu {(+3.75 smu/round)
5 808 500 m 8000 smu {+4.25 smu/round)

In order to fire blaster rifles type 2 - 4 safely, it is necessary
that the firer be armored. In order to fire a blaster rifle of type N
safely, it is necessary to be wearing armor of type N+l. If the firer
is NOT wearing the proper type of armor, he will take damage egual to
one third the amount rolled {round fractions up) to the head, chest,
and both arms {or hit locations 12 through 20 inclusive for non-humanoids).
This damage is assumed to be backblast from the shot fired that is
NOT stopped by the firers armor. In addition to the damage to the
firer, an equai amount of damage is done to the armor in each of the
indicated iocations.

The tripod mount blasters (type 5) do not have a backblast problem.
Typical automatically reloading charge packs in tripod mount heawvy
blasters increase the number of charges in the unit to 96. Tripod mount
units are typically to heaby to be carried conveniently (due to the
shielding necessary to prevent the backblast problem of types 2 - 4)}.

THESE WEAPONS WILL DAMAGE ALL TYPES OF ARMOR!
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Mortars

The HMINIMUM renee for a mortar is 50 meters (311 fire beinc
indirect)r and the medium rance limit is 500 meters. Damsse is
40+2D18 ouwt to 15 meterss damsse beins cut in  half Ffor each
additional 2 meters of rsnee to eround zero. Areor ture 3 s
better will esrotect aezinst damases but will tske half damace
itself in the rrocess (as aszinst erenades), If the shot wmissess
determine scatter zs per’ erenadesy save +that the distznce
scatiered dis 1D4 % {(distance from moriar to desired tarcet)/25s
in meterss vroundineg Tractions ue.

Cost of morisr = 24008 smu. Cost of one moriar shell = 750
ikl ’ .

Rocket Launchers shoulder firedg

The ranse for this unit is 258 peters. Damsse is 2042010 to
&ll within 1 meter of imract roint, Armor tures 3 and Dbetter
will rrotect sezinst damsee from this wearony but full damsce is
done to the armor. This wesron way be used for direct fire onlu.

Cost of wnit = &500 smu, Cost of one racket = 230 smu.
Accessories

A telescoric sieht costs 228 smu. & curostashilizer wunit
costs 480 smu, A unirod or birod mount for bracine 3 handeum or
a rifle (resrectively) costs 12 smu. Each of these devices adds
one roint of encumberance to the wearor.

Encumberances

All ristole have a basic encumsherznce of ones with 4he

Hoertion of  the machine ristolsy which have encumberances of
't'NQ *

All rifles have 3 basic encumbersnce of +twos with the
excertion of the &rirod mount Dlaster rifiey which has an
encumberance of twerntw,

The mortar hes en encumbersnce of thirtu-five.

The rocket launchers shoulder fireds hat an encunbersnoe of
five. '

Eates of Fire

All semi-sultomatic ristols ang vifles fire at & rate of
B/ME, Shotauns  Tire a3t & rate of 8/MR (reloadine the chambers
reguiring 5 BRY. Automatic wesrons five bursts of 8 rounds cnce
rer  three strilbe ranbks, The hand held rocket launchers maw be
fived once rer melee round onlu. Mortars maw pe Tired once gey
meles rOourncs

1 R
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"STR/DEX Keauirémerits

Onlwy  the Shoulder fired rocket has a3 strensth or dexteritv
reauirement smons the modern wearons. For this particulsr
wearons there is & resvirement of s 15 sirendth and = 13
dexteritu. : o o - A

TUther Notest

‘Defense mau only be aPPlzad aealnst the fdllowing two modern

wegbons? (1) the Taser and (2) the shuuider fired rockét. -

As & rule of thumby defense can onls be aprlied aaainat Feary=
area affect wearons» and even then only when the tardet can see
the proJdectile (or bolts or whatever) coming. Thus defense mau
riot be arplied aazinst blastarSr maching sun firer Pifle Firer
etco r etﬂ?o - 5 .‘_=';. % 2

Damzsce for sncient wesrons is as rer Runeluest.
Armor snd Suits

Armor Tupe Descrirtion _ Foints Frotection

0 ~ Bare shkin g
1 Lieht Env1ranmental Buit~ = + §
2 Full EVA suit Lseace suztl B &
3 Lisht Combat armor A
4 Scout Suil CArmoredl . 28
g Command 'Suit [Armoredl 30
é #Marauder I 49
7 Marauder ITX : 70

Armor  tures 2 and hicher are serace suits and will #rotect
the wearer sszinst variations of sressure and temrerature of zero
to 100 atmosrheres and 0.1 decrees Kelvin (rear sbhsolute zero) to
450 dearees Helvin (over 808 desrees Fahrenheil) reserectively.
Armor ture 1 maw or mas not rrotect the wearer against vacuum.
In asny casey the MAXIMUM ‘temrersture and rressure ranses
sllowable for ture 1 armor sre 200 desrees Kelvin to 480 decrees
Kelvin Crowshly ~180 to +260 desrees Fahrenheitd ang 0 to 5
gltmosrheres FTESEUTrE. Life swurrort srd Fower limitations
restriect suitl orerational time Lo 12 6 NOLT S

Armor  roints protection are For esch individusl hit loca~—~
tior. I

Irn order to use the hisher clssses of zrmored suits [ture 2
srg abovel it is necessare to trasin in their vse.

The skill VAC-SUIT OPERATION covers the oreration of suits
of armor ture 2 and 3 (ands in additiony the handlins '&f zero-s
manuevering in & swit)s This ekill is 8 rrerecuisite to learnine
the skills of hendline anw of the hisher armor ture siits. g 2 8

must De  learned to the S0Y shill level before trzinine can  De
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besun in ane of the hicher armor swuit orerations shills. The
cost of trainine thie skill is as follouwsd
2e/50/75/160/101+
YAC-SUIT OFERATION S06/100/150/250/7400
A suit of ture 1 or Z armor mssses 2 kiloerams per roint of size.

The skill SCOUT SUIT OPERATION covers the areration of suiils
of zrmor ture 4, The skill COMMAND SUIT OPERATION covers the or-
eration of suitse of srmor ture 5. One or baoth of these skills
must be 3t the 50% skill ilewvel or better in order to train in the
oreration of either of the marazuder swit skills.

In zddition to providineg protectionrs scout and command suits
add to movement a2nd sensory esrabkilities of the wsers, The
modifications to user carzbilities sre as followss

SCOUT ARMORS

{1) Hovement of 48 allowed in Tlieht
{Z) Fuel for 300 melee rournds of flischt
{3) Sensor with rance 10 kilometersy Grade S5y ECM
arzde 9 (SBee sectition on Sensors - snd - Electronic
Countermessures?.,
{4) Strensth multirlier of 2
{5) Sirze multirlier of 1.1
COMMAND ARMOR:
{1) Movewment of 36 sllowed in Tiight
{Z) Fuel for 3068 wmelee rounds of Tlieht

{3) Sensor with rance 10 kilometerss Erasde 7 ELHM .
arade 7 {See section on Sensors and ECM)Y.

(4) Strensth multirlier of 2.5
(G) 8ize multirlier éf 1.2
The cost of trainine these skiil& sre a3s Tollowsi
25/50/75/108/101+

SCOUT ARMOR OFERATION 50/160/250/400/550
COMMAND ARMOR OPERATION S0/1006/250/4006/500

A scout suit weishs § kilosrsms rer roint of sizer 3 command suit
weiehs 7 kiloerems srer roint of size of suil.

16, e —— L o Y g AR i —
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The skill MARAUDER I OPERATION covers the greration of suits
of 2armor ture &. The skill HMARAUDER IT OPERATION covers the
srerstion of suits of srmor ture 7. Marauder . srmor is the
eruivalent of the rowered arwmor in Heinlein's STARSHIF TROOPERS
or Haldemarn's THE FOREVER WAR. In order to becin trainine in its
user one wmust have learned either SCOUT ARMOR OFERATION or
COMMAND ARMOR OFERATION skille (or bobh) to the S0% or better
level, Furthery before one can besin trasinine in Marsuder Ture
II orerations one must have MASTERED the cskill of oseratine =
Ture I Marauder suit (i.e. learmed the skill to the 90% or better
level), MHMarsuder suit carabilities zre as followst

HARAUDER TYPE-E:_
(1) Movemert of 27 zllowed in flisht
(2) Fuel for 300 melee rounds of flisht

(3) Sensor with rance 10 kilometerss Grade Sy ECM
Grade O (See sectiorn .on Sensors and Electronie
Countermeassures). 2

{4) Strensih multirlier of 5
(5! Size multirlier of 2.3

(6) Suit armament-—-2 ture 3 blaster rifles {(mount-
ed in the arms of the svit--itrest as surostesdied
and set with telescoric sight) with 34 charce ammo
racksy  snd 2 Y-rack {(use either mortar skill or
shoulder fired rocket launcher skill derending
uron  whether firine mode is direct or indirect)
with 30 missiles (affect of missiles as rer mortar
§h91 is).

MARAUDER TYFE IT:
(1) Movemernt of 27 sllowed in flight
{Z) Fuel for 350 melee rounds of flisht

{3) Sensor with ranue 10 kilometerss COrade S» ECH
araoe U (See section on Sensors ang ECMY.,

(4) Strencth multirlier of 7.0
(5) Size multirlier of 2.5

{6) Buit srmament-—-2 ture 3 blaster rifles (mount-—
ed in the.arms of the suit-—-trest ass surostesdied
and sel with telescoric siechi) with 34 charse ammo
Fevkss  and 8 Y-rack (use either mortar skill or
shoulder fired rochket launcher skill derendinG
ueon whether firine mode is direct or indirect)

17
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with &0 missiles {affect of missiles 25 rer mortar
shellse). In additions there are two helmet mournt-—
ed ture 4 hlaster rifle units with 36 charse a2mmo

Facks. i )
The tost of trainine these skills zre a5 fellows!?
25455/75/139/131+

MARAUDER I OFPERATION  50/180/350/600/850
MARAUDER II OPERATION S6/150/400/650/900

& msrasuder I swit weishs 70 kilosrams rer roint of sizer &
marauder II suit weichs 100 kilosrams rer point of size of suwit.

Missiles fTor Y-racks for suit tures 6 zrnd 7 cost 2500 smu _ :
and have § kilowmeter medium rance. The firirne rate is 1 missile
averd melee roundr or 2 missiles evers third melee rvound

(automatic_ reloading mechanism will relosd one missile tube rser
comrlete melee rourd? . . o

eaths

Suit Basic Sensors

All suits of ture 2 and above are assumed to be sufficientlu
well loaded with telescoricy infra-reds imace intensifierrs and
other sensory eear &5 to be asble to see under wvirtuslly ans
stmosrheric conditions. Furtherr swuit radars and sonars Wwill
a2llow terrainfanﬁ obJdect location evern under conditions of com-
rlete darkness.

Suit Costs
Ture Cogt Ture Cost
1 2:5006 SMU 5 202,500 SMU
2 10,000 SMU & 1,467,000 SMU
3 Z22+500 SMU 7 20298008 SMU
4 06000 SMuU :
N.E.t Suits of ture 4 throush 7 may not be zceuired lesazlly bu

civiliasn rersornel. Suits of these kind can only be acguired bu
civilians throush salvase or throush the black market (a8t 3 much
hisher than standard cost--roll iD4+1 to determire cost multisli-
er Lo arrlal,.

Bogw Armar

Protection Cost

: 1 o_lﬂl’lﬂf_.'

Nane Armor Ture Enc

Raflect 1 6.1/1o0c XXX . 30 SMU/loc
“Hebbina i 0.2/1oc z2 © 150 8MU/Z1oe

Fiak’ z 0.4/1oc 5 - 40 SMU/loc
~ Frotek 3 B.6/100C 7 L 68 8MUSlec
" Bhork a 8 , 90 SMU/loc
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Reflect +ture armor esrctection is srecisl-—-zezinst imract
{either ancient wezron or madern slue or concussive wearon) it is
extremely roor erotection. Aczinst lasers and similar enercey
wesronses {(il.e, hlasters) it is somewhat more effective. Thus
Reflect armor is 1 roint versws imract or concussive wearonsr &
Froints of erotection versus enercey wWearons.,

Hebbing {which must be custom Titted to the srecific user)
can rrotect the uwuser from exrlosive decomrression as well zs
Froviding low arade armor rrotectiorn. It may function in this
fashiony howevers only when worn by nor-furbearing creaztures.

All forms of body armer listed zbove mavw be worn underneath
arace suits. -

SFECIALTIES AND SUESFECIALTIES IN RUNES IN SFACE

Kithin this sections each seneral field is listed firsts and
then each of the subsrecialties within that senersl field are
listed (with comments on the subsrecizlties as necessarsgl.

The base startine skill level for a sreciazlist is 35X + INT
+ Knowledee Bormus inn his PRIMARY SUBFIELD withinm his ceneral
field. In his SECONDARY SUBFIELDS (211 tihe other subsrecialties
within the srecizlist's senersl Pield) his base startine skill
level is 1/2 his startine skill level in his primery subfield
{gxcert that if his base Tor the skill slus the seprrorriate bonus
would result in a8 hisher value than this comruted valuer his
skill level is the hisher of the tuc values).

Eioloas

(1) Biochemist

(2) Biologist {(the seneralist)
(3) Bigrhusicist

(%) EBotanicst

(3) Ecoloagist

t4) Geneticist

€73 ITmmunolocist

(8) Molecular Biolosgist
{?) FPaleontpnlosist

€18}y FPhermacologist

{il) Toxicoloeist
€12} Aenobiolosgist

Eusiness

(1) Administrator

(Z2) Bsrasinine Srecislist

(3) Bribery Specizlist

(4) Business Arrancements Lawuer/Semanticist/Srace Lauwger
(3 Dirlomat

2
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Business {cont.?

{46} Ecoromist
(7) Orator

Chemistire

(1) Biochemist '
{2) Chemist {(the Generallat)
(3) Geochemist

(4) Fharmacelosist

. Computer Science

(1) Arrlications Srecislist

{(2) Artificial Intelligence Srecizlist
(3) Data EBase Sustems Serecizlist

{(4) Gereral Frocramming Srecislist
(3) Oreratineg Sustems Srecialist

(&) Rewl Time Sustess Srecisliut
(7) Securitv Sustems Specie;ist

Criminal

{1) Admirnistrator
(2) Eriberv Seecizlist
- €3y Lessl Semanticist
{4) QOrator
{3) Sreciazlist in 1 wearon

{6) Bireetwise Srecislist

Ensineering

(1) Civil Encirmeer

(2) Communications Sustems Encineer
(3 Contraeravity Sustems Ensineer
{4) Comrputer Sustems Encineer

(3) Chemical Engineer

(&) Electrical EFrneineer

{(7) Jume Drive Sustems Ensineer
{8) Life Surrort Sustems EnGLne&r
(9} Mechanicsl Eneirneer

(10) Fower Sustems Engineer

(11} Robotics Ensineer (zlso Armorer st 172 gkill level}
(12) Sensor snd ECM Svuetems Encimeer

(i3) Ghield Gererstor Sustems Encinest

{14) Navel Encineerine {(shir construction)

{13} MWearon Sustems Encineer
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Lauwsger

Line

{1) Rusiness Aarrazneements Lauwder
{2) Credit Lawuer

(3) Criminal Lawser

{4) Frivate Inter-sustems Lawuer
(S) Frocedural Lswuder

(&) Taxw Lawuer

Other aress included at skill level EQUAL to the skill
ievel of the srimary subfield arve ss Tollows!?

{7) Historw
{B) Leezsl Semanltics
(?) Srace Law

Other aress AUTOMATICALLY included as SECONDARY
SUBFIELDS are a2s followus?

£10) Esrcainine Srecialist

{11) Comruter Science--Datz Bsse Srecialist
€12) Dirlomatl

(13) Orator

Officer (Other than Wesponss Communicationss Securits or

Alien Contact)

Line

(1) Administrator

(2) Astrogator/Navieator .
{3) Filot g )
(#) Tactician '

Other aress AUTOMATICALLY included as SECONDARY
SUEFIELDS OMLY are s3s follows!

(%) Command Skill

{6) Commared Suit Oepration

{7) Lesal Semantics

(8 Oratore

(%} Sensor and ECM Sustems Crerator
{10} 8Srasce Lasw

{il) Wearonrn Systewms Orerator

Note Alsod H11 line officers are trainmed to the 50X
level in VAC~-SUIT CFERATIONS {(or to BASE + HANIFULATION
BEONLSy whichever is hisher).

Officer {(Alien Contsct)

(1) Computer Beience——Dats Base Srecislist
(Z) Contact Xencloeist

{3) Cixltursl Anthroralosist

{43 Historisr

(9Y Lineunist
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Line Officer {&lien Contset) {comt.?

(&) Fesucholosist

(77 SBociodurnemnicist

{8) Streetuise Srecizslist
(2} Xenolinsuist

(10) Xenorsucholosist

Other aress AUTOMATICALLY included 8% SECONDARY
SUBFIELDS ONLY &re as follows? :

€11y Administrstor

(12) Astrosator/Havicatar
(13) Commeand Bkill j

(i4) Commansd Sueit Oreration
{13} Leasl Semantics

{i&) Oratorw

(17) Pilot

(18} Srzce Law

{(19) Tactician

Hote Alsol A1l line efficers are trained toc the T0X
level in VAC-SUIY OFPERATIDNS (or to BASE + MANIFULATION
BONUS» whichever is hisherd.

Line fficer {(Communicastions)}

(1) Communiecstions Sustems Encineer
(2) Communications Sustems Orerator
(3) Culturzl Anthroroclogist

(4} Linsuist

(3) Fsuehologist

(&) Xennlinguist | ‘ T
(7} Renorsecholaogist

Other aress AUTOMATICALLY included  35 BECONDARY
SUEFIELDS ONLY are a@s follows? ' s

{8) Administrator

(?) Astroestor/Navieatar
{16 Commardd Skill

(117 Command Buit Oreration
(1Z) Lessl Semsntics

(13) Orastore

{i4) Filot

{15) Srace lLaw

{1é6) Tacticien

Note Also! All iine officers sre trained to the 50%
level in VAC-SUIT OPERATIONS (or to BASE + MANIFULATION
EGNUEy whichever is nhisher).
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Line Officer (Securitu)

(1) Admirdistrator _

{(Z) Counter-Insursency Srecizlist

(3) Counter-Intellisence Srecislist
(%) Criminal Aserehensions Sreciplist
{5) Intellicence Oserative

Other areas AUTOMATICALLY included 25 SECONDARY
SUBFEELDS ONLY are ss follows!

(&) Astrosator/Navisastor
(7)) Commard Skill

(8) Command Suit Oreration
(?) Lecal Semantics

{(16) Orztorws

(11> Pilot

(12) Srace Law

(13) Tasctician

Note Alsod All line officers are trained to the 50%

level in VAC-SULIT OFERATIONS ¢(or to BASE + MANIPULATION 7

EONUSs whichever is hicher).
Line Officer (Hearons)

1) Astrosastor/Navisataor

{ZY Filot

€3} Bensor and ECM Sustems Encineer
(4) Sernsor and ECHM Sustems Oserstor
(3) Tactician

{6) Weazron Sustems Ensineer
{77 Hesron Suysiens Oreraztor

Other Breas AUTOMATICALLY included a5 SECONDARY
BUBFIELDS ONLY sre ss Pollows?

{(8) Administrator

(9) Commarnd Skill

£18) Commarnd Suit Orerstion
(11} Leeasl Semantics

(12) Uratorw

(i3} Srace Leow

Note Also! All line officers sre trained to the 50%
level in VAC-SUIT OPERATIONS (or to EASE + MANTIPULATTON
BONUSy whichever is higher). -
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Martizl Arts

All martial artists in Runes in Serace have three skills in

they

sre eaualle sroficiemt (skill = 35% + INT + Hrnow

bonus):, These thrée 5hi115 are as Tollowsi

(1} Maritisl Arts——disarm
{2) Martisl Arlg——evade _
{3) Martizsl Aris—-hand-to-hend (karste eguivalent)

Mathemastics

(1) Aleehrazist

(2} Analusis Srecialist

{(3) Geometre Srecizlist

(4) Metsmathematician [logics set theoruysr etc.]
(9} 8Btstisticisn or Probabilitw Theorist

{4} Torolosist

Medicine

(1) Tmmunolosist

(2)~-(11) Medical Doctor for 10 individual srecies
(123 Fatholoeist

{1Z) Pharmacoclosist

(13} Fsuchologist

{14) Robaorssenoloeist
{(13) Toxicolosist
(16} Xenrnchiclosist
(17} Xenroersuchologist

NinJutsu

The mninda in Runeés in Seace are trained sssassingy ese-
iongee ssentsr inTiltratores and maertizl artists.

The srimasry subfield for & nindz character MUST he gl
ected from the followinsg list of skills?

{1} Intellicence

(2 Courter-Intellicence :
{2} Compurter Science -~ Becurity Sustems
{4) Martisl Arts == Hand Kesrons

“(5) Martisl Arts ~- Evade

{&) Martizl a&rts —— Disarnm
{7) PilotinG
{(8) Astrusration/Navigation
(?) Tactics

Once  the erimsry subfield has been chassny 211 the
remsining skills listed sbove asre trested ss secondary
subfTields (startine 2t 1/2 the initial skill level of
the erimery subfield). Additional secondsarw subfields

which
ledee
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(also a3t 1/2 the initial skill level of +he erimary
subfield) are as follows:
Skill Number 6kill Ture .
(i0) Acting Sretial
(11) Camouflace Stealth
(12) Cheating Manirulation
(133 Climbine Manirulation
(14> Evaluate Treasure Knowledee
(15) Handeuny recoil Acouracy
{16} Handeune reconilless Accurzoy
{17 Handaurnes recoilless Acocuracuy
{18) Hide i Cover Stealth
€19 Hide Item Manirulation
(20) Jumring " Manirulation
(Z1) Leock Pickine Manirulation
(22) Listen Percertion
(23) Move Silently Stealth
{24%4) Fick Fockets Stealth
{23) Rarid Odds Cale. Hnowledse
(28) Ridine Manirulation
(27) Sonse Ambush Fercertion
(28) Set Ambush Stezlth _
(29) Skiinc Manirulation
{30) Srot Choatins Fercertion
{31 Seot Hidden Fercertion
(32) Srot Trars Fercertion
(33 Swimming Meriruliation
{34 Thrown obJdect attack
(35> Trackine Fercertion
(24} Vae~-Buit drerstion Manirulation
(37} Venicular Urerastion Manirulation
« A ninda maw net trair iny or eseely skill eoints or  skill
adders  to snw skill not on the sreceeding lists wuntil 211 he has
regehed a2 skill level of 75% om 811 skills listed above snd has
reagched the 904 skill level in his rrimary suohfield.
In additiony DEXy ENDy snd CON (in that order) must he

trained

i rreference to z2nuy other chavachberistios,

r'r)
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Flametoloss

(1) Cartocrarher

{2} Geolosist

{3) Meteocroloceist

{(4) Ocesnosrarner i
{3 Planetolosist {(the eeneralist)

Fhusics

(1) Astrorphusicist

{Z) Cosmolosist .

{3) Generzal Relativity Srecislist (Covers Jume Fhusics)
(4) Huclesr Phusicist

{9) Phusicist {(the ceneralist)

Szrientology

{1} Archeolosist

(Z) Contact Xernologist g
(3) Cultural Anthrorolosist

(4) Historian

(5 Lirneuist

(4 Phusicsal Anthroroleocist

{7} Roborsucholocist

{8) Sociodunamicist/Ecornomist (hoth skills st same level)
(?) Socicloasist

{10) ¥enolincuist

(11 Xengrsuchplosist
Soldier

i{1) Brmorer

(2 Comwander {(Command Bkill) _

{3) Driver (Vehiculsr Orerations Skill)
{4y Pilot

{5) Srecialist in 1 handeun and 1 rifle

(&) Srecialist in 1 heavy wearon
(7)) Uze-8uit z2rnd Seout Armor Seecizlist

(N E If Ttem #7 is chosen ss erimary subfieldr and the initisl
skill level is 90X or hishers then the soldier will also have the

Ln8kill of Marsuder I orerstion as &8 seconddary srecisaliu——i.e.

startineg at 1/2 his rrimary subfield skill level.) y e
Survival Exrert

All skills listed for swurvival exrert are beeun by such
srgciglists at 8 shkill level of 35X + INT + Krnowledse bonus
{excert where the natural hase for the skill plus seerorriste
modifiers would result in & hisher shkill level--in which case the
hicher skiil level is usedl.
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Survival Exrert (pont.)

(1) Climh

{Z) Hide in Cover
{3} HMove Silently
(4} Sense Ambush

(3) Bet Ambush

(4} Bhi

(73} Brot Trars

(8) Swim

(?) Trer Set/Disarm

{10 Vehiculsr Orerations

SKILL DESCRIFTIDNS
actine

This skill is ths measure of the characler's ability to
foel his asudience-—-znw sudience. It is 2 messure of
‘his  sbility to prodect 3 believahle charasctery euite
rrobails 2 charscter cuite different from himself.

This is a 0Z bsse srecial skilly and the costs for
training sre os follows! 1S50/350/10C0/14650/2450.,

gdministrator

This skill rerreserts the charecter’s fTemiliaritye with
and understandine of buresucretic zeencies. It is an
indication of his ability to move within the miles of
red tarer and to wmake the rarerwork work FOR  hims
instead of ssainst him.

Iy the case of military rersormelr the administration
skill confers oblher benefits as well,

For weach 25% skill in =zdministrations an officer maw
attemrt to rush for sromotion of one subordinste ser
si¥  month  #eriod asndry  if his adwinistration roll is
successfuly  Lthe subordinste will have an extrs  chanee
for eromotion in that sericds and will have s extraz
2%  chanee of beins promotes. Similiarligy an officer
maw attewmsrt to prevent sromotior of one suhordinste ser
£5% skill rer six month reriod——snd if he succeedss the
rromolion chence of that charscter is veduced to 1%,
Everr if he fails in hisg attemrt to bDlock sromotions the
Fromotion  chances of the cherscter are reduced by
twernty-five ror centile roints,

Trs orer  to Torce the transfer of am wrwilling
ingiividial o srobher sssisnments it is anly mecesesrw
that the ogfficer in auestion sSUCCear irn nis

sdninistrstion rell,

)
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Howevery i 2311 the sbove cases inm the militsrgr if the
supdect of the sdwinistrative moves is sware that +Lhe
action is bheinsg tshken and Nas an soministrative shkill
aff his owny he mayw astitemst to bBilock the moves wvia use
of his own skill. Shiowlad he suecoeedy anwg sttemst  to
Rarm ham throwsh bthe buresucracw Tails.

This skill 1e 8 0% bsse Lkrocwledee shkilley and the
training coste are as Tollows: H0/7106/200/8506/450.

Alcebraist
This skill is +the meszsure of 'the _ charaeter‘s
understandine  of Lhel sres of aathematics referved Lo
8 2lcebra,. This covers srour theory {(necessary  for

NUCLEAR PHYSICS~~gnd &8 limitins skill faetor on  that
ghill):s rineg theorwes Tielo theords linesr zlsebra snd
matrix theory {(limiting fasctors on & character's skill
level in the arez's of ECONOMICS and SOCIODYNAMICS).

This skill is & 0% bese kKnowledse gkilly and  the
trzinineg costs are as follows! 106/7250/3535071050/16040.

fnalusis Srecizlist

This skiil is the measure of the charscier's
understanding of those areas of msthemstics referred 1o
g3 real and comrlex znaliuvusisy snd 3lso meassure theory
{znd hence srobsbility theorw)r 25 well as differential
ecustions.

The followine is 3 list of ssrecizlization aress where
the charascter 1is limited +to his skill level as =
Methemasticael Arizluest or his skill level in the
srepiaslization aress whichever is LOKER?

(1) Astrocztor/Navisator

{(2) Astrorhusicist

{3 Ecolosist

(%} Eponomist

(3) Metevroloesist Ldifferential enustionsl
(&) Robossuohologist [differential eauationsd

(7) Sociodungmicist L[for the differential
eaustionsy: arnd  the messure and srabshilite
theorv]

This skill is 8 0% hese krowledse Skiilyd end the costs
for treining are as follows! 100/7250/55G/71058/14600.,

Archeolosish
This skill is the messure of the characters sbilituy to

reconstructs  from the msterizl remsins Li.e, fTossil
relicssy artifasectoy ared moramartts J -af grior
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civilizationss +the nature of those civilizations ard
the nature (Lo & certzin extent? of the erestures thst
lived in +that civilization. The nisher the skill
levelsr the more the charsecber is akle to exiract in the
waw of usefol information from 3 set of artifescts on &

reculsr successfuwl shill polly Inn 8 eriticel skill
rolly  the oharzeter should receive virtwelly TFull
information == in addition to countime +the coritical

roll ass 10 successful seerlications of the skill when it
comegs  time to getermine skill imrrovements st the end
of the sxredition.

This skill is a 8% base hnowledse skills 3nd  the
trainins costs avre as followst 108/7250/956/1050/14600,.

Armorer

Thig skill is the determiner of the cherscler’'s abilitu
to ressir or modifTe the wesrons and/or combat suits  in
RsTaBe Easch attenrt st usine the skill recuires oane
hovrs and eazsch swecessful reezir zttemedl rerszirs 1D1O
in roints of damsse to 3 Wwesromn or o & siven hit
location on armor Lif & criticel is volled inm the
rersir rolly  restore 10100 rointss and count that roll
a2s 10 supcessful skill uses rather then 1 in later
determining the srobsbilite of skill imerovementl.

At Armorver maw sssist 3 Reoootics Ensiceey in vrerair of
2 Robol sndy 38 lone as theve is 3 Roboltics Ensineer
Seecizlist to sssisty his reraiv skill is his skill s
an  Armerer or the skill of the Robotics Enecineers
whichever is lower. If there is no Robhotics Encineer
Srepialist svailabler an Armorer msy stitemst to resair
the robot at L2 his &rmover skill. He may NOT z2tiemst
to build or modify an existing robotes houwevers unless
he is workinsg tosether with &8 FRohotics Ensineer
Srecialist.

Thise 1is 2 8% bhase srecizl skille: and the cost of
trainine is 25 follows? 1840/7250/550/10850/14600.

Art Critic

This skill is the messure of the chsracter’s abilite to
recoanize  value in works of art. Like Evaluate
Tressure it will zllow Lhe charzoter to determire  the
rouet market valuwe of & rarticuiar eiece of 2rte.
Unlike Eveluste Tressurer howeverr this skill will
allow the charscter te determine what is HRONG with =2
rartiouwlsr riece of artwork ands By exercise of  this
shills will enahlie the srtist to determine the
nECOesssry correttive peasures Lo imerove his woark,

This skill must be lesrned to the S58% level bhefore &nv
srbivl (resardless of his level of skill in his art)



RUNES IR SFACE

can a2tienrt Lo teach @snother irndividuzsl, Thusrs an
a2rtist must hsve this skill at S0%: ond hisz sriistic
skill at 20% Lefore he cen law cisim to bheing o master.,

This skill is z 0% base srecisl gkilly ang the cost of
trazining thic skill is s Tollows! S8/7185/7250/588/800.

Astrosator/Navieastor

This iz the messure of the charscter's gbhility to find
his way in JumFe Sszce or Normzal Srsce without recourse
to the shir's naviegstional comreter sustomns. desefull
reallivy onle when the comeputer sustems zvre dowre it is
then essential.

Hithout this skill [or if the skill roll is feiled when
the copruter ie downrd the shir will heocoos norelessly
loest in June Srace =- proouirins 20010604240 hours to
determine 2 safe return course via compruter after the
comPuter ic rapairedy oar reuiring that 960 hours rpass
before another agstivocastien/nevication roll atieset is
made. If the computor is not resairzbler and there is
o asitresator/neavieator on bosrdy  the shisg will becone
horelessly  lost--~totelivw wnablie to Tind its own uway
back to 2 safe port Lit muct 8it ond waitr and Lthe craw
must eraw thalt & rassing shir stumbles wuron theald.

Hithout this skill beins sveilable in normal serocer and
with no navisaticenel comruters there is only one chance
in a8 thousand of the shir safelws beineg navisaied to the
vicinity of a slarets if there sre no plenets within
two light seconds of the shir. If there is 38 rFlenet
within two 1lisht seconds aof the shire 2 successful
rilotine rplls will being the shir safelw to rlsnet
orbit [Cand then cone furthor successTul one will land
the shir safele on the rlanetl,

The exercisesble skill level of Lhis skill is limited to
the cheracter*s skill in AKALYSIS Lsee énaslusis
Seecizlist earlier in Lhis sectiond.

This skill is a U7 bese knowledse skills and Lie cosis
for training are a5 Tollows! L1007250/550/1856/710500,

Astrorhusicist

This skill is the messure aof the characters uvndorstand-
ine of snd ability to use knowledse of that field of
astronomny dealins with the phusicsl and chemical
constitution of celestial bodies. The Astrophusicist
maw Purnction 3s 3 Flanetolosist [at 174 gkill levells
fut his forte is the anslusis of stellar rhenomens.
Ubse of this skill will 2llow the charvacier 1o readild
identify startures of various starsr and isolate which
stars are most likelw to rossess sglanets habitsble and

3¢
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inhabited smone those viewed,

The 2strorhusicist w«will alsa be ashle +to nandle
auestions of stellsr evolution -— 3nd how to accelerste

it. That isr¢ it is members of this srecialiw that
determined how to CAUSE = siar to become 2 nova ar
SUFSTTIOVE s gnd an exergise of this srecizlty is

necessary  in order to successTullu use the Novas wearon
necescsary for this stellar detonation.

The exercisesble skill level of this skill is limited
to the cherascter's skill in ANABLYSIS ELsee Analusis
Srecislist earlier in this sectionl.

This skill is 2 0% base knowledee skills and the costs
for trainins are azs Tollows: 108/250/550/1058/146006,

Baresinine

This is a 5% base skill rossessed bw a3ll intellicent
beines as rer CULTS OF PRAX. The trairinse cost for
this skili is as fallows! 150/350/450/1006G6/1350

Biochemist

This skill will a2llow 2 character to develor NEW druss
with varwine rroreriissy for exemrle 3 srecies srecific
version of the nerve zoison HALO~L {see section on
DRUGS 1. Evercise of this 3kill will 21so0 s3llow =&
character to determine the srobsble gffects of various
compounds when administered to members of various
srecies {(thus providinse a8 chepk on the sraduct of the

riiarmacolocists’ ewxercisess #s well a3’ rrotectine
acainst rossible rproblems from wvunusuzl comrounds found
on worlds heins esxrlored). These uses of the skill

will tazke 1D4 weeks and 1D% hours resrectivelzry when z
bicchemistry isd is availshle [ousdrusle +the time
reuired if only comruler simulation carsbilities are
rresent--and recuire that someone make & COMPUTER
SCIENCE--APFLICATIONS skill roll in this casel.

