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FOREWORD

I've been looking forward to this day. Somewhere, an SF or
roleplaying fan is holding this book in his or her hands . . .
and that means that the ALTERNITY game is Out There, no
longer a stack of paper and notes on my desk but a living
and breathing game. That's a good feeling, amigol!

The ALTERNITY concept took form in early 1995, Three
people—Lester Smith, Dori Hein, and Bill Slavicsek—were
the driving force behind the ALTERNITY proposal. They drew
up the [ramework under which the ALTERNITY game became
possible. They thought it ought to be done. You wouldn't be
reading these words without them.

My association with the ALTERNITY game began in No-
vember 1995, when I was brought onto the team. At the
time, Bill had the concept and the sketch of a system; my
job was to help him build a three-dimensional game from
these beginnings. So we met for hours each day through
the winter of 1996, hammering oul The Rules. Those in-
tense skull sessions were the crucible of the game. We've
changed plenty of things since, but for the most part, the
game's the same one that Bill and I worked out piece by
piece in the TSR Games Library, filling notepads with
dozens of pages of scribbled thoughts and mechanics.

More than any other project that ['ve worked on at TSR,
this game changed the way I look at things. It revitalized
my love of science fiction and spurred me to start tracking
down the classic or groundbreaking books I'd never gotten
around to reading. [ make a point of checking out the used-

book stores now, looking for out-of-print titles that might
be on my reading list. I've also found that my interest in
the science behind science fiction has grown tenfold. It's
an astonishing universe out there. Who cares what's on TV
when you can step outside on a starry night and see all the
way to the end of time? Long after I finish this project, I'm
going to take that sense of wonder with me. [ hope it's the
same for you.

Rich Baker
February 2, 1998

We're done! It started years ago as a memo suggesting a
way to expand TSR's roleplaying audience and it became
the single largest undertaking of my career.

I'm going to have to catch my breath and thank loads of
people who helped make the ALTERNITY game come togeth-
er: Rich Baker, Lester Smith, Dori Hein, Kim Mohan, David
Eckelberry, Jim Butler, Keith Strohm, Randy Post, Dee Bar-
netl, Angie Lokotz, Paul Hanchette, Dawn Murin, Dana
Knutson, Dennis Kauth, Rob Lazzaretti, Bruce Heard, Monte
Cook, and Sean Reynolds. Whew! And I probably forgot
somebody! Anyway, we're done! And you know some-
thing? The work is just beginning. . . .

Bill Slavicsek
February 2, 1998

CrREDITS

Design: Richard Baker and Bill Slavicsek

Development: David Eckelberry
Editing: David Eckelberry, Kim Mohan, and Keith Strohm
Creative Direclion: Bill Slavicsek
Typesetting: Angelika Lokotz
Cover Art: rk post
Interior Art: Charles Bernard, D. Alexander Gregory, Hannibal King, Terese Nielsen, rk post,
Alan Rabinowitz, Andrew Robinson, David Seeley, Matthew Wilson
Graphic Design: Dee Barnett and Matt Adelsperger
Graphics Coordination: Paul Hanchette
Cartography and 3-D Art: Dennis Kauth and Rob Lazzaretti
Advice: Jim Butler. Monte Cook, Bruce Heard, Sean Reynolds
Special Thanks: Jim Fallone. Dori Hein, Lester Smith, James M. Ward, David Wise

ALTERNITY, ADVANCED DUNGEONKS & DRacons, AD&D, and the TSR logo ars reglistered trademarks owned by TS, Inc.
All TSR characters, character namaes, and the distinctive likenesses thereof are trademarks owned by TSR, Inc. Distributed to the book trade in the United
States by Random House, Inc. and in Canada by Random House of Canada, Ltd. Distribuled to the hobby, toy, and comic trade in the United States and
Canada by regional distributors. Distributed worldwide by Wizards of the Coast, Inc. and regional distributors.

This material is protected under lhs mpyughl laws ol the United States of America, Any reproduction or unautherized use of the material or artwork

i herein is

d without the express written permission of TSR, Inc

1938 TSR, Ine. All rights reserved. Made in the U.S.A.
TSR, Inc. is a subsidiory of Wizauds of the Coast, Inc
Visit our website at www.lsr.com

First Printing May 1998



CONTENTS

INTRODUCTION «vceovv i wmmimsinin s snnmtin sn s s e ainsss s 4
What Is the ALTERNITY game? .......covvevrnnanearens 5
What Is Roleplaying? ................... SRR 5
HowtoUse ThisBook ........cooviuiuiininnnnn..d 6

CHAPTER 1: FAST-PLAYRULES ............c.ccvuinnans 8
So You Want to Be the Gamemaster? ................ 9
Key Concepts ...... SR T R b AEREATNL Wi SR 9
Presentingan Adventure .. ..............cooiiiiaa 10
S T 11
Using the Game Mechanic ............coviviinan, 11
Canldron Station s s o ay v S P ITan R s 13

CHAPTER 2: HERO CREATION ......ccvncrenensaranns 18
TR Tl o O PP 18
Ability Score Generation ..........ocviiiiiiiines 22
Designing New Species ............ooiiiiiiiiinne 24
Professionsand Careers ............ocvvevvnneoen.s 28
Skill Selection . ......ouvviiuienins T —. 29
Parke S PIows 5. i vvminamniin st s il viiie s i 30
Roleplaying Attributes ...........cociiiiaiiiaainnn 30
FOTUEPIIOEIE o o vvocvieis s s i im0 b e 0 30
Advanced Herces .............. GG e R e 3l

CHAPTER 3: GAMEMASTERS IN ACTION ............. 32
ROling Dice: ;55 sl wans s voms s o v 33
TIBT, v12n o s mmmns e 37
TG ETOIED s 5o B S S b e e 39
MGvemEnt i LT e S 40
Combat ......oviiiiiiii i 41
RMRMEVEIERER - 5 o 38 0 501 4 1 a8 51
Hozords:: o.coiviiviiniiiaain SRR T 57
EVITOMIGIIIS . v.s-vor rrimeiam 2w 515 51505 b A A0 4 A b 8 61
The GRAPH System ..........covvvnnvreravannnanas 62

CHAPTER & SRILLS ©ovovicvnmomionassmmmpasmonsmvinsses 66

Skill Mechanics ..........ccviiiinvssnnns ) 67
Strength Feats & Skills ........covviiiiiiiininen.ss 69
Dexterity Feats & Skills ............. ...t 71
Constitution Feats & Skills .......cciviiiiinianisss 73
Intelligence Feats & Skills ..............oooiiil 74
Will Feats & Skills .........oviiiiiiiiiiaiiainnss 78
Personality Feats & Skills ..........oovvinninand 80
CHAPTER 5: PERKS & FLAWS ......cvvvvvvrinananannd 82
Selecting Perks & Flaws .............. Sd R 83
Perks & FlawsinPlay .........oovviniinininnnnn.. 83
OB s ot oo ] o S P e N e W b 84
T R e R o L R P R E G S S 86
CHAPTER 6: SUPPORTING CAST ..........c0van w08
Creating Supporting Characters ................... 89
Types of Supporting Characters ..................0 90
Supporting Character Templates .................. 96
CHAPTER 7: ATTRIBUTES ... v vonvvninieniivniianan 100
B O HVE I ON, et Cr e e S e R s 101
Moral Attitude .. .....ovveiniiniiiiiiiaas ce...101
BHRaRBY TYARE oo oo ovmvas essmmsme oo s e s 101
Heroes with History . ..... oo, 102
Setting CharactersintheStory ................... 102
Contacts & Allegicmees ... ..ovviiaisrevsrsossses 104
Social Status .......... TSR R AR 106
Income & Finances ...........ovvvuviievianeennes 108

CHAPTER 8: ACHIEVEMENTS ........cciiiiinnnnans 110
Achievement Points ........covvveivirinnnronnnnns 111
Awards & Penalties ........oooviiviiiiairinnienas 111
Advanced Heroes ......ovvvinevniniiniieninnsnnns 113
REUTBIONE . v.ov o000 pimre snmmnmib ok 450805000 oo s 6lbas 113

CHAPTER 9: RUNNING THEGAME ........coo0uuennn 114
The Art of Being a Gamemaster . .................. 115
Action ws: Style .. s v ey s s s e i 117
Soane SUCHUTS o o i s o L T R R 120
54,1 P T T S ———) ) 120
AL OTE o5 stiresa s o 0 ST LR S-S 124

CHAPTER I0: VEHICLES ......civvvmenenvarernananss 126
Vehicular Accessories .........ocoveievveneniians 127
Vehicular Weapons .......c.coevuuiaeineaseaancnns 130
Ve hieTar BEIOK ;v w:siveisnsimn s sim annsmn s e onsgs st 132
Vehicle CombBat . xviiismen s it messmn 132

CHAPTER 11: SPACESHIPS .......ccvvvuvnnnsnsannns 138
Ship Construction .............. T T T L 139
SpaceshipMovement .................oiiiiinie 155
Spaceship Combat ........coiiiviiieneiiiinnnnns 157

CHAPTER 12: ALIEN ARTIFACTS ........cocvvuvnnnns 164
Artifact Acquisition ......cvviinievaviaaiaiiiianes 165
Artifart Design .. ... oo oiiianiina ssaiandadaaies 165
Powers & Drawbacks ........cooviiiiiaiiianiaraan 168

CHAPTER 13: CAMPAIGNDESIGN . .. ..........cvnnts 176
Designing a Campaign ...........oeveveeaniinans 177
ProgressLevel ........ciciiiiiiiiniiiiiiiinas 184
FrequencyoflLife ............coviiiiiiieniiianns 187

CHAPTER 14: CAMPAIGN ARCHITECTURE . .......... 188
Boaginning Design .....co-sivsmsrsmsvsrmnrssunss 189
5] Lo o o £ L 190
StarSYStems . ... iiaiainine s diTin v i 191
Planets .......coeieiininnnnasasnsnsssaroranananan 194
Designing Planets ..........voovvvveieariiananenns 199
Creating Civilizations ........coiviieiiiianiniae 203

CHAPTER 15: ADVENTUREDESIGN . .......cvvvvnnnnn 208
Spontaneous Adventures ... ..........cooiiiiian 209
Planned Adventures .........cisvsessarsennvessae 211
Bdventure Hooks: . ve. svesisw i sales sim sk 215

CHAPTER 16: OPTIONALRULES . ..cocvvervnencnnann 218
MUanE o 5o s ave v e s s S i el
Psionics ......vvvvervrirsrnrsrssnrerrnnrnrsesnnn
Cybertech
Artificial Intelligence
PR s eenman s ansnsssssnsi® s sassesess aaes s

CHAPTER 17: CREATURES & ALIENS ................ 230
Animal & Alien Statistics ...........c0iiiiiaaies 231
Animal Compendium .....ocoiiiiiiiiiiiiiiiaann 232
Alien Compendium ........ T P i e 236

APPENDIX: AD&D GAME CONVERSION RULES ...... 242

TR - st e e o D e e S i s T e 247

GAMERECORDFORMS ....iiviivermasaiinanianana 252

ACKNOWLEDGMENTS . ..covvrvnarnnionninnnrsnanns 256






co_rra\nsil these umanng tales using
" heroes; villains, aliens, plots, and
' Slories of your own invention. Your
imagination is the only limit. As you

explore it, expund it, and create your
~own unique worlds of wonder and

iﬁwhich hiimons aren’t ulone in the
universe, Imagine o world in which o
57 ‘lW !upsrsectet agents fight against

1 you think that you're ready to
plunge into imaginative futures,
then you'll find that the ALTERNITY
game ig the perfect vehicle for your
journey. Bring your own vision, your
own style, your own experience to
the table; and get ready for the time
of yourlife,

WHAT Is
ROLEPLAYING?

When you were young, you probably
played all kinds of make-believe
games such as cops and robbers or
cowboys and Indians. A roleplaying
game adds rules to a make-believe
game: Each player creates an imagi-
nary character and describes that
charaecter in terms of how strong,
how fast, how tough, and how smart
heorshe is.

Here's another way to look at it.
Imagine that you're playing a video
game. The hero of the gume is a
hulking soldier trapped in a wrecked
space station with a nasty alien
monster. What can you make your
video hero do? He can open doors,
climbladders, or jump fo ledges as
you manipulate the control pad. You
meke decisions about which way the
hero goes and which weapons he
uses, thus determining the course of
the adventure.

Now imagine that the video hero
has the ability to talk to the alien
monster. Maybe you can have the
hero give the alien something so he
can pass by without fighting, or you
can have him blutf his way past, con-
vincing thecreature that he's sup-
posed to go to the recctor core. Imag-
ina that the game lets-you try, say, o

and his hero in a releplayin

In a roleplaying game, you
have a television or con
to show you where your
standing, which way he's
what's challenging hi
ment. Instead, another player
called the Gamem 5 1
game. He or she tells you what 1l|c
scene looks like, what's happe
around the hero, and other pertine
details. The Gamemaster direct
action according to the dec
players make.

heroc is

facing, or

t the mo-

s the

Who Can Play?

Anyone who wants to

can ple

ALTERNITY game, though the red
mended starting a 10. One play-
er must be the Gamemaster. In
addition to the Gﬂl]"—‘l‘lub er, you
need at least one o I as

many as ten, but \,ou'll find
game sessions work best with

groups of four to six other playe

How Do You
Win?

Unlike other games, roleplaying
games aren't nec ui\r'--i win
ning and losing. The goal of a
playing game s i :
satisiying “group &
master isn't out to ¢
and the players are
each other. Inst
the Gamemaster interact
ory and find out what happens
to the heroes from one adventure to
the next.

e player

to advance

the sto

A
=

oL



INTRODUCTION b

In this way, roleplaying games
don't technically end. Each adventure
may come to a conclusion, and a
game session may run its course by
the end of the evening, but you can
always come back to these heroes to
continue the story. It's just like a tele-
vision show or movie sequels. An ad-
venture is a single episode or motion
picture, but the ongoing story—called
a campaign—can continue for an en-
tire broadcast season or over the
course of several subsequent movies.
Heroes grow and improve from ad-
venture to adventure, gaining more
expertise and personal power as the
campaign unfolds.

Roleplaying
Alternate
Tomorrows

The ALTERNITY game is a comprehen-
sive roleplaying game with a foun-
dation of core rules that can be used
in a variety of settings. Each of
these settings is referred to as an
alternate tomorrow. Your campaign
can revolve around heroes in a con-
temporary setting who battle terror-
ists, super-spies, and criminals of
all descriptions. Or you can set your
campaign 500 years in the future,
allowing the heroes to explore the
galaxy in faster-than-light ships.
Both of these settings and a dozen
more can be used for an ALTERNITY
game, creating vastly different
alternate tomorrows to run adven-
tures in.

How 10 UsE
THis Book

The AvterniTy Gamemaster Guide is
designed specifically for Game-
masters, providing rules and advice
on running game sessions and creat-
ing ongoing ALTERNITY campaigns.

You need the ArTERNITY Player’s Hand-

book in order to have the complete
rules package.

Getting Started

Start with Chapter 1: Fast-Play Rules
in the Player’s Handbook. After you
read the fast-play rules for heroes,
come back to this book and read the
corresponding chapter for Game-
masters. It provides an overview of
the Gamemaster's role and presents
a short adventure that introduces

Read Both Books!

you and your players to the ALTERNITY
game.

Then . . .

After Chapter 1, both books go into
more detail and add more rules to
build a complete roleplaying game.
Remember, you only need to use the
rules you and your players want. If
detail and systems are what you
like, it's in here. If you think that too
many rules get in the way of role-
playing, use just what you're com-
fortable with.

The early chapters of the Game-
master Guide mirror their counter-
parts in the Player’s Handbook—
covering the same topics, but look-
ing at those topics from the Game-
master's perspective.

Chapter 2: Hero Creation goes be-
yond the scope of its counterpart in
the Player's Handbook, providing you
with alternate ways of defining the
heroes who will start their adventur-
ing careers in your campaign. You'll
also get an overview of how to de-
sign an alien species, which you can
use to inject variety and uniqueness
into your game.

Chapter 3: Gamemasters in Action
is the longest chapter in this book.
Most of its pages are devoted to a
discussion of all the rules you'll need
to run combat scenes. This is the part
of the book you'll refer to most often
during a game session.

Chapter 4: Skills and Chapter 5:
Perks & Flaws expand upon those
chapters in the Player’s Handbook
with tips to help you know what to
do when a particular skill, perk, or
flaw comes into play.

Chapter 6: Supporting Cast covers
how to populate your campaign set-
ting by creating all the characters—
ranging from the smallest “bit
players” to the most formidable
archvillains—that your players' he-
roes will come into contact with dur-
ing their adventures. To create a
particular type of character quickly,
you can use the supporting character
templates provided at the end of this
chapter.

Chapter 7: Attributes goes into de-
tail about the relationships that can
exist between heroes and other char-
acters in a campaign setting. What
can contacts and allegiances do for
a hero, and how does a character's
social status affect his ability to suc-
ceed in dealings with the world
around him? Answers to these ques-
tions and more are in this chapter.

Chapter 8: Achievements talks
about ways you can control the pace
at which heroes advance in power as
your campaign runs its course, and
gives advice on what you can do
when your heroes have become so
powerful that it's difficult to come up
with new ways to challenge them,

Chapter 9: Running the Game dis-
cusses the basics of how to prepare
for and how to moderate a game ses-
sion. You'll learn about techniques
you can use to make the roleplaying
game experience exciting and fulfill-
ing for your players as well as for
yourself.

Chapter 10: Vehicles is another
"expansion” chapter, building on
what the Player’s Handbook has to
say about using vehicles and run-
ning scenes that involve combat be-
tween vehicles. You'll read about
special equipment that you can
make available to your herces so
they can add armor, weapons, and
other gear to the basic vehicle types
described in the Player’s Handbook.

Chapter 11: Spaceships is a com-
plete set of rules for designing differ-
ent spacecraft. In a science fiction
setting, it's likely that there are as
many different kinds of spaceships
as there are different kinds of auto-
mobiles in our real world. The infor-
mation here will enable you and
your players to create any type of
spacegoing vessel you can imagine.

Chapter 12: Alien Artifacts adds
an element of mystery to your game.
If you use this rule system, your he-
roes will be able to acquire strange
pieces of technology that provide
them with awesome powers, while at



the sume time saddling them with

disadvantages or hindrances that

serve as o trade-off for an artitact's
wonderful benefits,

Chapter 13: Campaign Design is
the start of a section of this book de-
voted to helping you create your own
imaginary universe. You'll start by
making some basic decisions about
what type of science fiction setting
you want to develop, and what the
“ground rules” of that setting are.

Chapter 14: Campaign Architec-
ture is the next step on the path,
where you'll use charts and tables to
design the stars and planets of your
campaign setting as well as the indi-
vidual nations and civilizations that
exist on each world.

Chapter 15: Adventure Design
adds the final level of detail to your
campaign setting. You'll learn about
the essential elements that any good
adventure must contain, and how to
put those elements together in a
number of different ways to fashion
situations and stories that will chal-
lenge and entertain your players.

Chapter 16: Optiona!l Rules is part-
ly an extension of Chapters 13, 14,
and 15 in the Player’s Handbook, of-
lering tips on how to handle psion-
ics, mutants, and cybernetics in your
game. It also goes on to introduce an
entirely new set of optional rules—
FX (short for "special effects”). lf you
want to play in a fantas

science
fiction universe where charact

have magical or superheroic ab
ties, the FX system is for you

Chapter 17: Creatures & Aliens
rounds out the features of your sci-
ence fiction setting by giving you
game statistics for nearly three
dozen different types of normal and
not-so-normal animals.

Finally, for the benefit of those of
you who are also players of the
ADvANCED DUNGEONS & DRAGONS"
game, we've provided a short appen-
dix with rules for converting AD&D*
characters into ALTEANITY heroes.

Tables and
Sidebars

In addition to regular text, this book
includes two other types of informa-
tion: tables and sidebars.

Tables, most of which are made
up primarily of numbers, provide a
lot of statistics in an easy-to-find for-
mat. A few of the tables in this book
(the ones with a "P" in front of the

“Pleasure doing business with you!™

lable number instead of a “G") also
appear in the Player’s Handbook.
They're reprinted here because
you're likely to want to refer to them
during play.

A sidebar is a piece of text printed
on a blue background, separate from

the regular text that runs continuous-

ly throughout each chapter. Some in-
on in sidebars is associated
with aspects of the rules that pop up
in more than one place. Some side-
bars present facts that aren'l critical
to the rules, but which we think
you'll be interested in anyway. Side-
bars are also used to make informa-
tion easier to spot, so you don't have

form

to scan through regular text to find it.

The sidebar in this introduction is an
example of this lasl type.