Exercise of this skill will =2lsoc zilow the charaecter to

Frerare counteractine comeournds  for  these newly
discovered drucs. This wuse of the skill takes 1D4
weeks a8z rer wmrerarstion of new druss Land euadrurle
the time recguireds 25 gbover if onlve comsuter
facilities are avesilzbler znd no biochemicsl lab is
availablel. '

Where no biochemical lab is avaeilabler and no comruter
facilitiss are availabler increase the time reuired
Tor uses of the skill bw 2 fsctor.of 20. If 2 cosruter
is @avszileblesr 2nd rno one with COMPUTER SCIENCE--
AFFLICATIONS skill is availsble {or the availasble
rerson  does oot mske his skill Tallly COMPUTER

[£x}
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SCIENCE--GCENERAL FROCRAMMING skill may he substituteds
and & successful rell in this skill will mean an
increzse of time reguired bvw aorle & factor of 18.

Thie skill is = 0% basse knowledee skillsy and the costs
for training are as Tollows? 100/250/550/1050/1680.

Eiologist (the ceneralist)

This skill is the mezssure of the charzcier's =2bility s8s
a senerzlist in the ares of bicloee. The splution to
ane rroblem not lieineg in anw of the other subfields
will be found throuch the eneralist's knowledee.

This is the estch-all areas fer all the srobleas that do
not easile fa3ll into anme of the eother catesories withip
the bioleosical sciencess and is to he so trested by the
GMe. This skill wmsy be used in rlace of znw of the
octher biclocical science skille at 1/4 the sitated skill
level a@s biologist.

This skilil is a 0% base knowledse skills and the costs
for trainince are as fTollows! 1046/250/85506/1050/714600.

Biorhusicist

The biorhusicist in Runes in Serace concerns himself
more with hionics [i.e. internal medicasl electronicsl
than with biorhusics zs we eenerazllw reserd the field
todav. Put i another wayes he 1s 3 masker and
rerairman of cuboress asnd a student of the rhusicsl
arid bioclosical rproblems thereof.

This skill iss in raris the determiner of +the
character’s abilits to rerzir or modify +the wearonse
ecuirments and body surroundine samer in the cubores of
Rures i Sreace.s Each atitemrt 8t wsing the skill
reguires one hours and each successful rerair sttemet
rerzirs 1010 in roints of dasmasse to 2 wesron or to 2
civern hit location [if 2 criticel is rolled 3in the
rerair rells restore 1D180 ppintsy and count that roll
8s 10 successful skill uses rather than 1 in later
determining the srobability of skill imeprovementd.

& Biorhysicist mau asssist 2 Roboitics Eneineer in rerpsir
of & Rohot andry 2s lorne as there is 3 Robaotics Erncineer
Srecizlist to assists his ressir skill is his skill ass
8 PBioshusicist or the skill of the Robotics Engineer:
whichever is lower. If there is no Robotics Enecineer
Srecizlist availablesr 2 EBiorhusicist maw attemert to
rersir the robot at 1/4 his EBiorhusicist skill. He maw
NOT attemrt to build or modifuy ann existine robotrs
howeverry wunless he is working tosether with a2 Robotics
Engineer Srecizlist.
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This is a 0X base knowledee skill, and the cost of
training is as follows! 100/250/550/1050/1600.

Botanist
This skill is g2 measure of the character'’s
vurnderstanding of slant biclosws amenc the krsown farms of
rlantlife +throughout the Hesemond, It is &lso =2

measure of +the charseter's za2bilituy to auicklye srage
details of rlant bicloss when dezlins with new 2and
vhnusugal wslantsy digcovered on new worlds, It will
a2liow the character to determine whichey 1 arnvs
constituerte of 3 rlant sawmrle +that misht be of
Fossible medicinzl or commercial value. '

This is a X base knowledse skillr and the cost of
trzinine is as Tollows: 100/258/550/1050/1400.

Eribery

This skill is 3 measure of the charscter's sbility o
Judee whenr to whome howr and how muchs to offer s
bribe to 2n officizl or comretitor in order to achieve
some srecified end (eva. selting & custon’s offiecial to
lock the other waw 2t the richt time). :

It is a3 zero based srecizl skills with training costs
as fTollows! 1086/250/650/1350/2008.

Buginess Arrasncements Lawwer

This srecialiv desls With the bresd wae that reorle
oraanize their efforts in a coorerative Pasghion teo
enrich themselves. Corrorate Orcenizational laws the
mesns of crestine entities serarzie from their
creatorsys and the whole field of Contracts (from means
ef makine to enforcement) are contzined heres 585 are
any  relsted finsncinses throwsh richits-ss—-z-member—of-
an—orcanization {in American laws Becurities).
Theoreticslly the touchest of 211 lesal sustems because
it erarrles with pure fictions suite often.

fis 3rrlied to American lawe: this would cover the areas
of Corrorate Formstions Reorsgnizstionr arnd Liguida-—-
tion. Becurities. Partnershirs, Contracts. Remedies.
Sdmirzltu/Qunercshir-Manzeement .

This skill is & zero Dased knowledee skills =z2nd the
skill level exercised in this skill maz NOT be hisher
than the characters skill in Less]l Semantics.

The +trainins coste for this skill are 23 follows?
100/250/550/1050/1608
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Camouflace

This is &2 10X bhase stezalth skills 25 rer RuneBRuecstly
angd the treinine cost for this skill is 35 folliowst
50/150/400/9200/1358., '

Cartoerarher

This is +the measure:of the character’s skill as 2
master mar maker. It is wuite 2 different skill from
the crude amar making Runefuest! skilly entaziline shoto-
interrretations precision draftines survevinegr etc.

This skill (throush its rhoto-interrretation asrect)
mad be used (from erbit) to detect and isolate festures
of any rarticulsasr interest to- 2n exrlorzstory rarty,

This'skill is 8 8% base knowledse skills and the costs
for trainine are as follows! 100/250/550/1050/1600.

Cheztine

This skill is & 5% base meniruvlation ekilly angd is 2
measure of the character’s shilite to chest Lbe itricks
dealincs ralming cerdsy and similer tricks] in cames of
chance uhere manirulation of shusical whlects wmieht
rrove wuseful in winnine. This skill can slso be used
s 3 measure of the cherzcter's 2bilitg to carruy out
simrle close-~ur maeic works such ss (the obvious) card
trickss pulline coins ®cut of reorle's ears”y ete. The
trezinineg cost for this skill ist 50/150/400/9060/1350.

Chemiczl Encineer

The chemical ensineer is the srecislist in  industrial
arrlications of chemical science knowledee. As suchs
he will be most familisr with the srocess and shusicsl
desisn of laree seczle chemicsl marwfacturing fecilities
amone the chemistry srecialists in Rumes in Seacer and
will be best a2ble teo re-oreanize angd redesisn same for
maximum efficiency and wield,

The exercise of this skill will zllow the character to
recocnize the TfTunction of & chemical manufacturine
facilitys gnaluze 1its designs ang determine and
durlicete the function of the facilits--resardless of
whether or not the faeility is still 180% orerationaly
arcd  whether or not the facility is 3 eroduct of
Hecemonic technolocw. . The chemical ensineer carn  thus
be of inestimsble value in assistineg in whst one mieht
ecall industrizl archeoclose on desd worlds with
survivine industrial fscilities.

This skill is 3 0% bhase knowledse skillsy snd the costs
for trainine are a3s follows! 1006/250/550/1056/4600.
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Chemist (the seneralist)

This skill is the measure of the charscter's asbilits as
& aeneralist in the ares of chemistru. The sclutian to
ane rroblem ot lieing in any of the ather subfields
will be found throweh the seneralist’'s knowledse.

This is the catech-z3l1l asreas for all the sroblems that do
not easils Pall inte ans of the other catesories within
the chemistrys 2nd is to be so trested bu the BM. This
skill mssw be used in rlace of asnw of the other
chemistiry science shills a3t 144 the stated skill level
&s chepnist.

This skill is a 0% base knowledse skills and the costs
for trainine are as . follows! 100/250/550/3050/1400.

Civil Ensinser

This is +the skill of desicnins larece structures that
wills urder srecified conditionss refraein from Fslline
dounn Lard embasrrassineg & larse number of encineerss not
to mention erobasbls killine larse numbers of peorlel.
It is =also the skill ef constructing sazid' larce
structures to the design srecifications siver It may
glso be wvsed Ffor the anzlusis of existineg larece
structures (Lo assszist in determining what techrnolosical
level was necesssry in order to build them in the first
rlace).

This skill is = 0% base knowledse shilly aznd the costs
for tra2inince are a3s follows! 160/250/950/1050/14600,

Climbirns
This is 3 5§i bese menirulation skills as Fer
- RumeQuestis and the trainineg cocsts for ithis skill are

as follows? G0/108/230/306/200,

Command Skill
This is the measure of the character’'s sbilitu to uell
*CHARGE!" and have his subordinstes folloaw him -
straicht into hell, if necessary.

In the militaryy it &also is 3 determiner of the

base rrobsbility of sromotion for the character. That
iss the basic rrobability of sromotior for = character
i the militarg is (1806 - (current rank) + <(Command

skill))s so that an officer with numericsl rapk 1172
{roushle eguivalient o 2 USN Tull Lisuterant) with &
command skill level of 47% would have 2 hase chasnce aof
106~-112447=35% chznce of rromotior. Hhen sromotedr =2
character's command skill is redured bu two rercentile

1
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roints Tor each numerical rank he is rromoted Cthuss in
the rFreceedineg exawmrier i? the rank 112 officer was
rromoted by 3 sters in vrankr to 1145 his command shill
would dror Lo 47-2Zx3=47-46=41%1.

This is 8 zero based srecizl skills and the cost of
trainineg is! 100/256/550/800/1056,

Communications Susterns Encimser

This skill is & meassure of the zbilitwe of the character
to diasenose fault ins rversir or mocdify this rarticulsr

swstem on one of the Hesemornic sracecratth. It is also
a measure of ihe charszscter's ability to determine the
state of rerair {(i.e. the sustem relisbilitu

rercentase? for this =articulsr ship comronent on  anwe
sracecraft of comrarabhle dssien to  the Hegemonic
sracecvaftt on which he has been trained,

an  attemrt at rerzir reeuires one hour's uninterrurted
timer and 2 successful rerpair attemrt will imerove the
sustem’s relizbility by 1D18 in eercentile roints. A
eritical roll on the rersir attemet will imerove the
sustem's reliabilite by 1D100 in rercentile roints [and
will count &8s 10 successful uses of the skill for lster
determinastion of skill imerovement srobzbilitul, If &
rersiv rell is fumbleds roll iDi00 sez3in—-if the result
is another fumbler reduce sustem relizbility bw 10100
in rercentile rointsy and if the result is not another
fumbley reduce sustem reliabilits by 1D10 in rercentile
#aints Usustems whose relizbilitv is thereby reduced
below § are comnsidered unverasirsblel.

This skill is 2 zero based knowledse skills and the
trainine cost is? 100/250/3550/105086/1408.

Communications Sustems Orerator

This shkill is thz zhilits of the charscter to orerste
the comrplex communicstions sustems zvailsble in  the
Hecemony, Hithout this skills the cowmelex C+ and lonec
rance normal srace traenscievers can only be porersted bu
comruters——which wmust be run by somecne with the
COMPUTER SCIENCE--REAL TIME SYSTEMS» COMPUTER SCIENCE~~
AFPLICATIONSs or CONPUTER SCIENCE--DATA BASE SYSTEMS
skills--a3t 1/2 +their skill rercentzece {znd with =
fumbled voll wmeanine that thew have damased the
delicate eguirment involveds somehow -~ treat as normal
eauirment failurel,

This skill is. 2 zero bzsed knowledse skilly and the
“ trainine cost is! 100/25G/550/1050/1600. =
; L



Computer Sustems Ensineer

This skill is 8 measure of the sbilitw of ihe eharacter
to dizenose Tault ine rerair ap modifwe this sarticuiar

suystem on one of the Hecsemonio sracecratti. It is s3lsc
8 measure of the characier’s sbilitw to determine the
etate af Terair (i.2. the suzntem reliabilitu

rercentase) for this sarticular shir caomsonent on  any
sracecraft of comrarable desien to the Hesemonic
sracecraftt on which he has been trasined.

An attemri at rerair reauires one hour's uninterrurted
timer and 2 successful resair attemrt will imerove the
sesten’'s reliability by 1D10 in rercentile roints. 2
critical rell on the reersir attemrt will imerove the
sustem's reliability by 1D188 in eercentile scintes [and
will count 25 10 successful uses of the skill for ister
determination of skill imrrovementi srobabilitul, If 2
rerair roll is fumbledsr roll iD108 zeair~-if the resultd
is another fumbler reduce sustem relisbility be 1D180
in percentile rointss ard it the result is rot sncther
Yumbler reduce swstem relisbilitu by 1010 in percentile
roints [systems whose reliability is therehu reduced
below & are rconsideved unverairsbled.

This skill is 2 zero based knowledee skills and the
treinineg cost is! 100/250/556/310%0/14880.

Commercizl Lawwser
See Business OArrareerents Lawwger

Comruter Science-—Arrlications
This is ihe wmessure of the character's skill at
FrOoSTamuninG arnd designing scientific arrlications
Froeérams to assist in the snalusis of variows srohlems

it the scientific and encineering fields.

This is = 0X bhased krnowledse skills and the training
cost is as follows! 180/2508/5506/1050/14080,

Comruter Science--Artificisl Intellicence
This is the wmeasure of +the oharacter's skill  in
Frosrammingr  desienines and undersianding the great
machine intelliecences that have been develored irr the
Hecemony.,

Thie is 2 0% based krowledse ehills and the trainine
cost is a8s Tollows! 106/2586/550/1050/1400.,

Compiter Science—-Datz Base Sustems

This is 2z measure of the character’'s 2bility to ask the
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richt ecuestions of the machines in order to et +the
decired answers. it is 3 measure of the character's
ability to *think like 2 machine" irn order to shrase
the euestion so that the desired date and ONLY the
desired data results. The dsts handlineg carabilities
of the Hesemonic comruters beine nothinege shoert of
astronomicaly auick retirieval of the key item Lsuch as
& comrarison check by silhouwette for shir ture and
reczll of last rerorted locations of 211 shirs
corresronding to said silhouettel recuires an exercise

of this skill. The time reuired for someone in this
srecisltew to enter the rrorer keus to any given
auestion is six seconds —~ for those not trained 4in

this skills the time is wessured not in secondsy but in
days or weehks. '

This is & 0J based krnowledee skillsy and the trainine
cost is 35 Tollows! 100/250/550/1050/1400,

Comruter Science~-Gerneral Prosrammine

This is the skill of comsruter procramminc-~the abilitu
to write & simrle rrocram to solve 2 simerle eroblem and
debustsinse same. Rerendine uron the comrlexity of the
rroblemr this miecht take arn hourr & dags 3 weekyr or a2
month. Frosrams mae be rprerared well in advance of
user but the finsl test is in the use.

A rnon-fumbled failed use of this skill wmeans that the
rprogram will not run correctlys but that it will do so
i an obvious manner [one indicatine that the erosram
did fail ta rroduce the correct results but rot ane
resultineg in disastercus conseauencesl, A fumbled use
of this skill means that the srosrazm will eroduce
erroneous tesulis which will either be (3) relatively
difficult to detectr or (b) totzlly disassterous in
their consecuences.

For exameley if scmecne writes 2 procram desiened to
land 2 seracecrafts and the skill roll is failed (but
ret fumbled)s when the proeram is tried in the fields
the sracecraft wmisht iand in the wrone placer or +the
Froeram micht Just zshorty leavine the sracecrsftt
urtharmed but still irn orbit, If the skill roll were
fumbledr on the other hands the srpacecraft micht corash
destructively when the Prosram was Tun.

This is 3 0% based krowledae skilly and the trainine
cost is as follows! 108/250/558/19050/1400,

Comruter Science--Oreratine Sustems
This is 2 measure of the character's understandinsg of

the oreratineg sustems of 211 of the msJor computer
sustems currently *in vocue" throushout the Hecemorie ——
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and what is resllv more imesortants his abilite to arrlu
that vnderstsndine to both the desicn of mew systemsy
and the efficient oreration of the current sustems, It
will allow him ta “crack® 3 rew and different sustemn on
an  wunkriown comeuter ture in 2D4 x B  hours from =
standing starts aiven that his skill roll is
sucecessTully made.,

This 1is 2 0% bassed krowledce skille and the trzinince
cost is as follows! 100/250/550/1050/1400.

Eomruter Science-~~Rezl Time Sustens

This is the skill in desicnes gaintenancey imrlements-
tion and modification of real time sustems —-—- such a5
Tlieht softwarer azir traffic control softuares tele-
cammunicaticons sofiwerer etpo. This skill will 2liow
the charascter to modifuy as desiredr such 2 sustem on
the luy so to sresk Eonce arrrorrizte software
securitz safesusrds have heen buraccseds of course .

This 1is g 0¥ bssed kriowledce skilly and the trainine
cost is 3s follows! 100/250/550/1050/1400.

Comruter Science—-~Securitw Sustems

This is the measure of the charscter's ahility to
desiens dmrlements and if needs bes burass comruter
security sustems. It will allouw him to safesusrd his
own  sestem s6ainst unauthorized wmodifications andfor
sccessy  and will a2llow him to esin unauthorized sccess
to other machines,

This is a 0% based krowledee skills and the treinine
cost is a3 follows!? 100,250 /550/1050/14608,

Contact Xennlosgist

This is the eclasssical *First Cantaci® %=1 S TN His is the
skill of auickle and sccurstely Judeine how the other
side will reactsy based on an simost surarpnaturasl talent
for rlazine hunches successfulls,

These srecislists are well versed in the art of
reaceful contzet with other intellisent iifeformss and
are extremels well versed in 311 the arpraaches  that
have beern iries ia rasts both sutcessfull and not.

This is 3lsc the skill of *cuessing" the eculturzl mores
cf 2 previously unbkrncwn srous suceessTully sfter onluy 2
brief reriod of oheservaltion.

‘The conseeuences of failed rolls Cminor misinterrreta—

. tionsl or fumbles Lblunders that lead to blpod beine
srilled] are too obvious: not to mention mumerocuss 40
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list here.

This skill is a zero based PERCEFTION skill. and the
coat of trainins ist 150/3T5G/ IGO0/ 1650/ 2650,

Contragsravity Srstems Encineer

This skill is o measure of the ability of the character
to diasnase faullt in: rerair or moedify this particular

svstem on one of the Hememonic spracecraft. it 'is also
a measyre of the character's ability to determine fthe
state of repainr - the svstem reltiabiiity

rercentase) for this eparticular shie cemponent of  any
spacecraft of comparable desisn to the Hegemonic
spacecraft on which he has been trained,

An  attemrt at repair resuires one hour”s uninterrupted
time:, and a successful reeair atitemet will imProve the
svatem’s reliability by I1DBIG in percentile woints. A
critical foll on the rerair attempt will imProve the
svstem s reliability by 1DL00 in rercentile points [and
will count as 10 successful uses of the skill For later
determination of skill imerovement probabilit«l. I a
repair roll is fumbled. raell 10DIGO asain-—if the result
is ancther fumble, reduce svstem reliability by 10100
in percentile points, and if the result is net ancther
Fumble, reduce svystem reliability by 1BIC in pPercentilte
roints I[swstems whese reliability is thereky reduced
below O are considered dnreepairablel.

This skill is 2 zerov based knowledme skill:. and the
training cost isi 100Q/250/950/1050/14600. :

Cosmolazist

The science of cosmelogy is that bramnch of astraonamy
which deals with the origin, structure: and seace~time
relaticonshirs of the universe.

The cosmalosist. theén. is eminently sualified to saive
problems relating to the theorvy behind the temporals
raratempPoeral, or space—twistine drives in use in the
Hesemony.

The exerciseable skill level in this field is limited

bwv the character’s skill in the Fields of both GEOMETRY
AND TOPOLOGY.

This skil) is a zerce based knowledss skills and the
training cost is: 100/2530/950/71050 /1600,

Counter—-Insursency Srecialist

The counter-insursency specialist is an individual
skiljed in dealin=m with the rebels, revotutionariess
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and terrarists with a8 cause that trouble the separate
svstem sovernments in the Hegsemonvy.

Successful apeplication of the skill will agive the
character infurmation 2s to the probable actions taken
{or to ke taken) bv anvy such rebels under the known
conditiens in the campaiesn environment: 2s well as the
best pPossible resronses. Precisely how much information
iz provided by the GM should derend upon how skilled
the character is. and on hew carefully the pPlaver
rhrases any auestions of the GM.

This skill is & zero based knowledme skill, and the
trainine cost is: 10C/250/550/1050/ 14600,

Counter—Intellizence Seecialist

The counter—intellisence azment in Runes In Srace is an
exrert in  the art of recosnizins intellisence asents
for what thev are. He is a spv uprPon other spies.

In anvy encounter with a epotential azent. a skill roll
in this skill successfulily made means the OGM should
erovide sufficient additional infermation that it  be—
comes clear to the rlaver that he is in the presence of
a SPY. Further. in such a situaticen, the character is
assumed to have recosnized the fact as well.

This <kill is a zero based knowledoge skill: and the
trainins cost is: 10O/ 250/550/ 1050/ 1 600,

Credit Lawver

This iz the arortionment of cwnership area of JTaw.
Future ownershirs will be balanced asainst rPossession

in the present and the rast. 11 prorer-tv will
gssentialliy ke dealt with in this law. includins
Patents and Copvrishis. The use of a poassession is

zoverned here accerdins to who cueht to be rewarded faor
the cost thev paid. Most of the lezal action will take
rlace here 1in terms of volume:, as erorerty rigshts
chanae hands in the marketrlace.

The areas in current American law that fall within this
catemsory include commercial lendins. mortzases: all
financial taw  {rules of money ownershiels Fratents.,
copvyrishts, bankruertcy. sales and pavymentss propertys
and inheritances.

This skill is a zero based knowledse skili. and the
skill level exercised in this skill may MNIT be hisher
than the characters skill in Lezmal Semantics.

The tTraining caosts fFar this skill are as  fallowss

LOG/ 250/ 350/ 1050/ 1400
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Criminal Apprehensions Seecialist

The seeciajist in this area is the «auintessential
detective. Afeplications of this skill will 2iTow the
character {(if successful) to determine the facts of anv
event from Tthe phvsical evidence (if such is at all
possible). Arplicaticons of this skill will alse allow
the character te determine whether or nat it is  likely
{and hHow likelw it is) that a siven witness (i.e. anv
scther character —— elaver character or otherwise)l is
tellins the truth. This latter methad of arpiving this
skill may only be used where the character is familiar
with the species of the witness (GM mav decide how
familizr the detective must be)d.

This skill! is a zern based knowledse skill. and the
training cost is: 100G/250/550/1030/1600.

Criminal Lawver

The hkalancing of individual interests asainst societal
rnarms of behavior. It will usuallv have society as the
injured party-—but I rlace Tort law here. The most
commoen law for individuals te be invelved with-—-it
balances vour risht to swing your fist and my nose. an
the simpPrlest JTevel. Failures of duty would he another
sybstantive area here.

Covered areas from current American law inciude torts,
envireanmental protection law: anti-trust law: miltitary
law, and redistributive law.

This <skill is a zerc based knowledse skill, and the
sikill level exercised in this skill mav NOT be hisher
than the characters skill in Lesgal Semantics. '

The training costs for this skill are as follows:
1OO/Z250/5580/7 1050/ 1600

Cultural Anthrorolaosist

These specialists are able te determine. based on ob—
servation of the members of an existins civilization,
the nature of those intellisences. and the nature of
their seciety. The hiaher the skill level: the maore
the character is able to extract in the wav of useful
informatian from 2 set of ahservaticns on a resular
successful skill rell. Gn a critical skill roll, the
character should receive virtually full information ——
in addition *to countins the critical reoll as 10
successtul arplications of the skill when it comes time
to determine skill  improvements at the end of the
expeditian.

This skill iz a O% base knowledse skill: and the
training casts are as follaows: 100/250/550/1050/14600,

A
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Cunnilinaus

Thiz particular sexual skill is the weasure of the
character’'s ability to send his sexual Frartner into
convulsive fits of ecstasy by "ooinz dewn™ on her.
This skili is arplicable acrass species lines, af
courses, thoush at only 1/% skill level.

This is a 5% base Arts of Love skills and the trainins
cast is as follaws: 150/35Q/1000/16507/2650,

Traimine 1in  this skill is available #rom courtesans.
In soacieties where such individuals are members of the
underwarld, & successful STREETWISE roll will  be
necessary in order to Jocate them.

Dirlomat

The dirlomat is the master of nesctiation, the master
af the comPraomise. The skill of dirloemacy is arplied
in much the same wav as ORATORY. save that instead of
beinzs convinced of the truth of someone’s woards, the
target of the diplomat s skill is instead convinced
that he should alter his actions. that he should act as
sugsagsted by the diriomat (or that he should refrain
from actina, in accord with the dirplomat’s wishes and
arsuments).

A character with the dirlomacy skill mavw attempt to

reasist the skill use of ancther character (he simplvy
need rall at or gnder his own skill rPpercentase  on
LG1G0) .

The dirlomacy skill will not gavse a character to act
i viclation of anvy deerlw held beliefss thoush it mav
cauuse him to hesitate before actins. For examrle. 1f a
dirlomat were to work his whiles on a pacifist and &
violent thu=, he might ot be able to make the pacifist
fisht to protect himsels. but the dirplomat misht be
able to make the thue refrain from attacking the
pacitist {(at least for the moment).

This 15 a Q% based ORATORY skill: and the trainins cast
is as ¥oellows: 1530/ 350/1000/ 16590/ 2650,

Ecolnaist

This specialty deals with that bBranch of science
concerned  with the interrelationshirs of arganisms and
their environments, It is the study of the totality ar
rattern ot relationrs between orzanisms  and their
environmsent (which. OF  COourse, includes the other
corzanisms present).

This k111 allows the sprecializt to determine Preciselws
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rattern of relatiocns belwsen arsanisos  and their
epvironment (which- 0f Coursa, inciudges the other
organisms presentd.

This sitil1]l allows the smecialist to determine Preciselw
the erfects uron the natural enviranment of anw desired
course of action (e¢.=. Eifline off all predators for a
given herbiverous sepecigs wWill result in & blaom  of
that species——and subsesuent mass starvations). The
skill Jevel exercised in this skitl ic Jiwmited by the
character”s skill level in BOTH the ANALVSIS SPECIALTY
in mathematics AMNDO either the COWPUTER SCIENCE—~—
AFPLICATIONS skill ar the COUPUTER  SOIENCE-——GENERAL
FROGRAMMING skill.

> and the

This skill is & zero based know 2 1
1 is 2s follows:

5% af trainins this ski
400/ AG0/200/ 10600/ 1200,

Economist

This is the skill of Judsins the econond onsesuences
aof ary aiven set of acticens. It will alse 2id the mer—
cantile PO s in Judsine corrzotly vuhich most erofitable
trade commodities will ke and v Now muchs

The exerciseable skill level of this
bv the character’s siili in ANALYSIC
those srecialties eeriier in this ze
charac—ter’'s skild in COMPUTER
AFPLICATIONS or GENERAL PROGROMMING?.

-

skill is limited
AT fPLGERRA  LSes
sovionds  and by the
SCIENCE feither

This skill is a 0% hase knowlaedace ki?1; andg the costs
for trainine are as fallowss 1007200 /9%207,1050/7 1600,

Electrical Ensinecer

This field is the studvy of glectrical ond electronic
systems. As such, the charsacter’s skill iz the measure
of his ability to amalvse. diasnose fault ins  and
desian suych systems. it is alss 2 measure of the
character s ability to  determine the fupncitional
carabilities of some alien zlectronis svstem —— without

actually firins the blacdy thing ur and fFindins oul the
hard waw [thouzh an & fumbled roll while witremptins ta
analvze such a svstem, the Sl mieht .well consider
assuming that the artifact was friesercd inte action ——
ar destrovedl.

In addition this 3kill is a measure o+ the ability  of
the character to diasnnse faultl in. rerair or modify
this Frarticular swstem won one  of | the Hasemonic
‘spacecraft. It is alsa & measure of the character”

ability +te determine the state of repair {i.ae. the
svstem retiabkility percentame) for this particuiar ship

4.4
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system’s reliability by 1010 in percentile pPoints. 23
critical roll on the rerpair attempt will imerove the
system”s reliability by 1D100 in percentile pPoints [and
will count 25 10 successful uses of the skill for Jater
determination of skill improvement erobabilitvyl. I+ a
rerair roll is fumbled, roll 1D100 asain—if the result
is ancother fumble. reduce system reliability by 1D10C
in percentile Paints: and if the result is not ancther
fumble. reduce svystem reliability by 1010 in Percentile
roints [svystems whose reliability is thereby reduced
below O are considered unrerairablel.

This skill is a zerc based knowledoge skill. and the
training cost is:  100/Z50/550/1050/1600.

Evaluate Treasure

This is a 5% base knowledse skill, as per RuneBuest!,
and the trainins costs for this skill are as fFollows:
100/ 250/850/800/ 1050,

Fellatio

This particular sexual skill is the measure of the
character’s ability to send her sexual partner into
convulsive fits of ecstasy by "soins down®™ on  him.
This skill is applicable across sepecies lines, of
ceurse, thoush at only 1/2 skill level.

This skill is alse a measure of the character’s abiltity
to surPress the saz reflex: and to deal with aprroPri-
ate minor srpecies related difficulties inveolved in this
particular oral sexual act [avoidinzs the probhlem of the
barbs on the H'Reli orzan or the bone in the Altani
organ,: for examelel.

This is a 5% base Orts of Love skill., and the trainins
cost is as follows: 150/350/1000/714850/2650,

Trainins in this skill is available from courtesans.
In sccieties where such individuals are members of the
underwcrld, 8 successful STREETWISE roll will be
necessary in order to locate them.

First Aid

This skill will allow a character to stop bleedins. and
cure 102 points damase in any siven kit lacation, It
is a speciegs srecific skill, so it must be learned from
base for each different species. One minute is needed
Pper use of the skill (and this skill mavy not he used
twice for the same Tocatioen).

A critical rall in this skill results in 202 paints of
cure to the indicated location, as well as countins for
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ten successful uses of the skill For the FUrrase of the
skill dmprovement rolil 2t the end of the exredition.
If the critical resulis in restorinz & hitpoints to a2
iocation, this will mot reattach o severed limb. or
heal 2 ruined Timbk back f¢ useful coendition., A fumbled
roll resultz in 35 additional 103 points damcee being
done to the Tocation. and 204 END damsse 28 weil.

The base value for ¢his skill is 3% in the character’s
twn srecies, and 0% bzse in 211 others. It is 2 know-
lTedee ekill and Training costs aral FO/100/ 20073007400

Foarsery
This iz the skill of producine fake decuments (or in
recosnizing  samel, & ruccﬁ aful use of this skil?
would, for exansle, allew the character o Froduce fake
ship's Papers.

This is & 8% base manirulotion skill: and the training
cost ist  JO/130/500/850/120D.

Trainine is available in this skill onrlvy  from twso
sources——the fovaernment intellisence services, and from
the underwerid. HWhen seekine trazinina from the aovern—
ment, it is pecessary to have what the sovernment would
resard as & legitimate rcasen For learnins this skill,
To Ffind =2 teachar in <%the underwerlids. a successful
STREETHISE roll wiil be neocessapy.

General Relativity Srecialist (Covers Jump Physics)

The physicist whese speciaity is zerers) retativity is,
in the terms o¥ the same. an exeert in the phrsics of
black holes: sravitv in seneral. and the rhvsics of the
FTL  Jump space vsed by the ctarshirs of the Hesemonvy.
In addition: bhe wili be Familiar with the thesries of
multirle time tracks. and the theory behind time and
craoss time Yravel.

Familiar with %he phvsics of wravitys the physics . of
sPace~time travel:s the senerzsl relativity specialist
will be of sreatest valus on astirorhivsical research
missions where thﬁ understandine of such obscure fields
misht well save the expadition. [For gxamrle. throush
his undcrstand1n5 of blagk holess he misht be able to
rplot a course for o shir —— apparently trapped in a

rotatine charsed black hole — that wauld Jead to

safetvl.

The exerciseable skiil leval in this srecialty will be
. limited te the skill level of the character in the

field of GEOGMETRY.

This skili iz & 0% based knowledse skills and the casts

A,“N



RUNES IN SPACE

for trainins are as follows: 100/250/550/1050/14600.

Geneticist . .

This skill indicates the character‘s understanding of
the science of genetics. Successful application of
this skill wiil allow the seneticist +o reconstruct
the arpearence of animals from any small intact szample
{(via doins a sene mar, and then develorins the creature
in simulation on a: computer) or %o recreate the
creature itself from the small aenetic sample. In
addition, @ successful arrlication of this skill will
2allow the character to ALTER the senetic structure of a
creature inm anvy desired fashion C[such Bicltosical
ensineering is only permitted on unintellisent 1life
forms in the Hesemonv]l.

Arplications of this skill resuire from 1D3 davs (for a
computer reconstruction of an extinct lifeform) to 1D8
vyears (for the alteration of the senetic structure of a
Plant to extract and refine molvbenum from the soils
SaY).

This skill is senerally limited in exercisable skill
level by the character s skill! in COMPUTER SCIENCE ——
AFPLICATIONS. If a srpeciaiist in COMPUTER SCIENCE -
APPLLICATIONS is available to werk with the seneticist,
the skill level of the =zeneticist will enly be limited
to the maximum of his skill or the computer scientist’s
skiil (whichever is hisher) in APFLICATIONS.

This skill is 3 0% based knowledse skill. and the costs
for trainine are as Follows: 10G/250/550/1050/1600,

Geochemist

Geochemistry is defined as that science uwhich deals
with the chemical compasition of and chemical changses
in the crust of a eplanet, and the related chemical and
geclogical praoperties of substances. The geoschemist
skill is of use to those adventurers sttemptine to Ta—
cate depusits of valuable materials on rplanetary supr—-
faces without going to the trouble of gdriliine evervy-
where on the planet.

This skill is a 0% based knouwledse skill, and the costs
for trainins are as fallows: 1G0/250/5950/1050/ 14600,

Geometry Specialist

This skill is the measure the character’s understand-
ing of the areas of mathematics involved in eucliidean

geometry, differential gseometrvs, and differential mani-
T fulds. )
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plantelony of terrestrial tvyee wmerlde, #i
eneble him vo predict eurthsuakes and the ]
serve as a seneralist o ansuwer any syesti
seoioay of terrestrial tvee slanets.
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This is a 5% base stexith skill: a3 per Runefluest!, and
the *trainine cests fFor +this skill are as Follows?
DO/LE0/500/%007 1 550,

Ttem
This is & i0)L base maniruliatian skili. as per

RuneQuesti, and the trainins costs for this skill are
as ¥ollows: LGN/ 2D0/SS0/1050/7 1600,

Historian

Iomunoiosi

This £kill is the mneasure of the character’s knowledse
and understandins of The mast events that have shared
the current Hezemoenic gocicty. and it is a measure of
the character s ahi‘icv to recall the kevy fact that
might bear, sav. on the identification of an ancient
artifact of seme kind.

This skill is a zers hased knowledgse =kill, and the
trainine cost iss 100/230/350/1050/7 1600,

:

mn

¢ variety of bicsicesist or medical

iz the *mmune resronse svatem of
the variocus known lifeforms of the Hessmonvy, He will
be an exeert in he eld of z2llersies and their treat-—
ment —— a fact Tthat makes him EXTREMELY valuabie.

The immunolicaist is
doctor whose speci

The wunrieasant. uand sometimes vielent, resctions of
seme iife forms to alien substapces {for example. the
unusueal reac%inns that some humans have to hee stings)
wre this specialist s meat, With some individuals
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{rerhars one in  one hundred) there is an allergic

response to other of the intellisent 1ife forme in
Hegemony. Simitarly. rPperhars one individual in

the
ane

hundred will be incaracitated by some new alien protein

en a newly discovered world. It is the task of
immunclosist to deal with this sort of probliem.

This skill is & zero based knowledse skill, and
training cost is: 100G/Z3C/550/71050/7 1600,

Intellisence QOpPerative

The intelliisence ererative is the expert in not
nreticed by others — the expert in sssumins a role

the

the

bheineg

and

in beins believed. The level of this skiil mavy alsc be
taken to be a measure of the character’s abiltity to be

the “"James Bond” tvre spy —— and set awavy with it.

Thié skill is a zero based knowledae skill: and
trainine cost iss (00/250/350/1050/71600.

Jump Drive Svstems Ensineer

the

This Skiil is a measure of the ability o¢f the character
te diasnose fault in. rerair or modify this eparticuiar
svstem on one of the Hesemonic sracecraft. It 'is also

a2 measure of the character’s ability to determine

the

state of rerair (i.e. the svystem reliability

rercentase) for this particular shipr comronent on

any

spacecraft of comrarable desian teo the Hesemonic

spacecraft on which bhe bas been trained.

An attemprt at rerair reauires ene hour’s uninterrupted
time. and a successful rerair attemet will improve the

svetem’s reliability by 1DMQ in rercentile pPoints.

critical roll on the repair attemert will imProve

A
the

svatem”s reliability by 103100 in rercentile points Land
will count as 10 successful uses of the skill far later

determinatioen of skill improvement probabilityl.

If a

rerPair roll is fumbled. rcll 10100 asain——if the result

is anacther fumbie. reduce system reliability b

1D100

in pPercentile eoints, and if the result is not another
fumble, reduce system reliabiiity by 1010 in percentile
paints [svstems whese reliakility is thereby reduced

below O are considered unreeairablel.

This skill is a zers baséd knowltedae skill. and
trainine cost isi 100/7250/550/71050/ 14600,

Jdumprina
This is a 15% bease manirulation skill. as

RuneCuest!, and the training costs for this skill
as follows: SO/100/150/250/400,

the

Per
are
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Legal Semantics

Lesal semantics is the skill of readins lesalese and
fransiating it inte terms understandable to the lavman
{reads the absoionte idiot). It is the sbility to
recaosnize from the legal decument all  the immediate
lesal and sovcial ramifacations of same. angd it is the
ability to "read the fine print® in a lesal documeni so
as ¢ rnot be trarped by same. Alternativelv: this
skill will allocw the character to create the lesalesa
document: suitable for bafflins poor witless lavmena

Thig skill is a 0% base knowledse =kill: arnd the costs
for trainine are zs follows: BO/IGR/ZRO/S00/300,

L.ife Surpart Svstems Engineer

This skill is a measure of the ability of the character
to diasnese fault in. repPair or modify thiz rarticular

savstem on one of the Heasemonic sracecraft. It is also
4 measure of the character s abkility to determine the
state of repair {i.e. the system retiabiiity

rercentase) for this rarticular ship comranent on  anv
spacecraft of comrarable desien to  the Hegemonic
sPpacecraft on which he has been trained.

an  attemrt at rerair resuires one hour“s uninterrusted
time: and a3 successful rerair attempt will inmprove the
system’s reliability by 10 in percentile ecints. A
critical roll on the reeair attemet will imeprove the
system”’s reliability by 1D100 in percentile points [and
will count as 10 successful uses of the skill for later
determination of skill impravement probabilitvl. If a
repPalr rail is fumbied. roll 1D100 asain——if the rasult
is another fumble, reduce svystem preliability by  1DIQO
in percentile paintss and if the result is not ancther
fumble. reduce svstem reliakility by 1D10 in percentile
rpoints [systems whose reliability is thereby reduced
below O are considered unrerairabiel.

This skill is a zero based knowledse skill, and the
training cast iss: 10G/250/35330/1050Q/7 1600,

Linsuist

The linsuist in Runes in Srpace is a master of the mador
known lansuases of the Hesemony. He mavy dinitiallwy
read, write, and speak one lansuase per Point of INT at
a skild fevel equal to his skill as a tinsuist.
Further, siven ANY known lansuvase he mavy learn  that
tansuase from ANY character with whoem he shares a

. tommon lansuase at the assured communication level at a
rate of 1046 (in percentile Points skiil level) for each
week that he makes a successful roll in his linsuistics
skill.
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This skill is a 0% base Knowledse skill, and the costs
for trainins are as follows: 156G/3530/650/1350/2000,

Listen

This is a 254 base percerption skill. as per Runeliuest!,
and the trainins costs for this skill are as follows:
SQLL1Q0/2T0/800/550,

Lock Pickine

This is a 5% base manirulatien skill. as Per
RuneCiuest!, and the trainine costs for this skill are
as fallcus: 150/3507/ 650/ 12350/ 2000.,

Mar Makins

This dis a iUV% base manirulation skilis as Bérr
RuneQuest!: and the trainine casts for this skill are
as follows: SG/100/150/2%50/400,

Martial Arts —— Disarm
This skill mav allow a character to disarm an orponent.

If an oepronent fails his attack with 5 hand~to-kand
imPact wearon, and the martial artist makes 3 success-—
ful Parrv. the martial artist may attemPrt to disarm his
orronent. If his disarm roll succeeds, roll an attack
as rer average of STR and DEX of martial artist {(round
fractions ur) vs STR of coPrPonent — if successfuls op—
Ponent is disarmed.

If the martial artist does not attack in a =iven melee
round. he mavy attemet to use his disarm skiil. If his
disarm rell succeeds. rall an attack as eer averase of
STR  and DEX of martial artist {(round fractions up) vs
&TR of oppPoanent —— if successful: his opPponent is dis—
armed.

This skill is a 0% based PARRY skill: and the casts aof
training are as follows: 2Z50/550/1050/14600/2100.

Martial Arts —— Evade

This 1is the skill of being where the melee blow,
buliets: or hklaster holt isn t. It is the wnlvw skill
that will allow a character to dadose a missile that he
cauldn’t normallv see coming.

A successful use of this skill will allicw the martial
artist to evade ONE incomins blows resultinse in no

damaze beina taken by the martial artist. Critical
hits 4araze ~— doins 2 randoem Percentase of nmormal
damage {roll D100 -—— unless the evade rall is a
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critical alse. in which case asain no damase is done.
The skill must he emploved before the piaver is told
whether the blow (or bullet or blaster belt) has "hit®
orr nots and the sprecific attack asainst which the
martial artist iz emplovins his evade skill must be
specified in advance of the roll.

This skill is a O% based DEFENSE skill. and the costs
of training are as follows: ZS50/550/1050/1600/2100.

Martial Arts -— Hand-to-Hand {karate eauivalent)

This skili is the art of using one’s body parts as
effective offensive wearons. it aliows the character
to strike twe hand/fist blows or twe elbow blows
{during the same strike rank? AND kick as well (provid-
€¢ he has sufficient strike ranks). Damases and lensth
of body wearons are as followsi

Etbows ing Lenath O
Hand/Fist 10841 Lenath O
Kick 10841 Lenath 0.5
Knees ing ensth ©

This skill is a 0% base ATTACK skili, and the trainins
cost izt  ZRO/SIC/105G/1600/2100.

Mechanical Ensineer

The mechanical ensineer is the srecialist in industrial
applications of the knowledse of mechanical svystems. .
As such he will be mast familiar with the pracess and
Physical design of large scale manufacturineg facilities
amans the srecialists in Runes in Spaces and will be
best able to re—orsanize and redesisn same for maximum
efficiencvy.

The exercise of this skiil will allow the character to
recaosnize the function of a3 manufacturins facility,
analvze its desisn, and determine and durlicate the
function «Ff the faciltitv~—resardiess of whether or not
the facility is still 100%Z oreraticonals and whether or
not the facility is z product of Hesemonic technoioovy.
The mechanical ensineer can thus be of inestimable :
value in assisting in what one misht call industrial
archeolosy on dead worlds with survivine industrial
facilities. .

This skill is a Q% base knowledse skills and the costs
far trainins are as follows: 100/2507/320/ 1050/ 1400,

Medical Doctar

The medical skill is a srecies specific skill, applic—
able at 1/2 skill leavel to a species with CLOSELY re-—

52



RUNEZ IN SPACE

lated physialeoav.

The doctoer mavys throush successful arplication of his
skill, keer a character alive for two minutes who woulid
gtherwise have died "instantlv". Rereated uses of this
skill will thus allow a docter to keer an indured
Fratient alive horpefullw long encusgh that he can  be
taken to surgical/advanced medical facilities. :

Once an  indured character has heen taken to a rpPlace
where medical facilities are available,. the medical
skill will alicw the doctor to restare 206 damase in
ene lecation for each successful use of his skill.
Each attempt at such restoration will take one hour.
and a failed roll on a critically indured ratient (i.e.
aone  who would noermalliy be dead at this eoint} results
in the death of the patient if the docter cannct roll
i/2 his pormal skill level in a second roli. A fumbled
medical skill roll results in a 2D6 attack vs COMN  of
the rpatient. and immediate death of the ratient if he
was critically indured.

Withoeut medical facilities. a medical doctor may still
use his skill as a repliacement for the first aid skill
far the serecies in suestion. wilth the excertion that
the penalty §for a fumbled skill roll is only 172 as
great as it would normally be for a failed first aid
skill roll.

This skill is a 0% base knowledse skill. and the casts
foer- trainins are as fallows? 180/250/550/ 105071600,

Metamathematician {logic, set theorvy, etc.d

The metamathematician is the student of the fundamen—
tals of mathematics. He is the student of mathematical
iesic, set theorv, and such. And be is: by his nature,
something of a philosorher. As a primary subfield.
this will result in a character hecoming somewhat use-
iess in  the real warid, but then ne one has ever
accused metamathematicians of heing particularly
useful.

This is a Q4 base knowledse skill: znd the costs ¥for
trainins are as follows: 1S0/Z250/550/1050/1600,.

Meteoralaomsist

This skill measures the character”s understanding of
weather svstems on keth terrestrial worlds and Jovian
tvre 2as giant planets. In additian, it is a measure
¥ the character s understanding of how te alter the
weather svstem of a planet to conform with some desired
state wsins the weather cantrel esuirment available in
the Hesemony. Needless ta savs use of this skill will
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low the character to predict the weather on any woerld
iven aoeniteor data from weather sateliites,

oM

Thd euxerciceable skill lewvel of this skill is limited
te thoe eharacter s skill in AMNALYSIS fesoe Hnaivsis
Brecialist egarlier in this sectionl.

i3 & 0K base knowledse skiil: and the costs
e 25 Ffollowss 10G/280/380/ 108075 8600,

This skill is as mper the GENETICS skills save that it
is mnot ltimited by the character s shill in comPputer
semiene {arpiicationsl. | It is: inmstead: limited by the
churacter’s ki1l in CHEMISTRY (zs¢ ¥he Chemizt-
seneraiist cariier in this sectin).

This is a 0% bhase knouwledwse skivly, &and the coesis for
vraining are o follocwszi 100/250/350/ 800/ 1050,

This ia a D% base stealth skill: a3 por Runosfiuest?!. and
the trainine costs  fer this skill are &5 followst
SOLLSO/GG0/ &G0GIB0G, )

This ski11 iz the measure of the character’s ability teo
Play & specific musical irstrument. At skill levels up
throush 24%, it is more 2 measure of the character’s
gbility to produce noise with the siven musical instru-
ment. After 1the 25% ievel has hkeen reached: it is
sumed that the character can rlay the instrument com-—
Fetently (thoush rerhars not particularly rlieasinaly).

This skill is & manirulation skill 0% base, end the
trainine costs are as folliows: 100f360/909!1360fhkﬂﬂg

Maval Ensipeering (ship constructian?

This skill is a messure of the abilitvy of the ch
te dissnese fault in. reeair or modify this pPar
svetem ene of the Hesemonic spacecrafi. It is
measurs  of tThe character's ability te determine ©h

state af repair {i.a. the swotem reiiabil ity
rercentase’ for this rarticular ship comronent on  onvy
sracecratft of comparable desizsn toe the Hesema,ic
sracecraft on which he has been trained.

This =kill alss zliows the character $o remair  damass
done  in the Form of hit 2oints to various hull rlates
o sections of shir, A successful rerair attemprt will
raestore 1010 Jdamase, 2 critical rell will restore LDLOD

A
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damase roints [and count as 10 successful uses of the
skil1l: and a fumble will cause an  additional 1DI1O
damage to the indicated area [affected area for repair
attempt is a skuare section of material 3.0 meters on a
sidel.

An  attemprt at rerair reésuires one hour”s uninterrupted
time, and a successful rerair attempt will imerove the
system”s reliability by 1010 in percentile points. 2]
critical rell on the repair attemprt will improve the
system”s reliabkility by 1DIOQ in percentile points {and
will count as 10 successful uses of the skill for later
determination of skill imsrovement erobabilitwl. I a
repair roll is fumbleds roll 1DI00 asain-—if the result
iz another fumbler reduce svystem reliability by 10300
in percentile points,” and if the result is not another
fumble. reduce svstem reliabifity by 1010 in percentile
roints [esvstems whose reliabitity is thereby reduced
below O are considered unrerairablel.

This skill is a zero based knowledse s8kill: and the
trainins cost iss 100/ 230/550/ 1050/ 1600,

Normal Sex

This is the ability to rerform the normal sex act with—
out making vourself look like a complete bloody Fool.
At the 28% skill level: the character is able to per-
form most normal activities satisfacterily without the
necessity of makinsg a roll in the skill. Complicated
manedvers will, however: require a skill? roll. A
successful  skill roll indicates a better than normal
rerformance., & critical roll indicates that the rartner
has been sent off to cloud cuckoo land in a fit of sex~
uyal ecstasys and a fumble indicates that the eeisoade
was a COMPLETE disaster.

This skill is arrlicable zcrass srecies tines:. thouoh
aonly where the body types are roushly compatible and at
onlty /2 skill level.

This skill is a 204 base Brits of Love skills and the
trainineg costs are as follows: 150/330!1609!1659/2630.

Trainins in this skill is available From courtesans.
In societies where such individuals are members of the
underworld, a successful STREETWISE roll will . be
necessary in order to locate them. '

Nuciear Physicist

The nucltear physicist in Runes in Space is a student of
subatomic rarticle phvsics as well as a student of the
tission, fusicn. z=nd total conversion wearons and ener—
gy zaurply svstems.

L
i



The exerciscable skill level of this skill is timited
to the character’s skill s an H.GEBRAIST [see Alsebra-
ist eariier in this sectionl.

This skill is = 0% base knowiedse skills and the rcosts
for trainine are as follows:  100/250/550/1050714600.

Gceancsrarher

The occeanasrarhers in addition to beins the oceanzoins
meteorolosist and sesiczists gz student of the physics

"and chemistry of the seass is something of a marine
bBiclomist as well.

The exaﬁciseabie skill tevel «f this skill is: in con—
BERUENCeE timited by _ the character” s skill level in
each of the following fisldst

€1} Bioloavy (the seneralist cateagrv)
{2} Chemistry {the seneralist catesorvy)
{Z) Computer Science——Apsiicaticns

{4) Ecolosy

(5} Physics (the sensralist catesory)

This skill is a 0% base knowledse skills, and the costs
for training are as follows: AQ0/&00/200/1000/ 1200

OJratery
This is a S4 base cratory skill. as per Runeflugst!,
and the training costs for this skill are as follous:
15G/3050/100G/ L6507/ 2650,

Paleontolosist

FPaleontolosy is the branch of seclosy that deals with
the study of eprehistoric forms of life throush the -

" study of fessil elants and animals. As such, it is
.sroured with the other biclgsical sciences in Runes in
SPace.

The srecialist in this field will throush successful
application of his skill: be able to find Fossil
remains and then, with a secand successful arriication
of his skill, determine much {if not all) of the nature
of the life form reseonsiblie for said fossil remains.
{(The rrecise amount of information that the OGM a@ives -
out should be a prorortional to both the skill level of
the character and how well the plaver rolled on the
skill arriication rolil.

Fessil findins asplications of this skill should take
2B4 davs——analvsis of remains found should take 3D4
" hours on critical roellss 3020 hours on  non—cpitieal
successtul ralls. PER FOSSILIZED CREATURE. [Noter may—

S&
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imum work dav for scientists is assumed to be 12 hours
out aof 247,

This is & zero hased knewledse skills and the cost for
training iss 100/25/350/ 1050/ 1400,

Patholosist

The pratholozist is a student of that area of wmedicine
devated to the study of the nature of diseases: their
cayses and svmetoms: and especialiy the structural and
functional chan=zes caused by disease.

The Patholosist” s skills wilil aliow him te determine
the cavse of death of a member of a familiar sPecies.
or  of a species similar %o one with which he is

famitiar. & familiar species is ene Ffur which the
Fatholiosist has a skill as meaical docter for at s
skiit tevel of 25% or hiaher. The patholesist mav

arrPrly  his skiill to & species which he is mot familiam
with if that seecies is similar [by OM decisionl to one
in which his skill as a medical dactar is BOYL or
Fighar,

The Patholoesist s skill will alse allaw nim to detect
(en & successful skitl roll) a disease —— and aliow bir
te didentify same (ifF it is ane kKhowsn Yo Hesemonic med—
ical scienced)s and to select the arpropriate treatment
(thoush if the treatment calied fopr invelves SUPFETY
he must rely uron either his ocun medical doctor skill
for that srecies: or he mucst brief o medical docter fapr
the species invelved:.

This is & zero based knowledse skilil, and the cost for
trainine izt 100/2S/530/1050/ 14600,

FPharmacelozisy

The Pharmacolesist in Runes in Seace is a student of
the rroperties and the art of premaration of varicus
Aruss. ESee section on Drums in Runes in Seace for
further details.

" This is a zero kased knowledse skill. and the cest for
training iss LOG/2T/3T0/ 10507 1600,

Phvsicist (the generalist)
Thiz skill iz the measure of the character s obility as
a seneralist in the area of Phvsics. The =zoliution to
any prroblem not lieins in any of the other subfields
will be found throush the seneralist s knowledos,
This is *the catch~all area for all the rrobiiems that do

et easily fall into anv of the ather cateseries within
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the pPhysicss and is to be so treated by the GM. This
skill wmavy be used in place of anvy of the ather Fhvsics

science skiiis at 1/4 the stated skitl level as
rhysicist,

This s3kiil is a O% hase knowledse skills and the costs
for training are a&s follows: L0/ 250/8507 100071600,

Fhvsical Onthroeroliosist

This skill is the measure of the characters abiiity %o
determine, based on rhveical artifacts of an existins
civilization. ©the nature of the creatures that live in
that civilization: and their Probable culture. The
higher the skill tevel: the more the character is able
te extract in the way of useful infoermation from a set
of artifacts on a resular successful skill rell. On &
criticatl skiltl reil. the character should receive
virteally full information -~ in addition te countins
the critical roll as 10 successzful apslications ¢f the
sicitl when it comes Time ta determins skiltl
imProvements &t the end of the exreditiocn.

This skiiil g a 0% base knowledme skill:s asnd the
training costs are as faliowe? 100290 /8507 1050/ 14600,

Pick Pockets

This is a D4 base stealth skill:. as rer Runefuestis and
the trainins costs fFor this skiil are as follows:
1O/ 280/850/8005 1050,

Pilot

This skill is the mezsure of the character s ability to
cantral and mansuver seracecraft o zircraft in

divFicult situatiaons {iandins dociking. sFrecial
maneuyvers. eto, )

In combat, a successful pilotine roll means a reductian
in the erobabiiity «f an oPronent syccessfully

" attackins the riloted craft. For gack 25% in skill {ar
fraction fthereof) ADIVE 25%, reduce all orronents”
chances of scoring 2 hit that melee round by Five
rercentile points.

"In pormais unhurried situaticns, where there are ho
distractians ELsuch as bad weather in the case of a
Planetary landinss or combat in the case of a dockins
maneuverl a 2kill of Z5% or bhetter will suzarentes a
sately comrleted mansuver. fs such maNeuUvers are
without risk for pilots with 254 or better skill. the
skill uze does moet count for skill imerovement rolls
after the exredition.
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A failed skill roll in Filotine means that the desired
maneuver was not carried out successfuliv. In the case
3f a landing: this means that the shir crashed ~— but
no one was indured {(though dependins oh Frecise
circumstances. the GM mav wish to assisn some damase to
the landins ship itself). A FUMBLE in a Pilotins roll
means that the riltot completely lost contrel of the
craft for a brief instant. In the case of a fumblies
the craft will be damased (if the situaticen allews far
such to have harrpened}) and a SECOND roll is mades and
if the result is another fumbls, all aboard must make
(ZxPOW) as a percentase or die [serious crashl-—those
who are net killed take 4D10 END damase. If the second -
roll  is net a fumble, &11 zboard will still take 4010
END damase.

This is a 0% base kno&!edse skills with tTrainins costs
2s folilows: 100/280/550/800/1050.,

Plarnetolozist (the generalist)
The silanetelosist (the seneralists that iéi handles atl

the 1ittle geolozical/planetoslesical problems that do
et Fit pnicely into any of the other subfields of the

general Planetcelosy study. He can handlie praoblems deai- -

ins with both terrestrial AND Jovian tyre worlds. hou-—
ever: unlike the gecloesist gerneralist who is Timited o
terrestrial type worlds in his eroblem sclvins.

The ageneralist may substitute his skill for anvy of the
other subsrecialties within the overall elanetolosy
spaecialtty at 174 his normal skill level. ‘

This is a 0% base knowledse skill, and trainins cost is
as follows: 1QO/250/380/10530/71600,

Foetry

At the Z5%+% tevel in thisz skill: the character is 2ble
to Produce pleasant reetry on a successful skill  roll.

- At skill teveis up throush 24%, & successful roll
merely Rrroduces somethine recoonizable as an attempt at
poetry f{(and it rewuires a critical at this level of
skiti te pProduce pleasant. reasonably competent
eoetry).

The time resdired rper attempt is (100/skitl lavel) in
hours. Thus at 29% it will resauire feour hours rer
attemrt at rPoetrvy.

At 254+ skill levels a criticail roll indicates that the
roem iz an excellent {(and rossiblv saleable) riece of
work.

This skill is a 0% base FPERCEFRTION skill: and the cost

5%



For training isi  A0Q/230/3507105071600.

Fower Svstems Ensineer

This skill is a measure of the ability of the character
to diasnose fault in: rerair or medify this particular

evstem on une of the Hememanic spacecraét. it is also
& measyre of the character’s shility te determine the
state af repeir  {f.g. the SYEtem refisbiliity

percentase) fFor this particular shis component on  any
spacerraft of comrarable desisn e the Hegemanic
sPacecraft on which he haszs begrn traincd.

An  ati:

emr? At reedlir resuires one hour’s uninterrunted
time: and a successful roerair zttenst will imerove the
svyetom s relimbitity by 1LHLO in percentile peints. &
critical rolil on the rersir attemp? will imerove the
svstem s relicsbility bv IDHMOD in rercentile roints Zand
will count as 10 success¥ul wees of the skill for later
determination of skill imeprovemsent erchabilityl. It =
rerair roll is fumbled: roll L0100 asain-—if the result
is another fumbier reduce svystem reliability by L0106

in percentile pointes and i¥ the regselt is not a2nether
Fumble: reduce svstem reliadility bv 1DI0 in percentile
#eints Isvstems whose reliabiiity iz therehy reduced
below O are considered unrepairakiel.

This skiil is & zere based knowledse ekill, and the
training cost is: 100/ 290/550/1050/14600,

Frivate Inter—-svstems Lawver

This is the area thnat covers what American law refers
to as "Private Internationa’ Law®, It prafers to  the
interactions bpetween individusls whoe Belons to/fare
gader the Jurisdiction of/fcwe duties ¢o different
societies., The conflicts here belens only to  the
individuals: and their reseective sccieties have only
“the interest that their members not be takern advantase
uf. It is the balancine of the other areas of law
between the twe svystemzs {(who cuves tax to whom, how is
the contract rescolived: e¢tc.). This law will have sreat
emphasis on merchant-prasmatics, since thevy are the one
srour mast  invelved-—and the stransest suiprks will
exist here. (Marriases under one system are valid and
unchalilanseabie under another——prolvandry and rpolvsamy
in America would be recosmnized for a Saudi, etc.’? The
greatest resuirement here is knowledse of the business
ar  practical reauirements of the reople invalved: and
an openness of mind greater than the porm.

In current American law: this wauld coaver the areas of
private internatioral laws arbitration: nationality or
immisraticn law (mest of the above as thev affect a
siven deal, from bkathh lesal svstems. vetl and

&0
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comParative Law.

This skill is a zero based knowledgse skill. and the
skill Jevel exercised in this skill may NOT be hisher
than the characters skill in Le=al Semantics.

Procedural Lawver

These are the reorle who practice determination of the
taw, and whe resolve the controversises by operation of
jatw. It is the study of the rules that sovern the
substantive Jlaws——hence the actual study and eractice
of resclution of factual situations. The seecialisty
determines how to decide what the rights. duties.
sbhligations are. how ther are to be shown te the pecrle
involved:. and how they are ta be enforced as well by
society. Of all the areas: it mavy be the sreatest art
and The least trainable: for it is entirely inderendant
of any factual settins but must ke arrlied to all.

In modern American law. this srecialty would cover the
areas of civil! erocedure. evidence. %trial advecacys
administrative or burcaucratic faw. 211 litisation:
caenstitutional and source Taw. lesisliations’ meaninse.
and public international law.

The training costs for thiz skill are acs #a!?owss
OO/ 2BQ/3507 1050/ 1400

#avcholoeist

This skill is the measure of the character<s abilitv of
quantitatively Judse and analvze rerszonal beshavior and
mental attitudes of an individual of any of the known
species, AND PROJECT LIKELY ACTIONS OF THE INDIVIDUSL
UNDER GIVEN SETS OF CIRCUMSTANCE.

Thus:, & epsvcholiogist who makes his skill roll, will be
2ble to make predictions of the form "If we do X. ‘the
odds are that Mr. A, beins a member of thus and such a
‘species whoe I will assume to be sane (for the moment)
can be exrected to do Yy Z: W, or TY., OFf course: by
the Harvard Taw of animal behavier (as aeplied to
peaprla). the subdect misht de somethinzg entirelw
cutside the predicted ranse of behavior. Houwever:. the
&M shauld keer such cases to an ahsolute mininum.
Further: if the slaver rollis a critical on the skill
rells  he should be siven full and compliete information
rezsardina the rpascible responses (or mental state) of
the subject [as well as countins the critical as 10
successful uses of the skill for later determination of
skill imProvementd.

This skill is alse a measure of the character s ability
tw cure ssvcholesical ¥rauma of various kind——as well

&1
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as diaanass their crecence.

This skili iz & zero based knaw?eqse skilt: and the
trainineg cost 3: as folliows: L00/250/550/1050/1600,

RKarid Odds Calculaiign

This akill indicates The charaster's abiltifty to auicklvy
Judse  the true odds in any ussme of ochRnce. It wiil
ailow bhim te determine the eroper actiens to take in
order that the odds fever him: net the house sr. if ne
such ceourse of action exists in the zame in auestians
the skill wilt allow him $o determine the srapep zction
to maximize his probablie return,

L.

This skili iz = T4 base knowledse skill., and the

Training ces? ig as folizwsd  SO/LO0/380/600/650,
Riding

This is 2 04 bass manirulatisn skill:. athorwise freated

S
as  pPer RuneQuest!: and the training coste fFoar +this
T are as follows: HO/I1S0/380/S500/650.

iatly the same 3 the rsycholoavy
-dat t%e sukdects known are the
e the thinkinm: livins rchots

that exist semanlf society., The EXERCICSEABLE
SKILL LEVuL i skilY WILL BE LIMITED to THE
MAXIMUM OF ?HES EKiLL and EITHER the skill lewval in the

ANALYSIS vbfieid of mathematics OR COMPUTER SCIENCE-
QRTIF;PI%L INTELLIGENCE.

This skill is wsseni
sliil. GHier %
artificial b

Thiz =skild ie @ zers baﬁed knowisedse skiil, and the
traiving cost is as ¥follaus 1007 25G/550/ 1050/ 1600,

Robotics Ensineer (alisc Armorer at 1/7 skill lewvel}

This skill is a measure of the ability of the character
to diasncse fault in. rer2ir or modify the robots in
use in  the Hesemony. it iz atse a messure of the
character’s abilitvy to determine the state of resair
{(i.e. the svystem reliability rpercentase and/or the
amrunt of damase done to a oiven iocatian) for a robot
leither of Hesemonic desisonm or of compParable desian to

the Hesemenic robots which he has been trained to
repaird.,

He mav alse serve as an Armorer at i/2 his normal skill
level ors if 3 seecialist Armorer ig Present he mavy
assist {he Armerer {and function at his skill level as
a Reboticz ZTneineer)d.
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An attemrt at rerpair resuires one hour’s uninterrupted
time:, and a successful rerair attempt will improve the
svystem's reliability by 1010 in sercentile points: orp
repair 1010 damage to a siven lacation. & critical
roll on  the repalir attemet will improve the svystem’s
retiabiltity bv ADR100 in percentiie points or rerair
10300 points damases as arpropriate Land will count as
10 successful uses of the skill for later determination
aof skill improvement probabiltitvyl. i¥ a rerair roll is
tumbled: roll iNi00 asain——if the result is ancother
fumble, redyce system retiability by 1D10O in
rercentiie pPoints: ELor do D100 damase to cone loacationd
and if the result is noet ancther fumble: reduce svystem
reliabifity by 1D10 in percentile paints Lor de D10
damasel [Esvstems whose reliaskility is thereby reduced
below ©. or damased to more thanm & times original hit
reint. are considered unrerairablel.

This skill is & zero besed knowledse skill: and the
trainine cost iss  10G/250/55Q/71050/ 1600,

Seduction

Thiz skill is the measure of the character’'s ability to
twist other intellisence’s ‘“arcund the character”s
tittle finser.” It is the character”’s ability to get
kis, her: op its way throush ap apelication of sexual
attractien (or throush working with the tarset heins’s
sexyal drives in some manner ofr otherd.

The skill level is modified by circumstance in order ta
determine the value which must be rolied on DIOO in or-—
der for the seduction to he successful. Modifiers are
as follows:

{1) Tarset is a different srecies = —100%

(<) Tarset is of incorrect sexual sorientation
{e.8.» charactesr is attemptine a hetercsexual
seductiaon of & homosexual: or a homosexual
seduction ¢f a heterosexual) = -50%

(3} Tarsget is a mated membher of @ moncsamous
sPeCies = 754

{4} Tareet comes +rom a culfure with strons
taboeos prehibitineg such activity = —50%

These modifiers are applied asainst the base skill
level. I+ the result is Q4 aor lesss the attemrt will
ALWAYS ke unsuccessful.

HOWEVER » if the tarset of the seductian has emploved

the skill of seducticn. he/she may not be allicwed to
arPly all of the modifiers listed above. any madifier
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that invoives an act in which the ftarget acted as
seducer may noet be aselied %o  protect the tarset
asainst seduction. Far exanrles if the tarsset had in
past seduced other individuals of a different species,
hie/she counid not emrloy that medifier to erotect
asainst seduction by members of those species which had
provided subldects §for his {(the surpent taraset sl
seduction skills in Pa&t.

Thizs ski is & U4 based Arts of Love skiii, and the
trainins costs are as followss LSO/ 335G/ 100G LA/ 2650

Training in this skill is available from cCouritesans.
In societies whers such individuais are moembers of the
underworid, & successful STREETHISE roll will  be
nevessary in order fo fooate Them.

Ambush
This is & S% base percepticn skiil: a5 rer Runefluest!.
with frainins costs as foellasws: ISQ/3S0/650/71100/1500,

Sencsor and ECM Svystems Ensineer

Zens

']

This skil} is & measure of the ability of the character
te diasnose fauit in. rePair or modify this rarticular

syvatem an onge of the Hesemonic spacecradt. It is glsc
a measure of the characters ability to determine the
state aF rerait (i.e. the svstem religbkitity

Percentase) for this particular shir component on  any
spacecraft «f comparable desien to  the Hesemonic
sPpacecra¥tt on which he has bheen frained.

An  zitemet at rerair resuires one hour's yninterrurted
time: and a successful rerair attempt will imerove the
svstem’s peliabiltity by 1010 in percentile eoints. £
critical roll on the rerpair atitemet will impProve ths
svstem’s reliability by 1DIG0 in percentile points [and
wilt count as 10 successyul uses of the skill for later
determination of skitl! improevement probabilitrl. if a
repair roll is fumbiled: roll LDIOC agazin—if the result
is another fumble. reduce svstem reliabiiity by 1DB100
in percentiie roints. a&ned iF the result iz noet another
fumbie: reduce svatem reliability by 10IQ in percentilsz
Ppaints ELsvsteme whose reliability is thereby reduced
below © are considered unrerairablizl.

is s5kill is 3 zere hased knowiedsse sKill: and the
trezinins cost iss 10G/250/7/5507/ 1050/ 16400,

:r and ECM Svstems Grerator

This skill is the measure of the character's ability to
get  the most ocut of the sensar and electronic counter
measures equiement availahle to him. In the event of a
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successful  skill reli. For each 5% in skill {or
fractioen thereof}) ABOVE 25%, increase the GRADE of
SENSOR  SYSTEM bkeins emploved by ONE or increase the
GRADE of the ECHM svstem (far the purpose of detectine
oPPosition craft. and hidins from thems respectively)
Feee secticon on Bensors and ECM in  SHIP CONSTRUCTION
tater in these ruiesl.

This skill iz a O% based PERCEPTIOCN skill:s and the
trainins cost isi: 100/230/350/ 1600,

Set Ambush

This is & T4 base stealth skill, as Per Runelyest! with
trainine costs as fotlows: 100/15G/300/300/500,

Shield Generatar Svstems Emgineer

This skill is a measure of the zhility af the character
te dizsnose fault ins rerair oF modify this Farticular

svstem on one of the Hesemonic spacecraft. It is also
a measure of the character s abiiity to determine the
state af repair (i.e. the system reliability

rercentasel) for this particular shir comPanent on any
spscecraft of comparable desisn te the Hesemanic
spacecraft an which he has been frained.

Ao attempt at resair resuires one hour’s uninterrurted
time: and a successful reeair attemet will improve the
svstem's reliability by iDIQ in percentile points. &
eritizal rall  on the rerair attemet will imercve the
system”’s reliability by 1000 in percentile paints Land
will count as 10 successful uses of the skiii for later
determination ¢f skill imeroveikent erebhabilitvyil. If a
rerFair roll is fumbled: roll 10100 geain——if the result
is ancther fumble. reduce svstem reliability by 1DR100O
in rercentile points. and if the result is not another
fumble, reduce svystem reiiability by (010 in rercentile
roints [sveatems whose reliabiiity ie therebv reduced
below O 2re coensidered unrepairabliel.