FinaL Worbs

A bit of advice: for the game to work,
players and Gamemasters need to
remember one thing—what the
Gamemaster says goes. Sometimes
you're going to have to interpret a
rule or situation that just isn't cov-
ered in the books. That's when you
have to make a decision. Try to be

fair and consistent, but the goal is to
get on with the game quickly. Ex-
plain your decision, don't argue, and
keep the action going. Later, you can
discuss the ruling and possibly talk
about making minor meditications if
you think it's warranted. But in the
middle of the game, rule in favor of
fast, exciting, and story, story, story!
Remember, a roleplaying game
isn't aboul using every rule exactly
as it's written. It's about having fun.
Use what you like in the rules, make
up new ones if you want, but above
all, apply the Rules of Common
Sense and Story to your game. If
something makes sense to you, then
just declare that from now on that's
the way it works in your game. And it
something ought to happen for the

story or adventure to advance, don't
let the rules dictate against your
judgment. Take what's presented
here, adapt i, make it work for your
group and your playing style, and
just have fun! That's what roleplay-
ing is all about.

If you're ready to start, turn the
page and begin with the Fast-Play
rules!

NOILINGOHLAI p






this chapter of the Gamemaster
Giiide provides an overview of the

s It contains o short adventure

you can use to introduce your

ayers to the game and fomiliarize

yourself with moderating a roleplay-

g session,

What does a Gamemaster do? Ba-

- sically, he presents adventures for

© the players o run their heroes

~ through, and acts as the moderator

of the rules. Inthis chapter, you'll

: *‘ find em introduction to the ALTERNITY
| guome that can get you off to a good

start for your first game session,

Bamemaster

' As the Gamemaster, you have a

* number of jobs-to-handle during and
“belween game sessions. Unlike other
= " types of games that have strict rules
| ond deal with limited situctions, o

1 wleplaying game such as the
ALTERNITY game is as-wide open as
 the players' imaginations. For this
‘tecson, the presence of o gome mod-
ater to act as referee, story design-
er, and narrator is essential,
 The players interact with each

. loth_er and the game environment
{hrough the actions of their charac-
165, the heroes. The Gamemaster
‘describes each scene; directs the ac-
2 tlon, and plays the roles of the sup-
porting cast membets—villains;

alliss, and exiras who inhabit the
campaign werld.

Howaver, the Gamemaster isn't
competing against the players.
When the Gamemaster and the play-
ers get together to tell « fun and ex-
citing group story, everybody wins.
That's the power and appeal of role-
playing.

Key ConceEPTs

Let's take a look at some of the key
concepts behind moderating the
ALTERNITY game.

» Gamemaster; The participant in
the game who acis as the moderator,
narrating adventures and controlling
characters who are involved in the
slory but aren’t under the direct con-
trol of the players.

P Hero: An imaginary character
controlled by a player.

» Supporting Cast: The other
charaecters who appect in every
stary: friends, enemies, and inciden-
tal characters whom the heroes in-
teraet with, Members of the
supperting castare controlled by the
Gamemaster.

P Setting: The imaginary context
and environment within which the
heroes interact with situations,

P Adventure: A scenario in which
the heroes inleract to create a group
story. As Gamemasier, you present
an opening situation or scene (called
the “trigger”). The rest of the adven-
ture unfolds through the actions of
the herces (as dictated by their play-
ers) and the moderation of the
Gamemaster (through story events
and the supporting cast).

P Campaign: A conlinuing series

of adventures that
single setting and {
same group of her
can be finite, ending
adventures as nec
complete story; or it ca
going tale, progressin
sion or comic book s

P Group Story: While
story, such a8 found in a mov
book, features a set beginn
dle, and ending, a group stor
more dynamic. The Gamen
an outline that provides a ¢
encounters and evenls,
possible ways the advent
end. The dynamic come
group—the players ¢ ;
master—who determine the
of the story and its outcome
the interaction of their imagine
charaeters. In a group story,
not even the Gamemaster—kn
exactly how how it all will «

P Game Session: One di:
period of game play; a time w
you gather your friends to ple

can be completed in a sing
sion; others might requi
sessions toreach ac
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PRESENTING
AN ADVENTURE

A roleplaying game's action takes
place in an adventure. Within its
structure, the participants create the
group story. The Gamemaster's role
in the adventure centers around
presenting and narrating the story,
portraying supporting cast mem-
bers, and moving the story along at
a satisfying pace. Whether you use
published adventures (such as
Cauldron Station, presented at the
end of this chapter) or you create
your own epics, the Gamemaster's
role remains the same.

Narration

The heroes can't perform heroic ac-
tions or daring deeds in a vacuum.
They need to be invelved in a story
during which they act, react, and
create a fulfilling tale. A story con-
sists of a beginning, a middle, and
an end, and each story should be
filled with conflicts and goals—in
other words, obstacles for the he-
roes to overcome and objectives for
them to achieve. It's up to the Game-
master to have the basics of a story
ready when the game session gets
under way.

Remember, though, that the story
will be completed by the group—
through the actions of the heroes
and their interaction with your sup-
porting cast. The heroes play an im-
portant part in determining how a
story takes shape, and you should
make sure their decisions play a
part in the process.

You must develop a basic plot (or
use a plot from a published prod-
uct), provide motivations and objec-
tives for the heroes, and have an
exciling idea for the ending. A plot
requires enough background mater-
ial so that the story feels like it fits
the campaign setting. Other ele-
ments that make a good basic plot
include a major antagonist (the vil-
lain), the antagonist's nefarious
scheme, and motivations to make
the heroes want to get involved.
These elements come together in
the advenlure's opening scene—
called the trigger.

The Cauldron Station adventure
provides an example of how these
elements work together.

Supporting Cast

Each of the players controls one hero
at any given time. The Gamemaster
controls all other characters in the
adventure. The most important sup-
porting cast member is the major an-
tagonist. A good villain sets the
mood of a story and can even make
the heroes more memorable—no one
recalls who rounded up the space-
port thugs, but everyone remembers
the heroes who took down Captain
Blackstar, the scourge of the Frontier!

Supporting cast members include
the major villain; his or her associ-
ates and hired hands; the authority
figures who command or employ the
heroes; the informants, witnesses,
and shop owners the heroes interact
with; and the valued friends, hire-
lings, and allies ready to help the
heroes at a moment's notice. The
Gamemaster needs to be ready to
run these characters as they are
called upon, or to improvise as the
need arises.

It's important for the Gamemaster
to give each supporting cast mem-
ber—especially major opponents
and allies—much the same consider-
ation players give their heroes when
they create them.

Some supporting cast members
should be fully developed, with a
complete set of skills and vital game
statistics. Other characters, such as
minor opponents, experts, and by-
standers, need only the skill scores
and stalistics that might come into
play during a scene. For example,
give a common thug a combat skill
or two, durability ratings, and a
weapon; give an expert just the skill
scores needed to use his expertise on
the heroes’ behalf.

The best part about controlling the
supporting cast is that you get to cre-
ate all kinds of personalities during
the course of play. Ham it up, play it
straight, or go for the dramatic—de-
pending on the mood of the adven-
ture and the personality of the
character in question.

If you want, use a unique voice for
each character by doing accents (a
French Combat Spec, a Russian Dip-
lomat), employing different styles of
speech (a formal-sounding Free
Agent, a Tech Op who uses lots of
slang expressions), or giving charac-
ters signature phrases (such as an in-
formant who always spouts, “Whatev-
er you say, Boss, whatever you say”).

Remember, you're not competing

against the players! If anything, the
heroes should get a break now and
then just because they're heroes. So,
be impartial—don't favor the sup-
porting cast over the heroes. That
just decreases the all-important fun
tactor for everyone involved.

Pacing

Ancther aspect of presenting an ad-
venture is the pacing of the story.
The story shouldn't artificially push
the heroes to meet some schedule.
Instead, watch how the scenes play
out. When a scene starts to drag and
the fun factor begins to flag, that's
when you step in to give the scene a
boost, How? By using the resources
at your disposal—maybe have a sup-
porting character show up with some
tip that gives the heroes a nudge in
the right direction. If your players
don’t know what to do next and the
story is in danger of stalling, it's up
to you to give it new life.

Don't create an adventure outline
that's so complete the heroes can't
make any decisions without violat-
ing your plot. Start the adventure
with action, and have lots of other
action ideas ready to insert into the
flow as the game session progresses.
Use combat, challenges, encounters,
conflict, tension, humor, and mystery
to keep an adventure moving toward
its dramatic conclusion.

The basic rule for pacing is that as
long as the players are having fun,
stay in the current scene. When the
action bogs down, then the Game-
master must help the pacing by get-
ting things moving again.

Moderating
the Rules

Chapter | of the Player’s Handbook
gives you the basic facts about how
the ALTERNITY game works. That's all
you need to introduce your players to
the game system and run the adven-
ture in this section. In play, it's up to
the Gamemaster to moderate the
game so that everyone has fun, plays
fair, and is challenged. Of all these,
the emphasis is always on fun. lfa
rule gets in the way of everyone's en-
joyment, change it. But change it
consistently and after consideration.
Don't just change a rule for the sake
of change.

Final decisions are always left to
the Gamemaster. Can the herces
perform a particular action? Can



they even try it? That's up to you.
Make your decision based on the
need to keep the story moving, your
interpretation of the rules, and
whether or not the action fits the
story and increases everyone's en-
joyment of the game. Be fair and im-
partial in your treatment of herces
and supporting characters. Chal-
lenge the players and their heroes.
The players want to see their heroes
tested, to experience the thrill of
competing against the odds and
coming out on top. Heroes do this
sort of thing all the time! Just make
sure the players have decisions to
make and options to choose from as
the adventure unfolds.

If someone disagrees with a deci-
sion, call a time out and discuss it
with the group. You still get to make
the final call, but you can reduce the
possibility of hard feelings if you
moderate the game fairly. The goal
is to tell a good group story and to
have fun, not to abuse the heroes.

Sometimes the dice are just going
to fall the wrong way. That's okay. But
you might wanl to give the players a
break now and then. After all, it's no
fun for a player to lose a hero in a
stupid and random way. Be lenient
when determining the difficulty of a
particular action, or change the re-
sult before revealing the outcome to
the players. This sort of manipulation
is the Gamemaster's prerogative, but
use it sparingly—and always in the
interest of keeping the story moving
and the fun factor high.

THE SETTING

The Gamemaster determines the set-
ting for his campaign. Depending on
the features of a particular setting
{such as technology, genre, and
scope), certain portions of the rules—
high-tech gear, psionics, and aliens,
for instance—may or may not be
used. For example, a space-opera
setting usually has faster-than-light
spaceships, energy weapons, and
tons of nonstop action. A near-future
technothriller setting, however, has a
gritty, hard-edged feel, more familiar
technology, and only deals with the
problems of a single world.

In the Gamemaster Guide, the
process of creating seltings is dis-
cussed in more detail. The Cauldron
Station adventure in this chapter
takes place in a traditional space
opera setting.

Examples of Situation Modifiers

Weapon Range

Target Has Cover

Situation

UsIng
THE GAME
MECHANIC

The ALTERNITY game is built around a
core mechanic that has nearly uni-
versal application. All heroic actions
in the game can be resolved by
rolling just two dice: a control die
and a situation die. A control die is
always a d20; a situation die can be
add, db, d8, d12, or d20. Depending
on how hard or easy a particular
task is, the result of the situation die
is added to or subtracted from the re-
sult of the control die, as detdiled in
the Chapter I: Fast-Play Rules in the
Player’s Handbook.

You can use the dice in varying
ways, though the mechanic is al-
ways the same: Roll two dice, trying
to achieve a number that's equal to
or less than a character's appropri-
ate score. If the task is associated
with a skill, then the skill score is
used. If it's a feat, then the associat-
ed Ability Score is used. In all uses
of dice during o game session—ex-
cept when rolling for damage—low
results are better than high ones.

Use the mechanic to determine the
success of an attack, using an appro-
priate eombat skill; to overcome a
challenge, using a physical or men-

Short

Medium Long

tal skill; or to determine the outcome
of an encounter, using a Personality
skill in conjunction with good role-
playing.

The Most
Iimportant Rule

Not every action requires a dice roll.
Repeat this sentence and apply it
often. When the heroes attempt nor-
mal, everyday tasks, they should ac-
complish them without consulting
the dice. In heroic situations, when
the outcome is in doubt and the re-
sult could mean life or death, then
have the players roll dice.

Situation
Die Steps

The best tool you have as the Game-
master is your ability to set the odds
of any given task. You can do this by
adding bonuses or penalties for
given situations and counting in the
appropriate direction on the Situa-
tion Die Steps Scale (presented in
Chapter | in the Players Handbook).
Or, if you're more inclined toward
quick resolutions, simply eyeball it;
select the modifier that matches
how difficult or easy you want the
task to be.

Eyeballing It

Situcation Description

Modifier

Situation Die
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Putting It Into
Practice

What do you actually do with this in-
formation? That depends. Hare are
examples of both methods in action.
Use either method or a combination
of the two, as you see fit.

» The Step-by-step Method: Mi-
chele’s hero, Jade, wants to take a
shot at the villainous bounty hunter.
Jade has the pistol skill, so she has a
base situation die of +d0. The bounty
hunter is 25 meters away from Jade,
which is medium range (+1 step
penalty) for her weapon, and has
light cover (+1 step penalty). In addi-
tion, because Jade is standing alop a
moving skycar, you declare that the
situation has a Good level of difficul-
ty (+2 steps). By counting out the
steps on the Situalion Die Steps
Scale, the Gamemaster determines
that Jade has a final situation die of
+d12. Michele rolls d20+d12, hoping
to achieve a total that's equal to or
less than Jade’s pistol score. If she
succeeds, then Jade hits her target,
scoring either an Ordinary, Good, or
Amazing success.

» Eyeballing It: Dave's hero, Jack
Everstar, needs to slip past the cus-
toms official. Since Everstar doesn't
have the sneak specially skill, his
base situation die is +d4. You decide
that the official is particularly vigi-
lan! today. This makes the situation
Hard, causing Everstar to take a +2
step penalty. Dave rolls d20+d8, hop-
ing for a result equal to or less than
Everstar's Stealth skill score.

Action Rounds

Although actions in a phase are con-
sidered to occur simultaneously, you
don't want everyone rolling dice at
the same time. Instead. all charac-
ters who are entitled to an action in
the same phase should act in the
order of their action check scores—
highest score first. The resulls of
their actions (such as damage) are
applied at the end of the phase, thus
simulating simultaneous activity.

# Example: Jade, Everstar, and the
bounty hunter Kreet each achieve a
Good action check result. Their ac-
tion check scores are 13, 10, and 15,
respectively. For ease of play, Kreet
acts first in the Good phase, followed
by Jade, then Everstar. The results of
each character's action are applied
after everyone has acted, taking ef-
fect in the Ordinary phase. If the

characters have actions remaining,
they go in the same order in the Or-
dinary phase.

In the fast-play rules system, dam-
age comes in three types: stun,
wound, and mortal. If a character is
hit by an attack or some other dam-
age-causing condition, the degree of
success achieved by that attack de-
termines the type and amount of
damage suifered by a character.

Each of the character templates at
the end of the Chapter 1 of the Play-
er's Handhook lists some examples
of weapons and armor, and includes
their important statistics.

¢ Example: Kreel fires his 11mm
charge pistol at Jade. He achieves a
Good success against Jade. The
damage range for a Good success
with that weapon is d6+2w. Since
Kreel is a member of the supporting
casl, you (as the Gamemaster) roll to
see how much damage Kreet inilicts.
The most he can do is 8 points of
wound damage on a roll of 6,

Secondary Damage
Serious, lasting injuries—mortal
damage and wound damage—cause
secondary damage to the character
who is injured. For every 2 peints of
wound damage inflicted on a char-
acter, that character also suffers 1
point of stun damage. For every 2
points of mortal damage a character
receives, that character also suffers 1
point of wound damage and | point
of stun damage.

# Example: Jade returns fire with
her 11mm charge rifle and gets an
Amazing success against Kreet. The
damage range for an Amazing suc-
cess with her weapon is dB+1m.
Jade's player, Michele, rolls db and
gets a result of 4. Kreet suffers §
points of mortal damage (4 + 1 = 5)
plus secondary damage of 2 wounds
and 2 stuns.

Armaoar
Characters can wear armor te pro-
tect them from the dangers of battle.
Armor can reduce the primary dam-
age a hero suffers—but armor has no
effect on secondary damage.

® Example: Jade is wearing a CF
long coat when Kreet hits Jade for 8
wounds. That amount of damage
causes 4 points of secondary stun
damage, which Michele records on
Jade's character template immedi-

ately because armor doesn’l stop
secondary damage. Now Michele
rolls to see how well Jade's armor
protected her hero from the wound
damage. The CF coat blocks dd+1
points of high impact (HI) damage.
Michele rolls d4 and gets a resull of
3, for a total of 4 (2 + 1), so the number
of wounds is reduced by 4. Michele
marks off 4 wound boxes on Jade's
character lemplate (84 = 4).

Recovery

Alter a character suffers damage, he
or she can get back to full health ina
number of different ways:

P Wound damage, but not mortal
damage, can heal naturally at a rate
of 2 wound points per week of rest
and recuperation.

P The Knowledge—first aid spe-
cialty skill can heal stun damage on
conscious patients, negating 2, 3, or 4
points of stun damage depending on
the degree ol success achieved on
the skill check (Ordinary, Good, or
Amazing).

First aid can also be used to re-
vive a character who was knocked
oul due to stun damage, restoring 1,
2, or 3 stun points depending on the
degree of success.

This skill can be used to heal
wound damage; any success restores
1 wound point.

» The Medical Science-treatment
specialty skill can be used to heal
stun damage on conscious patients,
as per first aid above.

Medical Science-treatment can
also be used to revive a character
who was knocked out due to stun
damage, restoring 2, 3, or 4 stun
points depending on the degree of
EUuCCass,

This skill can be used to heal
wound damage; any success restores
2 wound points.

» The Medical Science-surgery
specialty gkill can be used to heal
wound damage and mortal damage:
a success restores | point of mortal
and 2 poinls of wound damage. This
skill can be used on a specific pa-
tient once every hour. If a Critical
Failure occurs, the patient sutfers 1
additional point of mortal damage.

P Any remaining stun damage
disappears at the end of a scene.



CAULDRON STATION

An iIntroductory ALTERNITY Adventure

This adventure uses the fast-play
rules to introduce Gamemasters and
players to the ALTERNITY game. Only
the Gamemaster should read this
adventure before play begins. If
players read the adventure before
their heroes get to participate in it,
they'll ruin the fun of being surprised
and spoil the group storytelling ex-
perience for everyone.

As the Gamemaster, it's your job to
read through this adventure and be-
come familiar with the basic plot
and mood of the story. When you're
ready, let the players choose herces
from those in Chapter I: Fast-Play
Rules or create their own heroes
using the complete rules in Chapter
2in the Player’s Handbook. Encour-
age the players to assemble a bal-
anced group of heroes, with at least
one representative from each of the
professions. The heroes will need
brains, brawn, and negotiating skills
to survive the challenges of Caul-
dron Station.

Background

This adventure takes place in a far-
future, space-opera setting. The he-
roes have access to a number of
high-tech tools that don't exist in the
current day and age. In addition, the
tone is heroic, larger than life, and
fits in neatly with your favorite sci-
ence fiction film epic.

Cauldron Station is a mining out-
post on the isolated planet known as
Cauldron. The name fits the world
very well. Cauldron is literally a
hellish place, as it orbits exceeding-
ly close to its star and has « high vol-
ume of volcanic activity. Even in the
relative coolness of a giant canyon,
Cauldron Station endures tempera-
tures of 500° C during the heat of the
day. Through the wonders of far-fu-
ture technology, the mining outpost
protects its workers from the deadly
environment, allowing them to reap
the profits their processed ores bring
on the open market,

The station is a self-sustaining, to-
tally enclosed system that holds a
comfortable environment within its
insulated walls and pressure domes,
Itkeeps the heat and toxic atmos-
phere out, using the same technolo-

gy that allows this future civilization
to explore and travel the star lanes.
Even the mines are protected so that
the workers can labor sately; the
mine shafts are drilled beneath the
protection of greal pressure domes.

The heroes come to Cauldreon in
their trader-class starship, the Nebu-
Ia Bounty, for business purposes.
They have a shipment of 3D comput-
er programs to sell to the outpost, in-
cluding entertainment programs,
news and technical journals, and the
latest Grid interactives to cheer up
the recreation-starved miners. In ad-
dition, they plan to fill their cargo
holds with processed ore. The con-
struction projects going on in other
nearby star systems are in desperate
need of quality ore—and they're will-
ing to pay extremely well for it.

Unfortunately, a few events com-
bine to make this particular mission
a lot more hazardous than usual.

¥ First, the region of Cauldron
housing the outpost is experiencing
a powerful magnetic storm. Commu-
nications into and out of the base
have been disrupted by the magnetic
activity, so the heroes must make
their approach without any help
from the outpost traffic beacons.