This skill is a zero baszed knowledse skilil, and the
trainine coust ise LOO/AZ230/320/1050/1600,

Singins

This skill is the art of producing rleasins scunds and
Froducin: desired emotional resrponses in ches audience.

Ue threoush the 294 level: a successful roll indicates
that the singer has tourned in a pon—rainful
Performances and ias manased to stawvw on key (for the
most part) throusheut the madority of the pPerformance.
A critical rell indicates that the sinser has turned in
2 accertable performance.



At skili levels of I0% and choves a successtael roll in—
dicates that the sinmer has eroduced Fileazinn  sounds.
and his/her/its sudiences will Feel in e wuy choated if
thery bhad Paid monevy to Jisten Fo The FErForiante. &
critical rell at this skill level indicates et  the
singer has sreduced 3 fruly oaving Per-Feroance: and the
audience will be cnotionzal euttvy in kicfherf/itz hands.

This is 2 9% SFECIS. skill- and the trzinins costa arc
as follewss I00/20079CD7 150072800,

Bliins
This iz o morircietion =Lil1l whoese boase varics with the
sPecies., Fost species have the skill st S Drge,
SonE: tike the &itand howve 1Y at o I5Y base. Tread

this skill == sasivaléent to Horsemonshir/Ridins in
Runefiuezti: save ¢hot inslead of ridins obout on some
incredibly dush aninzl: the choracter ic endpovsring to
oeke a feol of hinself by fravellims entirely ¥ox fast
dozn a snow covered mountuin en @ Pair of narrow steiss
of wSsoed,

The cost of frziminn This kil iss S0/ 100 ISERISODIETG.,
SBoecicdvnanicist

The skITY im soc e is & mDefsure of ihe
character s abilite fo Judse the actions of & society
under siven conditiens Chroush the arefication  of
mathematics %te an undorstandine of intellisent life
forms. Hari Seldon of Isssc Asimov's FOURDATION ssries
miaht oe Taken az the avchéivral oodel of the
secigdvnamicist.

4i

f successful z2kil? rei? will gseio the characier snspers
o <wucstions of the Fform: PIf +he Flumans sccury  the
worlds currentiv claimed by beth thesm and The H'Reli.
what are the four {or Five) post Tikelw COonSeSuencas P
In this particular exawrlices once Tthe probable resuits
were defermincd: their srecice srobabilitics could thes
be determined By fuerther rereated successial
aPrplications of The skili.

The emerciscable slkill levsl of +his sill is limited
by the character s skill in SNSLYSIS, & GEBRA. and
STATICSTICS/FRCBARBILYITY THEORY .

This ski1Y! is eonlvy coriicabis ©8 Iarose masses  of
individuslis: ond cannet be used To rredict the actions
of & single chasactss.

This skill is a 0Z base kncwledose skili. andg The ceosts
" for trainins are os follomse LG/ 2T/ TS0F 10505 1600,
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Sacioloeist

The skill in scciclosy is a measure of the character‘s
ability to Judse the actions of a society under given
conditions throush the arrlicatiorn of insisht and an
understanding of intelligent 1ife forms rather than an
arplication of mathematics to same.

As a result, the guestiens that a sociclosist may ask
must be more detailed: and more of the YES-NO-MAYERE
variety than those asked by the sociodvnamicist. Qur
eartier examrle in socicdvnamics would hecome, "if the
Humans occcupy the worlds currentiy claimed by both them
and the H'Reli. would the H'Reli orsanize and se to
war?y The answer wouid then either be ves: no,
probably ves. probably ne, or "who Knows® L[answers of
this last form are to be used searingiv, oFr not at alls
unless the skill roll is failedl.

This skill is only aFriicable ta large masses of
individuals:; and cannot be used to predict the actions
of a sinsle character.

Thigs skill is a 0% base knewledss skill, and the costs
for training are as follows: 100/ 2530/350/7 1080/ 1600,

Sodomy

This is the measure of the character’s ability to
rerform anal intercouse either without pain to herselfs
or without cavsing rain to his partner (as the case
migaht be)d.

This ski}l-is'a T4 based &prts of Love skill, and the
trainins costs are as follawss 100/250/350/1050/1600,

Trainine in this skill is available from courtesans.
In societies where such individuals are members of the
underworlds & successtul STREETWISE roll will be
necessary in order to locate them.

Space Law

This is the measurs of the character s understanding of
the military and deer space reguiations that sovern all
Hegemonic exploratory and intersteiilar transport
activities. A successful use of this skill will alss
Pprovide the character with information as to the most
lesal way of gcing about doing what he wants to do (if
there is such 3 wavl}.

This skill is =2 Q4 base knowledase skills and the costs
for training are as follaws: SO/100/ 2807500/ 200,

&7
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Spot Cheatins

This skill is & 54 base perception skill. amnd is a
measure of the character s ability ta detect the use of
the CHEATING skill., A successful use of the skill will
give an indication of who is cheatins, tut not
rrecisely how he is soinz about it-—-a critical roll
means that the character knows EXACTLY how the cheatinag
iz being carried cut.

The trainine costs for this skill are as follows:
S0/100/350/600/350.

Srot Hidden

This is a 5% hase percertion skiil. as rper RuneQuest!.
and the trainins costs for this skill are as follows:
5G/150/350/7/450/600.

Sepot Trae

This is a 5% base percestion skill, as Per RuneQuest!.
and the trainins costs for this skill are as Follows:
SO/150/350Q/450/ 600,

Statistician or Probability Theorist

The combined areas of statistics and preobability wiill
give the specialist an insiaht inte the determination
of odds {in sames of chance! and will ernable him to
Pprovide the tools needed by the sociodvnamicist in
order to do his Job.

This combined area of study is a 0% base knowledae
skill and the costs for training are as follows:
100/250/550/1050/ 14650

Streetwise

The streetwise skill provides a sort of a Ysixth sense”
farr trouble detection. It allows the character te
Ysmell" trouble coming his way befeore it happens when
he is workins the shady side of the street.

This skill also enablies the character to move smoothly
efficiently and. more importantiy, safelyvy, throush the
underwerld saciety that exists on every worid.

It will enable the character te seot the undercover
roliceman: the street hustler whe is pPlanning on
setting him uPp Ffor a sucker in a confidence Jaks and
spot similar such trars in the world bevand the lauw.

Successful use of thizs skill will alsa allow fthe
character to FIND epearle {(and tvypes of pearle) that he

HE
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needs to find in the underwsrid. For examrlet Yoy
want to find an exrert forger to produce fake shir’s
PRFErs? A successful use of STREETWISE will #ind the
forgser——and another successful use will tell FOR SURE
if he is goving to try and rip vyou off: and 50 on.

This is a 04 hase SPECIAL skill. and the costs for
training are as follows: 100/250/550/800/1030

Swimming

This is a manirulation skill: but the base vaiuves for
this skill vary from species to spPecies. Otherwises
this skill is as per RuneBuest!, and the trainins costis
for this skill are as folleows: SO/100/130/200/250,

Tax Lawver

The ripht of the arcur o levy on the individual. The
costs of dealins with an orsanized society net wour
own. The price vou pay for movernment. It will be THE
MOST COMPLEX LEGAL SPECIALTY of all and re«uire & hish
intelligence (at least a 15), as a spPecialization...
but not as a “secondary” subtield.

In American law.. currently. this wouid cover any
apvernmental monev—aatherins.

The trainins costs for this skiil are as follows:
400/700/1000/1300/ 1600,

Tactics

In the case of a shir-to-shir engagement. for each 204
in skill {or fraction therecof) above 295%4y & successful
roll in this skill will reduce ALL chances of orpPonents
hittins the force commanded by 5% and IMPROVE all
chances to hit by the force commanded by S4. The skill
roll mavy anly be attempted once per melee round. and
once successful. the effects continue for the remainder
of the melee fzand no further rolls may be attempted
durina that shir-to-shir ensacement).

In a2rcund ensagsements. & successful application of this
skill will allow the unit commander toe increase his
chances of a successful awmbushs or a successful sense
ambush bv 5% rper 25% or fraction therecef above 20%
skill level. Used in this fashion: onlvy ane attemrt at
the skill rall mav be made per ensasement.

Essentialliv. this is the skill of small unit ensagemant
and is wuseful at the sauad er pPlatoon level onn  the
sround or sinslie ship to sAauadron of four te six shirs
in sPace.

o4
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This is a éx base knowledse skill: and the costs for
training are as followss 100Q/290/550/1030/1600,

Taste Analrvsis

This is a 0% hase perception skill: as rPer RuneRuest!,
and the trainins costs for this skill are as fallowss
150/3T0/650/12350/7/ 2000,

Taralosist .

The torolomist is the mathematician wha, according to
the tale,. cannot tell the difference between a coffee
cur and & do-put [since one could theoreticallvy be
pushed inte the share of the other without tearins of
cutting either chisctls in more mathematical terms,
the ftdérolozist & tThe student «f the properties of con—
tinuous functions on certain specially defined sPaces.

Due to the mathematical nature of the universe as
defined for Runes in Sepaces this rarticular branch of
mathematics is of utmest importance in understandins
the structure and eorisin of the Cosmos-

Successfuyl aeplications of this skill will enable
characters to increase their understandins of the . space
in which they are forced to travel {(the Jump sPace in
which the toroicsical —— the share —— srorerties differ
dramaticaily from what is commonly referred toe as “the
real worid” and in which effective faster than lisht
travel is possiblel.

This skill serves as 3 limitins factor in the exercise—
able skill level of the character in COSMOLOGY.

This skill is a 0% knowledse skills and the costs for
training are as foilows: 100/Z50/550/10830/714600,

Toxicologsist

The toxicolasist in Runes In Space is an expert in the
treatment of Ppaisons. An arplication of this skilil
will allow the toxicolosist to identify any Known suick
acting Poison immediatelwy from exterpal symPptoms. and
any ofther poisons fFrom hlocd o lymeh sample, orf
medical teliemetry data from the victim. A second
arplication will alicw the toxicoloaist to treat 1D6
Ppyison damase pPer 25%4 or fraction thersof 1in skildl
level., When the precise poison is already known. the
first successful application of the =kill will allow
the tomicoelosist to treat the Poisoarn.

In the event that the pPoison is a3 pPreviously unknown

“ne s o the first sgskill rell iz failed (the one
necassary for identification of the poiscn) a second
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skill roll will. if successful, still allow some treat-—
ment te take rplace. In this case: a successful skill
roll will result in treatment of 104 peiscn damage per
23% in skill (roundins fractions DOWN?).

This skill may be aprplied for the purpose of treatment
anly  once Per week per victim per individual case of
roisoning  (thus., theoush the toxicolozist misht not be
able to retreat an old poison problem immediatelv. he
would still be able te treat anvy new pPoisoning probilems
encountered by the same individual). This Purrcse may
ke aprlied For the purpose of identifvins the woisean
once  rer davy  Per victim pPer  individuoal case af
FOleonins.

This 1is & 0% knowledse skills 2and +he costs for
trainine are as follows: 100/250/550/1050/1600.

Trackins

This is a 10% base perception skill: as per Runefluest!,
and the trainings coste for this skill are as ¢ollows:
SC/LA0/ 2507400/ 550,

Vehicular Orerations
This skill is the measure of the character’s ability to
coentrol and maneuver simple groeund vehicles,
hovercraft, etc, It is stherwise treated as rer ridins
in Runs@uesti.

This skill is a (5% base manirulation skill, and the
costs for training are as follows: SO/150/350/500/650.

Wearon Svstems Enoincer

This skill is 2 measure of the akility of the character
to diaznese fault in: rerair or modifty this pacticular

system on one of the Hesemonic spacecratt. It is alsc
a measure of the character s ability to determine the
state of rerair (i.e. the svstem retiability

Frercentase) for this particular ship component on  any
spacecratt of compParable desisn to  the Hesemonic
spacecraft on which he has been trained. '

Aan attempt at repair reauvires one hour's uninterrupted
time. and a successful rerair attemst will imerove the
svstem”'s reliabilitv by 1D10 in rercentile points. a
critical rall  on the repair attemert will imerove the
svetem’s reliability by 101Q0 in pPercentile points Land
will count as 10 successful uses of the skill for later
determination of skill impravement probabilityl. If a
repair roll is fumbled. roll 1R100 asain—if the result
is ancother fumble, reduce svstem reliability by LDIQO
in percentile Points, and if the result is nmet ancther
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fumble: reduce system reliabiliity by L0U0 in percentile
Ppoints {systems whose reiiakility is therehv reduced
below @ are considered unrerairablel.

This skill is a zero based knowledse skiils and the
trainine cost iss 100/250/550/ 1090/ 1 600,

Weapon Svetems Orerator

The character”s skill as a wearon svstems aperator is
the measure of the character’'s ability to contrel said
wearaen systems and to hit what he wants to hit.

His base chance ¢f hittine a wmovins tarset is esual to
his skill in tThiz area. and will be modified by circum—
stances ¥ the battle (attacking ship maneuver, defend—
ing shirP maneuver. etcl.

The number of wearors rods that the ¢rerator can
contral is  #gual to hisz skill fevel divided bv 235,
rounding fractions up Lthus with 24%4s bhe could control
one unit: with 26-50%, twe units, with B1~-79%. three
units: and so onl.

This is a 0% hase Knowledse skill: and the costs for
training are as follows: 1Q0/2T0/550/1050/ 1600,

Xenchiojosist

The =xencobiolosist is the expert in wierd and unusual
fifeforms. He is. sc to speak. the sxpert at the quick
analvsis of the random new beasty that has decided to
trv  to eat the airiock mechanism. Successful use of
this skill resulits in disclosure of whatever cute
trick/trar the GM has laid for the rlavers in the form
of a2 new beast. This skill mav also ke used to ferret
cut any pPossibie commercial uses of a new lifeform.

This is a 04 base knowledse skill, and the costs for
tr3inins are as foliouws: 100G/ 230/950/ 1030/ 1600,

Xenclinsuist

The Xenolinsgsuist in Runes in Space is not so much a
master of the known lansuases: hut instead is an expert
in the art of iearnins tetally mew lansuaznes.

The =enclimsuist does not need to have & comman
lansyase with assured coemmunication to do his Joh. He
is able to Ylearn the fundamentals o2f a new languase at
2 rate of 1010 in rercentile points rer successful roll
{ratls allowed at one davy intervals) for the first 135
davs that he is ewposed to willins teachers of the
lansuagss After the first fifteen davss if there is
assured communication level in the new lansuases he
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learns from then on at the same rate as the linsuist.

From simrly listenina in on communications between
other intellisences in an unknown lansuase, he will
iearn a new lansuase at a rate of iDé in pPercentile
roints Per successful roll {allowed once Per week).

This skill is a 0% base FERCEFTION skill: and the costs
for trainins are as folicws: 1SO/RT0/1000/71450/24650.

Xenopsychologist

The xenorsvychologist functions as per the psvycholosists
save that he must make 2 skill roll in his specialty in
crder to determine if he is able to understand the new
species he has Just encountered sufficiently well ta
arply the behavior prediction function of his skill.

He may met arrly  this skill to attempt to cure
rsvychalogical trauma in & member of a2 new species until
he has arplied his skill successfully to (1) determine
the basic nature of the sepecies, and (Z) diaspnose the
psycholosical rproblem correctly and (3) determine the
correct course of treatment {which is net the same as
carrying out that treatment. Neediess to sav: such
actions mavy not be carried out successfully unless the
character has had sufficient exrosure to sané: nMonR-—
neuraotic members of the srecies Yo form a sound base
faer Judgsement [ereciselvy how many individuals this
constitutes is ur to the GMI.

This 1is a 0% base PERCEPTION skiil. and the costs for
training are as follows: 150/3T0/1000/1650/2650.

DRUGS IN RUNES IN SPACE

Any  known drus mavy be prepared by an exercise of the skili
FHARMACOLOGY where the seecies to take the drus is one that the
the pharmacolosist has studied (thus the FPHARMACOLOGY skili is
reduced to the skill level of the medical skill for the spPecies
in question: or the skill in =encbicalosy, whichever is HIGHER).
The pharmacologsist mavy, however, work tosether with a medical
doctor or wernobiclosist and be limited cniy by the doector s or
the xencbiolosist s skill.

A failed skill roil durins the pPreraration of a drus resuits in a
dase of the drus which will not have the desired effect Eat the
same time, there shaoauld be ne side effectsl. If the skill roll
is  FUMBLED, however. the resulting dese SHOULD have different
effects from those intended (¢.2.. a pPoison antidote becomes a
paiscan itself, ar remains an antidote to the intended Ppoisaon but
alsa becomes a potent hallucinogen. etce. &5Cota

Far  each 297 (or fraction therecf) in eharmacalosys the drus
PreParer will Prepare oane dose of the drus (Per successful
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attemrt). Each attempt takes ane hour.

The standard dose for a drus will affect 10 peints of size of

individual. The sreater the body mass {(and the larger, in
consequence. the SIZ of the individual) the Tess the effect of
the standard dose. A SIZ 20 individual will reguire twice the

dosase of a drug in order ta feel the same affects as a SIZ 10
individual siven the same drug {(all other factars beins eguall.
A11 effects listed for the siven druss are in terms of a standard
dose administered to a size 10 individuzsl., To determine the true
gffectsy mulitierlwy siven valués by L[1Q/(SIZ of subdect)l.

Freraration of anvy of the listed druss from simpie chemical raw
materials resuires a full biosmedical laboratory (cost = 1 million
smy  for  labk, virtually nothine for chemical raw materials).
Prerparation of tne listed druss from basic ingsredients (for which
costs  are siven below) requires only a simple chemical lab setue
(costing 1500 smu).

The available druss, and the affects of one standard doese on 2
size 1 individual for these drues are as follows:

ANABLEED
Anableed acts as a coasuiant. When arplied toricaliy, this drus
will stop external bleedins in any one 1acation. With large

individualss more than one standard dose misht néeed to he
arrlied, with smaliier individuals one standard dose miaht cover

more  thanm one loacation. When indected this drug will stop
internal bleedins, however when used in this modes 114 damase is
dorie to body hit points. When taken arallws this drus will siopP

abdomenal internal blecdins 40% of the time. but will de 1D10 END
damase when used in this moede. &Aeeplication i any of these mades
reaugires 9 strike ranks in melee round time.

niike most drums., anableed will wark on any known warm blooded
iron based bleod svstem Tife form in the Hegemonvy.

The cost of materials for four doses of this drus is 4 smu: . the
standard pPurchase price for one standard dose of this drua is 4
Smids

BOOSTER

Booster acts as a strong stimulant. a standard doases
administered ¢ a size 10 individual will add 1010 END to  the
character’s current END (up to srecies maximum) for a rericd of
i-4 hours (roll 104 for number wf hours). After the drus wears
off: this added END soes away ands in addition, the character
louses {an a temporary kasiz) an additional 1012 END for each 10O
END the drus temrorarily added. If ENI! soes bhelow zerao as a

result. emxcess loass divided in half and taken as an attack vs
CUON.

For examele, Tuu Ir Lieaou {(CON=12. ENDO=1%9s SIZ=10) takes 4 doses
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of boaster. Gre the 4D10 roll, we get 20, temporarily increasing
Tuw Ir Lieacu s END to 39, When the drus wears off, his END
returns to 19: and 4D12 END is lToest-~we roll 27, and his END
becomes ~8 (temporarily) and there is a £/2=4 point attack vs
CON. If the attack succeedss he will take 4 points damase, if it
fails. he will take Z points damase. His END «f -2, however:
indicates that he will lose consciousnsess.

Boaoster mav be indected (drus takes affect in 1 strike rank) or
administered oraliy {(drus takes affect in 204 meiee rounds).

This drus is species srecific. and each different srecies must
use its own Form of the drus. The cost of materials for four
doses of this drus is 180 smu, the standard purchase eprice for
ene standard dose of this drus is 450 smu.

CUREX

The affect of this drua is littie short of miraculous. Iniected
inte a given hit locations it will cure Z pPoints of damase in 0
strike ranks of melee raund time. In addition. it will stapPp anvy

bBileeding (external or internal) in the indicated location: much
like anableed,.

Curex may not, however, be used more aften (in seneral) than once

Per hour per locaticne. Maximum safe dosage rate is areater for
individuals of greater sizer as is the allowable dose sizes less
far individualis smaller than size 10. For an individual of size

N> the maximum safe effective dosease rate is 1| effective dose
rper- (10/N) hoeurs. Any attempt to exceed the safe Timit will bhave
a chance of sending the individual inte sheck (chanmce is  100~-
{CON/2): round fractions ur).

Curex has no effect when arrlied torically or taken orallvy.

This drus is species specific, and each different srecies must
use its own foerm of the dru=s. The cost of materials for four
douses of this druga is 360 smus, the standard pPurchase price fop
acane standard dose of this drus is 900 smu.

HALO-II

This drus i1s the only Known effective antidote forr Halo-L.
Iniected, it takes «ffect in 1 strike rank, aprplied toricallw: it
takes affect at the same spreed as a doese of Hale-L would, taken
crally 1t takes effect in 1 strike rank. It will neutralize an
eaual dose of Halo—-L, though it will NOT repair anv damase done
kv Halo—L.

The cost of material for four doses of this drug is S0 smu,. and
the standard price far one standard dose of this drug iz 125 smul.

HALG-L

Halo—L is & nerve poison. and acts on all known carbon based 1ife
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forms in the Hesemanvy. It is carable aof passing throush the skin
ceverins of virtually every knouwn species. It normally resuires
2 strike ranks to penetrate Human skin {(armor value ©) (alloew 1
strike rank additional delavy per epoint of natural skin armor).

Its initial affect is & 10 potency attack vs CON in the first
melee round of exposure (all affects of this drus take place THE
STRIKE RANK AFTER THE DRUG FENETRATES THE SKIN,. OR THE SAME
STRIKE RANK THE DRUG IS EITHER INHALED OR INJECTEDR). Uniess the
Halo-l. is neutralized by the proper antidote, it will continue to
cause pPotency 10 attacks vs CON each melee round folilowinma  the
round «f exposure in STRIKE RANK SIX.

The cost of materials for four doases of this drue is 160 smu, the
standard purchase price for ane standard dose of this drus is 290
S . This drus, and its buiidine block comPonents, are not
normally available on the okfen market: and bklack market rprices
will be considerably higher (rell SDIC ta determine current black
market cost multirlerl.

HARDIMAN

Hardiman acts as a temporary bedy enhancer. A standard dose,
administered to a size 10 individual will add 14 COGN to  the
character’s current CON (up to srecies maximum) for a period of
2=3 hours (roll iD4+1 Ffor number of hours). After the druz wears
uff, this added CON moes away ands in addition. the character
loses {on a temPorary basis) 1012 END. and 1D4 CON for each 1DP4
CON  the drue temporarily added. 1¢¥ END soes below zero as a
resutt,. excess foss is divided inm half and taken as an attack vs
CON (CON taken AFTER the D4 CON reductions are taken).

For examrle, Tuu Ir Lieaou {(CON=1Z, ENI=1%. SiZI=10) takes 4 doses
of hardiman. On the 4D4 rall. we set 10, temecrarily increasins
Toeu Ir Lieaocu’s CON te 21 (12+10 = 22, but as this is greater
than the species maximum CON, T Lieaocu is Timited to an increase
to 21 CON:. When the druz wears off, his CON returns to 12, and
4012 ENDN is lost——we rall 27, and his ENID becomes -3
(temporarily) and there is a 2/2=4 point attack vs CON. His CON.
meanwhile, has been temporarily reduced by ancther 404 roll-——this
time we roell € and T Lieaou’'s CON is reduced to 4 temporarilvy.
I+ the CON attack succeeds, he will take 4 points damagse (and
die)., if it fails, he will take Z points damages reducins his CON
to 2 causin2 him toc lose conscicusness, His END of -2: however,
already indicates that he will lose consciocusness.

dardiman may be indected (drus takes affect in 1 strike rank) or
administered orally {(drus takes affect in Z04 melee rounds).

This drus is species specificy, =and each different species must
use its own form of the drus. The cost «f materials for four
doses of this drue is 240 smu: the standard purchase price for
one” standard dose of this drus is 600 smu.
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HAMMER

Hammer acts as a temeorary STR enhancer. A standard dose,
administered to a size 10 individual will add 108 STR to  the
character’s current STR (up to species maximum) for a pericd of
1-4 heours (rell 104 for number of hours). After the drus wears
offs this added ZTR goees awav and, in addition. the character
loses f{on a tempPorary basis) 1012 END, and 104 CON for each 103
5TR the drus temporarily added. 1f END zoes below zero as a
result,. excess loss is divided in half and taken as an attack vs
CON (CON taken AFTER the D4 CON reductions are taken).

For examples Tuu Ir Lieacu (STR=12Z, CON=12, END=19, 5IZ=10) takes
2 doses of hammer. On the 2028 roll: we get 10, temporarily
increasing Tuu Ir Lieacu’s STR to 22. When the drus wears off,
his STR returns to 12, and 2012 END is lost——we roll 23, and his
END becomes -4 (temporariivy) and there is a 4/2=2 roint attack vs
CON. His CON> meanwhiles has been temporarily reduced by another
204 roll--this time we roll &: and T Lieacu“s CON is reduced to &
temPpararily,. If the CON attack succeeds: be will take 2 points
damase (there is s 30%4 chance of this hasrenins) and if the CON
attack fails, he will take 1 point of damage (there is a 70%
chance of this happPening). His END of —4. thowever, already
indicates that he will lose conscinusness.

Hammer may be indected (drus takes affect in i str;ke rank? or
administered orally (drus takes affect in ZID4 melee rounds).

This drus is species specific. and ecach different species must
use 1ts cwn foerm of the drus. The coest of materials for §four
doses of this drus is 120 smu. the standard pPurchase price for
one standard dose of this drus is 200 smu.

FICEOP

Fickur is an anti-shock drue. and one standard dose will pull a
size 10 individual out of shock in 208 strike ranks {(when %taken
erally}) or 1 strike ranbk (when injected). This druz is not
effective when arrlied toricallywy. The maximum dose rate is ane
effective dose (i.e. the necessarv size dose for the individual
in suestion) pPer five melee round periad. Overdose resulits in a
204 attack vs CON.

This drus is species specific, and each different srecies must
use its own form of the drus. The cost of materialis for four
doses of thisz drue is 4 smu» the standard purchase price for one
standard dose of this drug is & smu.

PSISTIM

Fsistim is a psicnic booster drus. One standard dose will triele
hoth a character's T3C and TFR for a period of 12 minutes. The
drus  is cumulative in its affect-—that is, a double effective
dinse will imcrease the TPR and TSC of the character by a factor
of NINE. After the drue wears aoff, and TSC and TFR return  to
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normal, an attack vs TPR is made esual nDm+4 times the number of
doses of Psistim taken (where the srecies normally rolles for TPR
on nlm). The character’s TSC and TPR are reduced PERMANENTLY bw
this amount if the attack succeeds, and by 1/2 this amount if the
attack does not succeed. If T3C and TPK are both reduced ta
Zerc: the character 1is reduced ts a mindless vesetable. with
compPlete memory and rersonality loss (i.e. reduce all skills to
tase plus bonuses).

This drus takes affect in 1 strike rank if injected. 204 melee

rounds if taken orallwy. This drus has no effect if arplied top—
ically

This drus is species srecific, and each different srecies must
use its own form of: the drus. The cost of materials for four
doses eof this drus is 5000 smu, and the standard purchase price
for one standard dose of this drue is 12500 smu.

SKIM

Skim acts as a temporary DEX enbancer. # standard dose.
administered toc a size 10 individual will add double the
character“s current DEX {(ur to TWICE species maximum) for a
reriod of 15~40 minutes {roll iD4 and multieply by 15 to determine
the duratiaen of effect). The effects of this drus are
cumulative——that is, two effective doses will suadruple the
character’s normal dexterity (asain. wup to TWICE normal species
maximum). After the drus wears off, the character’s DEX droeps to
species MINIMUM (recoverinse rpoints at a rate of one Point pPer
FULL DAY OF REST). In additiaen: the character lToses {(an a
temParary basis) 1012 ENI, and 106 CON for each effective dose of
the drus admirnistered. if END oaes below zers as a result,
excess less is divided in half and taken as an attack vs CON (CON
taken AFTER the D& CON reductions are taken).

For example, Tuu Ir Lieasu (STR=1Z. CON=12, END=1%®, &IZ=10,
DEX=1%) takes 2 doses of skim. His DEX is quadruried, to &0—
but, beins an Altan. with a srecies maximum dexterity of 28, he
can only have his DEX increased to twice species max op S5&. When
the drus wears off, his DEX returns to 15, drorred temporarily to
4 (te recover at a rate of 1 Point per dar of full rest -—— which
will take 11 davs) and 2012 END is lost——we roll 23, and his END
becomes -4 (tempPorarily) and there is a 4/2=2 point attack vs
CON.  His CON. meanwhile. has been temperarily reduced by ancther
204 roll-—this time we roll &, and T Lieacu’s CON is reduced to &
temPorarilv. If the CON attack succeeds: he will take Z points
damase (there is a 20%Z chance of this harrenins) and if the CON
attack Fails, he will take 1 Point of damase (there ic a 70%
chance «of this haerpenina). His END of -4, however. already
indicates that he will lose conscicushess.

Zkim mavy be indected (drus takes affect im 1| strike rank) or
administered ocrally {(drugs takes affect in 204 melee rounds).

This drus is species specifics and each different species must
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use its own form of the drus. The cost of materials for four
doses of this drug is 130 smus the standard spurchase pPrice for
one standard dose of this drus is 375 smu,

PSIONICE AND THE USE OF FOWER IN RUNES IN SPACE
TELEFATHY

Anvy character with a8 T8C [Telerathic Strike Carabiltity] of 1
ar higher is a functiocnal ftelerath. He mavy use his telepathic
capability in basically four wavs: {1} probe surface thoushts of
another characters {2} transmit messases to another character,
(2} probe the deerly buried memories and thoushts of another
characters and {4) launch a telerathic attack asainst another
character. nTess otherwise indicated for a particular species,
the mawximum effective rangse for telepathy used in any of the
above listed modes is 1O#(TSC of cheracter) in meiers.

The basic success chance of a telepathic probe {uses 1 and
2) is (TSL—-1934#3+50. 1§ the character is attempting toc extract
informatioen from an unwillins subdect} this chance is reduced by
the TPR «f the subdect of the telepathic probe. If the D100 roll
is less than or esual to (TEC-19)%3+50, but is sreater than (TSC—
12y %3+50~(TPFR OF SUBJECT) then the probe fails. and the subdect
scares a successful use of telepathic resistance (and hence earns
a chance to improve his TPR. or increases his chance for same).
If the DIDO roll is less than or esual to (TSC-19)#3+50-(TPR OF
SUBJECT): then the probe succeeds, and infoermation is sained and
the character records one successful.use of TSC (or 10 successful

uses in the case of & critical roll). Critical and fumble
chances are based on the hasic success chance as modified by the
TPR of the subdect. A critical implies full information is

gained. a fumble imrlies temPorary loss of 1D4+1 points of END.

For simple communicative telerathy {(use 2) the success
chance is (TS0 OF TRANSMITTER + TSC OF RECEIVER)#S5, As no
resistance is beins overcome in this mode: there is no¢ chance for
imerovement in TSC throush successful use of simple communicative
telepathv. Note: a character with TSC of O cannot transmit
telerathic messazes: but he can still receive them.

To launch a telepathic attack (use 4 of telerathy) reAuires
the temporarv exeenditure of 1 point of END. The initial success
probability is the same as per telepathic probes (uses 1 and 3).
If a fumble is mades the attacker must roll at or under TSSO  on
D100 or take a "hackblast” resultine in temporary loss of 4D6 END
points {is he rolls at or under TS0, he aonly takes a temporarwy
16 END toss). 1 a critical roll is made: the tarset will take
temporary END damase esual to [4DG+2+0.Z#{TSC of ATTACKER-TPR of
DEFENDER) 1, round fractions UF. Excess END damase is cut in half
and treated as an atitack vs CUN, I¢ the attack roll is made. but

it iz nmot & critical, a FPOW ve POW attack dis made -—— 1if
unsuccessful, the tar=et takes no damase, and if syccessful: the
taraet takes temporare END damase egual to ZDEF1F0,. 18#(TSE of

ATTACKER-TPR of DEFENDER)}]. roundine fractiens UP. Excess END
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damagse is cut in half and treated as an attack vs CON.
REQUIREMENTS FOR THE USE OF POWER

In order to use FOW, to activate POW. fur any use other than
telerathic combat, requires that = character be exposed to others
with activated power. Alternativelw. a master must be found.

Unce FOW has been activateds individuzal esionic talents may
e activated and. once activated. ther advance as per other
skilis.

The <four different catesories of esicnic talent are as
fallocws:

(1) Cantral of Self

£2) Empxthic Healins

(3) ABuwareness

(4} Telekenisis

An  attemrt at activation of POW may be made nnce per 40
weeks of exposure to POW users or once per ten weeks of
instruction bv a master. Hoewever, once a character has been
axposed to 2 user of POWs he mavy attempt to activate his power hy
himself once in each two vear eerind.

A master is any individual with an activated rowér and one
of the four psicnic talents at the 0% skill level or hisher.

Once POW has been activated {(reauirineg a D100 rell that is
equal to or less than normal FOW). individual talents may be
activated similarivy. A failed attempt at activatins PGW. or in
activating one of the psionic skills results in 2 temparary juss
of 206—~1 power. I+ a failed attempt results in POW beins reduced
te O or below, the character dies [and no amount of medical
assistance can revive himl.

THE USE OF THE TALENTS

fnce his power has been activated, a character may attemet
te activate one of the four basic psionic talents. Cnce
activated: the skill starts at skill level equal to the normal
Pawer af the character.

The basic ranse of application of these skills is siven by
the fellewins formula: Ranse = (Normal Skill Level)#(Character<s
FOWY: and is in meters, Thus:. with a S50% skill level, and a
normal FOW of 14, the basic ranse would be seven (7) meters,

It is possible to ausment the basic ranse. as well as the
skiil percentage fur brief pericds of time throush the temporary
exPenditure of Power. The cast is (RMY®{SM)—-1, where RM and M
are defined as fallaws:

For normal ranses, KM = i
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Fer doubie‘ranaeg RM Z
For trieple ranse, RM = 3
Far N # basic range; RM = N

For normal skill eercentaze. &M
For doublie skill percentase. SM
For trirle skill percentase, SM
Far N # kasic skill percentage. SM = Z#N-—-i

uu
AN

Thus to douklie the normal ranse and increase the skill
Ppercentage temporarily by a facter of three would reguire a
temporary exrenditure of 2#5-1=9% points of power: above and
bevond any power costs normally reaquired to use the talent.

If additidcnal Power is used to ausment the nermal skill per
centage. this does not ausment the ranse automaticallv. as the
basic range derends only upon the character”s base percentase in
the skill. In addition,. a successful use of one of the pPsionic
talents in a stress situation dees NOT count towards imerovement
throush experience if the skill percentase is increased above 0%
throush use of additional rower to a2usment skill percentase.

The ausmentation effects last for 2 minutes.

CONTROL.  OF SELF:

This skiltl. arpliied to the character cnlvy, allows
meutralization of ALL END or related nervous svwstem damase in the
event of a successful skill rell. In addition., the charactor mavy
Frevent shock: or recover from shock. via the use of this skill.
Further:. the skill mayvy be used teo neutralize all the unrleasant
side effects caused bv enterins or leaving the FTL Jump space.

EMFATHIC HEALING:

& successtul use of this skill allows the character teo heal

rphvsical damase done to e¢ither himself or somecne else. The
skilil functians as the equivalent of the HEALING N spell in
Rupefisest!, AN rumnins between 1 and & inciusive, In order to

Frerfaorm the e/uivalent of a Healins N sprell temporarily casts the
character N Foints of power and NI6 Ppoints of END. If the ND&
Ppoints of END expended would drop the healer below 1 pPoint of
END.: the attempt is automatically aboerted. the healer’s ENOD is
reduced to 1. the points of power are still expended. but no
healing is done. In addition: the healer mavy transfer END paints
te another character at a temeorarv cost of 2 pPoints of END  for
each 1§ roint added to the other character [this may net ke done
to bring the recirient above his narmsl END scorel.

AWARENESS:
This skill functions =5 clairauvdience. clairvovance, and as
rerlacement for ALL perceetion skills. That is, within the ranse

of effect of the skill. the character will set a secand rail O
2ll pertinant rercesption skills (sense amhush, spot hidden: etco.)
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as well as beirna able to see (on a successful Awarensss skill
rell) everwvthing within the affected ranse. Use of this skill at

base ranse and base skill level dees not require any expenditure
cf FOW or END.

TELEKENESIS:

This skill allows the aprlication of farce at a distance.
ne successful skill roll will allow for an arrlicatisn of force
fer one melee round (12 seconds) eseal to that reauired to
susPend a mass of X kilograms asainst an acceleration of 1 s (920
cm  Per second per second)s where X 185 given br the followins
foermular  (Normal POW/10)#((POW Exrended)+1)#((END Exrended)+1) »
(Base Skill level). Thus a character exeendine ne points of POW,
and three points of END with a basic skill level (unaugmented) of
30Z and a normal power of 15 would be able to susrend a mass of
1,53#1%#4#0,3=1.8 kilosrams for {2 seconds in a 1 s field Lor aPPly
that force for 12 seconds to anv other actionl if he made his
skill rell.

In order to apriy TK to cause direct damase to an individual
(as opPosed to using it to throw a rock at him) the attacker must
make a successful POW vs POW attack (and if he fails: no damase
is done) as well as make a successful skill roll. I¢ the skiltl
roll and POW vs FOW attack are both successfuls the damase done
is eaual te 1DM: where M is the larsest inteser less than or
equal to (Normal POW of Attacker)#(Skill 1level of .Attacker).
Thus, in our Freviocus examples as 15%¥0.320=4.5. we would do 1D4
damase to a2 locaticn specified by the attacker. Esual END damase
would - 3lse be dome in such an attack (theush if the attacker
wishes, all damase mav be done in the form of END damase~—which
would result ir 204 END damase and no noermal hit point damases
barring negative END results, in our preceeding examele).

TRAINING COSTS:

To activate POW: 2000 smu.

Te activate a given skill categorv: 400 smu
Te train in anv of the skills:

G1-25 2650 S1-75 76~-100 101+

Control of Self 100 250 8550 &B0 800
Empathic Healins 150 400 &EH0 1350 2000
Auareness 100 250 S50 200 1050
Telekenisis 130 350 &S50 1100 1500



ALTANI PCs
CHAR

TR
INT
PUOW
CON
END
oEX
CHA
812
T5C
TFR

CIDS in

DICE

406

2De+R

206
2h6+4
4010
40
2R
2D6rt
4ne -
01

Exrected Bonuses:

ATA'A FCs
CHAR

STR
INT
P
CON
END
DEX
iTHE&
SIZ
T3C
TPR

Expacted B

Rol& — Ra
recoard a 1

(iD6 in
Dice

KLY
Zh6+E
30
20646
450
2063
CFRTN
LAATE
RdDi&
1D&+1

CNUsSes:

11

iD&.

THE SPECIES

RUNES IN SPACE

OF RUNES IN SPACE

INT and CON replaced by a & in DNCE rolled)

EXFECTER

SPECIES MaXIMUM
i4 28
i6 25
i0-11 21
i3 Zi
ey 44
14 k=4
i0-11 Z1
8 i&
2z NSB
zZ2 NS
&ttack = +LO% Farey
Iofense =  iQH Rocuyracy
FaroaEtioan = Gtealth
Maniruiation = +1Q% Tratory
Krnouledse = +05%
Hit Point Bonue Exrected = -1
Tupected lamaze Bonus = &

INT angd COK repiaced by

EXFECTER

17-48 b
i% zZ8
10~-1% 2%
i3 21
22 44
314 27
19-11 Z3
26 4%
5] N/Y
G5 N/Q
Attack = +i54% Farrr
Defense = £ Aoouracy
Fercertian = +05% Stezlth
Manirulation = +15% Tratory
Knowledss = +08%
Hit Foint Banus Expected = =4
wPected Damaage Baonpus = +204
On a rall ef 1-5, recard a Q.

2L
]

+0O5%
+10%
+15%

+0%,

LE I I T 1

a & in BICE rolled)

SPECIES MAXINMUM

—Q5%
+10%
-1 0%
+0%

in

On a roll of &,



RUNES IN SPACE

JJORAN PCs (104 in INT and CON replaced by a & in DICE rolled)

“HAR DICE
TR 8D&+1
[NT 2D6+4
W ZD6
ON 2D&+é
NE 10020
JEX Z206+2
ZHA 204
5IZ 2D
rec RdD6
rer 2D4&

ixrected Bonuses:

i — Raoll 106,
~ecord 1

=4

EXPECTED SPECIES MAXIMUM
2% g
13 Z1
10-11 21
i3 21
105 210
9 i7
i0-11 21
36 T2
o N/&
7 N/&
Attack = +25% Farry
Defense = Q Accuracy
Fercertion = +05% Stealtth
Maniruylation = +25% Oratory
Knowtedoe = +05%

Hit Point Bonus Expected = +27
Exrected Hamaze Bonus +306

-

On & rell of 1-5, record a €.

~QS%
+05%
~25%

+0%,

i nu

gn a reil of &,

SYNTHIAN PCs (104 in INT and CON repiaced by 2 & in DICE rolled)

“HAR DICE
M/F

TR 206/2D4A+1

INT Zh6+3

"W AT

SON Z2heE+4

ND 4010

JEX 4né&

“HA 204

312 1R+ /A046+2

fsc RdD&

PR 204

txpected Boanuses:?

Rd0é — Roll i,
“ecord a 1.

EXPECTEDR SPECIES MAXIMUM
7/8 14716
15 24
10-i1 21
13 21
22 44
14 28
10-~11 21
L4-5/5-& PLLO
8] N/
5 N/A
Attack = +10% Parry
efense = 15%4 Accuracy
Perception = +085% Stealth
Manipulation = +10Q% GOratoery
Krnowledoe = +05%

Hit Peoint Bonus Expected
Exrected Damase Bonus

tn a rell of 1-5.

24

r

-1
= Q

ecord a O.

+0T%
+10%
+15%

+0%

mnn

On a rall of 6-



H7RELI PCs (104 in INT and CON reslaced by 3 & in DICE rolleg)

CHAR DICE EAFPECTED SPECIES M&X IMUM

STR 204 10-11 21

INT 2LA+6 i3 21

PO ICIRr 10-11 23

N Z0&+& iz 21

END 4010 22 44

OExd 206+2 1213 23

CHA E04A 10-13 zZi

517 Z2he+2 = 17

T&C Rabéa ¥ NS

TPR 10443 34 NAA

Exrected EBonusest ttack = +QTA4 Farry = 0%
Defense == o4 ARocuracy = +05%
FPercortion = +0O5%4 Srtealth = +05%
Marnirulation = +{5% Gratory = +0%

Fnowiedas = +00%
it Point Bonus Expecied = +Q
Exrected Damase Bonus = ¢

Rdé ~— Roll il&. On s reil of 1-5: record a O. On 2 rall of &,
record 2 1.

HUMAN PCs (ID4& in INT znd CON reslaced by & & in DICE rolied!?

CHAR DICE EXFECTED SPEDIES MANIMUIM

STR IEIRTSS 10~11 21

INT 206+6 13 21

P 304 10—-11 21

CON 2D6+4 i3 z21

EnD A0 2% 44

DEY ShA& i0—-11 23

ZHA 204 19~11 21

=IZ & ig—-311 21

TS Rdbs G N/A

TR i104+1 -4 N/

Expected Bonusesi! Attack = +O5Y% Farr = +0%
Defense = =% Accuracy = +05%
Fercertion = +O5% Stealth = +05%
Manmirulaetion = +0Q5% Cratory =  +0%

I

Enowiesdee +05Y
Hit Point Bonus Expected = +0
Expected Damase Boanuse = O

RdDé —— Rall 1. O a rell of (-5 record a 0. Un a roll of &
record & 1.
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KORLI PCs (104 in INT and CON rerlaced by a & in DICE ralled)

CHAR LICE EXPECTED SPECIES MAXIMUM

STR 206+3 10 ia

INT 206+ 4 13 21

FOW BCY AT 10-11 21

CON Z2D6+6 iz z1

EiND 4Tvz is 36

OEY 2h6+6 16-17 28

CHA 304 10-11 : 2%

517 1hs 3-4 7

TG 104-1 i-2 N/R

TFR 10i2+2 59 N/&

Expected Bonuses: Attark = +10% FParry = +10%
Defense = 13% ARcocuracy = +10%
Ferception = FO5E4 Stealth = +20%
Manirpulation = +1i0% Bratery = 0%
Krnowledae = 057
Hit Point Bonus Expected = -2

Exrected Damage Bonus = 0

SANCHENZIY PCs (iD& in INT and COM rerlaced by a2 & in DICE roliled)

CHAR DICE EXFPECTED SPECIES MAXIMUM

STR Sith 10-11 Z1

INT 20é&+& 13 21

POW 306 10-11 2%

CON 2L46+46 1Z 21

END 4010 22 /44

DEX 30é 10-11 21

CHA 206 io~1i1 21

gi7 204 10-11 21

TSC 2010 i5-16 N/A

TPR IcinkRe 1514 N/A

Expacted Bonuses: Attack = +Q5% Parry =  4+0%
Defense = 574 Accuracy = +05%
Fercerstion = +08% Stealth = +0%
Manirpuiation = +05% Oratory = +0%
Knowledae = +05%

Hit Point Bonus Expected = +0
Expected damase bopus = O

=T



SILITHII PCs (fﬂé i INT and CON replaced by a & in DICE ralled)

ZHAR DICE EXPECTED SFECIES MAXIMLM

ZTR 306 10-11 21

INT 206+7 i4 23

Pbd 206 i0-14 21

0N ZDE+L i35 21

END 4Ii = 24 o2

nEX 30642 12-13 24

CH& b4 10-11% 21

517 206+1 ii-12 23

T2L Rdlib (3 N/A

TR 204 = N/A

Exrected Bonuses: Atctack = 057 Parey = +0%
Defense = e fecoduracy = +05%
Fercertion = +Q5% Stenltth = +03%
Manipulation = +05% Oratery = +0%
Knowledee = (5%

Hit Foint Bonus Expected = +1
Expected Damase honus = ¢

Rdl6 ~— Roll D&, Cn & coll of 1~3, recard a Q. On a roll of 6.
record a .

SKILTAIRE PCs (106 in INT and CON replaced bv 3 & in'DICE roelled)

CHAR DICE EXPECTED SPECIEZ MAXIMUM

STR 304 i0—-11 2%

INT 2hb+& i3 21

POW TN 10-11 21

CON 2RéE+4 i3 21

EnLE 4nio 28 s

DEX LIS 20 3%

CHAe NS 10-11 Z1

SiZ 103 = &

TG 401z 24 NA&

TPR 4niz 2 N/G

Expected Boanuses: Attack = +i5% FParcy = +135%
Defense = 20% Accuracy = +15%4
Fercertion = +0S% Steaith = +25%
Maniruiation = +13% Cratory = +0%

Enowledae +SL
Hit Foint Bonus Exrected = —2
txpected Damase Bopus = O

=27
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UguQI PCs (1DA in INT and CON replaced by 3 & in DICE rolled)

CHAR DICE
STR 406
INT 2046+4
FOW 1170
CON 20646
END 7210
DEX SD6+Z
CHA 204
SIZ JDE+3
TSC Rdis
TPR i04+1

Exrected Benuses?

RdlA —— Roll 1D6.
recoerd a 1.

EXFECTED

14
1z
10-11
13
28-3%
Te~13
10-11
13-14
O

34

Attack
Defense
Percertion
Maniruiation
Knowiedae

SFECIES MAXIMUM

nmuwnunn

28
21
Z1
21
77
4
z1
23

N/A
N/A

+Q5%

S%h
+05%
+0O5%
+Q5%

FParry
fccuracy
Stealth
CGratory

Hit Point Bonus Expected = +5
Exrected damage borus = +1D04

On a rell of 1-5,

record a Q.

2a

+0%
+0O5%
+(Q 7
+0%

i nu

On a rcil of &



Sex Homeworld

Rank

Name Species
Handedness Sexrvice Rranch
STR INT POW
DEX CHA SIZ

CON
TSC

END
TPR

Base Strike Rank = Size Strike Rank { ) + Dex Strike Rank (

Attack Parry

Knowledge Bonus

Administration (0)
Astrogation (0)
Computer Programming (15)
Evaluate Treasure (5)
First Aid {(Altani) {(0)
First Aid {(Ata‘'a) (0)
First Aid (Bjora) (0)
First Aid (H'Reli) (0)
First Aid (Human} (0}
First Aid (Korli) (0)
First Aid (Silithii) (0)
First &Aid (Uguoi)} (0)
Legal Semantics (0)
Piloting (0)

Rapid Odds Calc., (5)

RW L°'Doran Universal
Speak L'Doran Universal
RW Own Language

Speak Own Language
Space Law {0}

Tactics (0)

Stealth Bonus
Ambush (5)
Camouflage (10}
Hide in Cover (5)
Move Silently (5)
Pick Pockets (5)

Arts of Love Bonus

Cunnilingus (5}
Fellatio {5)
Normal Sex (20}

Seduction (0)
Sodomy (5)

Defense

R

i

1]

Damage

Specialization

?
A

} =

Hit Point Bonus

Primary Subfield

(

Secondary
éecondary Subfléld
éecondary Subfiéld
éecondary Subfield
éecondary Subfi;ld
éecondary
éeconﬁary Subrléld
é@Eondary Subziéld
éecondary

(

Secondary

)
Subfield

)
Subrield

)
Subtield

)
Subfield

)
Secondary Subfield
{ )

Perception Bonus

Art Critic (0)
Listen (25)

Sense Ambush (5)
Spot Cheating (5)
Spot Hidden (5)
Spot Trap (5}
Taste 2&nalysis (0)
Tracking (10}

T

Oratoxry Bonus

Oratory (5)

!



Manipulation Bonus

Calligraphy (0)

Card Tricks/Cheating {5)
Climbing ({5)

Forgery (3)

Hide Item (10)

Jumping (15)

Lock Picking (5)

Map Making (10}

Riding {0)

Sculpture (0)

Suit Operations
Vac—-Suit (25)
Scout Armor (0)
Commang Armor (0)
Marauder I (0)
Marauder IXI (0)
Swimming {DOS)
Skiing (DOS)
Vehicular Operations (15}
DOS = Depends on species

HTHTTH
T

Other Non-weapon Skills (Specials)

Acting (0}
Armorer (0)
Bribery {0)

Command Skili {0} Poetry (0)

Weapon Skills
Weapon Attack Weapon Attack
S/R Parry Crit __ S/R Parry Crit
Fumble Impale Hp Fumble Inpale Hp
Weapon ATtack Shield = Parry Hp
S/R Parry Crit Shield Parry Hp
Fumble Impale H Shield Parry Hp
*¥* power Points (dﬁ?fént? il *¥%x HIT Points (cuFrent) *™*
01 062 u3 v4 u5 v6 07 08 09 10 01 02 03 04 05 06 07 08 09 10
11 12 13 14 15 16 17 18 19 20 11 12 13 14 15 16 17 18 19 20
21 22 23 24 25 26 27 28 29 30 21 22 23 24 25 26 27 28 29 30

KEARIARERERSRE

EREERES Hat POINCE

i

(by location)

Hawking (0)
Singing (0)
Streetwise (0)

]

AEXXAXAAREKKAAARAATERNXE

Hit No. { ) Location

Hp 01 02 03 04 05 06 07 €8 69 10 11 12 13 14 15 16 17 18 19 20 21
Hit No. ( ) Location

Hp 01 02 03 04 05 06 07 €8 09 10 11 12 13 14 15 16 17 18 19 20 21
Hit No. ( ) Location

Hp 01 02 03 04 05 06 07 08 09 10 11 12 13 14 15 16 17 18 19 20 21
Hit No. { } Location )

Hp 01 02 03 04 05 0¢ 07 08 09 10 11 12 13 14 15 16 17 18 1S 20 21
Hit No. ( } Locaticon

Hp 01 02 03 04 05 06 07 08 0% 10 11 12 13 14 15 16 17 18 19 20 21
Hit No. ) Location

Hp 01 02 03 04 05 06 07 08 Q9-10 11 12 13 14 15 16 17 18 19 20 21
Hit No. { } Location

Hp 01 02 03 04 05 06 07 08 0% 10 11 12 13 14 15 16 17 18 1% 20 21
Hit No. { ) Location

Hp 01 02 03 04 U5 06 07 08.09 10 11 12 13 14 15 16 17 18 19 20 21

Other Notes:

Armor on excursions

Battle Station
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\ .IWE_ DISMAL LICH # | PAGE 1

The fourth (I.think) TLOC zine of hike Gunderloy, Beyond The
Leading Edge, 930 N. Bushnell Ave., Alhambra, CA, 91801; pjohe (213)-
284~0940, This is Pretzel Press publication 303, and is intended
for TLOC 12. Mimeography by, and many thanx bto, Nicolai Shapero.
HIYA:. L = g S -
Well, It%s been.a while, or several whiles, since I was lagt
seen in these pages. Life’s been busy over the last year or two, -
end 1°ve mostly gotten disinvolved with TLOGC, and the hobby, but I'm
- starting to at'Iedst think about getting active in FRP once again.
Actually, FRP may be a misnomer in my case, as I'm still involved
- solely in D&D or a closé zelative thereof. . _ @ = _
T Nicolai tells me that TLOC
is more of a journal than zh apa these days, with e writers
contributing articles of (hopefully) lasting significance rather
than meaningless babbles Well, there is an article that I have:
been meaning to write for. a while, and I guess I°11l finally get
around ©o: 1t now: one on my:imagic system. '

: - At one time I had most of
the rules involved in this system memorized and could rememper the
relevant ones, but those days are gone. I am forced to fall back on
the unorganized notes scattered throughout several boxes of paper, .and
attempt to-organize this seéries later. g : T

B SR If T publish my entire magic -
system, complete with' spell descriptions, this could take up about
200 pages of the apa: For now, I'll settle for many less, just to
get started. Without further ado: s
THE GUNDERLOY MAGIC SYSTENM .~ | INSTALIMENT 1

T, Time-related spells and their hazards ' y
ALl spells which affect the basic fabric or flow of time have

one definite hazard associated with their use: the chance of attracting
a time demon, who. will ‘then proceed to attack the caster and hig -
supporters. (For description of time demons, see below).({N.B.: When
1 say to see below for something, it may not be in the same zine, but
7in a later ‘installment)). This chance varies with the spell being -

cast, and shall be chaecked by fthe referee at the time of casting. If
a time demon is atiracted, the spell has no effect. i

Spell _Chance ... .Spell _ Chance Spell Chance
Time Viewer =~ 1% - Time Teleport 5% Tracer Time Teleport 8%
Time Teleport II 12% Time Portal . 15% Time Ioop ° 15%
Retroactive Round 10% Permanent Time ‘Portal 25% Summon the Dawn 10%
Wink Out 1% Eternity 1% Distortion of Time 15%

Timestop (all types) 1% Permanized Timestop (All types) 3%

II. Demon Dice: ‘ ¥ :
A demon die is.defined as a D6, with the roll interpreted as per

Roll Value

y 29 3 1__
By 55" @3
6 - & 2'and roll again

The ultimate value of a DemdﬁiDie‘is therefore theoretically
infinite. Demon Die shall be abbrieviated DD in these rules. '

11T. Characteristic abbrieviations: - i

ST=Strength; IN=Intelligence; WI=Wisdom; LU=Iuck; DX=Dexterity;
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CO=Consbitutions CH=Chrisma; AG=Agility; I=Level.

IV. Spell Recearch:

Cost of Research=2%¥(Level of spell-1)x1D100x100GP

Time needed: (Level of SpellXiDD) weeks

There is a 5% chance per level of spell of requiring exotic
materizls to complete the research. These may be rolled on the
A&chemist rezearch materials chart or arbitrarily determined by the
G’I [ )

,N=40+IN+WI+DX+LW(3xSpe11 Level). If N295, N shall be consdered to
be 95,
Roll 1D10Q0 after the necessary time and money have been invested,
and, interpret according %o the following chart:

OL~N: Research works, and the muge Imows the new spell.
Othcrwise, roll iDi0O0 agzin: ;
G1-30: Spell is fatally unworkeble, as a 0F range fireball, or.
invisibilty that causes the caster to vanish from the game. ;
31-60 Typs (Spell Level -1) attack of Demons on caster
w 61-70¢ Serendipity, a similar spell is found
71-00: No results.

Vo Demage of mogs destructive spells:

All rass destructive spells (eig., fireballs, cold cones, etc.)
shall do the caster’s level in D8 damage to all within their
effective area unless otherwise defined. However, all such spells -
top out at 50D8 damage unless otherwise defined. s

VI. Backgrovnd: : ' '

At the time of the writing, there are 541 known spells; 381
unimovnt gpells, and 11 Private spells in this system, for g total of
933 Spells in this system. ' : RS

. VII. Avcane Knowledge: §_®

Every mage has potential knowledge of spells above 114. For
any such sp2ll which it becomes necegsary to determine whether the
mage has such- knowledge, roll 1D100. To the result, add the )
differencs between the highest level spell that the mage can currently
cast and the level of the spell in question. Never subtract from ;
the roll, even when spells lower than those already known are in
question. Interpret as follows:

01 Has complete knowledge of the spell, and knows how %o -

cast it:- )

02-05 Knows name, level, and general effect

06-10 Knows name and general effects

11-15 Knows name ]

16-00 No knowledge

VIII: Multiple Cures:
A character may only benefit from one cure spell or item of
any type per fifteen minutes of game time, without exception.

IX.: Spellbooks Casting:

A MU can cast any standard spell or any spell he has written
record of from his spellbook, regardless of whether he has chosen
to learn: it or not« This takes 5 minutes per level of the spell to
do, during which time he is absolutely totally preoccunied. In A
these circumgtances: s

Chance of KXlutz=5%xlevel of spell

Charice of NDauhle Klukz=1004




BEYOND THE CURTATIN OF VAFORS #4

Taken from a faded parchment found in the wreckage of 10527 Palms Bl.,
LA, CA.,90034. Altrituted to the mindblown sage; Cary Martin, Z_Typoes
due to Kay Shapero. KS. /

After the stencils were typed for my rune cult article in BCV #3, and no
changes could be made, my RQ campaign got to the stage where the cults received
playtesting and many corre¢tions. There were errors in rune choice, spell
construction; and weapon requirements. This article should provide corrections
and explanations to-any problems people may have noted., {Note: A cult may
use smaller versions of the elementals listed for them,)

(T Cult Corrections
(A) Rune Spells

Except where noted below assume all runespells last 15 minutes and all
range is 160 m,

1):firnal - use version given on the first page. Frenzy (1'pt.)

2) Dahaun ~ Force Lash : First sacrifice is one point, Costs one power as
a battle magic matrix to operate. The second sacrifice is two
points and operating cost increases to two power. Minimum 13
power. (Current personal maximum, not the actual power.)

3)Iron Rat - Stun : May not be dispelled, 80 m range.
4)Xun - False Trail : 2L hour duration, |

. 5) Kalera - Skveuard : Shimmer h/?rotectlon 4 Incompat;ble with Shimmer
and Protection, 2 pt,
Parachute : (Rhett/Cloudthlef)

6) Karz - Consume : Does not need to make a Power attack each round. Lasts
15 minutes or until dispelled.

7) Sheresh - Feed : Drains 1D3+1 Power, Range Touch (on armor or body)
8) Sarl ~ Counterspell : Compatible with anything but itself.
. 9) Dero ~ See Invisible : 1 pt.

*10) Kaylen - Firelance : 80 m range.

11) Bran - Pit : Stackable to 3.

12) Zad - Paralysis : FEach extra point adds one potential victiﬁ[.
13) Walkyr - Striking : Adds to sword attacks and parries.

14) Tass - Chaostouch : 2 pts.
Disrupt : 2D6 damage.
Deface : Power attack.

15) Dann ~ Call Lightning : Half damage if the Power attack is unsuccessful.
Dex x 5 to hit. '
Lightning Bolt : 300 m range.

16) Jadis - (1. II
17) Iuna - Lﬁnacx’: Roll every 2 'melee rounds.,

18) H'a~Bel - Each extra point adds 100 Comm, range or one extension.
19) BEs-Prex - Cl. II

20) Mantri Godhead - Immolate : Power attack.,
Screen : Compatible with everything but itself,

21} Kol-Tor - f1s II
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Cult Corrections (cont.)

Rune Spells (cont.) _ - -
22) Llyali - Moonscreer : Shimmer Ly /Countermagic 4. Incompatible with either

-+ ‘Shimher or Countermagic. S A ; : o
23) Thumblin.- Barrier : 100 hp wall. Each extra point adds 1007 area or .
=0 np. o g _ - | i
24) K'Tan - Cl. II o
Entrance : 80 m range.

A

25) Kem - Eneryize : Each point recharges 5 Power., Stackable to two.

26) Knimel - Fnglobe : 30 hp sphére. ,

27) Gnarong - Void Blast : 1D10 Power blast. Half damage if the attack is
unsuccessfull. 3 pts. . A % 8

28) Komn - Giant Strength : Each point increases the Strength and mass

" (efféctive Sizé) by 100%. Stackable to 4. '
29) Zeroth — Cold Blast : 2 pts. . - . - .. ...
30) The Ancient One - Crimson Bands : 20 Strength restra._in‘b/i_pt. Stackable.

to 2e -
Flame Blast : 2D8 damage to total ‘hp, % pt. 40 m range.

31) Karrath-Than - Firelance : 160 m'range.
Fireball : 80 m range.

(B) Rune Lord Requirements

1) Athos - Epee, Crossbow, Read & Write Native Tong‘ué, Riding, and one
- .. -other: Weapon. 2 L L § s

2) Halleck - Broadsword,.Speaxr. or Lance, Riding, 2 Rerception skills,:
3) Ilyali - Sickle, Oratory, i musical skill, 1 other Player skill, 1-weapon.
4) Methven - Rapier, non-mech bow, 2 related skills, :1 weapon,

(Anytime a Lord requirement allows a language it must be both spoken and-.
written/read.) .
(¢) Included in last issue's article was an additional rune list. There .
were errors in that, too. )

The Law Rune should be listed as a Power, opposing Disoxrder. The Conflict
Rune, also a Power, opposes Harmony. The Perception Rune was dropped when it
was brought to my attention that the Truth Rune already covered that function.
Power Inflow and Outflow were dropped in favor of either the Power Exchange
or Magic Rune. The Dread Ones are primal gods represented by thelr own runes
(more in BCV #5). The Mana Rune is only used by the Mana Rune Cult, a variant
magic system (there are no Mana Elementals). The Balance Rune (yin and yang, -
or the sacred chao) represents universal balance or totality., It is not
cult affiliated. ‘ ' L o -
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-
(revised) Rune_é;l% Index ~ Nebulous

Name -—-- Runes

Cult of Dérkness — Darkness -

# e g I"d.ter '

“ % garh - Earth

I A:Lr _

" Plee = Flre o

O LAy ——— Luna.r

Gnarong/The Void Bat --- Darknessfhovement/neath

Talseth/Nigntha.unt s Darkness/l"laglc

Trak/The Murderer in the Night - Da,rkness/Fate/Man

Tralgar --- Darkness/Conflict/Truth o ‘

E&lasse N Uater/Plant/Fertillty

Laha:zma/(}haos—Scourge . I’a.ter/Ha.rmony )

Tal-»Nar/Lady of the Ua.ves ——— Ua.ter/Movemen‘t/Dlsord.er

Mayrn/srchitect of the Gods --- Farth/Taw

Aravelle/Tady of the uoods - Earth/Pla.nt/Fertllity

Besslar/Huntress of the Gods gag Ea:c‘th/Plant/‘IEruth

Bjeorn/The Bear—l{lng — mrth/lf’[an/Beast/Truth |

Daagobehr/The mzardJIhmf — Earthfplant/rqastery/raagic

Dahaun/Lady of the Green Silences T Ebrth/?lant/Haxmony

Dero --- Barth/Truth |

Knimel/The Captor --- Earth/htaSis/Fate!a

Lythia/Doomiider —-- Erth/Chaos iheel

Taraga/Stone-Fist ——- Earth/Harmony _

Thomblin/Tord of the Forges <—— Ehr’oh/l"Iajs'bery/Stasis-

7ad/Stone-Lord --- Barth/Death/Stasis

Dann/The Storm Lord --- Alr/Dlsorder/Hastery

Daslor/The ¥ind King --—- Alr/ﬂovement

Dorylis/The Storm Queeﬂ _— Alr/Disorder

Kalera/Wind Maiden —-- Alr/Harmony

Le Roi/The Plainswind ——— A;r/PJIa.n/Beas»/Movement '
Rhett/Cloud—Tluef e Alr/Pla.nt/Disordeﬂf - )
Walkyr/The Sword laiden —-- Alr/Dea,‘th/Gonﬂlct
Gwirona./Sky——Lord — Fire/I‘Ia.n/Beast/Mas‘bery -
Karrath- Tba.n/The Fire Lord —-—- F:Lre/ Ilastery/{lhaos Liheel
Ka,ylehn/ Star Born ——— Fire/lﬂovement

Tarkash/The Placid --- Fire/Harmony/Spirit
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#
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Name . o Rﬁﬁes
thite Feather/The Archer Prime --- Flre/ﬂa.stery/confllct
Erls/ Goddess of Discoxrd --- Lu.nar/Apple of Discord
Darkside/The Hidden Face ~-- Lunar/Death/Hovement
Herlwin/God-Tiger --- Lunar/Man/Beast/Horned Chaos
Luna/Moon Maid --- Lunar/Horned Chaos/Man’

Moebius Knight/Him from Beyond ~-- Lunar/lviovement/Horned Chao's
The Red Mother ~-- Lunar/Law w1 S

The Red Prince --- Luna¥/Mistery/Conflict

Turess/The Stalker ' Tunar/Death/Truth

Erratios/The Mad ELf —-- Plant/Disorder -

Du-Pont/Better Living through A‘lchemy <~~~ Plant/Earth -
Asla,n/Lord of the Bea.sts/creator -—= Beast/Fertlli'by/I"Ias‘bery
Hraman/Honkey God --- Beast/Farth '

K 'Bar/The Gryphon Judge ——- Beast/Truth/hre

Rhallassa/Steél-~ Cla.w ~-~" Beast/Conflict F o bl e
Bula.r/Fh.resmlty i IIan/Flre/ Stasis B

Kymur Garn/Tréll Mother —-- Man/Darkness

Narkesh/Gablin Barl --- Man/Horned Chaos

'Tir o e Ma.n/I*Iovement/Conflict

Krraz/Dra.gon—King --— Dragon

Sslariss/Serpent-Queen --- Serpent/Horned Chaos/DarIcness/ Earth
The Ancient One --- Spirit/Harmony ' %
Lo-Barr/Spirit Chief “—- Spirit/Moveiient =

Ka-Tor/The Tangiver —— Law/Magic/Truth

Hethven/Thé Champion of Kings —-- Law/Fate

Tara/lady of thée Bright' Bla.de ——— Law/ﬂa.steryf{}onﬂ_‘wt

Taiou Ira Chai/Star Dancer ——- Iaw 3 e K

The Chaos Cycle —-- Horned" Chaes/Death/Fertllity

Sheresh/The Silent Thunderer ~-- Horned chaos/Ma.stery/Fate *
Alexis Voi' Iviesser/Doomrlder =~ Chaos Wheél/Man ' :
Tass/Cbaos Lord -~ Chaos” iheel Mastery/Death

Veleane/'lhe La,s‘l:- Euperor/ﬂoomrider -~ Chaos Wheelfﬁplri‘b/ﬁre

Tannarre and Maurnoin/’l‘ime—l}rlfters —— Time/Ha.rmony

Kem/PoWer—L'ia.ster == Power E!,cchange/magic W SR
Llyali/The Bternal Gour‘tesa.n e Mastery/]qan/l!m

,,,,,

wPage by .
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Rune Cult'Index (cont,) ' ' "
# ¢i, Name -== Runes
o7 II Arn/The Mercenary -—-—-—"Eénﬂict/ﬁastery/])eath
075 III  #thos®(of the Dancing Biade) e Conﬂict/’ﬁ‘a.te 2t - =
076 II Bran --- Conflict/Earth- = - " 4 =
077 III  Halleck/Strongblade ----CGonflict/Truth
078 II  Konn-of-the-Axe --~ Conflict/Man/Earth "
079 .. IL. s _-.,_t__T.-,’ay___ron[‘l‘i';e Concealed Sword --- Conflict/Illusion - :
080 III  Xun/The Liughing Wolf “~- “Corflict/Disorder -+ - 7
081 III K'Tan/The Peacebringer --- Harmony/Spirit/Air
082  III + Kyov/Thé Shatterer --- Harmény/Mastery
083 :IIL - . Sarl/The Undisturbed === Hatdiony/Movement/Innar
084 IIT Raum/Demon Hero --- Dlsorde:r/Death N
085 III' THe Trom Rat/The Thief Within the Walls --- Apple of Discord,/Movement
086 II. Kein/The Tranquil God ~-- Fertility/}{armony/!fla.n' |
087 II  The A%e of Dea‘l:h/Protector of ‘the Dead --~ Death/Stasis/Spirit
088 III Dath-Gorran/ Shadow-Claw -—- Death/Movemen’c/ Daxkness
089 IIT The Dedd God --- Death -1
090  II'i" Death --=‘Death/Mastery/Spirit -
091 II  Deaths Hand --- Death/Man _
092 . II . Del-Koth/The Rotting God ~=- Dea.th/Horned. chaos/ua,ter
093 TII Dyreth/The Decimator -—— Death/Conflict/Earth
094 II  Hyr N'a Htegth/The Death Warrior --- Death/Horned Chaos/Earth
095 II Karz/The Consuming One —-- Death/Fire/Horned Chaos
- 096 'II' “Torach --- Death/Darkness
097 II  The Crystal’ Chstle -i- Stasis/Fate
098 II Jadis/The 4hite Witch —-- Stasis/Water/Mastery
099 III Kol-Tor/The Sun Binder -~- Stasis/Mastery/Fire -
100 II  Makaresh/Steel-Wall --- Stasis/Death .
101 II  Mari -- Stasis/Fate/Lunar
{02 1T Zeroth/The Crystal God —- Stasis/Darkness/Spirit
103 * II B Prex/The Tréaveller —-- Movement/Mastery/Earth _ |
104 ITI 1i/The Leaper —-- Novement/Fire L |
105  III Sarella/windst:;ider ~-- Novenment/Death .
106 TIII The (Mysterlous) Spectre --- Movement/]]a.rkness
o7 IIX K@rl/'l‘he f.fafrlor/Doomrlder —-— Tru‘th/Disorder/ Farth
108 . III Star Lord/The Seeker ~-- Truth/Stasis
109 II Xelar/The Hidden Hand --- Illusion/Mastery/Man
110 II Fader/The Unseen One --- Luck/Mastery
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Rune Cult Index (cont.)

i Cl. Name 2 . --- Runes

111 II = Mantri Godhead/The Past Power Cult —-—-. Fate/Mastery/Fire
112 I Sanmna/Weaver of Destinies --- Fate’'

113 X M'a Bel --- Communication/Mastery

(11) New Rune Cults And Secret Battle Hagi.c List

If a spell description refers to a cult that isn™t in one of my w:ci‘be—ups, '
it is a cult fror Wayne Shaw's zine "Cutlaw Rune" (TLOG #11)

(A) New Cults 5, ey
Maki togl, IT Stasis/Fate/Iunar .