B Second, the storm plays havoc
with the ship's sensors, so the vessel
passes through a spume of molten
molybdenum expelled by one of the
planet’s many active volcanoes. This
superheated liquid metal clogs the
ship's tachyon intakes. While this
doesn't hinder the ship's normal per-
formance, it does make it impossible
for the vessel to starfall—to travel at
faster-than-light speed.

» Third, the outpost has its own
problem. Two creatures native to
Cauldron's environs have invaded
the outpost, knocking out power and
killing a significant number of min-
ers. Because of the disruption in
communications, the herces don't
know about this problem ahead of
time. They'll discover it as they ex-
plore the station.

Recent Events

What's been happening within Caul-
dron Station? The miners extended a
shaft that opened into a lava flow

deep beneath the planet surface.
This shait provided access lo the out-
post for a pair of deadly native crea-
tures that the miners have dubbed
"moltencids.” The moltenoids invad-
ed the mining dome four days ago.
Twelve miners were killed belore the
survivors managed to contain the
creatures within the mining dome by
sealing the airlock doors leading to
the dome.

The creatures killed not out of ma-
liciousness, to acquire foed, or to
protect themselves, but just as a
byproduct of their alien physiology
(see "The Supporting Cast” on page
15 of this chapter). The miners theo-
rized that, since these creatures live
in extremely hot conditions, lowering
the temperature inside the mining
dome would drive the beasts back
into the shaft, which could then be
sealed.

Instead of returning to the shatt,
however, the beasts created a ditfer-
ent exit. The moltenoids melted a
path through an emergency closet
and into the conduit venls within the
station's insulated walls. From these
conduits, the creatures gained al-
most total access to the outpost.

More deaths and many injuries
followed. The station administrator
and the securily officer eventually
decided to seal off this wing of the
outpost from the rest of the station.
That was two days ago. Aboul a day
later, one of the creatures reached
the power reactor and shorted out
most of the station. Now, with total
life support collapse set to occur in
six hours, the station is on the verge
of death—as are all the miners and
station personnel trapped within.

Adventure
Dutline

Cauldron Station presents three ob-
stacles that the heroes must over-
come: the damage to their ship, the
station's power outage, and the in-
vading creatures. The aclion is bro-
ken down into an cpening trigger
and three scenes, as well as addi-
tional events based on the map (see
page 17 of this chapter) that can be
used or ignored as you see fit.
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» Trigger: The adventure begins
after the heroes land on Cauldron
and enter the airlock that leads into
the station. Three guards, led by sta-
tion security officer Birrden, set an
ambush for the herces. They see the
heroes as unknown invaders, per-
haps pirates or smugglers seeking to
profit during the station's current cri-
sis. The opening scene of the adven-
ture definitely has the potential to
become a combat scene, although
the heroes can negotiate with Birr-
den if they are so inclined (turning it
into an encounter scene).

» Encounter Scene; Station Ad-
ministrator Crowell has gathered the
other survivors in the ore storage
bay. With the temperature rising and
the air getting less breathable with
every passing hour, Crowell and his
lot are getting closer and closer to
panic. They have no surviving tech-
nicians, no one with any hope of re-
pairing the life support system. They
do have something the moltenoids
want, however, which the heroes can
use in various ways if they are so in-
clined. The problem is, Crowell and
his band refuse to open the storage
bay airlock. The heroes will have to
enter by force or—the preferred
method—negotiate until Crowell is
talked back to his senses.

» Combat Scene; Two moltencids
are loose in the facility. No matter
how Iriendly the herces might want
to be, the only viable way to deal
with these creatures is either to de-
stroy them or otherwise render them
helpless so they can be removed
from the station without further harm
befalling the miners. One of the
creatures must be forcibly removed
from the lair it has established in the
engineering center before power can
be restored to the station. The other
creature roams through the wing, in-
flicting damage simply due to the
heat of its passage. The heroes
might decide to hunt the beast or set
traps for it (possibly using the mater-
ial provided by Crowell from the ore
bay).

» Challenge Scene: It is critically
important to get the life support sys-
tem back on line. To do this, the he-
roes must remove the resident
moltenoid from the engineering cen-
ter, repair the damaged power gen-
erator, and enter the conduits
beneath the station to reinitialize the
life support system. This requires a
combination of technical skills and

hands-on labor—while possibly
keeping one or more of the creatures
at bay.

The Supporting
Cast

The facing page contains essential
information about the four types of
supporting cast members that play a
part in this adventure: two unique
characters, Birrden and Crowell; the
group of surviving miners, all con-
sidered identical for the sake of sim-
plicity; and the two moltenoids that
have entered the station, both de-
scribed with a single set of statistics.
These characters are controlled and
portrayed by the Gamemaster. Feel
{ree to expand upon their motiva-
tions and behavior as dictated by the
way the adventure unfolds.

The numbers in brackets follow-
ing some of « character’s Ability
Scores represent resistance modi-
fiers. In the list of skills each charac-
ter possesses, the number in
brackets following a skill name is
the character's skill score—the dice
result needed to get an Ordinary
success. [f a character has a special-
ty skill, that skill name and the skill
score associated with it are printed
in italic type immediately after the
broad skill to which the specialty
skill is related.

The Station

Important locations within this wing
of Cauldron Station are depicted in
the map on page 17. Refer to that map
as you read the following informa-
tion, so you can familiarize yourself
with the environment. Don't show the
map to your players, unless they suc-
ceed in obtaining it by using one of
the station’s computers (see the text in
the next column concerning area 4).
Cauldron Station is in bad shape.
Since the power cut out, the tempera-
ture has risen to 39°C (102°F) and the
air has grown stale. In six hours, the
interior will heat to deadly tempera-
tures and the atmosphere will turn
toxic. If the power is restored before
the six hours expire, the station can
be saved. Until then, emergency
lights barely illuminate the facility
and the heat grows steadily worse.
Because of the poor environmen-
tal conditions, every hour characters
must make a successful Stamina—-
endurance skill check to fend off

damage. If a character fails the
check or a Critical Failure occurs, he
sulfers 1 or 2 points of stun damage,
respectively. Wearing an e-suit (see
below) eliminates the need for such
checks.

Airlocks must be opened manual-
ly, but no airlock can be opened if
another airlock connected to the
same areda is already open. The air-
locks to areas 7, 8, and 9 have been
sealed. These seals can be removed
with the proper tools and an hour of
work. (Area 8 is the only one of these
places that the characters should
want to gain access to, and there's
another easier way to get in; see the
description below.)

Conduits containing wiring, vents,
and other machinery run beneath the
floors of the station and inside the
insulated walls, The moltenoids use
these conduits to travel throughout
the wing shown on the map. Note
that no conduits run beneath the
mining dome (area 9) or the storage
bay {area 8). Only the insulated wall
provides secret access to these
areas. Characters can enter the con-
duits, but they can't travel through
them as easily as the moltenoids
can.

Most computer stations in the fa-
cility are inoperative due to the
power oulage. Only computers in the
operations center (area 4) and the en-
gineering center (area 6) can be
used, thanks to emergency power
supplies in these rooms. Birrden,
Crowell, or an operating computer
can tell the heroes about the state of
the facility and the impending time
limit.

» Area 1: This access tunnel leads
from the landing pads, where the he-
roes have docked their starship. A
transport carries them from the pads
to the airlock, which must be opened
manually.

» Area 2: These four airlock cham-
bers protect the wing from possible
environment breaches.

» Area 3: This transport tunnel al-
lows the vehicles to service the stor-
age bay, the mining dome, and the
landing pads.

» Area 4: Base operations serves
as the command center of the sta-
tion. Using the Knowledge-computer
operation skill, heroes can learn the
current condition of the station (Qrdi-
nary success), call up the schematics
for repairing the power generator
and reinitializing the life support
system (Good success), or access de-



The Supporting Cast
Security Chief Birrden Miners

VN
-
= e |
[ g |
1
]
-
-_
—
— = |
o
—
~r
[

Administrator Crowell




FAST-PLAY RULES p —

16

tails about the mining operation, in-
ventory, and a map of the station
(Amazing success).

P Area 5: This medical center con-
tains various medical supplies, in-
cluding six trauma packs. Using a
trauma pack provides a -2 bonus on
any Knowledge-first aid skill check,
or a -3 bonus on any Medical Sci-
ence skill check tor the purpose of
healing damage. Each trauma pack
can be used six times before its con-
tents become depleted.

P Area 6: The engineering center
contains the station's power genera-
tor, control computers, and access to
the life support system located in the
conduits beneath this room. One
moltenoid has set up a lair in this
area by melting a hole into the wall
to the north of the power generator.

B Area 7: The airlock leading into
this area has been sealed to protect
the living quarters of the station
from the creatures currently loose in
the mining wing.

P Area 8: The ore storage bay con-
tains both raw and processed cre.
There are no conduits beneath the
floor of this area. Crowell and six
miners have commandeered this
area, sealing the airlock and fending
off frequent attacks by the molten-
oids. Cartons of what Crowell calls
“fire gold,” mined trom the same
shaft the creatures emerged from,
lure the moltenoids, since the mater-
ial is food they need to survive. A
melted hole in the insulated wall, to
the south of the airlock, is the route
the creatures use to reach the stored
cartons.

P Area 9: The mining dome pro-
vides laborers with protection from
the hostile environment. Shafts and
mining equipment are located all
around this area. The heroes should
not be concerned with entering this
area, unless they come up with a
way to get the moltencids back into
the shaft they emerged from.

» Emergency Closets: Marked "E"
on the map, each of these cabinets
when fully equipped contains four e-
suits, two trauma packs, and other

emergency supplies. The closet with-

in area B also conlains components
needed to repair the power genera-
tor. This closet can only be opened
by using Crowell's security card. The
contents of many of the closets may
have already been used, at your dis-
cretion.

An e-suit protects its wearer from
the adverse effects of the harsh envi-

ronment inside the station, providing
an air supply and insulation from
the heat. Characters wearing e-suits
don't need to check for stun damage
from the heal inside the station. lf a
character wearing an e-suit suffers
wound or mortal damage from an at-
tack, the suit loses its ability to pro-
tect its wearer from heat.

Trigger Scene

When the herces enter area 2 on the
east side of the map to begin the ad-
venture, read the following to the
players:

It's uncomfortably hot and the air
has a stale smell to it even afler the
airlock cycles closed. Emergency
lighting provides the only source of
illumination. Four closets line the
chamber, and a second airlock leads
into the station. No one has arrived to
greet you, and the place has an
abandoned, dead feel to it.

Birrden and three miners who
have been deputized into a security
detail wail in ambush in two of the
closets, one on each side of the cham-
ber. They are wearing e-suits. Have
the heroes make action checks to
start the scene. They receive a +1 step
penalty because of the ambush.
Make one action check for the entire
security detail, using Birrden's action
check score.

Birrden thinks that the heroces are
pirates or smugglers infiltrating the
station. She has ordered the miners
to help her subdue the invaders,
using their clublike tools while she
wields her stutter pistol. After a
round of combat, the herces can con-
vince her to stop fighting—if they put
down their weapons and surrender.
Otherwise, Birrden fights until she is
defeated. The miners surrender as
soon as Birrden falls.

The trigger scene ends with the
heroes defeating or teaming up with
Birrden, or with them being captured
by the security detail. If captured,
they can later explain who they are
and will then be recruited to help
save the station.

Encounter Scene

Birrden eventually explains that Ad-
ministrator Crowell and a handful of
miners have barricaded themselves
inside the ore storage bay. She'd like
the heroes to talk to Crowell and get
him to come out of hiding and help.
They need his security card to open

the closet in area B. This closet con-
tains the components necessary to
repair the power generator. Crowell
also knows where components are
stored that can be used to repair the
heroes’ ship.

If Birrden or any of her security de-
tail aren't available to provide this
infermation, the heroes will have to
stumble upon the locked bay on their
own. The airlock leading to area 6
shows signs of extreme damage—
the alloy has been melted and
scarred by what seem to be claw
marks, but the material appears to
have been too tough to get through.
The wall to the north of the airlock is
another matter. A passage has been
melted into the insulated wall, and
something very hot has apparently
moved through the conduit. Melted
wires, scorched pipes, and other
signs of intense heat mark the walls
of the passage.

The heroes can meet up with
Crowell in one of three ways. If Birr-
den convinces them to seek out
Crowell, she gives them the frequen-
cy of his comm gear. They can talk to
him via the comm device. If not, they
can try to get his attention by bang-
ing on the airlock, or they can use
the conduit tunnel to enter the bay.

Crowell has an 11lmm charge pis-
tol that he isn't atraid to fire. He's
used it against the creatures, and
he'll use it on the herces if they don't
calm him down and earn his trust.
He's paranoid, jealously protective of
the fire gold, and unwilling to part
with components to {ix the heroes’
ship.

The heroes can bargain with
Crowell, or they can bluff him into
assisting them, During negotiations,
the heroes must accumulate six suc-
cesses through their chosen form of
interaction to win Crowell's trust.
{Each time a character attempts a
bargain or bluff skill check, an Ordi-
nary resull counts as one success, a
Good result as two, and an Amazing
resull as three successes. [f the char-
acter gets a Failure result, he must
start over.) Combine dice rolls with
roleplaying when running this
Scene.

Or, they can simply decide to over-
power Crowell and his band. Each
miner has a clublike tool 1o use in
his or her defense. By the end of this
scene, the herces should accomplish

the tollowing things:

» Learn that the moltenoids are
attracted to the fire gold. (A large
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portion of the liquid metal is missing
from a broken carton, because a mol-
tenoid consumed it.)

» Obtain Crowell's security card
that opens the closet in area 6.

P Secure Crowell’s promise that
spare parts will be supplied to repair
their ship. (He won't turn these over
until the station has been made safe.)

Combat Scene

The primary combat scene occurs in
the engineering room (area 6), whe
one of the moltenoids has estab-

lished a lair. The herces can lure the
creature into the open with fire gold;
they can use fire gold to set a trap; or
they can simply enter the chamber

with weapons blazing.

1 =en melted into the thick
insulated wall that surrounds the
station’s power generator. The in
tense heat has damaged compo-
nents within the generator that must
be replaced before power can be
brought back on line. If the heroes
don't lure the moltenoid out in some
way. they'll have to enter the burrow
to battle the creature. A shorl,
meter-wide tunnel opens into a

2-by-4-meter chamber carved in the
insulated wall to the north of the
generator. The beast fights to defend
itself and its lair, using its sharp
claws and the heat of its body.

The second creature can be used
to create suspense and build terror. It
can emerge from the dark station cor-
ridors or arise from within the melt
ed-out walls to hound, harry, and
attack the heroes. Or, they can decide
to hunt down the creature, dispens-
ing with it before trying to restore
power to the station. If neither of
these events occurs, then the creature
appears during the challenge
scene—adding an element of combat
for some of the heroes to deal with
while the others work to fix the life
support system.

Challenge Scene

In the end, this is the most important
scene of the adventure. To save the
miners (those still in this wing as
well as those barricaded in the
ing section), the heroes must restore

power and reinitialize the life sup-
port system. If they have obtained
the parts stored in the closet in area
6, and managed to call up schematic

diagrams on one of the operational
computers, the heroes can repair the
generator. This requires the Techni-
cal Science skill. If a hero is using
the juryrig specialty or just the broad
skill, he or she must achieve eight
successes. [f the repair specialty is
used, the number of successes need-
ed is reduced to six. (See "Encounter
Scene” above for how to count up ac-
cumulated successes.)

When the proper number of suc-
cesses has been achieved, the air
vents hiss and the lights come back
on. The temperature begins to drop
slowly. The station is saved!

Aftermath

In the length of time it has taken
them to set things right at the sta-
tion, the herces have turned trom in-
truders into celebrities. They are
provided with all the parts they need

to fix their ship, and they may go on
their way soon thereatter.

Or, perhaps your group story still
has tales to be told. If you and your
players are having fun and you want
to extend the adventure at Cauldron
Station, keep on playing and see
what happens!

S1104 AbTd-1St4 b —
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trength represents the capability
applying physical power, Some
roes with high Strength scores are
uscle-bound titans. Others are wiry

orpact in build, but possess the
alent for getting the most out
tHe muscle they do possess.
~ Strength lsotjustameasuresia
hargeter's bench-press; it's an ab-
‘stract score that measures intangi-
bles sach as power. precision,
H ty, end ahint of physical con-
Hidence or determination: Thisis why
a:zuch as Athletics, Heavy
spons, and Melss Weapons are -
s Strength score.

Dexterity

Dexterity measures agility, reflexes,
hand-eye coordination; balance,
fleetness of foot, elusiveness, and
physical intuition: Herces with high
BDexterily scores aren’t necessarily
acrobats or jigglers—many heroes
excel in-only one or two areas.
Meanwhile, clumsiness isn't an
outomatic {rail for heroes with a low
Dexterity. Such heroes or supporting
cast members mightjusthave a
lonsy sense of balance ora knack for

landing badly: Similarly, they might

not have a good eye for shooting or
for completing detailed work. On the
other hand, a hero with a good Dex-
ferity score tends to be graceful,
quick, and agile.

Dexterity is o prime Ability Score
of the Free Agent profession. It's also
crucialto any character involved in
a gunfight, becquse many of the
most useful combat skills use a
hero's Dexterity score. Even the most
muscle-bound Combat Spec needs a
decent Dexterity in order to target an
enemy with a firearm.

Constitution

Constitution measures health, dura-
bility, toughness, and general grit.
Like Dexterity, this physical attribute
isn't easy to quantity. Try looking at a
hero's Constitution score and asking
these guestions: How often does he
get sick? How far could he jog before
he'd have to stop and catch his
breath? How easily does he shake off
injuries? A character with a low
score is weak in one of these areas
You may find it hard to tell the dif-
ference between Strength and Con
stitution. Where does one Ability
start and the other stop? Constitution
refers to resistance to physical or-
deals: How much punishment can he
take before his body fails him? A
hero or villain with a high Strength
and o low Constitution may be out of
shape, a heavy smoker, or lacking in
the ability to push himself for the
best results, The reverse de
person without great phys
who makes an effort to keep himself
in shape or manifests surprising re-
silience in the face of hardship.
Constitution is critical to any
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character, whether a hero or support-
ing cast member, since it directly
governs the amount of damage one
can withstand; stun, wound, fatigue,
and mortal ratings depend directly
on the Constitution score.

Iintelligence

Intelligence measures key mental
characteristics such as raw reason-
ing power and breadth and extent of
education. An unbiased IQ test, one
that didn't assume any educational
or cultural background, might mea-
sure reasoning power. Education is
routinely measured through a vari-
ety of examinations.

Intelligence is a prime Ability
Score for Tech Ops. However, it is
useful tor heroes of any career or
lype, since it governs the number of
skills with which they begin play.

Will
Will represents mental fortitude,
faith, strength of character, will-
power, determination, discipline,
and intuition. [t measures how well a
hero reads the character of others,
and it demonstrates how attuned a
hero is to his surroundings.

Will is the primary Ability Score of
the optional Mindwalker profession.

Will also serves as the basis for a
hero's Awareness skill, which allows
him to detect threats, read character,
and generally spot or avoid ugly sur-
prises in the course of an adventure.
If the optional psionic powers de-
scribed under the Mindwalker pro-
tession are used, Will represents the
first line of defense against mental
influences and attacks.

Personality

Personality measures charisma, ap-
pearance, leadership, and magnet-
ism. Physical beauty is only a small
portion of a person's Personality
score; although locks are important
for initial impressions, the way in
which a person expresses himsell,
listens to others, and interacts with
society is far more influential.
Personality is the primary Ability
Score for Diplomat herces. Personali-
ty scores also determine how many
last resort points a hero starts play
with, and how many last resort
points a hero can possess at any

zn given time.

Ability Score
Scale

If you're wondering just how unusual
characters with scores of 4 or 14 real-
ly are, take a look at the chart below.
It offers a mathematical overview of
Ability Scores and might help you
understand the implications of high
or low Ability Scores.

You're in
the Top
100%

Ability
Score QOdds
4 1 in 36 (3%)
5 21in 36 (6%) v 97%
6 3in 36 (8%) 91%
7 4in 36 (11%) 83%
8 5in 36 (14%) 72%
9 6 in 36 (16%) 58%
10 5in 36 (14%) 42%
11 4in 36 (11%) 28%
12 3in 36 (8%) 17%
13 2 in 36 (6%) 9%
14 1in 36 (3%) 3%

QOdds refer to the chance of rolling
that exact Ability Score using the
2d6+2 method. (See page 22.)

You're in the Top describes where
a hero's score fits in the general de-
mographics of the game universe. A
hero with an Intelligence of 12 falls
in the top 17% of the population.