Rune Lord: 1 crescent:blade,l other weapon, Ambush, Trap. Set/Disarm,i Stealth
skill,
Rune Spells:Insnare - Combines Blndlng/Befuddle (2 Power a.t'l:acks) 160 m range.
"1 pt.

Neural Blast ~ Power a,ttack to blast 3D6 from a ta,rget s Dex
€ . (3 if unsuccessful), 80 m Range. 1 pt.
Small Selenites. o B ) Symbol: Silver Manacles.

Raun/Demon-Hero Bl BET Disorder/Death

Rune Lord: Bastard Sword & Hv., Axe (Florentine), Short Sword, 1 missile,
Riding, 1 other.

Rune Spells: Soul Sworcl - Conjures a black g'lom ng; short sword tha.t bla.sts.
" '1D6+1 Power from soméorne hit. Ignores physical armox.:
+ (Pwr attack for-half/ round down). 2 pt. :

All small elementals. e .0 - Symbol: Blagk Winged Skull
Heerin/God.—Tiger i, 01 S o 5 Luna:;‘/f'lan/Beast/Hornnd Chaos
Rune Lord: Claws, Bite, 1 other weapon,'2 (non-Sage) skills.
Rune Spells: Armoring —(K'Rar Cult). i pt.

Long Leap =i Allows 5x leaping distance. 1 pt. ;
Sm, Gnomes - Symbol: Cat's-eye S IR .
1i/The Leaper sl e - f @ IIT MOVement/Fire

Rune Lord: i | singlmhand weapon, Jumping, Move Quietly, 1 Perception skill, : -
1 other weapon,

Rune Spells: Agility -~ Coordlnahon/bbiength. 1 pl.

Weapon-Speed - Per 1 pt. will deu.:.eaqe melee S/R by 1. Stackable
to 4,

Sm, Salamanders, =~ & " Symbol: Human (silhouette) leaping on a
; Golden (yellow) field.

™R

2]
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New Cults (con‘t._) ¢ Tl - TR O
Lahanna/Chaos~Scourge ¢, IT Water/Harmony

Rune Lord: % flail, 1 Florentine combination, Sailing, Swimming, 1 missile,:
Rune Spells: Counter Chaos ~ As Kygor Lytor. g . ,ii

Analyze Chaos - The recipient Will know what chaos features (if
any) there are on two targets/pt Stackable.

Fear Cast - As Talseth. 1 pt.

Dispel Chaos - Hach point acts as a Dispel Magic %4 vs Chaos (Rune)
. magic (spells thrown by Chacs cults, chaos feature
"effects, ete.) Stackable to 4,

Sm. Undines & Sm., Shades . Symbols None

S

Alexis Von Messer/Doomrider Cl. III Chaos kheel/Man

Rune Loxd: Swords and/or axes Florentine (any comblnation), 1 missile,
Horsemanship, 2 skills (not Sage or Alchemist)..

Rune Spells. Ariochs Gift - Raises Str, Pwr, Con, Dex to racial maximum, 2 pt.

_True Hdgze ~ Per 1 pt. will add 05% to all cutting weapon attacks
and allows control of hlt locatlon by 2 pts, Stackable
to6

No eleomentals, M0 7 sSymbol: Black two headed-Eagle

Lythia/Doomrider (L TIT - Earth/Chaos Wheel
Rune . Lord: Staff, 1 axe, 2 Alchemist skills, 1 Stealth -skill.
Rune‘gpells: Lightning Bolt - 2D8, Pur aftack to damage total hp. 40 m. 1 pt,

Dlstortlon - Acts as a Shimmer worth 1D4 x 05?'(roll SR 1 ea. M, R.)
per i pt Stackable to 2. Fully compatible.

Lg. Gnomes. Ne symbol.

Daxrm/Dragon-Friend B B,  Dragon/an
Fitie Lovd: 4 Elanbh-byps swond, 4 missile, Oratory, 2 skills,
Rune Spells: Dragonblast - (see Yargonar). 3 pt.

% . Draggnw1ng - (see Yargonar), 2 pt.

No elementals. ' ) Symbol: none

(Fire-1izard for allied spirit) ' .

Fire lizard - Str 1D3/Tnt 3D6/Pwr 3D6+6/Con 3D6/Dex 2D6—L6/Cha, 3D6/Siz 1D3
No special powers. 1 pt. skin. Hov 4/12 y ¢
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New Cults {cont;) o ; L
Rhett/Cloud-Thief :. . = ¢ . (1, IIT el Air/Plant/Disorder
Rune Lord: Sling, Spot Hidden, Oratory, Spot Trap, 1 other.

Rune.'"_Spell's; Shot . - Enhances the sling 50 as to do 2x damage. 2.pts.

v " Parachute - Will lower the rec:.pient gently to the ground at 12 m
per melee round, 1 pt. - :

vanitr feon Restraln - Acts as a Glue 2 and Befuddle. 1 pt.-

.  Safe-lard. -"'Detect Blank 4/Counter-dagic &, Non—sta.cklng. Compatible
*" 'with Battle Magic, incompatible w/ Shield, A'bsorption,
Spirit Block & Reflection. 2 pts.,

Secret Battle Magic: Ventriloquism

Sm. Sylphs., . - No symbol. - Pixie Cult
Ara.velle/La,dy of thé Hoods s 'II | . mth/ﬂant/ﬁ'ertinty
Rine lLord: "‘Non—mech 'bow, a one*hand weapon Move Quietly, Hide, Camoflage.

Ru__i_:i;g;l*‘la.gic'f_ B&lﬂ. ﬂllOWS 3JC st,rategic move for 1 day, 15 individuals or
o : 1 vehicle, 1 pt, (land move only)

Mind Spare - Pwr attack to cause the victim to wander 2-12 days .-
" in the forest before resuming h::.s/her journey. Does
not work on Aldryami. 2 pt,

-+ Healall «:See Kain Cult,-2 pts. Conk s midie.

NeutraliZe Poisén - See Kain Cuilt, 2 pt.:If done as a permanent "
. sacrifice makes the Aldryami -imsune to. mineral
& veg. systemic poison.

: AR |
e L ial

Sm. & Md. ‘Gﬁomc—;s. ‘ i, = o Symbol Silver 1+—point star on a pale blue
) - ' ' field. Elven cult, _
Bula.r/ﬁresmith Bl IT. Ma.n/Stas:.s/Flre

Rune Loxrd: ; spear, 1 bow, 1 other weapon, Uaapon—Smlth, Spot Hidden. -
Runes Spells: Fire Res:tsta.nce - (Karrath—'Ihan) 2 pts. '

Fire Spear - C.‘on;mres a spea:r: of sol:.d fire tha.t does 3])6 a.nd ha.s §
40 pts, l.5m+ 5min length, 1 pt, Welder must use
Fire Resistance or take damage to her/his hands,,

Fire Flash -~ A bolt of fire that Jets from the caster covering .
\ 2.mx20m.wavs?wrtothosehit(l)exx57by
Y e e v caster) for ca.sters Pwr in fla,me dama.ge to tetal

hPc 3 P‘ts. # - = B

Heat Beam - 1D6/ i pt., hits vs armor in 1 location, line-of-sight
range., Stackable to 4,

£11 Salamanders. '~ Symbol: Flaming Arrowhead
Main smithing cult for humans,

L}
LTI
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New Rune Cults (cont,) B _ " :
Ka-Lor/The Lawgiver Gf. I . Law/f"[agic/Tru‘bh

Rune, Lord: 1 sword, Staff, Sense Ambush dl Manlpulatlon skill, 10000 Lunars
! o *dn 4 Alchemlcal skill,

Rune Spells: See Invisible - (Dero) 1 pt.

. Death Sword - Cast on a sword, this spell adds a 4D6 .damage bonus
“y T _ vs i speca.fied entity. 2 pt.

411 Sm. Elementals. R ‘Symbol: 6-fingered silver hand holding an
i 3 e FE OB emergld in the palm

Talseth/Mighthaunt .- cl. II Darkness/Magic
Rune Lord: .Hv, Mace; 2 weapons, €limbing, -1 skill (not Sage orAlchemist).

Rune Spells: Doomfire - A jet of black flame that makes a Pwr attack for 2D8
fire and 1-3 Power drain into caster. 1D6 flame damage’
if unsuccessful. range: 80 m. Damage is to total hp.

2 pt.
Shadowfire - As above with 1D6 Str loss. 2 pt
‘Fear Cast - Projected shade attack, 1 pt. _
Sm. Shades. = | oo Symbol: White 'V' on a black disc,

Hraman/lonkey God @A L.¢ °% ' Beast/Earth
Rune Lord: Claws, 1 spear, Tracking, Hide; 1 other,
Rune Spells: Armoring - K'Rar Cult. 1 pt,

Vanish - .Xun Cult, 1 pt. .

. ‘Barthguard ~ Protection 4/Shimmer 4., May not be nsecd with Protoctien
or Shimmer., 2 pt, ;

Al Gnomes.. | % Symbol: None . Baboon Cult

The Chaos Cycle . . Cl., II, Horned Chaos/Death/Fertility or
o S Horned Chaos/Fertility/Death

Rune Lord: 1 spear or natural weapon, 1 other weapon, 1 Manipulation skill, .
2 skills (not Sage or Alchemist)

Rune Spells. Healall ~ Kain cult 1 pt,
Neutralize Poison - (Kain) 1 pt.
Death - (Deaths Hand) 3 pts.
Cause Disease - (Del-Koth) 2 pts.

A1l Sm. elementals, Symbol: Red "Horned " cha.os rune on a black
! e iz E fleld‘ : :

This cult preaches a "life in the food chain” phllosophy.“
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New Rune Cults (cont.)

The Axe of Death/Protector of the Dead CL, II Death/Stasis/Spirit
Rune Lord: Pole Axe, 1 weapon, Ambush, Set/Disarm Trap, 1 Perception skill _
Rune Spells: Create Undead - (Death) 1 & 2 pt.

Hummi fy - Creates a mummy from an embalmed corpse., 3 pt. sacrifice.

Crypt-Guard - Creates a barrow wight. Cast prior to death,
2 pt. sacrifice.

Death Curse ~ Cast over a specific corpse, this spell acts as a
 Death spell (Deaths Hand Cult) on one individual who
loots or desecrates the corpse. The spell takes
< effect. 4 - 48 hours later, Extra Battle Magic Fower
may be placed behind this spell to penetrate Counter-
Magic, etc. Extra castings of this spell can be used
to get more of the looters. 3 pt. sacrifice,

Blnd Ghost - Binds a recently slain spirit to a location as a ghost;

Spirit combat required. 2 pt, sacrifice.
Sm, Shades. a : Symbol: Double bitted War-Axe
Rhallassa/Steel-Claw Gl. ITT Beast/Conflict

Rune Lord: 1 natural weapon, 1 other natural weapon or Spét Hidden, Tracking,
Listen, 1 other.

Rune Spells: Needle-Claw - Adds 20/ to hit & 2D6 damage for natural weapons.
2 pts. ' ' ' -

Armoring - K'Rar Cult. 1 pt.
No elementals. Symbol: none
Erramos/The Vad FL.f ¢l. ITX ‘ Plant/Disorder
Rune Lord:  Broadsword, spear, lMove Quietly, Spot Traps, 1 Thief skill,

Rune Spells: Hexturn - Creates an ablative screen that reflects 6 pts. of
magic (3 effect on Runemagic) back at its source, If
the screen is overpowered it dissipates without acting,
Stackable to 4,

Fo elementals, _ Symbol: A 5 pointed serrated leaf crossed
‘ : " by a sword.

An anarchist &lf cult,
Ellasse Cle IX Hater/Plant/Fertility .
Rune Lord: Non-mech bow, Trident, Spot Hidden, Hide, Camoflage.
Rune Spells: Healall - (Kain). 2 pts.
Havecrest - (Tal-Nar) 2 pts.

Boil ~ Single target Power attack for 2D8 damage to total hp.
80 m range, 1 pt.

id. Undines, ' Symbol: none

Hermaid and sea-elf cult.
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New Rune Cults (cont.) . : .
The Pantheon of the Elements G, I The aprropriate element rune

6 cults dedicated to an element.- ‘Potential associate priests must have no
othér: elemental afflllatlons; They are knc:m ast The Cult of (element),

Rune Lord. 1 element. weapon, 1 m15511e, 2 skills (not Sage or Alchemist),
1 other,

Rune Magic: The elemental summoning powers of these culst are so strong that
all random characteristics are maximized. A Pwr vs Pur a.ttack mrust
“be'fade for Dismiss’ i emental, Standard costs.

Symbol: Klement Rune.

Tannare and IIaurnoln/T:_me Drifters ¢l, III Tlme/Harmony

Rune Lord: 1 mel ee’ wea.pon, 1 I"L'LSSJ.le, Spot Hidden, 1 other weapon or shleld.
- 1 (non-Sdge) ‘skill.

Rune Spells' Time Shadow - Fach 2 pts. causes a temporal shadow of the users .. -
materlal weapon to strike the target after the
'real' weapon has swung, No enchantmonts are on this
shadow, Add weapon strike vanks, (must be 1mder 12) .
Stackable to 6.

at the casting, The person in stasis cannot be harmed,
Includes allied spirit, 2 pts.

A1l small elementals A - Symbol: none

a.yron/fihe Concealed Sword , - Cl. II ; Conflict/T1lusion

Rune Lord- Short Sword, i missﬂ.e, Hove Qu:i.etly, Spot Hidden or Trap,
Camuflage.

Rune Spells: Shimmercloak - ConJures a prismatlc cloak that acts as a Shimmer L,
Does not stack w/ Shimmer, 1 pt. ;

Doppleganger ~ (Puppetters Cult) 3 pts.
“oVanish - (Xun) 1 ot.

A1l Sm. elementais, o . 7. .Symbol: none- .
Hilitant arm of the Cult of Xelar/The Hidden Hand.
The Cult of the Crystal Castle cl, IT Sta31s/Fate
Rune Lord: 1 sword, 1 bow, Spot Hidden, Tracking’ & 1 shield -
Rune Spells: Portalualk - (Pattern Cult):: I pt.

Shadowalk ~ (Pattern Cult). 2 pts,’

Shadowmarch - (Pattern Cult). 3+ pts.

Shadowtrace - Acts as Shadowalk for following trails which may
lead into other dimensions, shadows, etc. (Maximum
24 hours old). 1 pt. (A tracking roll may be neces-
sary, )
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New Rune Cults (cont.)
The Cult of the Crystal Castle (cont,)

Rune Spells (cont.,)

_ Fbvtress - Conjures a small blockhouse (12 m x 12 m inside) with
one door (75 hp), 1 arrow slit and shutter (40hp), and
red crystal walls (200 hp ea, side, roof, and floor
(optional)). No rcof access. Centered on the caster,
Built im Spirit Shield 3. 3 pts.

No elementals. Symbol Red diamond,

A rebel house of mincr noblllty who oppose the royal family as represented by
the Pattern Cult.

Lo-Barr/Spirit Chief 0l. III Spirit/Movement
Rune Lord:  Staff, Sh. Flail, Oratory, 1 Perception skill, 1 other,

This cult has no Rune Priests, only Shamans and Rune Lords, The cult has no
fixed structure, nor does it require 90/ of ones income. The cult gives no
training, support, or battle magic. Rune Lords must pay for their own runic
armaments, ilost worshippers are independant shamans,

to elementals. ' Symbol: none
Narkesh/Goblin Earl 3. Ir Man/Horned Chaos
Rune Lord: Composite Bow, Si)ea.:_‘, 1 other weapon, Move Silently, Ambush.

Rune Spells: Chaos Horn ~ Conjures (1 pt -~ 3, 2 pt - 6, 3 pt. ~ 10, 4 pt., = 15)
Goblins (oxcs) ( Avg. characteristics, 35% weapons &
skills, no armor) who fight til.dead or dismissed,
They never break morale., One order may be given or’
changed to one group (any size) in a melee round via
quasi~mindlink., 1 pt, stacking to 4,

Deathbow - +20% to hit, 1D12 hit location control. 2 pts.
No elementals. ‘ : Symbol: none
The (lysterious) Spectre @, ITT FHovement/Darkness

Rune Lord: 1 bludgeon, 1 other weapon, Disguise, MHove Quietly, 1 Perception !
skill.

Rune Spells: Suberdiscorporation - (Yara.nth) 2 pts.
Darksee - (Kygor Lytor) 1 pt.

&cxp_‘t—Cla.w - Power attack to blast 6 p‘ts of Str and Con from a
victim, as well as Demoralize her/him., If the attack
is unsuccessful, it blasts 3 pts. from Str and Con.
3 pts.

Sm, Shades. Symbol: nchne
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New Rune Cults (cont,)

Tagore/The Bastion cl, II Magic/Stasis

Rune Lord: 2 weapons, Spot Hidden, Map Making, 1 other,

Rune Spells: Hexward - Designated by a four unit code, this spell produces a
warding with varied qualities., (Code is read: attack or
wall; defense; detect; point value.)

Attack or Wall: (A) Demoralize (B) Disruptiom ’ .
(c) Befuddle (D) Binding (E) Harmonize (F) Iightwall
(requires minimum of 2 pt, Hexward) (G) Darkwall

Defense: (H) Counter-Magic (I) Spirit Shield (J) Shimmer
(X) Protection (L) Detect Blank

Detects: (M) Detection (N) Enemies (0) Life (P) Magic
(Q) sSpirit (R) Undead (S) Gems (T) Gold (U) Silver.

1 pt., stackable to 6,

(Example: Hexward GIR3 is Darkwall-Spirit Shield 6 -
Detect Undead - 3 pt.).

A1l Sm, Elementals. Symbol: Black Padlock,

(B) Secret Cult Battle Magic
All are passive, focused and temporal unless noted,

Makaresh: - Parry - +05% to a shield or weapon parry per 1 pt. (incompatible
with other Batile Magic). Stackable to 4,

Kalera: Wingbrace - 1 pt. of Protection per 1 pt. on 2 hit locations.
Compatible with all Pattle Magic. Stackable to 4,

Tara: Detect Virgin - 40 m, 1 pt. (instant)

Lahanna: Detect Chaos - 40 m. 2 pt. (instant)

li'a Bel: Ventriloquism - Projects the casters voice 80 m. 2 pts,

& Bhett:

Kain Staff-Bar - +10% to staff parries per 1 pt, not compatible with
Battle Magic. Cast on one staff. Stackable to 2,

Konn: Weaponflight -~ 100 m throwing missile range with return (2 S/R

& Thomblin: delay). 3 pts.

Kyovs Firehand/Claw - Acts as a 'Fireblade'for natural weapons. Does

& Rhallassas not harm users gear. 4 pts. (Active)

Halleck: Clear-Fye - +05%/1 pt. to Perception., Stackable to 2,

Dero:

& Tralgar:

BCY #5: The World of Nebulous (July 80)°
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keing the thirteenth contribution to TLOC
by Kathryn E. Shapero, 728 S. Atlantic Blvad.,

Alhambra, CA 91802  213-BUCK JR 1 )
L T R I I R

"I hope tc have a writeup or so done by nextish;
meanwhile... -

The wulpire individual above and to the left

is Tuu Ira Isarn, as drawn by Ken Fick. T'Isan's
g ° e B been rather busy of late. To start with, she

has Dbegen promoted to SulPentar fabout thé same as Lieutenant Commander) and

placed in command of a small expiloration fleet consisting of an armered scout

{the Starwind, commanded by & former First Officer of hers named Leylan - &

Xarres witch), an 8 man scattexship, and three fighters, the last having no jump

drive of their own and being carried on the FireWing, T'Isan’s own ship which has

been refitted as & frigate {a bit to the dismay of the engineers, who are still

finding bugs'in the new equipment, thovgh the computer types were delighkted}.

Ehrfth {aka The Shsituan With The Inpronouncable Name} was overjoyed to be given

one of the fighters (especially since he hadn't been allowed to fly anything since

the first time he'd flown the FireWing's combat air car and crashed it spectacularly)

and promptly asked permission to paint his coat of arms on it. Permission granted

- why not, it keeps him out of trouble. T'Isan has also acguired a mate, - a

computer specialist pamed Av Ir Shain, who you may remember Ffrom my article in

TLOC IG. Much to the amncyance of Au and Tuu Pack elders, this last, but sihce the

individuals involved are neither particularly important in their own Pack heirarchy

or in politics {thank goodness!} nothing more than a bit of griping (and maybe a

lecture or two) is expected. Admittedly, it may be just as well that neither pafty

is in a hurry to get promoted again for a while...

ther characters who may be familiar to you - Tatikat has gotten cut of the merchant
marine altogether after the events recalled last issue and gone back to private
legal practice. I'm not sure I blame him... Y'Tyar has gone on to bigger and better
things and is confidently expected to get herself killed spectacularly ong of these
days. Coronip seems likeiy to get off altogether, thanks to a sneaky lawyer.

I'm not sure what the rest of that group is doing.

Possibly a surpfise to all, the Boomerang is still going stropg,Grigor Gohkra still
commanding. (much to his dismay). Things have eased up on the captain from the .
frist run since not all of the crew are H'Reli, including his first officer who
is a Rorli. - E e

So much for this issue. With luck, nextish will have the story of what's

been happening on board the passenger liner some characters are vacationing on,
invelving such beings as a traveling saleswoman, a glass christmas tree, 50 .
feet of rope stuffed into a jumpsuit, and a small orange humancid with rather
strange habits... : ' S ‘ _
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being the twelfth contribution to TLOC by Katbryn E. Shapero, 728 S. Atlantic
Blvd., Alhambra, CA 91803 -213-BUCK JR 1 '

*********-!E-****************'************.*“

Gomment on ish 11

STEVE #ARSH: (aside to Nicolai - don't entirely blame you, but you did make
it kind of hard to read the article...) Four years of training and a bachelors
degree in Biology leaves me with much the same thoughts as Nicolal - environ-
ment has a very great effect on evolution indeed, For example, -the dry-land
combination :0f shrubs and grasses referred to as chaparral has come, not only
to survive frequent fires but to use them, developing such things as fire-
resistant seeds (including some that hawe to be burnt over to germinate),

a trick of withdrawing all water to a "crown" located just above the roots,
from which a new leafy top will develop after the old limbs are burnt away
and so on. The result is a comElnity . which grows quickly during the ralny
scason, spreads out over as much territory as possible, then dries out in

the dry season, burns, and is replaced by the next generation of plants plus
the new growth of surviving ones. Some other dry-climate plants avoid the -
problen altogether by absorbing all the water they can at any opportunity

and releasing as little as possible - iceplant unless in vexry poor shape-

is about as flammable as a wet sponge, @ fact which has made it rather pop-
ular with some California developers. / Incidentally, there IS a nearly fire-
proof tree; the redwood or sequoia. At least the bark is flame retardant, as
well as insect repellant, Thus, the occasional fire clears off the forest
floor, leaving the trees nearly untouched. One occasionally finds the remains
of one which had a. flaw in the bark, allowing fire to get in which is nearly
eaten awdy inside, but with the outer bark still intact. (You may even find

a live one in this condition - after all, the live part of the plant is Jjust
beneath the bark, on the roots, and in the leaves.) The main point to conslder
when concocting new species is that evolutionary trends favor whatever modi-
fication -that turns up in random mutation that allows the individual to pro-
duce the most offspring, those offspring to produce the most offspring and

so on. In practice, this tends tc translate into "If there's a way to make a .
living, something will start using it" Witness the bacteria found happily
growing in jet fuel (there's a minute quantity of water in it, and evidently
that's enough). // Nitpicking aside, the Twelve Dancers sound like an inter-
esting culture. Is there any interface between them and any other culture?
Species (intelligent)? Are they in use in a campaign of yours or a story?
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Enough of that, It woﬁld appear by the somewhat confused comment up there that
I probably should write an article on the subject sometime. Later...

As Nicolai will be putting his rules for the space game in this issue
I am including in this article a brief description of my own space going .k
organigation, the Teklénan and some of its member species. Nextish, after I have
gotten to go over Nicolai's new, revised rules I will publish game stats for
" the species mentioned, sketches of most of them (if I can get Penny Terry to
do some more for me by then), and indications of where my own rules differ
from Nicolai's, on which they are based, at which point I'11 be ready to start

my own campaign.
General background of the Teklénan

Botween five and six thousand years before game time (hereafter referred .
to as "the present" - actually around 1990 AD, FEarth time), the Akaln achieved
space travel and planted several colonies in their general area. As time : |
went_on, the colonies became potentially self-sustaining and, as was probably
inevitable (especially given the rather tight industrial feudalism of the home
world and the considerably looses set up of the colonies) proceeded to break .
away from the home world with all the usual emotional fuss, though the distances
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made actual wer a little silly. The colonies operated. J.nd.ependant.ly for a ,
generation or so, then eventually most got together again to form a trade - -
alliance .called the Teklénan. The major rules were then about the same as
now - member planets would not trash each other. (ships were faster by then,
and war a little more possible) and had certain advantages in trade with
other rmcmbers, As tlme went on and other species were emcountered, this

trade league expanded in all the usual manners until, at the present it
covers an .area about 200 light years in radius, though it -is far from
sphe.r:.cal in sha.pe, a starmap rather resembling a -convulsed a.moeba.

The major peace keeping force is the Patrol, an orgamzation in some
ways more reminiscent of a police force than a military service, In;h\d.dual by
worlds also have thelr own coast guards, local customs officials gnd. 'I;he like, :
The Patrol is charged with kéeping member planets from making war on .each . .
othex,r outsiders from making war on member pla.nets, and occas:t.onally member i
planets from making war on outsiders if this would be :leely to, cause trouble :-
for anyone else. They also have the job of watching worlds con’ta.ining sapient
life forms which may develop space travel, but haven't done so.as yet. It
is illegal to make general, open. contact ‘with such pla.c:es, but occasionally
limited contact with small groups is. allowed, if done in such a.way as to- _
Preveiit:damage to the culture(s)-of the world involved,-This'includes restr- ,
ictions on what sort of items may be imported from or exported to such
places, and what -the locals may be told about 6r shown, In pra.ctice, ‘t.he R
regulations are suff:.clently réstrictive to make dealing with pre—sta.rﬂight
cultures quite rare, and most siich deals are either trades of things that
could almost be produced by the culture in question for highly valuable art-
works, or pharmeceuticals, or arrangements to help stranded spacefarers. Earth
was used for the latter foria while during the war with the Davax Empire ~
at least one major battle took .place in the general vicinity and, there
being relatively few habitable worlds in the region, ships which were too
badly disabled to continue life support until they were picked up, but
which could’still move were advised to go there, activate beacons,-and
wait for: pickup., A watch sta.tion was set up on the Moon with-rescue facili--
ties to. handlé¢ this (this was about 100 BC or so), -and some- sort of station
was maintained up to the 18th century, then carefully dismantled and removed
as the locals were now in the midst of a massive technological increase
that migh'l'. well lead to starflight in a few centuries. VWhich, indeed, it seems
now.ont the verge of doing.

Besides the Pa.trol there are many spacefaring organizations, ranging
from ...dependant single ship traders and planetary locators up-through e
single world operations to large scale trading companies consisting of nmlt— P o
iple species and not tied to any one world in particular. There are also . '
2 number of purely ship-living cultures, some of a single species; some of
multiple species. And, of course, there are Vvarious tou:r:lng g:coups, pa.ss- -
enger liners and the like. foa W g =

*

%

Some major species (and a few minor, but interesting ones):

Data for the following were obtained, in the case of ‘humang from .
Stephen” H. Dole s.Habitable Planets for Man, and otherwise from comparison
of the’ _-,pecles in question to humans, and from Alfred Romer's The Vertibrate
Body,  third edition plus a number of reference works about various terrestrial
animals'resembling the alien species in one manner or another.

See',my zine lastish for a detailed analysis of the form used to
describe species physically and biologically.
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Humans

Gravitational norm & tolerance range: 1g (9.81 cm/sec?) ; 0 - 1.5 (5g max)
Atmospheric norm & variance tolerated: Oxygen 60-400 mmHg, H,Q vapor 10-25 maHg
Temperature range norm & tolerance: 0 - 30 C mean; (510) - 4 ¥ ¢ daily
Electromagnetic range(s) tolerated: 0 - 30 lupens/cn”, wavelengths > 3003

Size range: 3' - 8' tall Chemical base: Carbon
Particle radiation tolerance: { +03 per week, steady state, £ 100 rem short
term
Sensory types:and organs
Hlectromagnetic  Coarse 7000 %- 10,000 & ; skin
¥ : Fine 4000 A - 7000 A © ; eyes (color vision)
Pressure Remote 20 - 20,000 cycles ; ears .
Differen;ial ' Contact skin
Chemosensing coarse :  skin, tonrue
. - fine nasal cavity, ton, ue
Damage detection corrosion  skin
o - other internal electromagnetic nervous system
Texture sensing " gkin
Psi senses,. varies with the individual

Substances absorbed: 0, H,0, other creatures, plants, misc. trace elements
: s ofinivérous.

Substances emitted: H,0, CO,, misc. solid, liquid & saseous organic compounds,
4 [

Reproductive methods: Typical mammalian; gestation period of atout 9 months.
5 - lion~seasonal - may mate at any time.

Body shape & natural weapons: Bipedal, tailless primate; somewhat sexually
: dimorphate ‘(there's a lot more - but you know .
what humans look like). Hands, feet, finfer &
tonails, and teeth as natural weapons.

Periodic functions: 24-30 hour day/night sleep cycle, preferably diurnal;
28 - 35 day femal menstrual cycle,

Nonsensory psi functions: varies with the individual.

As of the present, most of mankind is still on Earth tryins to decide
if it wants - to get out into space in ships or shreds. However, about two
thousand or so0 years earlier, part of humanity went star travelling in
about the same way Homo sapiens ¢enerally grets anywhere, namely a lot.of .
Judicious or injudicious finagling. Whether one blames the Davax for starting
the war, or thée Teklénan for having a wretched battle plan, the fact rem- _
ains that at least one battle came totally unhinged, and the Earth suddenly
got a lot more temporary refugees from the disaster than the rescue teams
were prepared to deal with., In some cases, as much as 20 years elapsed o
before retrieval, by which many (especially the humanoid types) had developed
love affairs, feuds, adopted families, mates, blood brothers or sisters and
what not. It's not illegal to remove a sentient being from its home world -
if the individual in question wants to ;o - and rather a lot did, .Possitly
more flamboyant that most, but fairly typical was the case of an Akaln
pilot who'd shaved himself enough to look like a local and joined a gang
of about 30 human-refugees from a terrestrial war. Unfortunately, when he
finally found a place to stay for a while near his recall beacon, a sSnoopy
town resident happened to find out about his tail which set half of the town
to talking about animal gods in disguise and the other about evil spirits,
A random time was had by all - when he was picked up it was in full flight
from the town in company with about a third of the population, the demon 5
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faction having gotten the upper hand and being in hot pursuit, When every-
thing was finally sorted out, there was a respectable human population in
the Teklenan which, augmented by later surreptitious trips to import more:
of a gene pool, coloniged Nova. Terra. Two other worlds have since been set-
tled from Nova Terra, Tir na n'Og and Nuestra, the latter about 200 years
ago.

Organization varies with the planet. Nova Terra is run sort of like the -

liafia - families and favors count for a lot. This works as follows:

each individual has a name composed of a personal name, followed by .a _

secondary clan name and a primary clan name. The personal name can be any-

thing, the secondary clan name i's the mother’'s primary clan name, usually

followed by the particle "i", and the primary clan name is the father's

primary clan name, Thus, Aleric of the lutaxa clan on the mother's side and

of the Valin clan on the father's would be Aleric Metaxai Valin, These two . °

clans may be called on by the individual for assistance, and may also call

on the individual for assistance. Most transactions are carried on in this

clan barter system, and there is relatively little need for cash, Larger

clans tend to be more influential, smaller clans tend to form alliances,

and, by and large, if it needs doing, it gets done. The current planectary
pulation is about 10 million, half of whom live in Altai, the capital city,

?ﬁhich has a government of its own in addition to the clan system), and the

rest scattered about the planet. (¥here'd probably be a lot more people

by now, except for such things as 4 liking for lots of space, a tendancy

for the younger generation to go starhopping in everything from the Patrol

to Joining one of the ship cultures, and the fact that the technifles used

for extending the lifespan to where the major cause of death is accident also

seem to reduce Ffertility a bit.) :

" Tir ha n’Og was founded by members of a group of five minor clans -~
O'Meara, 0'Neal, Campbell, Mc'Lain and O'Shea, who wanted to revive what they
thought was the world of ancient Ireland. Their data being strained through
centuries of romanticized story telling and an ehtixely different cultural
background, what they wound up :with bears little resemblance to the original
save that the planetary capital is called Tara and the planetary ruler,
chosen from among the Five Clans is called the Ard Ri and has relatively
little but judicial power. He or she chooses his or her own aides, at least '
and generally has enough influence to keep the clahs from open warfare.

The population is between 4 and 5 million,

Nuestra was founded relatively recently and is still being explored.,
905% of the population lives in the area of the capital, Landing City. The
current government resembles that of ancient Iceland - there is a group of
between 50 and 60 “judges” chosen either by the other judges or by the opinion
of their nieghbors, This group meets once a year for a week or two to settle -
disputes, What will happen to this when the population increases is problem~
atical, Current population is about 2 million. : o

About as' many again as the total populaticn of the human planets may
be found scattered atout the Teklenan on-various planets -z in some of the
ship-going cultures. Sexual practices vary with the individual wand the loc-~
ation - Monogamous marriage (at least for the production of ‘children) is °
the usual practice on Nova Terra; elsewhere just about any combination may
be found. Judaism, Christianity and most of the Sther major terran religions
are in existance, along with a couple of new ones.: ' g "

_ Akaln . 5
General physical data are as per humans with the following exceéptions:

Prehensile tail approximately § - 1 meter in length, varying with the
individual, Some races, originating in the cooler parts of the homeworld are
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covered with pale grey or brown fur; otherwise there are the same variants as
found in humans, from relatively hairy down to having no hair at all except on
the head. Head hair follows a slightly different pattern than in humans, begin-
ning with hair of about 3mm length at the region of the eyebrows, extending to
the top of the head, increasing in length to as much as 1/3 of a meter, and
remaining at this length down to the base of the neck, at which point it con-
tinues as a fuzz of abtout Imm in length down the spine and onto the tail, The
throat and lower jaw region is also ccvered with hair, resembling human beard
hair except that it is found on both sexes. This region is several shades
lighter than the head hair on males; the same shade as the head hair in females.
In general, the head is narrower and longer than that of humans, though the
variance overlaps the human »ange considerably; and the facial features are
proportioned accordingly. Ears are quite human like,

Culturally, they are as diffuse as humans are on Farth, with the added
advantage of much more territory to expand over, thanks to space travel.
The culture that plantsd the criginal colonies from which the Teklenan
began was an industrial feudalism with such an intricate power structure
that the only way to rise very far was to start something both useful and new,
but that was 5,000 years ago. Thus, just about anything is acceptable as a
planetary, or space living culture. There are various notable interplanetary
rivalries; for example, the Asrid Combine (another industrial feudalism
occupying three planets circling two neighboring stars) can't stand Iritsin,
a nearby world w:ich is a sort of head on collision between no-holds-barred
capitalism and socialism which shouldn't work but seems to. But then, social
structure probably has a lot less to do with said feud than the fact that
they're each other's number one competitor in off-world exports.
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Davax

Fhysical data are extremely similar to humans; so similar as to have the
species suspected of having a common ancestor, Due to historical accident,
the predominant race tends to bronze-red skin, reminiscent of terran Amerinds,
dark hair, and blue eyes.

At the time ihey were absorbed into the Teklenan (after the aforementioned
war) they had an empire of about 25 planets. These days, they occupy about
100, and governmental systems vary dramatically, though most have some remnants
of the old system of nobility. There are about 12 major languages and uncount-
able minor ones. '

Although they are not rarticularly cross-fertile with humans, they are
otherwise so similar down to the micro-structural level that there is little
doubt that the two species had a common ancestry. As to how this came about,
however, there is considerable controversy, expecially since the fossil record
makes it seem equally probable that each evolved on its own world. Of course,
investigations on Earth have to be limited io what terrestrial paleontologists
have dug up, and Devira, the Davax world of origin has been extensively
altered, thanks to naving been -nearly destroyed by general pollution and a
no-holds-tarred war with its First colony. At that, they did better than the
colony, said world being still uninhabitable. Or at least notody wants to take
the risk that certdln bio-agents are still around.

——.—__...‘—.__....___-.__..._._...'_—--._-._-._—.-._—.-——_——_......
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22 Elisians

Cravitational norm & tolerance range: .9g; O - 1.5z (4 max) , _
Atmospheric norm & variance tolerated: = Oxygen 60~400 mntg, H,0 varor 10-25mmHg
Temperature range noria & tolerance: -2 - - 28" C (mean), -12° £ 38 ¢ (daily).
Eléctromagnetic range{s) tolerated: As per humans- - _ _
Size range:s 4' -~ 6' tall - Chemical base: Carbon

Particle radiation tolerance: as per humans

) Sgnsory-tyﬁés and organs

Hlectromaguetic . Coarsc 7000 § - 10,00% 2 ; skin e
SR T Fine 4000 A - 6500 . ;eyes (color vision)
' eyes are cat-like

Pressure ' Remote . 20 - 23,000 cyclés ; ears
Differential ‘- Contact skin :
Chemosensing  Coarse depends on substance ; skin, tongue
Fine depends on substance ; nasal cavity, tongue

Damage detection Corrosion skin s

' Other © internal electromagnetic nervous system
Texture sensing skin, tongue
Psi senses .Telepathic communications to an average of 500 meters.

If two individuals have a sufficiently strong bond, they
can maintain contact over a near indefinite range, providing
one individual maintains a trance state., In such a state,
‘identification with the other is total - damage or shock

to the active member is felt by the other, and there is a
strong possibility of the death of the active member

causing that of the non-active one,

Substances absorbed: O,, other creatures, fruit, water, misc, trace elements.
: - "Garniverous™, g : :
Substances emitted: Héo, COZ’ Iisc, solid, liquid and gasseous organic compounds,
Reproductive methods: Typical mammalian, gestation period of 8 menths, yearly
cycle of most intense sexual interest (in the fall), but
capable of mating at any time. :

Body shape & natural weapons: Felinoid, tailed, body type similar to that of
terrestrial leopards, carable of bipedal or quadripedal
locomotion - faster in the latter mode, Usually black- -
furred in spmmer, grey-green or grey-white in winter, . -
Hands, feet, retractible claws and teeth are natural
Wweapons, . - : ' g

Periédic.functions: Most actiye:ét dawn and dusk, diurnal if necessary..
© Bild -yearly sexual cycle,.90 day cestrus cycle, ¢

Nonsensory psi functions: Varies with the individual

The tasic cultural unit is the matrilineal family, which generally
numbers from 2 to 60 individuals and claims a hunting range of up to 1,000
square kilometers, which may overlap others to a small degree, lost food is
farmed, or raised in herds; animals are released shortly before slaughter,
giving the best and most resourceful of the food animals a chance to escape,
thus theoretically improving the wild strains. There is no larger government;
however there is much interfamily trzde.
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Comunications are both telepathic and vocal, the latter being used
primarily for emotional nuances. There is also a written language. It is
believed that telepathy derived from communication between mother and offspring,
and the strongest telepathic links tend to be between related individuals,

There is a general feeling of independance, even within the family - many a
trader has gotten his or her start by escaping squabbles at home, Combat between
individuals or families is known, though most modern competition is.in the
‘area-of trade, . ' '

.- -Given their general outlook, it is highly doubtful ‘that the Hlisians would
have independantly developed space travel and, in fact, they did not, Their
presense in the Teklenan is due mostly to a mistake; some Akaln traders saw

a chance to acugire some particularly salable items of artwork and the like
“from what ‘they thought was a small, isolated group of primitives (one of the ,
plains tribes). Over a few years, word spread rapidly over the planet, and ‘i
enough of the more powerful (and daring) telepaths got both the chance to learn
some ‘Interworld Basic (as taught to one individual by the t;aders), considerably
more about the Teklenan than the traders realized they'd given away, and how to
run a spaceship, this last entirely by reading the mind of the Akaln pilot on.
innumerable landings and 1ift offs. Followed the "borrowing" of the traders'
ship, cashing in on the cargo (augmented by as many quality trade goods as the
local families could raise), the purchase of a ship, a spot of blackmail and
simllar chicanery... and the "discovery” by the much put-upon traders ofa .
spacefaring world interested in joining the Teklenan. Certainly, though they
probably wouldn't have invented it, the Hlisians take readily to space travel,

and’ are fréquently found as traders.

'..»....—'_—---—_._..._—...-n.._—-..-——-_._—.——_-q...—----—-—-_.-———.-

Lydans
Physical data are much the same as for humans, with the followling exceptions:

- Individuals look much like pale tan humans with dark hair, save for eyes
having vertically slit pupils. Said eyes are usually yellow or green.

Psi senses: Telepathy among themselves and with other telepathic species, range
of up to 1,000 Km (though capable of being relayed by other indiv-
. lduals, Empathy with all species.of reasonably similar emotional -
" -construction, range of up to 40 meters, Require -special training
ta block reception of wtrong feelings, pain, etc. e

Nonsensory psi functions: Capable of teleportation up to a range-of 13,000 ¥m
to a known location (individual must have complete
visualization - almost always this requires them
to have been there before), Note that this is straight-
line distance ; if on a planetary. surface, distance
is measured along the chord between locations rather
than the arc. Thatever method is involved has some

. way of passing of energy differentials between the
locations teleported from and to, to a reasonable
extent. Hultiple individuals may be required to
deal with extreme cases, such as moving from the
pianet to a ship in orbit or vice versa.

Note: The species has been extensively .genetically re-engineered. The circumst-
ances involved in this caused considerable trouble at the time, culminating in
a war of selfe defense of the engineered individuals against the parent species,

" ; ! . F 1 i : -
emory of this nightmare is reflected in the zenerally peaceful mature of the

current society,
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If there can be said to be a basic unit, it is either the individual
or the family, the latter consisting of two or more adults and their offspring.
Past-this, there is no real “government” as such ~ “if something needs to be
done, as many individuals who are needed to do it, and can be convinced that
it is necessary get together to do it., An entirc Lydan world exists in a cont-
inual overlapping of telepathy and empathy to a point just short of a group
mind., : :

Communication is by telepathy, empathy, and a residual vocal language. Thisf
last is mostly used in writing or other forms of information storage or
relay where the originator of the thought is not expected to remain in contact.
Host of the ones who travel about with other species also learn Interworld::
Ba. Sj. Cs 0 :

Lydans have no real concept of privacy, Children are looked after by every-
one and develop empathy first, followed by full telepathy as the mihd matures
and the teleportational ability shortly after puberty, Once capable of tele-
portation, the individual is considered an adult. Lydans rarely travel away
from their own kind, finding the lack of the general telepathic/empathic back-
ground a sort of sensory deprivation, This is less Pronounced in the company
of other telepaths. Sensoy overload is also possible among other species if
enough individuals are emoting strongly enough in the general vicinity of
the Lydan, cspecially in the case of strong pain., On the houeworlds, the .
O5R%1 RRES BH0nGY - 51ack: el H 1R, 1076, BRHEDS P0s R Re 200.90500F . 3F8ee - ¢ ¢

thém;- oiz-woTiu-tharo is still a problen,

" Lydans found off-world are thus usually traders or scientists., Relatively
few ever join the Patrol, and those who do aré scientific personnel or medical
types. Almost never are they considered suitable for command or combat functions,
with the rare exception of the individual who has been born deficient in
the telepathic/empathic trait (such types are also non-teleports - the functions
seem to be closely related), '

R R e R e B SR RS e e M e mm o e s el e e e e e U e mmn e e G e e dn R R R TS Lo

Rayenne

Gravitational norm & tolerance rangé: 1g, C - 1.5g (5g max)

Atmosphgric norm & variance toleratod: 0, 60 = 400 nmHgy Héo ?apo:iij-jo mmHe
Temperature range norm & tolerance: 5 - 350 C neany 0 ~140° C daily
Electronic range(s) tolerated: as per hunans '

Size range: 4’ -. 6' total length _ Chemical base: Carbon

Particle ra&iatiéﬁ.tolerance=las per humans

Sensory types and organs

Hectromagnetic . Coarse 7000 % - 10,000 &  ; skin
; . Tine 4500 & - 7500 R : eyes - an "internal
¢ eyellia " structure
enables the individual
to see both in and ocut &
" of water. color vision,

Pressure . * Remote 20 - 20,000 cycles ;ears
Differential : lateral line system (in water only)

Contac£ skin
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Chemosensing . Coarse ekin, tongue . _
5" : _ Fine tongue, nasal cavity (at tase of treathing .
tube - used in air only), scent tendrils (in
, B water only)
Damage detection Corrosion dkkin .
: Other internal e..ectromgne‘t*c nervous systen
Texture sensings skin, tongue
Psi senses i varies with the individual

Su'bstances a.bsorbeds O,y other m:‘ea)bures. plants H205 mige, trace elements,
imarily plscivorous .

Suhsta.mes emit’r.eds HZG, 002, misc. solid, liguid and gassepus arga.n..c coapaazsds

Remedzwhive methods: single sex - multiple. mnj.viduala comtribute sperm to |
each other after vhich all suscessfully fertilized ind-
ividuals lay leathery cgss ‘%“e:ﬂ nouths later (one each)e:
Young hatch a month ox oo theraalicr and spend the first
three years of thelx lives as frep-i1iving poddators;. ;.,.E‘E‘.s.f
which Lhey are captured and trinod Ty the aGuiis

Pody shame & natural weapomss See ploiure below. "hezd! wesion contains efew ;

- on vide conied %ro.}cmiung stiffered 1dth ¢rE ',
ilage (baekboneparri iimbs to base of tentacles :

‘ are ouiy Lone sirueisives), vhich eenm:n tha! ﬂ"p;w

7 perdlon of the Tundn, the vost being in thai st

¢+ areaj ralresd secnt teadrils, bl’efz.ul"ﬁ;.ﬁg tubsyy, anﬁ
ears., Mouth is im updcr chest axed, In the m‘s’;
seent tendrils mre extended, thile cor 71 fa?iﬁ. Y
shuty on laxd coont ftendrdis fold flet a. ‘:t the M
central proccss and caxr flaps extond to forn exbermal-
eaund traps. Begathing twbes ave mildly prenensilse . -

.. Fadwral weapons consist of prchensile tentaclss,
which are used to constrict mrey, plus ieetha
Kote that individunls can walk wirisht wiih the 3
help of Speclally counstructed feootgenc, bub
prefer the horizontal position. o

Periodic ftmctierss 30 hour day/: ngght cycle, most active dawn and dusk, 5 wed
: destrus eyele eguivalent - Seens o have 1ittle or o .LEC"D
on sexual desfire.

Lonssnsor:; psi fur*ct:.ons- vaxies wi'th the *rr_diw.uua.l.

The basic cultural unil is a breeding group of bew:ecr 20 and 30 indiv-
idvals; ocecasionally supplimented by visitors present mating (this is triggered
by a number of facitors including rtheromones -~ if enough 'rrdi'fidua.ls are semally
interested, before long everyone in the vicinity is). dnywhere from 2 to 30 -
brecding {roaps share a sectlon of swam‘a wnich is caref‘ul.‘ly clecs.:c:nd of the

Thn ae M
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larger predators in which the young spend their early existance; groups also
each have their own private section of swamp for hunting and living purposes.,
The total aggrigate may cover up to 3000 square kilometers. Thewe larger
groupings may get together with others for various projects and/or specialige
in specific things., Fo example, the invention of space travel involved Mountain-
side, which specialized in astronomy, Sun Circle, specializing in physics,

which maintains the largest planetary college of the physical sciences, and

a numbexr of others,

Rayenne have a whistled vocal language (using the breathing tubes) plus
under water communication by slight movements noted by the lateral line,
Being out of water tends to feel like being slaightl hard of hearing,

With a smaller range of livable habitats than humans have had on Earth,
The Rayenne had to confront the problems associated with crowding and inter-
group action much sooner; thus they have solved most of them by now, The
result combines a certain inter-individual cooperation with philosophical
independance. As a result, they tend to get along rather well with most
other species.

--——-qq--—--—.-...—....-.—-....-—....-—...._-..——n_-—-—.-——o——_--

Shikkai
Gravitational norm & tolerance range: 1g; 0 - 1,5z (5g max)
Atmospheric norm & variance tolerated: Oxygen 60-400 mmHg, H,0 vapor 10-25 muHg

Temperature range norm & tolerance: 0 - 300 C mean; -10 - 40° ¢ daily
Electromagnetic range(s) tolerated: as per humans

Size range: 3' - 4' tall Chemical base: Carbon
Partical radiation tolerance: as per humans

Sensory types and organs

Electromagnetic Coarsé .- = 7000 & - 10,000 &  ; skin
Fine 4000 A - 7000 X ; eyes (color vision)
Pressure Remote 20 - 20,000 cycles } ears
Differential Contact skin, mugzle hairs
Chemosensing Coarse skin, tongue
Fine nasal cavity, tongue (generally more acute
than in humans)
Damage detection Corrosion skin
Other internal electromagnetic nervous system
Texture sensing skin, tongue
Psi senses Almost all are completely NON~telepathic and have quite

powerful anti-telepathic blocks, thanks probably to the
preponderance of telepathic hunting carnivores on their
world of origin during the early stages of their evol-
ution,

Substances absorbed: plants, other creatures, HZO’ misc, trace elements

0,,

I%oroughly-omniverous.

Substances emitted: Héo, 602, misc. solid, liquid and gasseous organic compounds
Reproductive methods: Typical mammalian ; gestation period of about 10 months
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Body shape and maturnl weapumss Ripedal. +ailed rodents similar to a cross
g between rats and chipminks (patterned - souibuhat
like the latter, with slightly fiurred tails)
Natural weapons are teeth, hands and feet.

Periodic functions: Female oestrus cycle of abowt 30 days duration, 25 hour
day/night sleep cycle, preferably nocturnal.

Nonsensory psi.functions: rare, vary with individual,

The basic cultural unit is the family of from 10 to 40 individuals.
This is the breeding group and is defined by the female members and their
female offspring. Males are either adopted by another group at an early agey”
or become attached to another group as adults, Multiple families form a clan;:.
multiple clans form a burrow grouping, or city, and sc on up to the planetary
grouping, This last is the largest governmental stage, although’ philoséphically
the entire Shikkai species is considered the highest grouping of the heirarchy,
*There are currently about il planets inhabited entirely by Shikkai, with a
number of others sharec with other species (often Rayenne + Shikkai don'#
do at all well in swampy territory). ::

. Shikkal communicate in a combination of vocal language; facial attitudes
and body language, and pheremones, Fortunately, those who come into contact
with members of other species generally speak Interworld Basic; for their
own language is very difficult for outsiders."

Shikkai are extremely social beings and will generally be found in
groups of at least thif'ee when travelling off-world, Prolonged isolation from
ally or all ‘but one of their own kind produces severe strain on them, and may
even be deadly, Théy have very little sénse of phisical Privacy and have
trouble understanding the concept in others,

" In general, Shikkai worlds are uncomfortable places.for most species to
visit, being crowded (by comparison - the Shikkal limit their population to
what they themselves are comfortable with), soméwhat;qlausprULMOhianindnning
Places filled with beings who converse as much with the twitch of a whisker or
the placing of a tail as by voice, Shikkai.are emphatically not ‘telepathic,
but to the bewildered outsider they sometimes might as well be, at least
among themselves! As a result, most off-world dealings are made off world, on
board ships of various trad:irs, or from special accomodation quarters.at .
the Shikkai world spaceport itself. Those resident on a mixed species world
have an advantage in that department, :

| siskeek iy
Gravitational norm & tolerance ranges .98 5 0 - 1.5g (&g max) -~ il
60 ~ 400 mmHG, -H,0 v;p¢r'1o—.25-mi?$iié

Atmoapherié_ﬁorm & va:iancgth1erated: 02 2
Tqmpepaﬁgré;range & toleranCei‘Qo - 329 Q:mean; 0 - 450 c daiiy_
E&écﬁrbgagnetiq range(s) toiéiéted:‘as_ﬁer humans _ B :
Size ;angﬁﬁzi;f 1+ meters tall:: : | ICheﬁﬁcal base: Cafhonffi t e
Particle radiatidn:fdléfa@ce:'gégber'hﬁﬁaﬁs - )
Sensory t&pes .- Y ,
Flectromagnetic _ Coatrse . 7000 - 10,000 & s skin .. _ _
' T Fire 5,000 & - 8,000 ﬁ:jf ;eyes (color vision). .

t
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Pressure Remote 200 - 100,000 cycles ;3 ears
Differential Contact skin
Chemosensing Coarse depends on substance; skin, tongue
Fine nasal cavity, tongue
Damage detection Corrosion = skin
Other © internal. electromagnetic nervous system
Texture sensing Remote echolocation system
Contact skin
Psi senses Varies with the individual
Other Hcholocation system involving high pitched clicks

Substances absorbed: 05, H,0, other creatures, fruit, misc. trace elements,

. Substances emitted: Héo, 002.

Reproductive methods: Typical mammalian, gestation period of 248 days (single
birth), yearly sexual cycle.

Body shape & natural weapons: Resemble oversigzed "flying foxes" with ear str-
' : ucture more like that of insectivorous bats,
wingspread of 4,6 - 5.5 meters, use both feet
and wing edges to walk, may carry things with
feet (and use them to write with, abos )y -
Natural weapons include wing edges. wing Finger
end talons, shorl pedal talons, bite., (Hunting
is generally aerial; smaller flying prey are’
scooped up with wings and tail membrane)

misc. solid, liquid and gasseous organic compounds

Periodic fimetdons: dinrnal cycle with peak activity at dawn and dusk - take mid
day and mid-night naps; yearly sexual arousal cycle of
20 ~ 30 days peak time. Rest of year neither interested in
or capable of sexual activity, ? "

Non-periodic functions: Individuals hybernate at temperatures of 10° C or
less, so long as they are above freezing, Roused by
warmth or excessive cold,

Nonsensory psi functions: Vary with the individual

The basic cultural unit is a breeding group of from 20 to 50 individuals
similar to the Shikkai save that both males and females may mygrate to other
groups. Also, unlike the Shikkai, for whom such a move is permanent, an ind-
ividual may join several breeding groups during their lifetime, although one
may only be a member of one at a time, Young and low-status group members do
most of the moving. Multiple groups make up a flock of about 400 - 1000 indi-
viduals plus young. Each flock has a living area of multiple buildings or cave
structures and a hunting range of up to 10,000 square kilometers. Host food
is grown, in the form of fruit, or raised by herding or in pens, fed by grains
and the like grown in the flock's territory, Multiple flocks will get together
for various purposes, the planetary government as a whole being known of as’
the “flock of flocks”, Once a year, save for a few vital functions managed
by older members of the species, or other species, the entire planet shuts
down for mating season, Most of this is done on the ground, though some of
the more adventurous young individuals have been known to mate in mid aizm,

A good time is had by all - and despite what might appear a good chance for
some of the offworld hired individuals to get in some embegzlement does not
tend to generate many problems except maybe a tendancy of multiple members of
other species to get in on the fun in their own WaYS.
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Slm":‘»kpek commnii cation is voend, consisti ng of variation -i,n the lregnency
and duration of souads in their vocal range, which is considerable, They also
often learn Interworld Basic, although they do best to learn it from another
member of their own species who already knows it, so as to know which sounds
are supposed to be made, and which high frequency (from human standards)
are accidental artifacts of someone else's vocal apparatus.

Siskeek are quite social individuwals; though they are often equally at
home with other species as with their own. There is a tendancy to regard non-
flying beings as somewhat handicapped, although such beings 8o get around a
great deal faster and more easily on the ground.

Host wholly Slskesk business®Sespecially trading concerns are the
property of .single flccks or even ﬁreading groups - Siskeek found off-world
are often reprssenting such family assceciations. Those found in the Patrol or
such organizetions are genwsrally scientific personnel, They will generally
avoid long trips in sracecraft, as such vehicles tend to feel cramped after
a while.

M e e e e mr em e e mm e se e

It will have been noted from the above, that the majority of the Teklenan
species 1ive in similar worlds., This is mostly because such beings have the
nost in common and the most advantage in trading, Of course the above list
is by no means all of the species involvad.

NOTE: The inter-specier language referred to as Interworld Basic is an artifieial
language derived in part from an Aksln tongue, meant to be used by a variety

of vocal apparati. Since it's developient a number of species (notably the
Rayehne) have turned up which strain the 1limits, but for all it's flaws,

it i& still the closest thing to a comuon toagué in the Teklenan.

: That's about it for thils issue. Many thanks to Penny Terry for the
Rayenne sketch on page 9.

Bye...
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WORLDCON REPORT

NOREASCON TWO was the name of the 1980 World Science Fiction Convention,
and tock place in Boston, MA, ILebor Day weekend. The Worldeon is the biggest
SF convention of the.year, with 5400+ members this time crowding the Sheraton-
Boston and.at least five other spillover hotels (I heard there were eight, but
have difficulty believing it). There were panels and speckers, suthors reading
from forthcoming works, movies %o all hours, a masquerade, an excellent art
show so large as to. need two days of amctions to managé i%, a dealer's area as
large as a moderate shopping center, and parties, parties, parties.-

Two of the parties were in our suite. Seven of us from the D.C. area,
all members of the Washington Science Fiction Association, reserved s two-
bedrcom suite so that we would have a party room to hold our iraditional ¢lub .
Fifth Friday party at the con. Some of you were there. In addition, the
night before we held an APA party that more of you attended. TUnfortunately,

I wasp't able o be at either.party for long, and thus didn't get to “talk with
as many people as I had expected. 1

The reason was gaming. Thursday, we arrived by car arowmd 6 P¥, but
spent three hours getting settled into our rooms. This was because of & mixup
the hotel put us through, the defails of which I won't bore you with. :The
result of ‘that was that by the time the party started, we were ready to go.off
for dinner, which we did. Then shortly after I got back to the party, I got -
a call for the game I was scheduled to play in that night, and went off for
that. A1l night. . e

Deanna Bue White was kind enough %o bring a special scenario with her
for a small party of people who had never played in her world. The players
were Mark Trwin, Mike Kelly, Ron Pehr, John Prenis, John Syms, and myself.
I didn't take notes of the characters, but the scenario was a quest to recover
five megical cubes, red, white, blue, yellow, and green, which were the keys
to stop the blimking of a tower from existence to nonexistence in this world.
I can't give much in the way of details, so as not to spoil the scenario in
case Deanna wants to run it on some of you, but it is an ingenious set of
puzzles to find and obtain each of the five cubes. We were fortunate not ‘o
lose any of the characters during the quest, as one was almost carried off
in one stage of the trip, several were almost killed Guring ome fight, and
some would almost certainly have died in one situation that we managed to
avoid (the scenario was set up for a more powerful party than we had available,
and the battle we were fortunate emough to stay out of would have been very
serious had things happened otherwise than they did this time; we were helped
instead of hurt in a eritical encounter). Our only casualiy was the hypogriff
my character, Thorgus Alcomson, was riding. He had owned the beastie for over
a year, game time, and so took as his share of the treasure & substitute
flying mownt. This is an egg containing a green Pernese dragon, which he
is going to have to teke six game monthe Tmpressing and raising and training,
before ghe will be available to ride. (Deanna: Please remember to mail me
the specs on rate of growth, HD, etc., etc.) It was a very enjoyable scenario,
and should be publishable once Deanma fills in more detail on things she was
running out of her head. My thanks for the invitation smd = good Tum.
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The session lasted about 1l hours, from beginning to wrapup, which meant
that when we emerged it was lunch time. 8o we went out to lunch, some of us,
including Peggy Gemignani, who had watched but not played. I had originglly
intended to go crash after that, but was feeling awske., So I decided, with
some mlsg1v1ngs, to stay up and go shopping at a fine paperbasﬁ boockshop
aoross and down the street from the Sheraton, and from there went into the
con's dealers' room to browse and buy.

Oops. I forgoet to mention an important participant in Deanna's game:
Barry Gold not only ran a character (the only person with a character in
Dearma's world, I think, in the group), but also accompsnied Deanna on the
guitar as she sang the song that provided the clues to finding the cubes.

Friday night, John Syms ran a scenario for Deamns in exchange. The
setup was an interesting one, with a call put out for help from the local
mages, who had found themselves cut off from contact with the elemental
planes by a powerful outside force. John's problem was that the players
were not able to put fogether the aversge L12 party he designed the scenario
for. Inmstead, we had two groups, one averaging I8 and the other in the mid-
to upper-teens. On top of that, because of a choice the party made, we found
ourselves confronted with That which is the principal opposition in Mistigar.
As a result, the small fry went far away while Deamna's and Peggy's characters
stayed behind as a rearguard. This chewed up over an hour during which most
of the players had nothing to do. After that was settled and the party got
together egain, we went on to John's intended scenario, which was the puzzle
of how to use the key items we had acquired to solve the reopening of the
planes, which was interesting. Jobn, incidentally, has made useof the TV
show Fantasy Island as part of his world by making the Island a filying one
used for vacations, in which some of the fantasy is real.

Saturday, a large growp of us, including the Golds, Nicolai Shapero,
and David Joiner, ate lunch at the Legal Seafood House down the street at
one of the convention spillover hotels. Highly Recommended for seafood fans.
The service was indifferent and somewhat slow, but the food was fresh and
delicious. Alsc filling in the extreme; few of us ate dinner afterword. A
meal at Iegal is a continming tradition for BOSCONES, and with good reason.

I spent the afternoon in the dealers' area and the art show, and the
evening at parties. I had to turn down Peggy's offer of & run (thanks anyway,
Peggy) because we had an invitation to a reception given at the con by a
friend who had gotien married the week before. Well, you wouldn't expect
two SF fans to miss a worldcon in their home town just because of something
as wmimportant as a honeymoon, would you? Be reasonable, or something.

Sunday I spent a lot of time at the art show, and some more browsing
in the dealers' room (that can become a disease). Then a large crowd of
us, this time including Mark Swanson, Den Pierson, and several other Wild
Hunters whose names escape me (most embarrassing) did a Great Wander aroumd
the neighborhood in search of an open restaurant, losing Deamma and Peggy
in the process (they had insufficient time to eat with us, by then, mis-
fortunately). We ended up at an Indian restaurant, at four different tables.
From this comes a lesson concerning not eating in ‘oo large a group, methinks.
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We then returned to the hotel to play in a scenario by Glenn ¥, Blacow.
This involved a contract to clean out the warchouse used by a recently deceased
member of House Helkos (concerning which see TGD 18 for amother encounter with
this eclan of weirdos). He was a mage who collected rodents of all kinds, and
the family wanted them cleared out of the warehouse by somebody more expendible
than themselves. Us. 4 great deal of time was spent making plans and agreeing
on which entrance to go in, including an exploration of the roof. In the PTo-
cess, John Fasi's character menaged to alienate several other characters, incl-
uding the party's only cleric .... Interparty conflict was avoided, and we
went in, having an encounter with z rat-men (which we at first thought was a
wererat) and then with some giant rats whose bite caused a lingering disease.
But the major encounter was with the trap the mage had created to protect his
living quarters and laboratory.

This included two talking golden masks, set on the walls of different
rooms, who attempted to encourage the intruder to do foolish things. 4s a
minor example, the first asked John Fast's character, who had asddressed it
respectfully and attempted %o befriend it, to remove the dead mouse in its
mouth. John hemmed and hawed as the players laughed and encouraged him to
make the obvious mistake, John decided his character was chaotic enough to
de it; end put his hand into the mask, getting it bitten off. (Glenn remarked
that this wes the first time he's ever caught anybody with that particular
trick in this or any similar gimmick.)

We then went through the usual process of finding obviovs and secret
doors, losing a character (Nicolai's) temporarily in the process in one of
the traps. We also mamaged not to lose anyone to the peculiar live rug in
the first living room, but that took us an extended period of trial and error
to overcome. Then, after making out way all the way in and getting Nicolai's
character {and two NPC thieves) back out of the trap through their own efforts,
we were faced with the problem of figuring the way out of the area. This
proved 1o he one of those nasty nexus mechenics things the House Helkos is
famous for. AARGH. But we got evexrybody out, and John's characier tock
one of the golden masks as his share of treasure. Sentimental value, fn0 doubt.
An enjoyable scenario--thanks, Glemn. '

Monday morning, most people checked out of the hotel to leave for home.
We helped Deanna out with her belongings (she had been rooming with Peggy
and Elizabeth Wolcott), amd in the process (finally) got to meet Charlie Ince,
Sorry we didn't have longer to talk, Charlie, but it was a pleasure to get %o
meet you. Even though we had taiked before via the farspeaker, it just isn't
the same as a face-to-face discussion. Oh, well, the cost of the convention
was fully justified just meeting you, and Nicolai, and Dearma, and Elizabeth,
and Dave, and, and, and, in profusion, most for the first time. I hope fo see
many of you again at DENVENTION. End of commercial, we mow return io the program.

Monday afterncon, we got together for an introduction to ILAND OF THE RISING
SUN. Iee had put together a scerario that allowed existing characters o
continue with activities they had plammed in her L/RS campaign while leaving
opportunity for outsiders to join the group for one trip. We spent close to
two hours putting together characters for all the neos, which 1 guess is in-
evitable for a game the players are unfamiliar with. I suggest to any of you
planming to GM a game as an introduction to neos, however, that it is far more
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useful to prepare handout characters ahead of time, and let the players go
through the process of rolling up their own characiers for later games. Time
is at a scarcity at a convention, and you will spend a lot of it explaining
the game in operation as it is.

Our first encounter was with a monk being "attacked" on the road by
bandits. That is, he wasn't being seriously hurt yet when we csme in sight,
but he was being surrounded by bandits who were prodding him with their weapons
while he ran around the ring screaming. We decided to rescue him, and charged
up the hill while some of us stood to one side to shoot arrows. Most of the
bandits thereupon disappeared intc thin air, as the monk remarked "Rescuers!
How interesting!" The encounter ended with one of the remaining bandits agree-
ing to shave his head and follow the monk as a novice monk, renoumcing banditry.
We questioned the monk and received wnsatisfactory responses as to his affiliation
with a monastary, but got nothing that would justify amy further actions, and
he and his new disciple wandered off. We found out later some additional in-
formation about the monk, but I doubt it would have changed much of the encounter.

We then met some mounted samurei, who questioned us about three bandits
wheo met the description of three we had seen in the group we encountered,
including the one who had become a monk novice. We told the samurai about
this, and they rode off. We then went on to the imm at our destination, a
spa whose waters were reputed ‘o have had hesling powers, although nobody
gtill knew how to use them to produce the effects they originally were said
o have had. Something having to do with people slaying the dragon that
used to live there.

At the imn, we met a gambler who invited the party to watch his concubine
dence in his room (about half accepted) and %o stay for gaming (which none of
us did). Iater that evening there was a disturbance and in the morning we
found out that the gambler had been murdered. None of ouxr characters had any
reason to get imvolved, until we were summoned by the acting official of the
town, who told us that it would be necessary to detain everybvody in the inn
for questioning by the magistrate, who would be out of town for several weeks,
unless somebody confessed. So it was up to us to find the murderer, or be
stuck paying for room in the inn for much longer than we intended.

I can't say much about the mystery without giving it away, and Lee may
want to Tun it again (feel free to bug Iee to do so, it's a jim-dandy puzzle).
Tt took ue several hours to solve, and was a lot of fun to work through. I'd
say the scenario is probably publishable, if Iee wamts to write it up. {If you

do, Iee, I hope you will offer it to Tadashi for DW, as a sample of L/RS in
action.) Very well done. Thank you, Lee.

After the game, a bunch of us took off %o Arlington for dimmer at the
Shanghai, where we discovered we were celebrating Mark Swanson's birthday-to-
come. BHappy Birthdsy, Mark. Then we adjourned for a tour of Mark's new house
(Happy Few House, Mark) before returning for our last night at the hotel. All
in all, a highly satisfactory conclusion to a convention where my primary interest
proved to be more RPG fandom than SF fandom, even if it was the SF worldcon.
Thanks to all of you for a great time.
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OBNOXIOUS BEHAVIOR

There has been considerable discussion lately in A&E concerning the
advisability of allowing rude or insulting behavior in an APA, and the reason
the subject came up was several examples of it appeared in print. Most of
the conitributors quickly denounced that activity, but a small but persistent
minority have continued to suggest that it may be a good idea to be rude
sometimes, either to get someone'’s attention or to establish a reputation
(for controversy, I presume).