The typical adult human charae-
ter averages 9 in each Ability Score.
This is a little less than the typical
hero character, who averages 10 in
each score. However, just like heroes,
supporting characters possess
strengths and weaknesses. For in-
stance, a low-class thug needs
Strength and Dexterity for winning
fights, but doesn’t need Intelligence
or Will for performing technical or
managerial work. Consequently, the
thug’s scores probably run some-
thing like this:

STR 11
INT7

DEX 10
WIL 7

CON 11
PER S8

On the other hand, a supporting
character who works as a research
chemist requires very high mental
scores. His Ability Scores may read:

STR 6
INT 12

DEX 9
WIL 12

CONB
PER 9

Finally, not all characters are av-
erage; consider a young child such
as a level-headed 8-year old. Gener-
ally, you won't need to know how
tough the child is in a fight, but you
might need to know whether or not

the kid can stay out of trouble when
the villains attack. The child's stats
might look like this:

STRS
INTB

DEX 9
WIL B

CON §
PER 7

Low mental stats don't necessarily
indicate that the child is dumb; it
just means that he doesn't have the
education or experience of an adult.
He might develop into an incredibly
intelligent adult in a few years.

Age

As intelligent species mature and
age, their physical and mental capa-
bilities change. Older members of
these species may slow down physi-
cally, but gain wisdom and life expe-
rience. If you run a long-lived
campaign in which the heroes age
and change with the passage of
time, account for these changes by
modifying the characters’ Ability
Scores. These modifications can't
allow characters to exceed species
minimums or maximums.

Adolescent: -1 STR, +1 DEX,
-1INT, -1 WIL

Young Adult: No modifications

Mature: +1INT, +1 PER

Middle-Aged: -1 DEX, +1INT,
+1 WIL

Old: -1 STR, -1 CON,
-1 DEX, +1 WIL,
+1 PER

Ancient: -1 STR, -1 CON,
-1 DEX

Most herces begin play as young
adults. If your players see their char-
acters as unusually young or old,
you may allow them to apply the
adolescent or mature modifiers to
their Ability Scores.

How long do characters live? Gen-
erally, as long as you want them to. It
you decide to monitor age closely in
your game, refer to TasLe G1: AGe
CATEGORIES BY SPECIES. The table
shows the baseline age breakpoints
for heroes and supporting cast mem-
bers of different Progress Levels. As
technology progresses, the lifespan
of each species increases. This simu-
lates the availability of medical
technology, nutritional and dietary
advances, and environmental in-
tegrity that work to slow or even re-
verse the aging process.

Table G1 uses the Earth-based
solar calendar to measure years. Not



TaBLE G1: AGE CATEGORIES BY SPELCIES

Progress Level
o-3

12 15 17 17
15 21 a5 35
28 35 a0 79
41 51 62 1320
50 63 as 153
+2di2 +2di2 +2di2 +3di2

Fraal
17 a2 27 27
E 49 B1 85
50 77 100 136
78 ns 153 205
1ngs 176 225 287
+2di2 +3di2 +2d20 +3d20

halus
23 23
a4 57
69 95
L ) i34
123 178
+3di2 +adi2

Sesheyan
1B 18
E | a7
48 B2
69 o1
m 123
+2di2 +3di2

T'sa
2 i2
19 29
N a8
a1 LT
54 B9
+dBb +dB

Weren
i [1] 13 15 15 15 15
20 25 29 37 45 55
35 40 a7 B4 76 B3
51 65 73 aq 15 121
ra 88 a8 151 167
+d8 +d8 +3di2 +adi2

AD = adolescent MD = middle-aged
YA = young adult 00 = old
MA = mature AN = ancient




all species use the Earth standard to
measure their age. Thus, a middle-
aged sesheyan might offer a differ-
ent number if asked his age. If you
need to determine the maximum
lifespan of a hero or supporting cast
member, simply check the ancient
age category, roll the listed dice, and
add the result to the number given
for the old category. For example, the
Gamemaster wants to find out the
natural lifespan of Gryldach, a
weren mercenary in his PL 7 cam-
paign. He then rolls 3d12 (getting a
12) and adds the score to 151 (for a
total of 163 years, in this case).

Few campaigns ever span a
length of time that a hero dies of old
age. However, a time-hopping ad-
venture might bring heroes face-to-
lace with younger or older versions
of themselves. For that matter, the
time travel process itself might age
or rejuvenate the heroes. Relativity
can be a great excuse for advancing
the age of some heroes while the
story continues.

Finally, advanced medical tech-
nology or secret genetic experiments
might reverse the aging process.
Since heroes tend to blunder into sit-
uations like this fairly frequently,

you shouldn't feel as though you're
required to retire one of your players’
favorite heroes just because he's be-
come «a bit long in the tooth. Any-
thing can happen.

ABILITY
SCORE
GENERATION

Determining the method by which
your players generate their heroes’
Ability Scores is an important deci-
sion. The following tex! gives you
several methods to choose from.

Assigned Ability
Scores

The method described in Chapter 2:
Hero Creation in the Player’s Hand-
book details the prelerred route for
creating new heroes. This method al-
lows a player to assign 60 points
among the various Ability Scores.
You don't even have to be present
when the player puts his character
together—just review the hero sheet
once the player finishes selecting his
profession, career, and skills.

Who Needs a Personality?

It’'s Your Game

The assigned score method has
the advantage of leveling the play-
ing field. All heroes are created
equal, and every player has « fair
chance to individualize Ability
Scores as desired,

One downside of the assigned
score method is that it lends itself to
min/maxing. Min/maxing is the prac
tice of building a hero to gain the
most benefits from the rules system
while minimizing disadvantages
and vulnerabilities. For example, a
player may set his Tech Op hero's
Constitution score at 6 because he
intends to stay out of harm's way as
much as possible. You should expect
a little min/maxing, but when you
see every one of your players follow-
ing the same course, you might want
to suggest building a better-bal-
anced party.

Random Ability
Scores

Using this method, a player rolls
2d6+2 for each of his hero's Ability
Scores. Of course, random genera-
tion is, well, random. It's possible
that a hero or villain rolled up this
way could have Ability Scores set at
5or6, or he could get a battery of
Ability Scores at 11 or higher.

Fortunately, you have a tool avail-
able for dealing with heroes who pos-
sess scores that are too low for your
campaign. A hero without any Ability
Scores of 11 or higher can raise one
score of his choice to 11. Obviously,
it's best for the hero to raise the low
est of his or her Ability Scores.



TaBLE G2: Rannomv ABILITIES BY PROFESSION

Combat Spec
STR 10+d4
DEX 8+d4
CON 8+db
INT 4+d8
WIL 6+dB
PER 4+dB

If none of the scores that are left
are 9 or better, the player can bump
ancther score of his choice—proba-
bly the second worst—to 9. This
guarantees that the hero qualifies
for a protession, and that the player
has a viable character for the game.
You can also use this rule to "power
up” villains or other supporting cast
members.

What about heroes that roll an as-
tonishing set of Ability Scores? You
can tone down a character to a level
appropriate for your campaign. Sim-
ply have your players prune their
characters’ Ability Scores until they
fall under the reasonable limits that
you desire. For example, most play-
ers will understand if you limit their
hero to a single score of 14, two
scores of 13, and three scores of 12.

# Example: Cindi rolls a charae-
ter with the following scores: 14, 13,
13,13, 12, 12. The Gamemaster can
ask her to change one 13 toa 12 in
order to meet the Ability Score maxi
mums. [f Cindi’s character had six
scores of 14 (an unlikely roll, by the
way) the Gamemaster could require
her to drop two to 13 and three to 12.

You can decide if players can
place randemly generated Ability
Scores in any order, or if they must
assign the scores in the order they're
rolled. The advantage to arranging
the scores to the player's taste is that
the player can tailor his hero's abili-

Diplomat
STR 4+d8
DEX 4+dB
CON 4+dB8
INT 8+db6
WIL 8+db
PER 10+d4

Free Agent
STR G+db
DEX 10+d4
CON 6+db
INT 8+db6
WIL 6+dB
PER G+db

ties to fit a specific profession. On
the other hand, requiring a player to
arrange the scores in the order he
rolls them can help a player decide
what kind of character to play when
he doesn't know what he wants to
create

Alternate Method |

You may have a player in your group
who knows that he wants to run a
Combat Specialist or a Free Agent.
Using the method detailed on TaBLE
G2: RaNDOM ABILITIES BY PROFESSION, a
hero automatically begins with the
scores necessary to qualify for a spe-
cific profession.

This method is also useful for
building supporting characters
quickly. If you don't want to spend
too much time thinking about which
combination of Ability Scores will
provide you with the perfect villain
or supporting cast member, try
rolling the character’s Ability Scores
with this system. Species minimums
and maximums still apply.

Alternate Method [1
Other players may want to create a
hero belonging to a specific species.
The dice generation system shown
on TABLE G3: RANDOM ABILITIES BY
SPECIES, guarantees a workable char-
acter of the appropriate species. It
also ensures that the alien qualifies
tfor at least one profession.

Tech Op

STR 4+db6
DEX 8+db
CON 4+db
INT 10+d4
WIL 8+db
PER 6+db

Mindwalker
STR 4+db6
DEX 4+dB
CON 8+db
INT 8+db
WIL 10+d4
PER 6+db

You can use this system to gener-
ate random characters of the appro
priate species. This system strongly
steers aliens loward their respective
archetypes—weren almost always
come out as Combat Specs, se
sheyans as Free Agents, me
and t'sa as Tech Ops, and fraal as
Diplomats.

walus

Alternate Method Il
You may find that a 2d6+2 roll is too
unpredictable lor your tastes, but
you don't like the way players skimp
on some Ability Scores when as
ing their points. In this alternative,
heroes begin with base scores ol 5 in
all six Ability Scores. The player
then rolls 7 six-sided dice. The play-
er adds the result of each die to any
Ability Score he wishes. Players
can't split a die result—they must
add one whole die roll to one score

ign-

though they can add multiple die
rolls to a single score. Species mini-
mums and maximums apply.

This system allows a player to
sleer a characler toward specilic
strengths and weaknesses without
assigning exact numbers, You may
find this system useful, as it enables
you to create villains and supporling
cast members who possess defined
strengths and weaknesses.

# Example: Bruce wanls to create
a Combat Spec with lightning speed.
He rolls 7d6 and comes up with 2, 2,

TaBLE G3: RAnDom ABILITIES BY SPECIES

Fraal

STR 3+db
DEX 5+db
CON 3+d6
INT 11+d4
WIL 8+dB
PER 9+db

Mechalus
STR B+db
DEX 8+db6
CON 4+dB
INT 11+d4a
WIL 5+dB
PER 3+d8

Weren
STR 10+d6
DEX 4+dB6
CON 9+d6
INT 4+d8
WIL 4+db
PER 5+d6

Sesheyan
STR 6+d6
DEX 11+d4
CON 4+db
INT 4+dB

WIL 7+d8

PER 6+db

T'sa

5TR 3+db

DEX 10+db
CON 4+dB6
INT 10+d4
WIL 4+dB8

PER 7+dB6
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2,3, 4,5, and 5. In order to qualify as
a Combat Spec, he needs a Strength
of 11 and a Constitution of 9. Bruce
also wants a high Dexterity. Here's
how he assigns the dice:

Strength: S+4+2=11
Dexterity: 5+45+3=13
Constitution: 5+5=10
Intelligence: 5+2=7
Will: g
Personality: 3+2=7

Bruce chose not to assign any dice
to his Will score, and he doubled up
on the dice he assigned to Strength
and Dexterity.

Other Building
Methods

While the method you choose for
generating Ability Scores is one way
to customize your campaign, heroes
aren't defined by Ability Scores
alone. The hero’s choice of profession
and the skills he chooses are every
bit as important.

Here's another way to build a
character: have the players pick the
skills they think the hero needs be-
fore assigning a single Ability Score.
After the players create a package of
four or five broad skills that define
their heroes' talents, you can deter-
mine which professions and Ability
Scores match these skills. Assigning
Ability Scores is a simple process
once the player knows what his hero
should be good «at.

For example, let's say one of your
players wants Modern Ranged
Weapons, Manipulation, Acrobatics,
Deception, and Stealth. He's thinking
of a super-spy of some kind. Since
four out of his five broad skills rely
on Dexterity, he'll want a good Dex-
terity score. Several of his skills are
tied to the Free Agent profession.
This player should consider crealing
a Free Agent character and aiming
for the highest Dexterity possible.

Gamemasters interested in
adding new dimensions to their
players’ heroes or their supporting
cast members should see "FX” in
Chapter 16: Optional Rules. The rules
there allow more unusual and more
powerful heroes to enter your cam-
paign.

DEsIGNING
NEW SPECIES

Science fiction contains myriads of
extraterrestrial creatures. Some pass
for human, moving unseen through
the circles of our own society. Others
are predatory creatures far stronger,
smarter, or faster than the most hero-
ic human protagonists. A great num-
ber seem to be little more than
humans in funny suits, creatures
whose alien appearance masks an
allegorical illustration of a particu-
lar human fault or virtue.

Players can create alien heroes.
The five alien species presented in
the Player’s Handbook are not the
only extraterrestrial species open to
players; they're simply examples of
alien races appropriate to a general
science fiction setting. If you don't
think these aliens fit into the type of
game you want to run, you can de-
clare one or all of them off limits to
your players. Similarly, you can de-
velop entirely new species appropri-
ate to the needs of your campaign, or
you can leave the design of alien he-
roes to your players’ imaginations.

No Statistics!

What’s an Alien?

Each alien species possesses sever-
al abilities and limitations that dif-
ferentiate it from humanity. The first
of these differences appears in the
Ability Scores of each species. Due to
differences in physiology and anato-
my, some alien characters can ex-
ceed human Ability maximums. For
example, weren characters can
reach a Strength of 16, while fraal
heroes can possess Intelligence
scores of 15. Both of these scores ex-
ceed the human maximum of 14.

Alien characters may suffer limi-
tations in other Ability maximums to
compensate for this advantage. For
example, weren are large and bulky,
and can't have Dexterity scores high-
er than 12,

Since aliens have the same num-
ber of points to distribute as humans
do, they must make sacrifices to
reach extremely high scores in their
natural Abilities. Alien characters
exhibit superhuman ability in one or
two areas, while humans have de-
cent scores in all Abilities. If you
want to play a musclebound, gun-
toting scientist, you should create a
human Tech Op with lots of combeat
skills; if you want to create the best
scientist possible, nothing beats a
traal or mechalus hero.

In addition to their higher Ability
Score maximums, most alien charac-
ters receive some significant advan-
tages or benefits that human
characters can't get: Fraal begin
with psionic powers; weren can in-
flict mortal damage in unarmed com-
bat; t'sa are naturally armored. To
compensale for these innate advan-
tages, aliens have fewer skill points
with which to select broad and spe-
cialty skills than humans of compa-
rable intelligence. This reinforces
the human advantage—humans are
generalists who tend to pick up lots
of skills.

Finally, each species possesses its
own innate skills. For instance, se-
sheyans begin play with the Acro-
batics broad skill. You can allow
players to change these free broad
skills, or trade them in for other
broad skills, but ask the player to
provide a good explanation for why
his hero doesn't fit the mold of his
species. Put simply, why isn't this
hero representative of his or her
species?



1> Concept

The creation of new alien heroes pro-

vides players with a greater variety
of choices from which to build their
own characters. New species also
add layers of detail to your cam-
paign and offer the potential for new

storylines. Though not a complex un-

dertaking, species generation re-
quires imagination and a good deal
of common sense.

When designing a new hero
species, it's best to begin with a gen-
eral concept before moving to the
alien’s Ability Scores, powers, and
other game particulars.

From time to time, a player might
approach you about trying out a
brand-new species. There's no rea-
son you can't allow any kind of alien
you like into your campaign. How-
ever, you should keep an eye on
game balance and character power
when introducing a new hero
species. lf every player in your game
decides that he wants to try creating
a hero of the new species, then that
alien might possess too many ad-
vantages and too few weaknesses.
Even the most altruistic player has «
hard time passing up a clear game
advantage for the sake of roleplay-
ing alone.

Work with the player using the
guidelines for alien creation de-
lailed below.

2» Form and
Physiology

This category concerns itself with
the anatomical makeup of a species.
What does the alien look like? Is it
humanocid? Bipedal? Quadrupedal?
Does it have arms, tentacles, claws,
or some other appendages? What is
its diet? Can it talk, or does it have a
nonverbal method of communica-
tion? These are important questions
lo answer as you create the species,
Anything that relates to the alien’s
anatomical nature falls in this
category.

Answering these questions may
seem daunting at first. But remem-
ber, you don't need to have a xeno-
biologist's understanding of the
alien’s anatomical functions. Jot
down some quick notes on those
characteristics that define the new
species. These general ideas will
have an impact on later aspects of
its design—such as the alien's Abili-

ty Scores, advantages, disadvan-
tages, and motivations.

Form and physiology may also af-
fect the other categories such as his-
tory, culture, and psychology later
during the alien's design. For ex-
ample, a species with telepathic
communication might not develop a
culture based around the written
word.

3 > History

This category deals with the past
events and important experiences
that helped to shape an alien's char-
acter, the alien's inter- and intra-
species relationships, and its stellar
location or planet of origin.

Past events and historical experi-
ences offer intriguing possibilities
for an alien’s development. Revolu-
tions, natural disasters, invasions,
scientitic breakthroughs, “alien”

contact, and religious wars are just a

few of the possible experiences that
could influence the formation of a
new species. For example, a species
that suffers cruelly at the hands of
invaders might develop into an ag-
gressive, warlike people, or they
might evidence a large amount of
cowardice or apathy in the face of
aggressive behavior.

Another important aspect of a
species’ history is its relationship to
others of its kind, as well as its rela-
tionship to other aliens. A state of
constant civil war might cause a
species to develop a high degree of
distrust, fear, or antipathy for other
members of its species. On the other
hand, a species that remains decid-
edly neutral throughout a system-
wide war may gain the trust of all
involved planets—thus paving the
way for a species whose members
are known for diplomacy, tact, and
skills at mediation.

Details about a species’ planet of
origin (or lack thereof) can provide
you with a definite blueprint for your
alien. A planet known for its hostile
environment and deadly flora and
fauna may engender a species
whose strength and swiftness is only
surpassed by its ability to adapt to
harsh condilions. Likewise, beings
raised on a paradise planet might
eschew violence and aggression in
favor of more altruistic endeavors.

Don't worry about creating the en-
tire history of an alien civilization. A
few simple ideas will give you
enough background to create the

Superheroes and
Wimps

type of alien you envision. Other his-
torical events and campaign story-
lines may form later as your heroes
develop and interact with supperting
cast members of the new species.

4 Culture

Culture includes a species’ social in-
stitutions, governmental structures,
and artistic movements, as well as
its customs, mores, religious beliets,
and laws. What type of class struc-
ture exists within this species’ soci-
ety? What type of governmental
system does it use? Do members of
this species have any important or
interesting taboos? What about
artistic expression? These are just
some of the useful questions that can
assist you during this section of the
design process.

A species’ cullure heavily influ-
ences, and is influenced by, its histo-
ry. In addition, cultural preferences
may steer heroes of this new species
into certain professions, or forbid he-
roes to undertake certain careers,
For example, members of a species
with highly developed religious be-
liets in pacifism might never choose
the Combat Spec profession.
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S » Psychology

Psychology deals with the world
view and ultimate mindset of a
species. Psychology influences how
the species perceives the world
around it, and how it processes that

perception. Psychological tendencies

can influence and

be inlluenced by

the development of a species’ culture

and history. In addition, an l-llen
form, how it interc
rounding univers
basis for its psychological outlook
An alien’s worldview can af
motivations, moral t“tttlbll[&-. and,
less obviously, its advantages and
disadvantages.

6 » Playability

After you've fleshed out some gener
al ideas about the new species
should take a close lock at

bility. How interesting, or possible, is
it for a player to run a hero of this
species? An alien made up entirely
ol a viscous liquid held together by

mental powers might seem like an

intriguing possibility. However, if
this alien can't interact with its envi-
ronment or communicate in any way

She’s armed, and it's dangerous

with other heroes or supporting casl
members, players will probably ex-
perience frustration and boredom.
After all, playing a barely animate
pile of goo is only fun for so long.
There's only one hard and fast rule
ing the playability of new
: They musl possess some de
gree of Intelligence. Unintelligent
aliens can't function as heroes.
Despite its form or physiclogy, a
new hero species must have some
characteristics that make it compati-
ble with humanity. It must possess
the ability to mave independently
and the fortitude to survive in envi-
ronments that humanity can tolerate.
Its body must include limbs, tenta-

cles, or other manipulative organs
that can take the place of hands that
humans are accustomed to. It
shouldn't poss

55 any innate powers
that make it superior to any conceiv-
able human character.

7 » Ability Score
Requirements

When a player creates a character
belonging to a new species, the lirst
thing to do is generate the alien's

Ability Scores. What minimums or
maximums should you set?