I feel very strongly that obnoxious behavior can kill an APA, and that
it therefore should be surpressed. My reasoning is that the essence of an
APA is a community of writers exchanging ideas freely. For this to work
over an extended period of time, the contributors must have a desire %o
continue to provide materizal and fo respond to the suggestions of others,
and this requires a continuing aitmosphere of friendship and respect for
others. Should that atmosphere become poisoned by personal feuding and
grandstanding by even a minority of contributors, the APA is likely to fall
gpart. Old-timé SF fans can cite numerous instances in which exactly that
ocecurred.

The latest example of obnoxious behavior occurred in AXE62, by Bill
Seligman. VWhat he did was the fine old rhebrical trick of setting up 2
straw man to attack. Specifically, what Bill did was to set up three
hypothetical situations in a hypothetical game, and then asserted what he
and I would do in reacting to them. The problem with this technique is it
allows the user to set up his opposition to be knocked down, with total
disregard to the true opinions of his victim. And the method is very
difficult to defend againgt, since by the time the victim responds to the
attack, the audience has already formed an impression of the victim's
position on the matter that is almost impossible to totally erase, even by
a full exposition of the true state of the matter.

This was a personal attack, regardless of its disguise as a gaming
discussion. Bill's reasons for wanting to start & personal feud are unclear
to me, but in any case they are irrelevanit~-this kind of thing cannot be
tolerated in an AP4, for it cuts to the vitality of the ingtitution. The
purpose of A&E, or TWH, or any of the other gaming 4PAs, is to promote
discussion on gaming topics. Attacks on gaming theories or systems are
perfectly allowable, since that is what the APA is for, the thorough analysis
of ideas. Personal ridicule, sccusations concerning personal habits (such
as the assertion a while back that ome contributor was on drugs), and the
like are not what keeps people coming back for more, either as a contributor
or as a subscriber. Attacks zd hominem have already established the bad
reputation of a prominent game designer--we need mo more of that here.
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RUNEQUEST CQMBAT REVISION

Both Bill Keyes and I have published suggested revisions to the RQ combakt
system designed to overcome a problem that exists with highly skilled opponents,.
particularly at the master level: Practically every hit is parried, and the
fight goes on until somebody scores a couple of critical hits, or the loser has
a1l his weapons broken. Bill's proposed solution to this problem (which essen-
tially boils down to speeding things up to a more playable rate at the expense
of a certain degree of realism) incorporates the proliferation of special hit
rules that appear in RQ2 (impalement, slash, and crush rules). I wonder whether
it might be possible to both solve the master defender problem and simplify the
combat system further at the same time. I suggest the following system:

Normal Hit Rule: The attacker must roll at or under attack skill with
that weapon in order to hit the opponent. Damege is normal, reduced by any
armor or magical protection worn by the opponent.

Exception: A normal attack is blocked by a normal paxrry by the oppoment.

Special Hit Rule: If the attacker rolls 20% or less of normal attack
gkill with that weapon, one of two results follow:

(1) If the defender failed to parry, the attack does double demage rolled.

(2) If the defender rolled a normal parry, the special attack penetrates
the normal parry, doing ncrmal damage.

(3) 4 special attack with a missile weapon or with ar impaling hand
weapon both penetrates a normal parry and does double damage rolled.

Excepbion: A special attack is blocked by a special parry (a roll of 20%
or less of normel parry skill with that weapon or shield).

Critical Hit Rule: If the attacker rolls 5% or leas of normal attack
skill with that weapon, the attack is not only treated as a special hit, but
the damage done is not reduced by any armor or magical protection worn by
the opponent. A special parry does not block a critical hit, bub it does
reduce damage from a nonimpaling hand weapon to regular damage.

Exception: A critical hit is blocked by a critical parry (a roll of 5%
or less of normal parry skill with that weapon or shield).

Fumble Rule: The fumble rules for hits and parries in RQ2 apply.

The essential idea behind the special hit rule is that as your attack skill
increases, so does your chance of overcoming your opponent's defenses, despite
the opponent's increasing skill from experience. Beginners will have a chance
to penetrate their opponents' attempts to parry blows, but as a practical matter
this is not going to be a very great factor in combat. Between masters, however,
even if the opponent has a 90% parry the high attack skill of the attacker means
that the attacker has a pretty decent chance of getting through a parry. This
strikes me as being both an improvement in playability and a rule that does not
offend my sense of realism too badly. It alsc embodies the principle that
offense is stronger than defense, but balances this by allowing equivalancies
at all three levels, so that a parry will work on each level of attack.

T intentionally eliminated the impalement, slash, and crush rules. I
dislike them both for the additicnal complexity they add and because I think
the profusion of additional-damage rules is unnecessary in any campaign in which
armor is kept down tc reasonable levels. I did put in a mild impalement rule,
giving impaling weapons double damege on a special hit always, but this does
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not make impaling weapons so much the weapon of choice that they were in the
original RQ rules. And because of this, there is no need to add "equalizer"
rules such as the slash and crush rules in RQ2. I adopted a double damage rule
instead of the full-damage-plus-normal-roll rule because it results in lower
demage, on the averasge. This is in keeping with my aversion to high-damage
rules in a CON=HP game. It also is more reasonable, in my opinion, with the
really high-demage weapons, such as the greatsword and halberd. One thing I
was trying to achieve was a set of rules that could be applied to everything,
without having special rules for different kinds of weapons, So I couldn't
distinguish light weapons from heavy ones that way.

The special hit rule for missile weapons is a mild inmovation. It mekes
them equivalent in damage to a special hit from an impaling weapon, which means
they always get the double damage benefit on a special hit, a normal parxry does
not reduce damage to normal. Missile weapons are always badly underrated in
FRP rules, in my opinion, since they really ought to be doing far more damage
than hand weapons. This rule gives them a slight edge over normal hand weapons.
Another approach would be 0 make missiles critical on & 10% instead of a 5%,
tut here I chose %o keep to uniform rules. You only have s¢ much room on your
character sheet for keeping track of various percentages.*

The critical hit rule is pretiy much ag it is in RQ2. The two major
changes were to allow a critical hit +o penetrate magical as well as physical
armor, and to key it to the special hit rule as a special case instead of
& completely separate rule. The original idea for critical hits was that you
manage {0 put your weapon where the armor wasn't, sinee in RQ thé armor isn't
a complete set of late medieval plate, but rather has gaps in it where 2 good
shot could do damage with no reduction from the armor. There is no such
rationale for penetrating magical protection, such as a Protection L spell.
Just take my word for the effectiveness of the criticsl hit, OK? The rule is
intended to allow anybody to have a faint chance of penetrating even the most
completely protected opponents, and it seems to me that for this policy to be
effective, critical hits must penetrate magic, too. The coordination of this
critical hit rule with the special hit rule is to do away with the transition
problem in the original rule, where somebody with Armor I got (say) six points
of damsge not reduced by his flimsy armor while his unsrmored friend took 12
points because of the no armor, double damage rule. This revigion puts the
double damage normally at the special hit area, with it carrying over %o all
critical hits, plus taking away armor protection, This treats the defenders
in differing types of armor, or no armor but magic, more equitably.

If you feel that a double damage rule doesn't do sufficient damage, then
if the current rule for impalement were applied to all special hits {full
possible demage for the weapon plus a regular damage roll for the weapon plus
any personal damage bonus) I recommend that for weapoms that do multiple dice
of damage a special limit of one full die of damage of the size used for that
weapon, plus a regular demage roll. This is to eliminste the idea of a
halberd doing 18 + 3D6 points of damage, by changing it 0 1D6= 6 + 3D6, instead.

- *Another appreach for missile weapons (arrows, bolts, pellets) would be %o
give them a special 20%/5% rule: On a roll within 20% of attack skiil you get
& critical hit, and on a roll within 5% you get 3x damage instead of 2x. This
simuiates their superior ability to penetrate armor without going to = massive
ordinary damage rule. :
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BOSKONE REPORT

BOSKONE is the regional science fiction comvention put on in Boston, MA,
by the New England Science Fiction Association every Washington's Birthday
weekend. Tt is distinguished by interesting guests of honor, an excellent
art show, exciting weather (sometimes), and in general is one of the better
cons, for which reason it is alsc one of the larger ones. It also atiracts
a lot of people associated with the FRP APAs; and is therefore a gathering of
the clan, even though it is not a gaming convention as such. Recommended.

We got a one-bedroom suite this year, one bedroom plus one parior for
parties and gaming and occasionally sleeping. This proved fortunate, for the
original group of four grew to séven by con time. UWe" consisted of me,

Kent Bloom, Regina Cohen, Phil Davis, Greg Maples, Nicolai Shapero, and

Dearma Sue White. The Sheraton-Boston did its traditional paper-shuffling

on our reservation with greater than usual creativity, but we ended up with

a2 reasonable approximation of what we were supposed to have. It may be that
the regular staff did their best to prevent such a large accumulation of crazies
from being put together, but got overruled by the weekend staff when we arrived.

The whole trip was characterized by a higher level of the sillies than is
normally noticed, even in this group. It quickly became apparent that we had
to keep Phil and Deanna apart, for example, because Deanna kept having attacks
of the giggles ... it was that kind of weekend. On the ‘other hand, I have that
problem with Phil, too. Dangerous man. One time, at the APA party, Deanna was
laughing so hard that I had to take her glass out of her hand (just in time,
she then sat down on the floor and dissolved into giggles). 4 good time was
had by all. I think.

The APA suite was larger than usval this year, as Mark Swanson and Co.
had rented the end of a hall, getting several rooms {including two pariors)
to hold a small army for sleeping and having a lerge party suite in the bargain.
@hat actually makes good economic sense, since in our suite we ended up paying apiece
for three nights what a single room would have cost for ome. Of course, you
have to put up with having a lot of people in your room, but it's OK as long
as you are all equally crazy.) I never really got a good feeling for how many
people were there, but I expect you'll hear from those who write for the APAs
reporting in. Having the two rooms spread the crowd out so that we weren't
as jammed in as usual, which was a good thing. By the end of the evening,
part of the crowd was in one room talking and the other half was in the other
room with the door closed, filking (singing fannish folksong versions called
filksongs, for those who are unfamiliar with the word).

Jihad Fandom took & great leap forward at the APA party (it will probably
disappear quietly into the desert by next year, but that's a differvent matier).
It all started during a game about a month ago which burned itself into my
memory because the nonparticipants were laughing straight for sbout two hours,
including myself. During the conversation on the trip up, I told the stoxy
to Kent, and was still thinking of it and so told it again to a group at the
APE party, which was the same day. After that, it sort of spread ....
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The game took place in Phil Davis's campaign, although it wasn't really
connected with the Arachnidae business (at least, not exactly). Greg Maples
told Phil he wanted to start a2 character building a power base somewhere, and
one place was out in the desert among the bedouins (in the great salt desert
created during the Short War by a wall of ocean that came up from the south
when that part of the continent sunk under the sea). This happened to be only
a few days' yvide out of Arachnidae, and thus was of interest to that group, who
on their own did some diplomatic pushing to get the affected tribes to move
south, but that's a minor part of the stoxy.

The problem with being Mohammed in the desert is that it requires more
dedication and isolation than is really consistent with gaming--that was the
nub of the problem. In order tc game the character, the character had to go
off to other parts, since outsiders didn't survive penetrating the iribe and
nobody else wanted tc play bedouins, being invelved in other things already.
So Iow'iali tended to go off on side trips, theoretically gathering information
for converting other peoples.

Low'iall came in from offworld as something of a bumpkin, but decided to
climb a mountain and take vigil there. The god who came to investigate was
Indra, the Hindu god of war, and Iow'ia#l thereupon became a fanatic of Indra.
In turn, Indra gave him a gift, an elephant (a beast unknown on this world).
Iow'iall went to Landmark, an inm and market with reliable and less reliable
merchants, and went unerringly to Flako the Magician, source of ‘the weird and
wonderful (and frequently just plain weird). The shoes of speed came with an
additional quality, leaping. So when the people of Arachnidae saw Low'iall for
the first time, he was seated on a large weird beast that lept large distances
in a single bound, yelling "INDRA!!!!" and disappearing east through the pass
toward the desert.

Time passed. Every now and then, stories would come back in caravans
of strange behavior among the bedouins, with riders yelling “INDRA!!IlYM,
praying five times a day, and other peculiar activity. The closest waterhole
was held by a tribe that had converted to Indra, and there the Prophet lived.
There were also tales of a wilder tribe a bit farther off that had also been
converted. Hmm. Ritheel arranged for some intelligence gathering in the
desert. So did Baltair., They compared notes occasionally, and decided that
it didn't seem to be a threat, especially after ILow'iall had come by ito talk
and express his intentions of leaving Arachnidae alone, dealing only with
the desert tribes. (4ctually, had Low'iafl been a NPC we probably would have
wiped him out, since he might prove a thomm in our side eventually.)

Phil determined that the wild tribe had not been kept sufficiently umder
the thumb of the Prophet. While Low'iall was away, the wilders took it upon
themselves to convert other tribes by the sword, and to attack caravans for
the same purpose. This quickly brought retaliation, as the High King of the
bedouins and the nation whose caravans had been killed both hired assassins.
Many assassins.

The first that Greg kmew about this was after a perfectly calm expedition
on still another part of the continent. We had wrapped things up and were getting :
ready to leave when Phil turned to Greg and asked him to roll a D20. He rolled .. . ...
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within the percentage Phil had set himself for the first assassin locating the
Prophet, and Phil to0ld him he sav & bedouin rising from the sand, yelling "Diet"
and shooting him with a crossbow. Iow'ia#f limped home to the tribe. A few
deys later the same thing happened (FPhil had Greg roll a D20 each day for an
encounter with an assessin). This time, the bolt was poisoned. Iow'ia#l saved
against the poison, once again killed the agsassin, and got back to the tribe.
The third time, Iow'ia#l didn't save against the poison, and was carried back

to the tribe by the elephant,unconscious.

Low'ialf decided that it was time to g0 to a gafer place until he could
discover what was going on, and left for Iandmark. There he bought the use of
some information-gathering personages (spys) and waited for results. While
he was waiting, room service knocked at his door, and he let them in. Boom.
Called the desk and reported '"Help, I've been shot!" This occurred in one of
the highest-security places on the continent, and the response was the owmer
hingelf, who offered Iow'iall free lodging and protection while he stsyed in
the irm. There was another atitempt inside the imn anyway. Rod the Cudgel,
owner of Landmark, was Not Pleased.

Iow'iall eventually found out about the two slaughtered tribes and the two
attacked caravans, and summoned the wild tribe to report to him at Landmark,
They arrived with the assigtant chief leading them, the chief having been
killed on route in a sandstorm. TLow'iaff questioned the new chief and confirmed
what the wilders hed been dcing. So he had the chief memorize a message to
the High King of the bedouins which, reading between the lines, amounted to
"here they are, take care of them yourself'. The new chief cried "It shall
be done! INDRA!II!I" Then he took his bow from his back. He announced "I
shall never use a bow again wntil this mission is accomplished, " and broke
the bow over his knee. KA-BOOOOOOM. That was a 26-charge final strike from
a well-disguised assassin, who had replaced the assistant chief after killing
both him and the chief during the sandstorm. When TIow'ialt made his save and
survived that attack, the rest of the tribe was very impressed.

By then, Iow'iali knew that the assassins wewe from the 0ld Man of the
Mountain, one of the two assassins guilds known. The other guild had been
bought off to remain neutral for 10 million gold. It looked like Iow'iatl
was going to get killed sooner or later, leaving the tribe of wild crazies on
the loose. So Iow'iafi decided +o go down fighting, leading the tribe on 2
doomed jihad against the 014 Men of the Mountain. The tribe went wild with
Joy. Rod the Cudgel looked at Low'ia#l with grudginsrespect and did him a

favor for putting an end to the assassins getling into the inn despite his

very good security (bad for business), and did@ Something that produced a total
duplicate Low'ia#l, down to the Rainbow Bow that appears in his hand at will,
another gift of Indra. Interesting--we don't know how he did that, but his
talents include being a 130 mage. Anyway, this put a new face on the situation,
with the jibhad being to kill off the crazy fanatics to make the desert safe

for conversion of more sensible tribes to the Way of Indra, with the Prophet
geing underground for a while to let the assassins decide they had accomplished
their mission of killing Low'iat.

Off they went across the desert, with Greg doing three D20 rolis at a time
to speed up finding out when assassins or other encounters would happen. I
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can't reproduce the way this was done satisfactorily, it would require videotape.
What Phil was doing was every day no encounter happened, he would move his hand
horizontally to depict riding, with a leap and a "JTHAAAD!I!™ in the middle, so
a group might go like this: "Gallop, gallop, JTHAD!, gallop, gallop, JIEADI,
gallop, gallop, make a saving throw, please ,...%

Phil was becoming inspired as all this developed. He had originally pre-
plenned only a handful of assassins, figuring that Iow'iall was going to bite
the bolt early and that would be that. But after the Prophet survived the early
attacks one way or another, plus the fact that Tom Pilmore and I were laughing
hysterically at Greg's expressions and Phil's, things kind of grew in the telling.
Low'iall was finally killed for real in the middle of +he desert, but FPhil tuwrmed
to Greg and informed him that his L12 cleric follower had taken a dagger and
cut his belly open after the sttempted raise dead failed, and Low'iasl was alive
again, Indwa had approved of the sacrifice (Indra's comment was "Ahsh, rerunsi®).
This happened again & few days later. This time only a lower level cleric was
available, sc it took the cleric plus a warrior sacrificed to get ILow'iall back.
4%t the edge of the mountains it heppened again, requiring this time the last
cleric and three volunteers to work. Greg's wind was slightly boggled by this
time (so was mine!). Back on the horses--JTIHADI!!

The surviving fanatice and ILow'ia#t made it up to the 0ld Men of the Mouniain,
would you believe that? The 014 Man captured low'ial, rearranged his brains
slightly, and sent him afier the High Xing of the Bedouinas. JIHAAAADI?!Ii]

Only about & dozen of them made it halfway back across the desert to the camp

of the High King, who killed them all, but raised Low'iafl to guestion him.

The King then put Iow'iaft into a crystal cube and sank him L0O' below the sands.
low'iatl tried %o dig his way out, being entirely gonzo by this time, and rolled
"00" on D100, proving again the maxim "The dice know". Phil ruled that Low'iall
found himself on another plane in front of Imdra himself, whc locked at him with
approval for his conduct of the Jihad, and sent him off on a mission on that
plane to a palace or temple full of monkeys, to cut off the limbs of all the
monkeys. That should keep him off the streets for about 20C years.

The story was well received by the audience, receiving several "JIHADs"
end an "INDRA" from the fans. But that wasn't the end of it. Periodically
you would hear an occasional giggle and a "JIHADY off someplace. This
carried over into the following days, when you would never know when you
would run into somebody in the halls who would greet you with a “JTHADY,
Saturday night, we were runming two gemes in our suite, ome in the parlcr
and one in the bedroom. The parlor group reached a break in the geme, filed
into the bedroom, yelled "JTIHAAD!!!"™ in chorus, and charged back out of the
TOOR .... And I understand that somebody saw several youngsters on Sunday
running through the halls yelling “JIHADY, What have I done? Don't kill the
messenger, It's Not My Fault!

The story had its original intended effect of destroying Greg's and Phil'sg
credibility, so after that they fit into the party snd seemed to have a good
time'meeting other Strange People. Mark Swanson at one point asked me the
question that had been burning in his mind (and doubtless other peoples'),
whether the PCs or the fortress was in control at Arachnidae. I laughed and
told him it wasn't nearly that simple. Actually, the fortress iiself is in
control of some things it lets us use because it considers us citizens and
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officers, but none of us have the highest levels of clearances reguired for use
of some of the deepest secrets, and probably never will be-~it takes an imperial
officer to issue that clearance. We even know where some of the neat stuff is,
only we can't get at it safely (you want to wrestle two death golems and a dozen
Mk6 military robots?) In addition to these complications, we have Marcellus,
Emperor of Notor, to worry about, since he's the biggest military presence in
this part of the continent, and we have a pile of his ex-citizens as settlers
here. Then there’s Merek the Merchant Prince, who also happens to be the highest
level mage we know about (he paid off a party of adventurers for a small favor
they had done him by writing each of them a scroll of L7 Dispel Magic). Control?
What's control??? Fhil told me before the con that he planned to ftake Glemn
Blacow aside and explain the whole setup to him, so that Glenn would spend the
rest of the con smirking at me ....

Saturday, we ate at the coffee shop and wandered out to Brembano's, which
was having a paperback book sale, and the Paperback Booksmith store down the
street (which I always visit when I go %o BOSKONE, because it stocks a lot of
imported bocks I can't find in D.C.), and then back to the convention. We didn't
find much in the dealers' room, largely because BOSKONE is badly timed for mnew
books, falling in the slack period between publishers! shipments. It's still
a good place to look for used books and Jewelry, sculpture, and@ odd items your
store doesn't carry. I also picked up my missing subscription copy of the
first (and possibly last) issue of the large-format (8%x11) GALAXY magazine.
The publisher assured me that subscribersf copies were being mailed out slowly
as they got the money to do it with, the initial mailing having stopped half
way through when they ran out of operating funds. He algo said they do plan
future issues of GALAXY and GALILEQ later in the year. One may hope, but I
have my doubts. It was nice to run into them, however, as that issue never
reached the newsstands in my area.

When we got back to the room, we found that John Syms had a group getiing
organized for their game in the parlcr, so we wandered out again o see the
art show. It was, as usual, of better than average quality for an SF con, and
had many paintings and a few pieces of gculpture on exhibit {and for sale).
I made my saving throw, and didn't bid on a $300 painting that I liked a lot.
Sigh. After spending a couple of hours in there, we went back to the room to
walt for people to assemble for dinner. The parlor group had left when we got
in, but we still had a large party (around a dozen) when we got going down the
street to the Armenian restaurant. But when we got there without a reservation,
they turned us away, so we went up the street to the Vietnamese restaurant which
welcomed us, explained that they had no seating, and would we wait a few minutes?
They proceeded to roll up what T had thought was a decoration on the wall and
set up a table in their other dining room, which was not then in use. Nice peopie.
Dinner was excellent, company was excellent, and for some of them proved deduct-
ible as a business expense, We had with us a representitive of the company that
publishes COSMIC ENCOUNTER who asked whether we knew of any games that wers
locking for a home, so Iee Gold toid him about REVENGE, & strange combination
of MONOPOLY, DIPLOMACY, RISK, and a certain amount of craziness. Maybe it
will finally get published--it's been kicking around in cheap mimeo copies
that give the rules plus instructions on how to build your own set for several
years. I think that, given the right publicity, it should be very popular
on college campuses.
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I forgot to mention that the APA party was in celebration of TWE's 60th
issue, and thus of the survival of the magazine for five years. It was also
an occasion for gathering with editors to collect the latest isswe and/or to
deliver your contribution for the coming issue., A1l four of the U.8. FRP APis
were represented, with Iee Gold for ALARUMS & EXCURSIONS, Robert Sacks for
PANDEMONTUY (APA-DUD), Micolai Shapero for THE LORDS OF CHAOS, and Mark Swanson
for THE WILD HUNT and as host of the party. This was the traditional Friday
night gathering that Mark has hosted for years. May he last for many years more.

We came back from dinner Saturdasy night and went wp to the room for a game
with Dan Pierson running Terrizon for the first time in a long while, since it's
a D&D dungeon and he has switched to BQ. We discovered that John Syms‘s group
was resuming their afiernoon game in the parlor, so we went into the bedroom %o
get organized. The trip was a long one that never got very far, but it was of
interest for all that, at least for people who like fights. We got only into
one of the defensive rooms on Terrizon's fearsome Second Ilevel, which is designed
to eat high level parties. Ours had a LIS dwexrf cleric (Greg Maples's McOdin
Thor-touched) and a L13 fighter (Phil Davis's Philip Dexter), both of which were
heavily equipped; but the rest of the group averaged around I8. As a result,
the group proved unable to punch through the {ahem) chutney in the reception
room to get into the central area where the really tough monsters resided.

Part of our problem was the lack of a group leader, I think. Nobody thought
to organize that, and so when we were hit by an ambush we didn't have centralized
command, but ended up fighting disorganized melees in the room and the side
corridors, I think that came from lacking dedicated wargamers in the group,
but Phil is a wargamer or was at ome time (so was I, fof that matter). So it goes.
What happened was that the room was a 50'x507x20* hall with nothing of note inside.
Careful searching revealed a ledge running around the $op of the room's walls, on
which stood six miniature figures 1" tall, per wall. They were magical, of course,
but we decided to leave them alone. Further search found two Secret doors at the
same time they found us--opening from outside to admit I8 fighters with crossbows
shooting quarrels of gient punch and throwing javelins of draining (BB permanent
CON loss, no save--AAARRRRGGGGGHHHHE) plus lots of point damege. Not Nice People.
At the same time, the mannikins jumped off the ledge to the floor, but we were
too busy 1o pay much attention to them, even though they ran to attack the next
round, being then 2% tall,

Fortunately, half our party could fly, and thus avoided the mamnikins while
engaging the fighters who ambushed us. The mannikins did prove remarkably resist-
ant to magical attack, however. They also kept doubling in size every round, and
eventually it sunk into us that they were the major opposition. They stopped
growing at 64" height, having then storm giant strength and losing their magic
resistance (fortunately!)} We had finally finished off the guards and most of
the manniking when the obvious door opposite the door we came in from opened o
reveal the Spectre Lord (L10), who ordered us to leave forthwith,

This presented several problems. First, we hadn't gathered up our dead yet.
Second, we hadn't looted the enemy dead to replace the extensive gear we had used
up in the fight, ourselves. Third, we had a dwarf clevie who charged the Spectre
Lord, a fighter who had a thing about undead (Phil's), and my own character, who
had a holy sword purposed against umdead (who fortwmately had her hands full of
recovered dead party members and thus never got & chance to charge the Specire).
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Why is it that I always end up in a party that has at least one member who has
to attack the gross monster that anybody with common sense would cut his logses
and run away from? Humph., So we fought. Iuckily, the dwaxrf cleric had =
device that allowed him to augment the Dispel Evil spell he cast, which broke
the morale of the Spectre Iord. Not dispelled, mind you, only fled--had we
pursued him he wonld undoubtedly have recovered and eaten us. Along with his
friends, for there was undoubtedly a full reception committee inside, since
this room was only designed to soften up a high level party, not stop one.

We proceeded to collect what we could and withdrew,

It was fun~~thank you,Dan, for agreeing to run what you haven't been
interested in for over 2 year. I kind of wish we had brought a low-level
party and wandered around the first level so Pnil could have gotten more of
the flavor of Terrizon, but you never know how things are going to work ous.
This trip is only one of several .I have been in at conventions where the GM
hag set up something really powerful and ended up running it against a group
that is much less powerful than the geenario was designed for, which suggesis
that people preparing tc run something at a convention might consider either
flexkeying the scenaric to vary it to match the party,; or bring several
scenarios at different power levels.

That is what Glenn Blacow normally does, and Phil Davis did in preparing
in case there was a call to run for a group. I think Glemm did run at BOSKCHNE,
but we were tied up and couldn't make it this year, despite his offer. You
can't do everything (aw, why not?)~-catch you next year, Glenn, Phil was too
busy running in games to run for anyone elge. Incidentally, T didn't keep a
trip sheet for the game, so I can't list who played in either of the games I

- was in at BOSKONE, or their characters. I'm not gging to try to do that by

memoxry, it was too embarrassing doing that for the NOREASCON report and leaving
people out by mistake.

Den might be pleased to know that Phil was so fascinated with the mannikins
he plans to add them, and variations of them, %o his campaign. After all, he
already has a major NPC who has a golem factory, so why not expand with a new
line? Just what our characters are going to think of this is another matter.

The game broke up about the same time as the parlor group's, a couple of
hours before dawn. Most of us decided to skip breakfast because we had arranged
for the traditiomal pigout at the Tegal Sea Food restaurant six blocks from the
hotel, and knew there was no need for snacks ahead of time. At Iee Gold's wise
advice, we headed for the restauvrant at 2 PM, well ahead of the Sunday crowd,
and were rewarded by being able to be seated as a group instead of in small
tables of L~-6; there were 15 of us (which, again, I will make no attempt %o list).
Service was excellent (which is unusual), food was excellent (which is expected),
and a good time was had by everybody but the fish., We left around L,:30 after a
leisurely, relaxed feast. On the walk back, I discovered that there is another
Paperback Booksmith store, near legal, which I will have to include in my rounds
next year, probably hitting the B. Dalion's and Waldenbooks in the same block
for thoroughness. I am, admitedly, addicted to books.

The mob broke up back at the hotel, going their separate ways, and a group
of us headed back to our room for a demonstration game rTom by Nicolai Shapero
of BY THE LIGHT OF OTHER SUNS (BY10S), otherwise known as RUNES IN SPACE from




THE GOLDEN DRAGON 29 Page & Feb., 19, 1981 John T. Sapienza, Jr.

its origins in a RQ group that wanted a SF RPG and took the RQ rules as their
Jumping-off point. Nicolai handed me a copy of the rules at the con to read
for comment, all 300+ pp of them, but for the demo he handed ocut pre~rolled
characters and gave us a verbal deseripition of cach of the races we had and 2
brief rundown on the rules as we needed them. We actually didn't get into

any sitvation where we needed to know the rules, as it turmed out, that couldn‘t
be handled by. simply asking the GM what our alternatives were in a given sit-
vation.

We ended vp as the l2-member crew of an armored scouitship on an exploratory
misgion intc umknowm space. The crew is divided intc ship crew and ground crew
so that you could have somebody to play in ship actions in the specialties neces-
sary then, and then on the ground for expl or:.ng once you get somewhere, leaving
the ship crew with the ship. (4 ship eaptain who pulled a ¥"Capt. Kirk" and went
down with the exploratory crew would be court-martialed for incompetence.) We
had far more encounters on the trip than would normally happen, so that we could
get exposed to the flavor of the geme faster, which also made the demo game more
exciting than is usual, I guess. On the other hand, it is also true that what
we were exposed to was a particular GM's operation and imagination more than %o
the operation of the game rules, which made the trip 28 a demonstration of a
game somewhat imprecise in terms of a critique of the geme itself. Such is life.

On this trip we had Deanna Sue White along, playing her regular campaign
characters. I wish I could be around to see what the effect of this trip is
likely to have on Nicolai's campaign, because we ran into some Interesting Stuff.
The first encounter showed a ship coming toward us in FPL (as we were) at about
our rate of speed and about our mass. Hmm--real or some mirror effect? And, if
real, do we (1) shoot, (2) run away, (3) t2lk? The point tc the scenaric is to
let the players make their own mistakes .... We elected to talk, and after some
difficulty establishing commmication, in which my cheracter succeeded with one
of his gkills in matching systems with the other ship, we found that we were
faced with another exploratory vessel similar to ours headed in the direction
of our sector of space trying to find other parts of the broken up Hegemony of
which our world is a member of a different group. Whee. So we arranged a
neutral meeting place and time for representitives of the respective governments
to meet, and proceeded on.

The next encounter was with something about our mass, four of them, moving
much faster than any engine we know of could drive them--we were crusing at about
30 and they were doing about 250! We changed course slightly so that they would
cross our course ahead of ve, instead of meeting us., Then Deanna's Tilas char-
acter (unique to Nicolai's campaign, as the Tilas are not a race in the BYLOS
rules) used her extended-range telepathy to attempt to listen in on the strange
ships, and they proceeded to change course in our direction. Her report was
that all she could pick up was "amusement®, I think (it may have been "joy").
They ended up travelling alongside of us while we talked, silvery elipsoid shapes
the size of our ship (15,000 kg)--space dolphins, which had been seen before but
nevey contacted. As we "balked" via the Tilas, the engineering officer (Phil's
charecter) reported that we were travelling at 60 at substantially less power
than we normally use while crusing--the dolphins were carrying us along with
them, fortunately in the direction we wanted to go. The Tilas decided to ask
whether she could meet them again, a year later at a place of their choice.

 Place? What's that? The dolphins's perception of FTL svace was verv different .. ...
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from our's, it seems. They said they would meet with the Tilas (it still isn't
clear whether they comprehend that the Tilas was inside our ship instead of
being our ship), and "dived" into the fulure away from us. So Deanna gets to
play a scenarioc a game year from now of trying to find the dolphins again in
that area.

We went on, and our next contact was a big one, literally as well as fig-
uratively. We picked up the "bow wave" of something large zhead of us, and
decided to evade by flying at a 90-degree angle to our regular course while
measuring the nature of the wave to analyze the mumber and size of ships that
made it. Initial measurements showed over a hundred ships, including three or
more of asteroid size! Iet me out of here!!! Purther checking revealed seven
Home Ships, a number of battleships, crusers, destroyers, scout ships, and
miscellaneous vehicles in convoy at the speed of one light-~recognized as one
of the major race’s fleets and home, having no worid of their own due to the
lest war. We had & runin with one of their picket ships {we nearly ran into
the silly thing), which sguawked and produced three destroyers hunting us,
but we evaded them amd went on, hoping to survive to give a report, but sending
a message itorpedo homeward as insurance.

We finally arrived at the system we were to explore, and systematically
took measurements of the sun and each of the plamets until we headed for #6.
There we encountersd a ship of our cwn part of the Hegemony that was damaged
and lacking star maps needed to get home. We copied our maps for them, provided
medical treatment, and had some encoumters with the other crew, and then moved
on for the planet. This proved a real weirdc, oxy/nitro atmosphere at a temp~-
erature that produced oxygen rain at night. On the planet's surface, we de-
tected a2 crashed ship that sfill gave out faint POW readings. Bmm. But no
life readings. Hm. We landed, and were faced with a deathirap we hadn't
anticipated, which fortunately the first character out (Deanna's, instead of
our demo characters!) did not get caught in--the surface was icy, and had a
character slid and fallen on it, the heat of the body would have produced a
chemical explosion that would have killed anyone by ripping the spacesuit
apart.

Careful expleration of the crashed ship revealed two nuclear elecirical
generators for its equipment and life support, but no engines. The front half
of the ship consisted of one large rcom with ten seats and panels. One char-
acter volunteered to sit at one of the desks, and had his mind expanded so that
he reported being able to perceive POW sources across the sector before he died,
of overload. This was a ship of the ancient civilization that had destroyed
worlds and suns in their final, cataclysmic psionic war .... &11 research into
that subject is now under government control in the Hegemony. We brought the
ship up from the surface by using our drive asg a itractor beam, stored it along
with the shuttle, and went home to let scholars play with it. We never did
figure out what happened to its crew.

It was a very enjoyahle game--thanks to Nicolai for running for us. By
next BOSKONE the rest of you may be able to buy the game, as there is a good
chance Chaosium will publish it. We finished at around 2 AM, too tired to
staxrt another game, and wrepped things up for the night, kmowing we would
breakfast and go cur separate ways in the morning. I had a marvelous time all
weekend, thanks to all of you who were there. Iei's do it again next year?