Keep in mind that the normal
range of Ability Scores for human
herces falls between 4 and 14, and
use the following guidelines. Aliens
with Abili
might have minimums as low as 2
On the other hand. aliens si
cantly superior to humans in a par-
ticular Ability may have maximums
as high as 16. In addition, species in

ies inferior to humans

nifi-

=1
match the best humans may have an

which the best members will nev
Ability maximum set at 10 or 12. Sim-
ilarly, if the least member of the new
species possesses greater scores
than the least humans, the aliens
minimum scores might be 6 or 8.

For example, fraal are intellectual
creatures that can't match the physi-
cal capabilities of well-trained hu-

mans. Here are the Ability Score
minimums and maximums for a fraal
hero:

» Strength 4/11: The weakest fraal
heroes aren't any weaker than the
weakest humans, but fraal can't
match the muscular and physical

velopment of a human in good
shape.
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P Dexterity 4/11: Again, the least
agile fraal aren’t any worse than the
leas! agile humans, but they can't
match the grace or reaction speed of
many human characters.

P Constitution 4/10: The same is
true for stuming, resistance to dam-
age, and overall health. Even the
toughest fraal only makes it slightly
above the human average.

P [ntelligence 9/15: There's no
such thing as an inferior mind
among the fraal. Some traal can
even exceed human capabilities,
while even the dimmest fraal match-
es the human average.

P Will 9/16: Intuition, resolve, and
understanding are the defining char-
acteristics of the traal race. The
weakest-willed fraal equals the av-
erage human, and many fraal pos-
sess significantly stronger wills than
humans.

¥ Personality 4/15: The most per-
sonable and charismatic fraal are
slightly better than humans. Other-
wise the fraal have a normal varia-
tion that parallels the human range
of Personality.

Any new alien heroes that you or
your players create should stand on
equal footing with the other charac-
ters in the campaign. Give the new
alien species a total of number of
points to distribute among their Abil-
ity Scores equal to those given to
other heroes. In the typical cam-
paign, this total is 60 points.

8 » Innate Skills

The finishing touch for an alien is
the array of free broad skills that de-
scribe its natural talents. What skills
should every hero ol that species
possess? The answer depends upon
your conception of the new species.
If you want to create an alien with-
out physical form, a species com-
posed entirely of mental energy, then
you would most likely assign Intelli-
gence-based skills. Likewise, a
super-strong species might receive
only Strength- and Dexterity-based
skills. Remember to assign free
broad skills with an eye toward
game balance. For example, it's un-
likely that a species would develop
only the most expensive broad skills.

See Chapter 2 in the Player'’s
Handbook for examples of free broad
skills for aliens.

9 » Advantages

While the special advantages pos-
sessed by an alien are the most in-
teresting parl of designing a new
species, they're also the trickiest to
design. Godlike innate gitts that
allow a hero 1o emerge victorious
easily spoil the excitement of the
game. Gamemasters must guard
against designing overpowered spe-
cial abilities or allowing such abili-
ties into their campaign.

Here are some examples of spe-
cial advantages appropriate to an
alien hero:

» Action check bonus (t'sa)

P All-around vision

P Armor (t'sa)

» Camouflage (weren)

» Environmental capability; toler-
ates Class 2 or Class 3 environments
without aid

P Flight (sesheyan)

P Mental powers (fraal)

P Natural resistance to tempera-
ture extremes, radiation, particular
energy forms, poison, or disease

P Natural weaponry (weren)

P Poison

» Regeneration; quickly recovers
from wounds or from mortal damage
without surgery or treatment

P Increased resistance modifier to
one Ability Score

» Skill bonus (mechalus, t'sa)

» Sprinting/pouncing

» Swimming/water breathing

P> Toughness (weren)

P Unusual sense (sesheyan)

Another good source for special ad-
vantages is your favorite science fic-
tion or fantasy novel, or a published
compendium of alien species.

10 > Weaknesses

Balance powerful advantages by as-
signing unusual weaknesses, such
as these:

P Low Ability Scores

P Suffers increased damage trom
low impact, high impact, or energy
attacks

P Reduced senses (sesheyan)

P Action check penalty

» Skill penalty

P Automatic flaw (weren)

» Can't use certain types of equip-
ment—armor, for example—due to
body form, cultural taboo, or any
other reason you can imagine

PROFESSIONS
AND CAREERS

A hero's profession serves one major
purpose: definition. Choosing a par-
ticular profession brings a hero into
focus and identifies his or her role in
the campaign. At the same time, the
choice of a profession doesn't neces-
sarily restrict a hero to certain capa-
bilities or powers. Anyone can
become an outstanding warrior or
brilliant scientist—but heroes who
aren't Combat Specs or Tech Ops
will find that it's not as easy. By
defining a hero's natural talents, a
profession determines what kinds of
adventures, challenges, and encoun-
ters best suit the heroes in your
game.

If a hero's profession is a broad
definition of what he does, his career
represents a more specific definition
of who he is. The career that a hero
selects speaks volumes about his
background, his methods and mo-
tives, his wealth and equipment, and
his approach to an adventure. There
are few rules concerning careers; a
hero designed without reference to
any career is every bit as capable as
a hero built on a career blueprint.
However, a career does help a player
to envision his hero more clearly and
understand how that hero will ap-
proach an adventure.

Heroes in
Society

Heroes are uncommon, but they're
not unique. Many of the most impor-
tant allies, employees, villains, and
supporting characters that heroes in-
teract with possess a profession and
experience level. Since player-run
heroes are at the center of action in
your campaign, above-average sup-
porting cast members naturally
gravitate toward situations in which
they help or hinder the heroes.
People with unusual ability, tal-
ent, or drive naturally rise to the
upper levels—or the critical posi-
tions—of their vocation. In a 50-per-
son police department, four or five of
the highest-ranking officers and ad-
ministrators are Diplomats. Another
two or three individuals might be
Tech Ops: forensics specialists and
criminologists. The department's four
or five best fighters might be Com-
bat Specs, grouped into a tactical
unit. Finally, two or three of the se-



Diplomats and
Lontacts

nior detectives and investigators
would work as Free Agents. The ma-
jority of the department's personnel
are nonprofessionals with skills in
Law, Security, Investigation, Interac-
tion, and other areas.

Heroes aren't always the people in
charge, even if they are more compe-
tent than their superiors. In fact,
player heroes shouldn't expect
people to defer to them just because
they've got a pistol 7 skill and the
ruthlessness to use it. Positional au-
thority counts for a lot, and from time
to time you might have to remind the
players that their heroes must abide
by the rules (both written and un-
written) of human society. A tough
police detective who ignores the po-
litically appointed commissioner
quickly finds himself suspended or
out of a job—even though the detec-
tive is a level 5 Free Agent, while the
commissioner is a bumbling idiot
without any skills.

Here are some guidelines for the
roles that heroes play in society:

Combat Specs
While a special forces unit such as
the Green Berets or the Navy Seals
might contain all Combat Specs,
most armed forces include only «
handful of these heroes. Naturally,
Combat Specs appear more often in
societies where warfare, unrest, or
lawlessness ensure that violence is
never too far away. Pacifistic or com-
placent societies produce very few
individuals who study these skills.
Combat Specs may serve in the
military (most as middle- or senior-
ranking enlisted men and some as
officers), in police forces (as tactical
specialists), or as thugs or enforcers
in criminal organizations. Generally,
Combat Specs don't lead troops; se-
nior officers are usually Diplomats
who choose Combat Spec as their
secondary profession.

Free Agents

In many societies, the Free Agent is
not in great demand. The skills a
Free Agent normally acquires are
often concealed from the public at
large: most Free Agents live on the
edge of the law. Most of them thrive
on anonymity and consciously culti-
vate an ability to fade into the
background.

More than any other hero type,
Free Agents prefer to operate alone
or as members of small groups; they
don't function well in a large, orga-
nized force. Even though a govern-
ment or megacorporation may
employ Free Agents, these herces
work best when given the freedom to
use their wits, instinct, and special
talents as they see fit.

Tech Ops

This profession embraces two relat-
ed character types: the tech user,
such as a pilot or a hacker, and the
tech maker, an engineer or a theoret-
ical scientist. People who work with
technology are common in modern or
advanced societies.

With time, patience, and excep-
tional performance, a Tech Op can
rise to the highest technical or ad-
ministrative level of his field. A
skilled hacker may become a vice
president of computer operations,
while a sharp scientist could eventu-
ally become a department head or
an outpost administrator.

Diplomats

Businessmen, military officers, cor-
porate executives, explorers, admin-
istrators, ambassadors, enlertainers,
journalists . . . all of these prominent
careers fall into the diplomatic
sphere.

Diplomats have an inherent ad-
vantage in most social situations
(because of their high Intelligence
and Personality scores). A trader
hero finds that local businessmen
want to deal with him; the special
skills and talents of enterlainers are
always in demand; military officers
and governmenl administrators have
the potential to wield significant
power. [t's conceivable for an intelli-
gent Combat Spec to rise to com-
mand of a ship, or a division of
ground troops, but a theater com-
mander or service chief will almost
always be a Diplomat with a mili-
lary specialty.

Diplomats determine what needs

doing, formulate a plan of action,
and oversee its execution. They man-
age the human resources—Tech Ops,
Free Agents, Combat Specs, or other
Diplomats—necessary to complete
the task. Diplomats are natural lead-
ers and organizers. A Diplomat is at
his best when surrounded by other
talented people who understand the
situation.

Mindwalkers

Your campaign may or may not fea-
ture these mental specialists. Refer
to Chapter 16: Optional Rules for
help in making the decision whether
to include psionics.

Using Careers

The sample careers presented in
Chapter 6 in the Player’s Handbook
include a variety of selections to
cover the most famous, popular, or
exciting types of characters found in
science fiction. However, the list isn"
exhaustive, nor are they hard-and-
tast rules. You may find that a partic-
ular hero or hero type isn't found in
the selection of careers available to
your players' heroes. And you may
desire to create careers specific to
your campaign. Feel free to alter ex-
isting sample careers or design new
ones.

Sample careers don't offer advan-
tages in hero creation. A player who
starts from scratch can easily build a
very capable hero without using any
of the samples. The best role for
sample careers in your campaign is
a purely descriptive one. They pro-
vide a beginning, listing general mo-
tivations and skills, as well as
overall function in your campaign.

SKILL
SELECTION

Skills are the heart of the game. The
most important differences between
one hero and ancther lie in their se-
lection of skills. This is the longest
and most involved part of creating a
hero. You should look over a player's
hero when he or she finishes select-
ing skills and make yourself avail-
able to answer questions and offer
guidance.

Depending on the setting of your
game, heroes may not have all the
skills listed in the Player’s Handbook
open to them. There's no point in
selecting the Armor Operation-pow-
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Laser pistol

ered armor skill in a modern techno-
thriller or espionage campaign; none
of the armor types available requires
this skill. Likewise, the Vehicle Oper-
ation-water vehicle specialty skill is
out of place in a campaign set on a
desert planet.

Profession Bias

One of the rewards for choosing a
profession is the ability to select
skills of the prolession’s group at re-
duced cost. When a character selects
a skill inside his prolession, the base
cost is | point lower. While players
are free to pay the {ull cost and buy
any skill, they'll end up with more
skills and higher ranks in specialty
skills if they stay within their heroes’
professional strong points.

For example, many of the combat-
oriented skills fall into the Combat
Spec skill group, so they're less ex-
pensive for a Combat Spec than they
are tor any other character. The Com-
bat Spec can improve his weapon
skills more quickly than a Free
Agent, Diplomat, or Tech Op can.

Having to pay | point more than
another profession does isn't really a
deterrent to a determined player. You
should encourage players to build
any type of hero they wish—as long
as these heroes fit into your particu-
lar campaign setling, and their play-
ers are honest in observing the
limitations of Intelligence, profes-
sion, and level when purchasing
skills. Some of the best characters in-
clude a smattering of skills that
aren't lied directly to their standard
role in the game. For example, a
space marine with some Deception
skills makes a great barracks con
artist,

Generalizing Skills

If you want to make a skill more ac-
cessible in your campaign, teel free
to change its availability. For ex-
ample, a campaign centered on
starfighters or heavy-armor combal
might discourage players from creat-
ing Diplomats or Free Agenl charac-
ters. But if you change Vehicle
Operation-space vehicle and Armor
Operation—powered armor to Open
skills, any hero can purchase them
at the base cost.

Style Skills

A few skills are open-ended, allow-
ing players to customize their char-
acters to suit a particular style or
image. A couple of examples are the
Knowledge and Acrobatics skills. [f a
player wants his character to be pro-
ficient in skateboarding, he's wel-
come to invent a new specialty skill
under Acrobatics called skateboard-
ing. "Style" skills such as this one
can provide opportunities for role-
playing and make a character truly
memorable,

PERKS &
FLAaws

Perks and flaws aren’t intended to be
game-breaking faults or strengths.
Rather, they tunction as colorful
characteristics that finish a hero in
just the right way.

Perks and flaws don't have to bal-
ance precisely. If a hero has skill
points left over after skill selection,
he can pick up a perk without having
to take a tlaw to get extra points.
Similarly, a hero might overbuy on
his skills and compensate with a
flaw or two. As long as the points
add up and the hero doesn't harm
your campaign, it's okay.

Flaws That
Aren’t Flaws

Some tlaws clearly have more of an
immediate game impact than others.
A Powertul Enemy may not bother a
hero for months at a time, but the
Fragile flaw could crop up in any
combat scene. Make sure that you
record any flaws players select for
their characters, and make use of
them! If a hero’s Powerful Enemy
never makes an appearance, then
the character's flaw, a supposed dis-

advantage, merely represents free
skill points that work to the hero's
advantage. Finding just the right use
tor a tlaw in an adventure can
heighten the dramatic tension just as
much as throwing surprise attacks or
deadly traps at the heroes.

ROLEPLAYING
ATTRIBUTES

Once a player builds the physical
skeleton of his hero, it's time for him
to think of that character’s personali-
ty. Motivation, moral attitude, and
character traits are powertul tools for
developing well-rounded characters,
They give you a useful handle on
what’s important to the heroes in
your campaign, and help you design
adventures that they will want to un-
dertake and complete.

More information on roleplaying
attributes can be found in Chapter 7:
Atiributes,

EouIPMENT

The last step in preparing a charac-
ter is equipping him with weapons,
armot, and nifty technological
devices,

There are four good ways to han-
dle the initial allocation of equip-
ment when a hero is created. First,
you can use the guidelines present-
ed in Chapter 6: Sample Careers in
the Player’s Handbook to provide he-
roes with signature gear. Second,
you can personally select the weap-
ons, armor, and gear that you think
the hero should carry. Third, you can
allow the player to peruse the equip-
ment lists in the Player’s Handbook
and choose the items he thinks his
hero should have. Review his choic-
es and see if he went over the top or
sold himself short. Finally, you can
simply allow the hero to begin with
starting funds and purchase any-
thing that he can atiord. This places
a hard ceiling on the number of neat
gadgets and high-powered weapons
with which a hero can begin play.

If you decide to assign equipment,
remember that heroes begin with
some pocket cash (see TasLE P30:
Money oN HAND on page 129 in the
Player's Handbook). It's not much, but
it allows a hero to pay for a few
meals, lodging, or small equipment
purchases until he earns money from
somewhere else.



Progress Level

Betore you start allocating equip-
ment to the heroes, you must decide
what Progress Level your campaign
is set at. See Chapter 13: Campaign
Design and Chapter 14: Campaign
Architecture for guidelines. Typical-
ly, a modern game is PL 5, a near-tu-
ture game is PL 6, and a far-future
game is PL 7 or PL 8. However, some
areas in any setting may be at a
lower Progress Level than other
areas, For example, there may be
areas that rely on PL 6 technology in
a PL 7 setting. You could even rule
that a hero from a barbaric or rustic
world must begin play with arms
and equipment of Progress Level 3 or
lower, although the hero could quick-
ly upgrade his technology by shop-
ping in an advanced location.

Weapon and
Armor
Availability

Grenades are cheap and useful in a
fight, but there's no way each hero in
the party should be toting a hall-
dozen incendiary grenades every-
where they go. The availability
ratings for weapons and top-of-the-
line armor on the equipment tables
are there to preserve a sense of real-
ism. Many types of weapons and
armor are illegal in civilized locales.

It's reasonable for heroes lo wear
sidearms in rough-and-tumble re-
gions, but rifles, heavy weapons,
and explosives aren’t acceptable in
many places. When the heroes step
off their ship into a starport, city, or
space station, they should leave
their plasma guns and mass rifles
behind.

Vehicles and
Signature Items

No matter how much money a new
hero begins play with, there are a
few things he just can't atford. Even
aFilthy Rich character can't atford
most starships. You may decide to let
a hero start with a high-priced piece
of gear like this, despite the fact that
the hero can't even think of buying it
out of his own funds.

The best reason for such generosi-
ty is story-related; if you have an
easier time creating adventures for a
group of heroes with their own ship,
you can arbitrarily decree that the

most suitable character has a ship at
his disposal. Maybe the hero
scraped together the money for a
down payment, but still has to pay it
off. Of course, this opens the ques-
tion of what bank, financial institu-
tion, or underworld syndicate holds
the loan. Let your generosity to a
hero expand your own campaign.

What Every
Hero Dwns

Even if a hero buys nothing else, it's
assumed that he begins play with
two or three changes of street
clothes, shoes, a wallet, a cheap
wristwatch, basic jewelry, a toiletry
kit, and maybe a suilcase, bag, or
trunk to carry all of it in. Beyond this,
a hero is free to purchase anything
that’s available and within his
means,

ADVANCED
HEROES

Many Gamemasters and players
prefer to begin a campaign with
tough, experienced heroes. Some-
times this is necessary to ensure that
the heroes have a decent chance of
survival and a fair assortment of
powers and abilities at their com-
mand. Usually, even beginning he-
roes possess a reasonable battery of
skills.

If you need to create an advanced
character, here's how you can do it.
Have the players build their charac-
ters normally, but when they're ready
to assign skills 1o their heroes, the
extra experience gives the new hero
more skill points to work with than a
beginning hero normally receives.
See TapLE G4: ADVANCED HEROES.

Heroes buying skills at a rank
higher than 1 can refer to TABLE G5:
BuyinG Skiis At HigH Ranks.

If the skill is in the character's pro-
fession group, subtract 1 skill point
per rank purchased.

For example, you're creating an
expert Free Agent. l{ you decide he
should have rank 6 in the pisto] spe-
cialty, it costs him 6 times the pistol
cost (4 points) plus 15 skill points, for
a total of 39 points ([6x4]+15=39). A
Combat Spec character purchasing
the sume skill would pay 33 skill
points (39-6=33).

TABLE G4:
ApvAancen HERDES

Level Paoints Rank
ist +0

3rd +13

Sth +30

7th +51

9th +76

11th +105

Level is the hero's
achievement level.

Points is the number of
bonus skill points a hero
of a certain level re-
ceives in addition to the
normal total indicated by
his Intelligence score.

Rank is the highest
rank that can be as-
signed to any of the
hero's specialty skills.

Last Words

Remember, players are never your
adversaries, nor are they your tools
or puppets. Keeping watch over your
players’ heroic characters as they
grow and change is one of your most
important tasks in any roleplaying
game. You should take pleasure in
seeing your heroes’ accomplish-
ments as your campaign grows.
Their heroes give dialogue and ex-
pression to the stories you create.

TAaBLE G5:
Buying SKILLS AT

HicH RANKS
Rank Cost
list price
2 X list) +1
3 x list) +3
4 x list) +6
5 x list]) +10
6 X list) +15
7 % list) +21
a8 x list) +28
9 X list) +36
no x list) +45
[ x list) +55
(12 x list) +66

1
e
3
<R
5
6
7
a8
L |
10
11
12
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Rolls?

perform routinely; don't bother with
dice.

Dice are also unnecessary when
players dare considering story deci-
sions for their characters. No player
should have toroll dice to make up

—his hero's mind . .. unless the hero is
trying to fight off on evil mental in-
“fluence. If the players decide that
~ their heroes are going to Washing-
~——ton, D.C.it'’s silly to force them to
— make Navigation or Vehicle Opera-
- tion checks to get there—unless the
tti.p is somehow challenging.
— Ultimately, if's your prerogative to
~decide that certain actions automati-
- cally succeed orfail 1 o human hero
-decides fo'leap a S0-meter gap be-
~tween two buildings with nothing
more than arenning start, you're
within-your rights fo say. "Wel],
you'red good jumper, so the first 7 or
B metars go just fine. The next 40
arent going to work out.”

Mostof the time its best to give
heroes a chnnce_ of success, however
small: Rale outthe patently ridicu-
lous, notthe difficult. If the action is
remotely feasible, let the player
make o check with a hefty penalty.

The Core
Mechanic

The core mechanic relies on skill
checks and feat checks. These are
d20 rolls compared to the character’s
relevant score. If a player rolls equal
to or lower than his hero's skill score
or Ability Score, he succeeds. If he
rolls higher than the score, he fails.
Since some tasks are harder than
others, the d20 {the control die) is
rolled with a second situation die
that is added to or subtracted from
the d20 result. For easy tasks, the sit-

uation die is subtracted from the d20,

making it more likely that the com-
bined roll will generate a low num-
ber and result in success, For
difficult tasks, the situation die is

added to the d20.

Control Die + Difficulty Average
Situation Die Level Roll
d20+3d20 Nearly Impossible 42
d20+2d20 Gargantuan 315
d20+d20 Grueling 21
d20+d12 Formidable 17
d20+d8 Challenging 15
d20+d6 Hard 14
d20+d4 Tough 13
dZ0+d0 Average 10.5
d20—d4 Easy 8
d20-d6 Very Easy 7
d20-d8 Extremely Easy B
d20-d12 Cakewalk 4
d20-d20 No Sweat 0

The average roll shows the medi
an result of each particular combina-
tion of dice. If you consider that a
talented herc has a skill score of 14
to 18, you can get a good idea of the
odds of success.

NOILJHTH
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You can use the core mechanic in
one of two distinct ways. You can
eyeball it or figure the odds.

Eyeballing
Now that you know the core mechan-
ic, you're done learning the ALTERNITY
game. It's that simple. Whenever a
player attempts a task, assign a situ-
ation die that seems appropriate to
the situation. Use the definitions of
each difficulty level as a guideline.
For example, a Grueling action has a
+d20 situation die, an Average action
has a +d0, and a Cakewalk has a
d12.

Here's an example using this fast
and loose method for assigning situ-
ation dice in a game situation. The
hero, Sergeant Raterman, has found
himself suddenly in a firefight.

Player: “Raterman kneels behind
the oil drum and squeezes off a cou-
ple of rounds with his rail pistol.
What do [ roll?”

Gamemaster: "Let's see . .. the
thug is about 20 meters away, and
he’s hiding behind a concrete sup-
port column. Looks like a Hard shot.
Roll your d20 control die and add a
d6 situation die.”

The Gamemaster didn't take any-
thing into account other than gut in-
stinct about how hard the task
should be. If the thug was standing
out in the open, looking the other
way, the Gamemaster might have
called it a Very Easy shot and as-
signed a -dB bonus instead.

There’s nothing more to the eye-
balling method. [t allows for a fast-
moving style of play that focuses on
roleplaying instead of roll-playing.

It’s Your Game

Figure the Odds

The other method is a little more pre-
cise. Instead of arbitrarily assigning
a difficulty level, the Gamemaster
applies individual step modifiers,
considering each condition that ap-
plies. It's not as fluid or off the cuff as
the first method, but it's a little more
accurate and realistic. In time, this
method can be almost as fast.

Start with a base situation die. A
feat check, an untrained skill check,
and a broad skill check have a +d4
base situation die. A specialty skill
check uses a +d0 base situation die.

The base situation die is just that:
a base. From this starting point,
you'll count bonuses or penalties to
reflect the exact situation. Specific
actions and situations may impose,
for example, a +1, +2, or +3 step
penalty. Others may apply a1, -2, or
-3 step bonus. Bonuses and penal-
ties larger than this are rare.

Firing a pistol at short range gives
a -1 bonus, so the hero's roll goes
from d20+d0 (Average) to d20-d4
(Easy). The target's resistance modi-
fier may make the shot tougher; it
the hero's shooting at a villain with a
+2 resistance modifier, now the play-
er must roll the d20 and add d4. The
Gamemaster can take into account
any additional modifiers he wishes.
The room is pitch black? Add anoth-
er +3 steps. The hero's a firing an ac-
curate laser pistol? Take a -1 bonus.

Here's an example:

Player: "Raterman kneels behind
the oil drum and squeezes off a cou-
ple of rounds with his pistol. What
dice do I roll?"

Gamemaster: "The thug is at
medium range, so that's a +1 penalty,
and he's using a concrete column for
cover, for a +2 penalty. Call it a +3
penalty altogether. Your base situa-
tion die is +d0, so you're rolling a
d20+d8."

Most Gamemasters use a combina-
tion of figuring the odds and eye-
balling. In scenes involving combat,
precision is more important. In other
scenes, especially during intense
roleplaying, game mechanics can be
minimized by a Gamemaster who
eyeballs the situation and moves on.

Extreme Difficulty
Heroes naturally try to do things that
dety the laws of probability. On oc-
casion, a hero's skill check or feat
check picks up so many penalty

steps that it goes beyond the level of
d20+d20. For example, a hero might
have a base situation die of +d4 on a
broad skill, and the conditions might
add a +6 penalty to this roll.

For each step the hero goes past
Grueling (d20+d20), add another d20
situation die. If your players routine-
ly attempt nearly impossible feats on
the off chance that they'll get lucky,
consider applying some special con-
sequences for a Failure result. Sure,
the hero might take down the villain
with a called shot to the head, but if
he misses, it's likely that the hero
will take out a hostage.

Extreme Ease
At the other end of the spectrum,
sometimes heroes find themselves in
extremely favorable situations. A
hero might be a skilled engineer, at-
tempting to fix a minor problem with
lots of technical assistance; his roll
could easily go to -5 steps (or better)
depending on his exact situation.
When a situation die bonus becomes
greater than -d20, don't roll the dice.
Simply rule that the hero succeeds.
There's one clear exception to this
rule. You should roll the dice when
the exact degree of success—Amaz-
ing, Good, or Ordinary—might make
a difference. Attack rolls and similar
combat actions are an example. In
such a case, the situation die never
gets better than -d20,

Resistance Modifiers
When a character attempts an action
that affects another hero, a standard
moditier applies: the resistance mod-
ifier. This number represents innate
resistance to a specific form of at-
tack. Resistance modifiers are based
on Ability Scores. Different skills use
different resistance modifiers, as
shown on the table on the next page.

Degrees of
Success

The degree of success on a skill
check or feat check is almost as im-
portant as whether the check is
simply a success or a failure. When
a hero rolls equal to or less than his
or her skill score, an Ordinary suc-
cess is assured. If the roll is equal to
or less than one-half the hero's skill
score (rounded down), it's a Good
success. [ the roll is equal to or less
than one-quarter of the hero's skill
score, it's an Amazing success.



TaeLE P10: SkiLLs & Resistance VIDDIFIERS

Acting Character’'s Skill

Deception ..
Entertainment
Heavy Weapons.

Resisting Ability
Intelligence

ntelligence ar Will

---==-DExterity

INEEraction .c..ccceececssmmnsnnennnssnnnnnnnsssss Wil
Leadership .....ccccccesssacscncccssssnnnsasssnssWill

Melee Weapons ........ccccceeeeeemeee----.Strength
Modern Ranged Weapons..............Dexterity

Primitive Ranged Weapons

Psionic Skills .
Stealth .

Street Smart ..
Unarmed Attack

Marginal Success
In muny game situations, a hero
doesn't have a chance 1o fail out-
right. When this is the case, a Max
ginal success is possible. See the
skill descriptions in Chapter 4: Skills.

When do Marginal successes
come into play? They shouldn't be
used in combat scenes or important
challenge scenes. Even using a non-
combative skill such as Computer
Science becomes difficult for a hero
when bullets are {lying

Marginal successes shouldn't be
used for resolving an all-or-nothing
situation such as jumping a chasm.
There's no chance of anything other
than failure or success.

Automatic Success

Aoll of 1 on the control die is a suc-
cess, regardless of whal comes up on
the situation die. The result of the
situation die is taken into account
only for the purpose of determining
degree of success. At a minimum, the
roll of | on the control die indicates
an Ordinary success is achieved.

You have the option to nullity the
possibility of an automatic success.
You should reserve this option for
special situations, and warn the
p]ﬂ'}fEl whose hero is attempling the
action beforehand. Maybe the task is
incredibly difficult and important to
the flow of the story. You may not
want to allow an untrained character
to simply get lucky.

Critical Failure

A roll of 20 on the control die indi-
cates a Critical Failure or some form
of bad luck. Even if the ult of the
skill check or teat check with a situa-

Dexterity

Intelligence or Will
renennes-BErEngth

tion die turns out to be a success, the
roll fails automatically. Heroes with
apparently infallible skill scores can
still fail through that 1-in-20 chance
of a Critical Failure.

When a Critical Failure occurs, it's
appropriate for you to apply a story
result that indicates a disastrous
event has occurred. Some skills list
specific consequences of Critical
Failures, but most of the time it's up
to you to decide what happens. Here
are some complications that could
arise:

P A tool breaks or malfunctions.

P A vehicle sulfers a breakdown.

» A delicate interaction is de-
railed—a bribery attempt might be
interrupted by the arrival of a superi-
or officer or a scam might be broken
up by an honest bystander.

» A gun jums or misfires.

» An ally or bystander is jeopar-
dized by weapons fire.

P Bad weather makes a rouline
j{)l]!’ﬂ(’.}r or 1]'(:.“( lJn'\lf"-L]l]“Y !1(]2{11’(11’.}[]5.

» A piece of delicate or important
equipment in the scene is ruined by
a }Il_:'ll\lf‘; S‘](l}" W(.‘{,]I.}U;I,‘; Il] e.

» A power spike damages a com-
puter file the heroes are working
with.

The mishap should be connected
with the task the hero was attempt
ing. The Critical Failure shouldn't
necessarily cause damage to any
character, but it could result in the
possibility ol damage—if the hero
was hanging on a rope that sudden-
ly breaks, he should get a Dexterity
feat check or Athletics—climb skill
check to catch himself before he falls
into the rocky gorge. If a hero's errant
shot endangers a comrade, you may
allow the unintended target a Dex-
terity feat check to dodge the attack.

Performing
Actions

The use of a control die, a situation
die, and degrees of success is the
system used for resolving any action
in the game. Later in this book, skill
checks and feat checks are dis-
cussed more fully, but here's an intro-
duction.

Skill Checks

Skills represent knowledge, experi-
ence, and aptitude involving speciific
tasks. When a hero attempts an cc-
tion, a skill check is the usual meth-
od of resolution.

Each skill is tied to an Ability
Score: Strength, Dexterity, Constitu-
tion, Intelligence, Will, or Personali-
ty. This score is the number used for
a broad skill check, and each rank
purchased in a specialty skill adds
to the score. I a character attempts
to use a skill he doesn't possess, he
uses his untrained score (one-half of
the related Ability Score, rounded
down).

For more information on skills and
their use, see Chapter 4: Skills.

TAaBLE GB: DEGREES OF SUCCESS

Roll
20 on control die

Higher than skill score

Skill score or less
Yo skill score or less
Ya skill score or less
1 on control die

Result

Critical Failure
Failure/Marginal
Ordinary

Good

Amazing
Automatic Success
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Complex Skill Checks
A single roll determines success at
most tasks. When trying to jump
across a chasm, shoot a gun, or no-
tice a hidden ambusher, success or
failure is immediately apparent.
Other tasks that are more compli-
cated or time-consuming demand a
complex skill check. Some skills au-
tomatically use complex resolution.
You can also use complex skill
checks to build suspense and ten-
sion, even in circumstances that nor-
mally use single checks. For
guidelines on the use of complex
skill checks, see Chapter 4: Skills.

Feat Checks

Sometimes no skill is applicable or a
task involves a measure of raw abili-
ty. not a specific skill. In these cases,
instead of calling for a skill check,
you should call for a feat check.
Guidelines for the use of feat checks
appear in Chapter 4: Skills.

Perks and Flaws
Sometimes it's necessary to test the
effectiveness of the special power or
weakness that perks and flaws rep-
resent. In play, perk and flaw checks
act as special kinds of feat checks.
Each perk and flaw is tied to a spe-
cific Ability Score. For more informa-
tion on perks and flaws, see Chapter
5: Perks & Flaws.

Character vs.
Character
Most actions are resolved by a single
roll made by the player of the acting
character; opposition on the part of a
second character, if any, is reflected
by a resistance modifier applied to
the acting character’s roll.
Occasionally more than one char-
acter appears to be active—such as
during an arm-wrestling match or
when two heroes try to interact with
the same person. If you feel that both
parties involved are entitled to a roll,
allow both to roll using their appro-

Make the Results Memorable

priate skill scores—and don't forget
the opponent's resistance modifier.
Then compare the degree of success
each achieves—Ordinary, Good, or
Amazing. The hero with the better
degree of success wins the contest.

If both characters score the sume
degree of success, the issue isn't re-
solved yet—they're locked in a
struggle, or they've failed to sway
the object of their attentions. The
contest continues next round as the
heroes try again.

To build suspense and tension,
you can resolve competitive charac-
ter actions with simultaneous com-
plex skill checks. For this method,
allow a number of successes to accu-
mulate through individual rolls as
with a normal complex skill check,
and when a certain number of suc-
cesses is achieved, a character is de-
clared victorious.

Assisting Actions
Heroes and villains alike can benefit
from a bit of help from time to time.
Working together to accomplish a
task is one of the best ways to in-
crease the chance of success. Every
additional character involved be-
yond the first one adds a modifier to
the attempt. The benefits of coopera-
tion are described in "Assisting Ac-
tions” in Chapter 3: Herces in Action
in the Player’s Handbook.

Apply limits to assisting actions
as you see fit. For a character to as-
sist, the conditions have to be right.
For example, only so many charac-
ters can fit behind a door in an at-
tempt to push it open.

Second, don't insult the intelli-
gence of your villains and support-
ing cast by forcing them to always
work alone while the heroes work to-
gether. A villain who leads dozens of
followers should have the same sort
of cooperation working for him.

Two Actions at Once
When heroes attempt to perform
more than one action at a time, the
standard rule is to apply a +2 step
penalty to the first action and a +4
step penalty to the second action.
You can use your discretion,
though, to adjust this general rule to
fit the specitic conditions during a
game. Sometimes performing two ac-
tions shouldn’t incur any penalty.
When a character leaps across a
chasm, it's assumed that grabbing
the ledge and holding on is simply
part of the action. At other times, the



Reaction Scores

secondary action shouldn't apply a
penalty because it's so easy. A hero
who shouts "Run away!” while
charging down a corridor or "Surren-
der!" while firing at the enemy with
his rifle isn't really attempting a sec-
ond action.

On the other hand, you might rule
a second action impossible in some
circumstances. For example, a swim-
ming character can't use both hands
to operate a computer at the same
time.

Action Checks and
The Supporting Cast

TimME

Time is one of your best tools to
maintain an illusion of reality. Many
plots and plot devices require time
or feature imposing deadlines; by
letting your heroes know how much
or how little time they have at their
disposal, you encourage the players
to consider the situation from a real-
life perspective. Herces won't back
down if they know that a helicopter
waits to pick them up whenever
they're ready to leave. Once herces
know that their ride leaves in exactly
one hour, their players will feel the
pressure to move fast.

Action Rounds

When it's important to know who is
doing what and when, scenes are
broken into action rounds. The goal
of these rules is not to present an ut-
terly realistic simulation of heroes in
action—it's to give you a tool that
you can use to see how a scene turns
out.

Not every scene needs action
rounds; if the heroes are questioning
a contact or trying to bribe their way
past a gate guard, there's no need to
keep track of events round by round.

When should you call for action
checks and treat the scene as a tacti-
cal situation? The moment one char-
acter involved in the scene starts to
do something that someone else
would vigorously oppose—such as
run away, pull out a gun, or seta
bomb—you should call for action

checks to see which of the characters
involved in the scene gets the drop
on the others.

The first step in sorting out a
scene is determining the order in
which heroes, villains, and other
characters act. Every character in-
volved, hero or villain, gets to take at
least one action during the course of
an action round. Depending on a
character's speed, luck, and situa-
tion, he may be able to take several
actions during a round.

An action round is broken into
four phases: Amazing, Goed, Ordi-
nary, and Marginal. Anything that
occurs in the Amazing phase takes
place before events in the Good
phase, Good phase events take
place before Ordinary phase events,
and Ordinary events happen before
Marginal events.

The action check determines in
which of the four phases a character
can act. The degree of success that a
hero or villain achieves on his action
check corresponds to the phase in
which the character can take his or
her first action of the round. The
character can act in this phase, or
decide to wait until a later phase.

A character can act in a number of
phases equal to his actions per
round.

Who Goes First?

When two characters act in the same
phase, they're assumed to be acting
simultaneously. So, the effects of any
action—such as damage—aren't ap-
plied until the end of the phase.

NOILJY NI SHILSUWINGD B
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It it's absolutely ne
know who gets to act first in a phase,
characters who haven't taken any
actions in the round get to act before
characters who have taken one or
more actions. Characters who
eve the same degree of success
act in the order of their action check
highest score first. Finally, a
r who achieve
Failure result on his action check
takes his action last in the Marginal
F_\ se.

score

s a Critical

No Action Check?

Every character involved in a fight is
entitled to an action check each
round, but at times a character might
not be able to make a check. Uncon-
scious characters don't make action
checks, although they may be able to
roll each round to try to wake up.
Characters who are hopelessly
trapped or restrained might not be
allowed action checks. Finally, he-
roes who choose to use all-out move
ment forfeit the ability to make
action checks until the round after
they decide to stop.

No place to hide

Phases
Each action round la

about 12 s
the four ph

onds. Each of

a short list of things that a

round takes up about 3 s¢
Here'
herc
> Attempt an unarmed or me
attack.
» Make a single-

autofire attack with a ranged

|'l'||l|l'i l{l'- ina I'Ir[ll'! piltlF‘rT.

shot, burst, or

weapon.

» Throw a grenade or other
thrown weapon.

P Attempt an athletic or acrobatic
feat (jumg

P Use Steallh to set up a sneak at
tack.

P Use Security, Tactics
ship to improve the aclions of other

climb, daredevil, ete.).

or Leader-

h:'.‘"'}(' 8.

P Attempt to use any encounter
skill that could reasonably be pulled
olf with a few words of dialogue

» Continue a comple ill check
that allows skill chec ch phase.

P Use a psionic power, mutation,

or cyber
P Draw «
» Open a door with caution, or

“hange weapons

P Sprint, fly, or swim.

P Use mec

jured character.

al skills to aid an in

Time in the game, like everything
else, is imaginary. It's likely to take
you and your players five or ten min-

utes to resolv

everything thal hap
pens in a single action round. When
you play out a scene in a roleplaying
Jam

slow motion

you're watching everything in

Time and Adventures
Keeping track of days, weeks, and

m s easy. Here are a couple of

for

asuring stick ping track of

time situations.

in tast-moving

P Action rounds fit tactical situa
-ombat or tfast-moving

2 are five action
rounds in a minute.
» Minutes are usetul for noncom

bat sea 2s in small areas, chal

of moderate duration, and

leng
brief encounter scenes
B Hours

1C move

e appropriate for strate-

nt,

challenges, or



TAaBLE G7: DeTeECcTiIoNn MODIFIERS

Size
Tiny
Small
Average
Large
Huge

Distance
Very far
Far
Medium
Close

You will routinely switch time scales
to reflect the conditions surrounding
the heroes. A long overland march to
a UFO crash site might take hours;
searching the wrecked alien ship
would be handled in minutes; and
any challenge or combat scenes in-
volving the alien creatures and their
automated defenses are resolved
using action rounds.

Of course, time isn't always an im-
portant factor, and in such cases
exact precision is not required. For
example, you don't need to know
whether 35 or 36 minutes have
elapsed since the heroes entered the
ruins, Keep track of time when it's
important, and ignore it when it's not
a consideration in your story.

DETECTION

It's natural that your heroes will
react to threats they perceive in the
world around them. This section pro
vides information to help you deter-
mine exactly what they see, hear,
smell, and detect. A group of charac
ters with an advantage in firepower
might be picked oft i they tind them-
selves in a position where they can't
see an enemy who can see them just
fine,

Very close

Background
Camouflaged
Dbhscured
Indistinct
Contrasting
Clashing

The Awareness
Check

The measuring stick for whether a
hero can see, hear, or spot something
is the awareness check. Awareness-
perception is the proper skill check
when it's possible for a character to
notice something by sight or sound.
Awareness—intuition represents the
ability to sense danger when no
signs are available to the five sens-
es. Finally, if a hero undertakes a
conscious and thorough search for a
hidden creature or object, Investi-
gate-search is used instead of
Awareness.

Many factors can modify a hero's
chance to spot something. How far
away is the object? Whal time of day
is it? What kind of ground cover is
available? How big is the object or
creature? How well camouilaged is
it? See TasLE G7: DETECTION MODIFIERS.
Choose a condition from each col-
umn and add the modifiers together
to produce the total modifier.

# Example: Harris is trying to spot
an enemy sniper who just took a shot
at him. The sniper’s prone (+1), at
very long range (+3), camouflaged by
his background (+3)—a total +7
penalty (1+3+3=7) to Harris'’s check.
It's also midday (-3), so this is re-
duced to a +4 penalty.

You can modify these broad cate-

TAaBLE G8: VisuaL DeTecTion RANGES

Object Sighted

Person
2000 m
1000 m
500 m
100 m
50 m
20 m
2m

Visibility
Amazing
Good
Ordinary
Marginal
Slight
Moderate
Extreme

Vehicle Terrain
100 km
50 km
25 km
5 km
2 km
500 m

10 m

5000 m
2500 m
500 m
200 m
50m
5m

Light

Total darkness
Moonlight
Twilight
Daylight
Bright sun

Modifier
+3 penalty
+1 penalty
nong

=1 bonus
-3 bonus

gories to reflect a hero's chance to
detect events or objects using other
senses. For example, a sound might
be described in terms of size (how
loud it is), distance, and how much it
stands out from the background
noise that surrounds it.

Range of Vision

Humans are visual creatures, relying
on eyesight as their primary source
of gathering information. Herces
have a number of devices available
that can augment their vision, in-
cluding binoculars, imaging gog-
gles, and infrared goggles

Most encounter scenes or combat
scenes begin when the heroes spot
their potential adversaries. They
may be within weapons range or
may have to close the distance. As a
rough measure of the distance at
which someone or something might
be spotted, classity the prevailing
visibility and illumination as Amaz-
ing (full sunlight in open country),
Good (a brightly lit room), Ordinary
(an average day or moderately lit
room), Marginal (a cloudy day),
Slight (light rain or twilight), Moder-
ate (moonlight or fog), or Extreme
(total darkness). TarLE G8: VisuaL De-
TECTION RANGES lists the distances at
which a person, a vehicle, and a ter-
rain feature can be seen in certain
conditions of visibility.

The ranges on Table G8 are ap-
proximations. Use common sense to
take into account local conditions.
For example, the herces might be
standing only 500 meters from the
ocean, but if there's a sand dune be-
tween them and the beach, they
won't see any water.

Sound

Like illumination, sound can be
rated Marginal, Ordinary, Good, or
Amazing. Marginal noises are at the
volume of a whisper, and Awareness
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checks suffer a +2 penalty. Ordinary
sound is equivalent to a conversa-
tion at normal volume; no penalty is
applied. Good sound includes
screams, car backfires, and the like;
Awareness checks receive a -2
bonus. Prolonged exposure is annoy-
ing but not harmful. Amazing sounds
are deafening, at or above 100 deci-
bels. Characters forced to endure
prolonged exposure to Amazing
sound may need to make Stamina-
endurance skill checks to avoid stun
damage.

MoOVEMENT

Your heroes are likely to travel quite
a lot; it's rare for villains and their
minions to conveniently arrive at the
herces’ headquarters to be arrested
or disposed of. Villains often lurk in
the most remole, inaccessible, and
hazardous reaches of the setting.
Naturally, the herces have to go after
them in order to keep the story mov-
ing. It's your job to get them there.

Strategic
Movement

Strategic movement occurs during
an interlude in the story, when the
heroes aren't doing much other than
trying to cover distance. In the most
wide-open starfaring adventures, the
heroes might visit dozens of star sys-
tems in search of the villains' secret
base or stronghold. Marching from
Chicago to Cleveland through the
radicactive wreckage of a bombed-
out America would also be strategic
movement. finy time the story has to
change locations—even getting to
the other side of town—you'll need
an interlude for strategic movement.
Strategic movement is not always
sate and secure. Heroes marching
across an untamed world on foot
should have dozens of dangerous
challenge, encounter, and combat
scenes before they reach their desti-
nation. If the journey itself is an ad-

venture, use the strategic movement
rules to build a rough time frame for
the story, and then create plenty of
events and obstacles for the herces
to battle through.

@ Example: A group of heroes, led
by the brave Sgt. Raterman, crashes
800 kilometers from civilization and
has to walk out of the alien wilder-
ness on foot. The overland movement
rules below indicate that the herces
will need 20 to 30 days to reach salfe-
ty. During this month, the heroes may
experience a full adventure among
impassable gorges, hostile dlien
savages, and hungry predators. You
can make this journey into an epic
tale of survival.

The movement rules are intended
to be a tool for the Gamemaster, so
that you can guess at how long it
takes to get from Point A to Point B.
They aren't an ironclad straitjacket.
There is one general rule you can al-
ways apply instead: Make it up! You
know it takes about an hour to drive
100 kilometers (about 60 miles) in
your car, so if the heroes are using
low-tech ground transport to go from
one city to the next, just say so—
there's no need to plot their hourly
positions on your world map.

The most important consideration
in overland movement is the mode of
transportation available to the he-
roes. Crossing the Sahara in a light
plane is a lot easier than doing it on
foot.

Aircraft

Aircraft available travel at several
hundred kilometers per hour. Use the
cruising speed for the specific vehi-
cle (see Chapter 12: Vehicles in the
Player's Handbook) as its average
speed. Don't forget to consider the
need for refueling when relevant.

Surface Vehicles

Land vehicles and watercratft travel
at speeds of up to 200 kph, but may
not be able to move at maximum
speed in rough terrain. A jet-pow-

TABLE P13: OveErLAND MoOVEMENT

Mode of
Travel
Stroll
March
Forced march

Kilometers
per Hour

Hours per
Fatigue Check

TABLE GO:
ExHAUSTION

Stamina
Check
Critical
Failure 2 fatigue pts
Failure 1 fatigue pt
Ordinary no damage
Good no damage
Amazing no damage

Result

ered racing boat can only use a frac-
tion of its power in rough water or
heavy seas, and a sports car might
only be able to average 5 or 10 kph in
a traftic jam.

Walking

Heroes can't {ly, drive, or sail to every
place they need to go. Often, they
must walk at least the last few kilo-
meters. Refer to "Traveling Long Dis-
tances” on page 56 in Chapter 3:
Heroes in Action in the Player’s
Handbook.

The speed of a march determines
how often a hero must make a Stami-
na-endurance skill check to avoid
fatigue damage. Refer to TasLe G9:
EXHAUSTION to see how many points of
fatigue damage are suffered.

For characters with the Movement
broad skill, the frequency of Stami-
na-endurance checks is reduced by 1
hour per category.

Penalties caused by each point of
fatigue damage apply to Stamina-
endurance checks.

A typical hero with the Movement
skill can maintain a march for 10 to
12 hours before exhaustion sets in.
By the end of the march, the charac-
ter is stumbling with fatigue, but
about 60 kilometers have been cov-
ered. Recovery of fatigue damage is
discussed in the "Durability” section,
later in this chapter.

Some types of terrain are more for-
midable than others. Almost anyone
can walk 10 kilometers along a flat
stretch of road, but wading through
10 kilometers of thick mud, tangled
vegetation, or chest-deep water is a
much harder chore. A hero moving
through formidable terrain suffers a
penalty on his Stamina-endurance
skill checks. The Movement-trail-
blazing skill can reduce or negate
these penalties.



Smooth terrain is flat—plains,
scrubland, or rocky desert. Trails and
minor roads fall into this category.
No penalty applies to Stamina-en-
durance skill checks.

Varied terrain includes sand, hills,
light forest, or difficult trails. A +2
penalty is applied to Stamina-en-
durance skill checks.

Rugged terrain includes thick jun-
gle, swamp, marsh, deep snow, or
mountains. A +3 penalty is applied
to Stamina—endurance skill checks.

Darkness, inclement weather, and
icy or slippery terrain can further
complicate overland travel. Each of
these or similar conditions adds an
additional +1 penalty.

Mounted Travel

Mounts offer three major advan-
tages: They're faster than moving on
foot, they carry more gear, and they
save their riders from the fatigue
they would suffer if walking. Ignore
especially slow mounts such as
oxen, yaks, elephants, or burros;
these creatures don't move any
faster than a man on foot, although
they can drastically increase a hero's
carrying capacity.

Fast-moving mounts such as hors-
es of camels use the movement rates
noted below in TAsLE G10: MounTED
TraveL. The Constitution score of the
animal is the best way to determine
the mount's quality.

Combat
Movement

In tactical situations, it's often impor-
tant to know how far a hero or a crea-
ture can move with one action.
Movement within an action round is
often called combat movement.
Movement rates vary depending on a
hero's Strength and Dexterity scores,
as given on TABLE P8: Comear Move-
MENT HATES on page 39 of the Players
Handbook.

Heroes on Foot

Heroes on foot can use their walk,
run, or sprint rates, moving the ap-
propriate number of meters any time
they take an action to do so. In a tac-
tical situation, a hero can walk or
run for as long as he likes—most
lights don't last longer than five to
ten rounds.

TaBLE G10: MounteED TRAVEL

Mount

Duality

Marginal (CON 10)
Ordinary [CON 12)
Good [CON 14)
Amazing [CON 16)

Stroll: The hero rides at a walking pace for his
mount, and dismounts to lead it frequentiy.

March: The hero rides at a walking pace but may
trot or canter for short periods. He dismounts and
leads his mount occasionally.

Forced March: The hero presses his mount hard,

Stroll

Kilometers per Hour
Forced
March March
B B
B 10
B8 12
10 14

NOILD NI SHILSHWINGD P -

taking long canters and dismounting to lead his
mount only when the animal is desperate for rest.

Movement Penalties
Characters are assumed to be able
to make minor adjustments such as
ducking behind cover or throwing
themselves on the ground with no
penaltly. The taster a character tries
to move, the more involved he is in
covering ground and the more diffi-
cult it is to undertake other actions at
the same time. See TapLE P11: ComBaT
MoveMEeNT EFFECTS in Chapter 3 of the
Player's Handbook.

All-Out Movement

A hero fleeing from certain death, or
trying to close the range on an
enemy who's a long way off, might
choose to use all-out movement.

In all-out movement, the hero is
allowed to move in every phase—
Amazing, Good, Ordinary, and Mar-
ginal. He can sprint, run, fly, swim, or
even walk if he chooses to do so.
However, that's all that the hero can
do in that action round. He pays for
the privilege of moving in each
phase by surrendering his action
check. He can't shoot at the villains,
attempt a flying tackle of a bad guy
getting away from him, use a com-
puter, or display his charm.

To begin all-out movement, a hero
must spend an action. For example,
if a hero with two actions rolls a
Good action check, he might make
an attack in the Good phase. In the
Ordinary phase, he can declare that
he's switching to all-out movement
and run or sprint in that phase and
the Marginal phase.

All-out movement lasts until the
round cfter the hero decides to stop.
He doesn't get any actions in the
round during which he stops moving
but he can participate in the nexl ac-
tion check that comes up and resume
the normeal sequence of events.

ComMmBAT

Many heroes live for that noble mo-
ment when the opportunity arises to
face the evil villain in a trial by com-
bat. Heroes brawl with rutfians in
sleazy bars, shoot it out with armed
guards in secret bases, and blast
their way through hordes of alien
monstrosities—combat is one of the
most exciting and spectacular fea-
tures of heroic fiction.

On the other hand, you may ask
yourself why you should include
combat at all. [t's your game, after
all, and if you want to stress role-
playing and cooperation over con-
frontation, you should do that.

Before you make that decision,
you should consider a few reasons
tor including combat in your game.
First, it gives your players a way to
directly confront and defeat the bad
guys. Blowing an irredeemable vil
lain into smoking ashes with a right-
eous fury is a clear way to get to the
bottom of things. Maybe it's a simpli-
fication, but that's ckay. Combat car-
ries the threat of injury or death,
giving a vicarious thrill to the player
whose hero defies danger and lives
to tell the tale. Consciously or sub- 4]
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consciously, players want to be as
courageous and valorous as the he-
roes they create.

Your job in the course of a combat
scene is to decide what the opposi-
tion is up to. Will they surrender
meekly, or defy the heroes with guns
blazing? Can they flee to fight anoth-
er day, or will they stand their
ground? What else might be going
on to complicate the situation—dam-
age to the local area, weather or nat-
ural phenomena, the arrival of other
characters?

Above all, keep a combat scene
moving. Don't let it bog down into
bouts of rolling dice. Encourage the
players Lo try to find an edge by hav-
ing their heroes maneuver for posi-
tion, use technical skills to juryrig
weapons or defenses, or trick their
opponents. Use active descriptions
and keep the players aware of what's
going on around their characters.

Setting Up
When the herces become embroiled
in a combat scene, it's your job to run
the opposition. You make the tactical
decisions for the villains, roll any at-
tacks they direct at the heroes, and
keep track of the damage each vil-
lain or creature sutlers at the hands
of the herces.

Because you'll need to know the
combat-oriented abilities, skills, and
equipment of the villains, prepara-

The Combat
Grid

tion is a key ingredient in setting up
a fight. Make use of the supporting
character templates in Chapter 6:
Supporting Cast if you don't have the
specifics of the villains at hand.

You should also give thought to
the type of fight, the surroundings,
the likelihood of reinforcements or
hazards attecting the course of the
battle, and other such details. Fighl-
ing on top of @ moving train is cool—
but what are the chances of
knocking someone off the side?
You'll present a much more interest-
ing and exciting combat scene if you
don't have to stop and look things up.
Don't hesitate to eyeball the situa-
tion and improvise.

The Combat Scale
Weapon ranges, areas of effect, and
combat movement are expressed in
meters. A typical combat scene
might involve a hero engaged in a
shootout with a villain at a range of
10 meters. By specifying a range, you
know how quickly characters can
close for hand-to-hand combat,
whether they're caught in the area of
effect from a heavy weapon, and
what range modifiers apply for their
weapons.

Surprise

The ettect of surprise may allow cne
side to win a free phase of actions
for attack, retreat, or even a quick
surrender. Naturally, if there's no
physical threat to the herces, or a
threat that can’t possibly sneak up
on them, then there's no reason to
see if anyone was surprised—just
proceed to the first action round or
open the encounter normally.

The Surprise Check

The delense agains! surprise is the
Awareness skill. The specialty skills
intuition and perception retlect the
hero's ability to detect danger before
it strikes.

Perception is the appropriate spe-
cialty skill when the character has a
chance to observe or notice the
enemy. Hidden traps and ambushes
should cause perception checks. In-
tuition represents an ability to sense
danger when no ocbvious signs are
evident. Enemies using decoys, and
misdirection and unexpected attacks
cause intuition checks.

Every character who stands a
chance of being surprised at the be-
ginning of a scene must make an

Awareness check. It's best if you roll
these checks for both heroes and vil-
lains. It ruins much of the suspense
of a scene if the players know their
heroes are about to be surprised.

You can always decide that the
heroes are surprised without the
need for a roll. Maybe they were dis-
tracted, or maybe they weren't pay-
ing attention,

Surprise Check
Muodifiers

The subject’s Awareness check may
be modified to reflect the quality of
the surprise attempt—the skill with
which the surprise was set up. It can
also be affected by the conditions at
the time. An ambush expert with fa-
vorable terrain could conceivably set
up an attack that inflicts a +5 or +6
penalty on the herces’ Awareness
checks to detect it. See the "Surprise
Modifiers” sidebar for a list of factors
that may affect a surprise check.

@ Example: The Gamemaster de-
cides thal a hidden sniper in camou-
flage gear sets up his ambush with a
Good success at Stealth-hide, caus-
ing a +2 penalty to the heroes’
Awareness checks. He's in medium
cover, which adds a +2 penalty to the
heroes' Awareness-perception skill
checks, for a total of a +4 penalty.

Blind Meetings

When two groups blunder into each
other, or one group barges into «
room without knowing what might
be waiting for them, it's a blind meet-
ing. Characters from both sides
make Awareness checks with the
standard modifiers. The group in mo-
tion suffers a penalty for terrain, i
any; if both groups are moving, there
is no terrain adjustment.

Effects of Surprise
At the beginning of a combat scene
in which at least one character or
creature is surprised, a special pro-
cedure is added to the combat se-
quence: the surprise phase. It takes
place before any action checks are
made. Any character who was sur-
prised doesn't get to do anything in
the surprise phase. Any character
who avoided surprise is permitted to
take an action.

® Example: The heroes are wait-
ing for a security patrol to come by.
They set up a nasty ambush. Since
the Gamemaster figures that the pa-
trol doesn't have any real chance to
sneak up on the heroes, only the



Surprise Modifiers

guards have to roll surprise checks.
As it turns out, two guards are sur-
prised, but the third isn't.

The heroes open fire in the sur-
prise phase, starling the ambush.
The two surprised guards can't re-
turn fire in this phase, but the third
guard can and does. After all nonsur-
prised characters have taken their
actions, the surprise phase ends, and
it's time for the first action check of
the scene. In the following round, the
surprised guards can act whenever
their action checks dictate—if they
survived.

Combat Options

Herces and villains have more op-
tions than just standing still and
blasting away with their weapons.
The best defense against getting
shot is placing something large and
sturdy between you and the enemy.
Heroes can enjoy any advantage of
position they can find.

Naturally, a hero has to have an
action available in order lo move—a
hero with a Marginal action check
can't move a meter until the Margin-
al phase comes up. In one phase a
hero can, for example:

P Walk a number of meters equal

lo his walk rating, with no penalty to
other actions.

P Run at his listed rate, suffering
a +2 penalty to any other actions he
attempts.

B Sprint at his listed rate, with a
+3 penalty to any other actions he
attempils.

P Swim or engage in all-out
movement at his listed rate but take
no other actions while moving.

Be generous with movement. For ex-
ample, if a hero has to stretch one
extra meter to reach the elevator
doors, you can let him slip through.
Even in combat, the game is about
fun and roleplaying, nol computation
of distances. Exact precision isn't
necessary.

Making Attacks

An attack uses one of the following
broad or specialty skills: Athletics—
throw, Heavy Weapons, Melee Weap-
ons, Unarmed Attack, Acrobatics—de-
fensive martial arts, Modern Ranged
Weapons, or Primitive Ranged
Weapons. To determine what situa-
lion die to use for an attack:

P Find the base situation die for
the attack skill being used. If a spe-
cialty skill is used, the base situation
die is +d0; if a broad skill is used, the
base situation die is +d4.

» Add any penalties for damage
the attacker has received.

» Apply the target’s resistance
modifier.

P Apply modifiers for the target's
range and cover.

P Account for special defensive
devices or tactics, such as a deflec-
tion harness or dodging.

P Account for oHensive tactics,
position, advantage, or devices, such
as aiming, accuracy of the weapon,
or stealth.

That may seem like a long list of
things to take into account, but it's
unusual for more than two or three of
these circumstances to be in play. In
many cases, the defender might add
+2 or +3 steps to the attack, while the
attacker’s advantages counter this
by -3 or -4 steps. You only need to
determine the net medifier to the roll
and apply it to the base situation
die.

# Example: While investigating
an enemy base, Jack Everstar de-
cides to take out a lazy security
guard quietly. He's using his Melee

Weapons-blade skill, which has a
base situation die of +d0. The guard
has a +1 resistance modifier against
Strength-based attacks but he's
prone, which gives the attack a -2
bonus. The net is a -1 bonus from the
base situation of +d0, so Dave, Jack's
player, rolls d20-d4, trying to achieve
a result less than or equal to his
hero's skill score.

Unarmed
Attacks

Unarmed combat is based on one of
three specialty skills: Unarmed At-
tack-braw! or power martial arts, or
Acrobatics-defensive martial arts. If
a hero doesn't have any of these spe-
cialty skills or the Unarmed Attack
broad skill, use his or her untrained
Strength score. The target of an un-
armed attack defends with his
Strength resistance moditier.

The base damage for an unarmed
character is d4s/d4+1s/d4+2s. Heroes
with the power martial arts skill,
high ranks in the brawl skill, or the
Fists of Iron perk do more damage in
unarmed combat. High Strength can
also increase the damage, as shown
on TABLE P9: STRENGTH & DAMAGE on
page 40 in the Players Handbook.

Expert brawlers and martial
artists have an increased likelihood
of knocking out their targets when
they get an Amazing result. Refer to
“Unarmed Attack Rank Benefits” on
page 69 in the Players Handbook.

Overpowering

Sometimes, the best move is to grab
and restrain the enemy. To overpow-
er, a hero makes an attack skill
check with a +1 penalty.

Weapon Accuracy
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Each ally who joins in an over-
power attempt in the same phase
provides a -1 bonus to the hero's skill
check. For example, if a trio of thugs
are trying to take down a hero, the
attack roll is based on the toughest
thug's Unarmed Attack-braw! score
with a +1 penalty, but the other two
thugs move that to a -1 bonus.

You can choose to set a realistic
limit on the number of attackers who
can surround a single target, given
limitations of space and the size of
the target and his attackers,

If the overpower attack is success-
tul, the attacker or attackers have a
hold on the target equal to the de-
gree of success of the attack. The
held character suffers a +1, +2, or +3
penalty to skill checks while held.
For example, a Good attack result in-
dicates a Good hold—the held char-
acter has a +2 penalty to all actions.

Multiple
Attackers

Once a target is held, the attacker
or attackers have a few choices of
what to do next.

» Improve the Hold: The holding
character can attempt to get a better
hold in later phases, but he risks los-
ing his hold altogether with a failed
attack. An improved hold results in
an increased penalty to the target, as
noted above.

» Bum’s Rush: With a second over-
power attack, a held character can
be dragged, pushed into a cell, or
generally moved from where he
stands.

P Maul: A held character can be
strangled or struck with a normal
skill check for normal unarmed dam-
age; if the attack fails, the hold is
lost.

» Takedown: A second successful
overpower attack maintains the hold
and puts the held character on the
ground, where he'll also have penal-
ties for being prone (+2 penalty to his
attacks; -2 bonus to attackers). Char-
acters with the defensive martial arts
skill can attempt a takedown without
first gaining a hold.

P Pin: A held character on the
ground can be pinned with a third
overpower attack. These three over-
power attacks must be made in con-
secutive phases in which the
attacker can act. A pinned character
can't get free until the attacker or at-
tackers choose to allow it.

In order to break a hold, the victim
must make a skill check using Un-
armed Attack-braw! or power mar-
tial arts, or Acrobatics—defensive
martial arts or a feat check using
Strength or Dexterity. If successful,
the hero escapes the hold; on an
Amazing success, the hero can im-
mediately act in the same phase.

# Example: Jealous of Jack Ever-
star’s fame and good looks, Mad Dog
decides to take him down with an
overpower attack. This is a normal
attack with a +1 penalty, plus any re-
sistance modifier Everstar has, Mad
Dog scores a Good hit, which gives
Jack a +2 penalty to all skill checks
and combat actions he attempts.

In Jack’s next action, he attempts a
Dexterity feat check to wriggle free,
with a +2 penalty for being in a Good
hold. He gets an Amazing success,
which frees him from the hold—and
allows him to spin around and drill
Mad Dog with a mass pistol.

Maodifiers to
Unarmed and
Melee Attacks

Blocking

A character with rank 2 or higher in
Acrobatics-defensive martial arts
can attempt a block. Blocking re-
quires that the character make an
Acrobatics-defensive martial arts
skill check and compare his result to
the attacker’s result. The character
who blocks must achieve a degree of
success equal to or better than the
attacker’s degree of success. If the at-
tacker achieves a worse result, no
damage is inflicted by the attack.

A character can only block in a
phase when he has an action avail-
able; a character who achieves a
Good action check result can't at-
tempt to block an attack directed
against him in the Amazing phase.
Only one attack is countered, and no
other actions can be attempted in the
same phase in which a character at-
tempts to block.

When a character reaches rank 4
in defensive martial arts, he can at-
tempt a reaction block whenever an
Unarmed Attack is directed against
him. The block attempt uses up the
character's next available action. For
example, a hero who achieves an Or-
dinary action check result and has 2
actions per round could attempt to
block attacks directed against him in
the Amazing and Good phases. If o
hero who attempts to block an attack
has no actions remaining in the cur-
rent round, he can still make the at-
tempt. As a result, he loses his first



available action in the next round.
After this point, no further blocks can
be attempted.,

Melee Attacks

Ahero uses the Melee Weapons
bread skill or its blade, bludgecn, or
powered weapon specialty skills to
make a melee attack. A hero who
doesn't have Melee Weapons uses
hig untrained Strength score. The
target of a melee attack applies his
Strength resistance modifier to the
attacker's skill check.

The doamage depends on the
weapon the character uses, adjusted
by the hero's damage modifier for a
high or low Strength score. For the
domage caused by a melee weapon,
see Chapter 11: Weapons & Armor in
the Player’s Handbook.

Cover and range don't come into
play in @ melee attack. If a character
isclose enough to swing a sword at
someone, he's close enough to delib-
erately swing around any obstacles
and see the target just fine. Only
darkness, injury, or extreme weather
conditions should hinder a melee at-
tack. See "Modifiers to Unarmed and
Melee Attacks.”

Dodging

Parrying

Melee weapons prove their value
through parrying. A character with a
melee weapon or a shield can at-
tempt to parry a Melee Weapons or
Unarmed Attack skill used against
him (not a ranged attack).

When parrying with a weapon
such as a sword or a club, a charac-
ter makes a Melee Weapons skill
check using the appropriate special-
ty skill for the weapon being used to
parry. When parrying with a shield,
a character makes an Armor Opera-
tion-combat armor skill check. A
character who is untrained or has
just the broad skill can attempt to
parry, but those with ranks in an ap-
propriate specialty skill have a bet-
ter chance of successtully parrying
an attack.

Compare the check result of the
parrying character to the attacker’s
result. The parrying character must
achieve a success that’s equal to or

greater than the attacker's success. If

the attacker gets a worse result, then
no damage is inflicted by the attack.
A character can only parry in a
phase when he has an action avail-
able; a character who achieves a
Good action check result can't at-
tempt to parry an attack directed
against him in the Amazing phase.
Only one attack is deflected, and no

other actions can be attempted in the

same phase in which a character at-
tempts to parry.

When a character reaches rank 4
in a Melee Weapons specialty skill,
he can attempt a reaction parry

whenever a melee attack or unarmed
attack is used against him. The parry

attempt uses up the character’s next
available action. For example, a
hero who achieves an Ordinary ac-
tion check result and has 2 actions
per round could attempt to parry at-
tacks directed against him in the
Amazing and Good phases, but then
he'd haye no actions remaining for
the Ordinary and Marginal phases.
If a hero who attempts to parry an at-
tack has no actions remaining in the
current round, he can still make the
attempt. As a result, he loses his first
available action in the next round.
After this poinl, no further parries
can be attempted.

A character can use his off-hand
weapon or a shield to parry; apply
the normal penalties associated with
using two weapons at the same time
(+2/+4). The character uses the parry

rules described above, though he
can make an attack in the same
phase in which he parries. If a char-
acter using two weapons or a
weapon and a shield makes a reac-
tion parry, he must wait until the
phase indicated by his action check
comes up to actually make his at-
tack, though both skill checks re-
ceive the appropriate two-weapon
penalties.

# Example: A skilled character
who gets an Ordinary result on his
action check could choose to make a
parry with his shield in the Good
phase at a +4 penalty and attack
with his blade later during the Ordi-
nary phase at a +2 penalty.

Weapon Failures
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You may allow characters with
large ranged weapons and the ap-
propriate ranks of Melee Weapons-
bludgeon or blade skill to attempt a
parry in times of desperation. Since
most rifles aren't intended for close-
quarters combat, it's reasonable to
apply a +2 penalty to the attempt.

Maodifiers for
Ranged Weapons

Ranged Attacks

Ranged combat is based on one of
four skills: Modern Ranged Weapons,
Primitive Ranged Weapons, Heavy
Weapons, or Athletics—throw. A hero
lacking the proper skill must use his
or her untrained Strength score (for
heavy weapons and throwing) or un-
trained Dexterity score (for primitive
and modern ranged weapons).
Unusually high or low Strength
scores modify the damage inflicted
with thrown weapons such as
spears, knives, or axes; see Table P9
in the Player’s Handbook. This rule
does not apply to thrown grenades.

Autaomatic Weapons
Some ranged weapons have the abil-
ity to {ire in burst or qutofire mode. A
burst is treated like a normal ranged
attack, except that the firing charac-
ter gains a -1 bonus to his skill check
to reflect the greater likelihood of
hitting his target. The disadvantage
is that the weapon uses ammo faster.

Autolire, on the other hand, can be
spectacular. Using a single control
die, the hero makes three attacks
using three situation dice. The first
attack is at a +1 penalty, the second
at a +2 penalty, and the third at a +3
penalty. Autofire may strike three
different targets, or hammer one op-
ponent for as many as three hits.

# Example: Raterman blasts
away at the hideous alien. After all
other factors have been considered,
his skill check begins at d20+d4.
Since he's chosen full auto, the first

shot is actually a d20+d6. Raterman's
player then adds a +d8 and +d12 to
his fistful of dice and throws them all
at once. The control die applies to all
three shots.

Raterman has a skill score of 13
with his SMG. His control die comes
up 5, and the other three dice are a 1,
7, and 11 in that order. Thus the total
results are 6, 12, and 16. Of these, the
6 is a Good hit, the 13 is an Ordinary
hit, and the 16 goes high and misses.

Each hit in an autofire attack is
treated separately for the purpose of
determining damage. Don't add the
damage together before making
armor rolls.

A common tactic with autofire is
hitting several enemies at once. The
targets must be within B meters of
each other, and the firing character
musl have a clear line of sight on
each. The attacker always computes
the situation die of the first shot on
the most difficult target he's firing at,
and then adds the penalties for the
second and third shot from there. In
other words, if a hero is shooting at
one target with a +4 resistance modi-
fier and another with a +1 resistance
modifier, he has to base the burst on
the hard-to-hit guy (first shot at a +5
step penalty) and roll the second and
third shots accordingly (ata +6 and a
+7 step penalty, respectively).

Area-Effect Attacks
Another special type of ranged at-
tack is the area-effect attack. Weap-
ons that deliver explosive warheads
don't damage only the point of im-

Friendly Fire




Hitting the Deck TAaBLE P20: AccurAacy BY RANGE*

Distance from Target

Skill Check Result Short Medium Long
Critical Failure 4 m 8 m 12 m
Failure 2 m 4 m 6 m
Ordinary on target 2 m 4 m
Good on target on target 2m
Amazing always on target

* For thrown objects or indirect fire weapons

pact, but can also injure creatures in
the general vicinity. Area-etfect
weapons include grenades and ban
tam rockets.

When a character attacks with an
area-effect weapon, he first chooses
an aiming point. This can be an
enemy, or a point on the ground. If
the herc aims al a character, the tar-
get'’s resistance modifier applies. If
he lobs the attack at a point on the
ground, no resistance modifier ap-
plies. Aiming at the ground has the
disadvantage that targets may move
out of the area of effect during the
phase

The result of the skill check deter-
mines how close to this aiming point
the weapon lands or strikes—ground
zero for the area-effect attack.

Most area-effect weapons miss by
adistance determined by the range
and the attack roll indicated on TABLE
P20: Accuracy BY RANGE. For exam-
ple, a hero who throws a grenade at
medium range and gets an Ordinary
success still misses his target by 2
meters. Usually, the exact fall of the
weapon is a random result deter
mined by use of the
at right.

Under unusual circumstances the
Gamemaster can select the impact
point of the weapon. For instance, if
a hero is trying to throw a grenade
into the narrow firing slit of a rein-
forced bunker, you might decide that
any miss bounces off the bunker's
face and blows up just outside. Fir-
ing a guided missile into a forest is
likely to resull in the destruction of a
tree, not the target.

Once you've determined how far
from the target the weapon lands,
and in what direction, you can see if
any other characters or objects be-
sides the actual aiming point might
be affected by the attack.

atter diagram

The damage caused by an area
effect weapon is determined by the
specific weapon and the distance

from the detonation point. Therefore,
all area-etfect weapons have a dam-

age rating graded on the number of
ters they miss by. For example,
the fragmentation grenade inilicts
Ama

get within 2 mete

Good damc
(d4+2w) to any target within 6
ters, and Ordinary damage (d4w) to

any target wi
onation peint. This damage is not cu
mulative; only the highest damage
value is applied

1g damage (d6+2w} to any tar-

hin 10 meters of its det-

Point Blank

You may allow characters to
s to attack
close range. Point-blank shot
at a range of le

a bor rom exirem

ss than 1 met

SMGs, and heavy w

ap-
) receive a -3 bonus for

shooling in this range

Ammo Expenditure
Players should ke
much ammo their he
mal fire expends a single round lor
each attack; burst {
burst, or three
three bursts, or

track of how

»es use up. Nor

expends one

and autofire

'oun

nine rounds, ev
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phase. All firearms have a clip size
as noted in Chapter 11: Weapons &
Armor in the Player’s Handbook. For
example, an 11mm charge rifle holds
enough ammunition for 30 single
shots or 10 bursts before its maga-
zine is emptied.

When a clip or charge cartridge is

d, it takes one action for the

o to replace it. Optionally, the
hero can change a clip and shoot in
the same phase at a +2 penalty.
Characters who have achieved rank
3 in Modern Ranged Weapons-SMG
can change a clip and fire a subma-
chinegun in the same round without
penalty.

Revolvers and derringers don't
have clips—each bullet must be
loaded by hand. Reloading the
weapon requires a phase, and no
shots are allowed.

Finally, some weapons must be re-
loaded after every shot. Flintlocks

and crossbows are good examples.
One action spent reloading allows
one shot betore the hero must relc
the weapon again.

Special Combat
Conditions

Fighting in chest-deep water is a lot
different from fighting in a boxing
ring. Heroes routinely find the
strangest places to get into combat,
with numerous hazards, restricted
spaces, and lousy footing hindering
them.

Poor Terrain
Heroes are efficient all-terrain vehi-
cles, able to scale 90° slopes, swim
wide rivers, and leap from boulder to
boulder in a jumbled rockiall. Even
so, terrain conditions can slow even
the most determined athlete.

Varied terrain (sand, light forest,

or jungle) reduces a character's
movement rates—sprint, run, or
walk—Dby 50%. A hero with a sprint of
20 could only sprint at a rate of 10
meters per action in Varied terrain,
Rugged terrain reduces movement
even more. See TABLE G11: TERRAIN N
CoMBAT.

The chief effect of a patch of bad
terrain is to keep characters under
fire longer than normal. A charging
enemy might normally cross a clear-
ing in a single round, limiting the
heroes to one or two shots to drop
him—but if that same enemy has to
slog through a slimy morass, he
might take several rounds to cross
the open space, during which time
the heroes can easily pick him off.

Limited Visibility

You can't shoot at something you
can't see. On a moonless night, a
human can make out large objects

Supporting Cast Action Checks & Teamwork

Action Checks

Teamwork




TAaBLE G11: TERRAIN IN COMBAT

Movement

Terrain Effect Example

Smooth none firm sand, earth, light
brush

Varied Yz normal knee-deep water,
loose sand, jungle,
moving uphill

Rugged /a normal waist-deep water,
deep snow or mud,
thick jungle, steep
slope

ouses and trees at 50 blowing snow, or an interior room
way. With a bit of light, with no lights on. Penalties for limit-
ity can extend to a kilometer ed visibility in combat are shown on
h circumstances. TapLe G12: VismILITY IN COMBAT, on the
tollowing page.

Special Tactics

The basics of the combat system are
easy, but advanced players may
want more choices for special situa-
tions. Some of these are introduced
in the Player’s Handbook, and a few
more are here. You have complete
discretion over whether or not any
special tactics can be used.

Aiming
A character making an attack with a
ranged weapon or a direct fire heavy
weapon can spend an action aiming
before the attack is made. Aiming
provides a -1 bonus to the next at-
tack, provided the hero makes the at-
tack in the next phase he is entitled
to act.

It's not possible to aim when using
burst or autotire mod

Supporting Cast Action Checks & Teamwork (cont.)
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TABLE GI2: VisiBiLiTY IN CoMBAT

Combat
Visibility Penalty
Slight +1
Moderate +2
Extreme +3

Called Shot

A hero who wants to hit a very pre-
cise target can declare a called shot
before he makes his skill check,
adding a +4 penalty. Called shots
can be used for a variety of special
purposes, detailed below. It's not
possible to use burst or autofire with
a called shot.

» Disarm: A called shot can strike
a weapon out of an opponent’s hand
in melee combat or in ranged com-
bat. If the shot is successful, the tar-
get is disarmed bul suffers no
damage. Usually, a disarmed char-
acter can retrieve his weapon with
his next action.

P Dead-Eye Shot: A called shot
can place a shot or a melee strike ex-
actly where it will hurt the most. The
dead-eye shot automatically increas-
es the degree of success by one
grade, if it hits: An Ordinary success
becomes Good, and Good becomes
Amazing. Amazing resulls are unaf-
tected, and a miss is still a miss.
Dead-eye shots are particularly use-
ful for getting solid hits on heavily
armored enemies.

» Equipment Damage: A called
shot can damage something another
character is holding or carrying. For
example, a hero might decide to
riddle the enemy's data slate with
bullets to ensure that stolen files
don't survive the fight. Naturally, this
subjects the object in question to an
attack. See "Property Damage” later
in this chapter.

» Style Shot: A called shot can
strike an opponent with an attack
that inflicts no damage except hu-
miliation. It singes clothing with a
laser beam, cuts hair with a sword,
removes a button from a suit, or per-
forms some other obnoxious display
of superiority. Usually this gets peo-
ple mad—or scared. A Failure on a
style shot embarrasses the attacker
instead, without doing physical
damage to anyone.

» Trick Shot: The hero attempts
some outlandish feat of marksman-

Example

moonlight

starlight, dark building
total darkness, underground

ship, like severing a rope at 100 me-
ters, throwing a knife to knock a car
into gear, or any similar feat. If the
shot is really ludicrous, increase the
penalty to +6 or more.

Charge

A common tactic for entering a hand-
to-hand fight is a charge. A charging
hero ignores the penalties associat-
ed with attacking while running and
gains a -2 bonus to his skill check.
On the downside, his opponents
gain a -2 bonus to strike him during
his heroic dash. Once a character is
engaged in melee combat with the
enemy, it's impossible to charge
again until the hero is free and clear
of the fight.

Suppressive Fire
Suppressive fire is intended to force
the enemy to keep his head down
and ruin any shots he's taking. It's
especially useful for protecting an
ally who's trying to cross open
ground. When a character declares
that he's using suppressive fire, he
makes a normal skill check, but in-
stead of inflicting damage, the result
of the check inflicts a +1, +2, or +3
penalty to any ranged attacks that
the target makes during this phase.

Suppressive fire with an automat-
ic weapon is particularly effective,
since the character laying down the
covering fire can affect the attacks of
up to three enemy characters.

The effects of suppressive fire
aren’t cumulative. The enemy's skill
check is only alfected by the best
suppressive fire result used against
him, not the sum of all suppressive
fire.

Suppressive fire has a different ef-
fect on largets that aren’t aware of,
or don't care about, the threat. Many
animals won't be deterred unless
they are injured, and an enemy in a
superior position (such as inside a
body tank) is unlikely to keep his
head down because someone’s
shooting at him with a pistol. For tar-

gets such as these who opt to ignore
suppressive fire, normal damage is
rolled for the result indicated.

¢ Example: Mad Dog unleashes
his 11mm charge rifle in autofire
mode, laying down suppressive fire
on three enemies to allow Everstar to
reach the computer console, Mad
Dog rolls 1 Good success and 2 Ordi-
nary successes against the targets.
Normally, this would give a +2 penal-
ty to the first target and a +1 penalty
to the other two. The last target, how-
ever, decides to ignore the suppres-
sive fire. This enemy doesn'l have
the +1 penalty on his shot, but does
suffer an Ordinary hit from Mad
Dog's rifle.

Sneak Attacks

Heroes with the Stealth skill (or
using the skill at the untrained level)
can maneuver for a sneak attack
during a fight. The situation must
present available cover or obscurity,
or the victim must be approached
from the rear. For example, a
stealthy character could walk right
up to his victim in a crowd, creep up
through underbrush, or simply sneak
up on him when the fellow is looking
the other way. You can choose to dis-
allow any sneak attack in which the
hero doesn't have the opportunity to
get out of his target’s sight before
striking.

The hero’s Stealth skill check de-
termines his success in maneuvering
into position. The result of the check
provides a bonus to the first attack:
Ordinary, -1; Good, -2; Amazing, -3.
The hero can execute his sneak at-
tack with a melee weapon, an un-
armed attack, or a ranged attack.

Threaten

Instead of making a normal attack, a
character can threaten the enemy
with his weapon. The hero makes a
skill check, but instead of inflicting
damage he has threatened the tar-
get. In any subsequent phase or
round, he can automatically strike
before the threatened target,
whether or not he has an action
available and regardless of his ac-
tion check. The damage of the attack
is determined by the initial skill
check.

The threatening character must be
within striking distance if using a
melee weapon or within maximum
range if using a ranged weapon. The
threat is broken if the threatening
character uses an action to do any-
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Amazing Damage

to as primary damage. Primary dam-
age can cause a side eflect known as
secondary damage. Any time a char-
acter suffers wound damage, he also
suffers stun damage equal to one-
half the number of wounds (round
down). When a character sustains
mortal damage, he also sutfers stun
and wound damage equal to one-
half the number of mortals (round
down).

# Example: Everstar makes a skill
check of d20-d4, comparing the re-
sult to his Melee Weapons-blade
skill score of 14. Herollsa 7, fora
Good result. A broadsword inflicts
d6+2 wounds on a Good hit. Everstar
rolls, and the target suffers 6 points
of wound damage. As a side effect,
the target suffers 3 stun points of sec-
ondary damage.

Armor

Armor is a standard part of the genre
in many futuristic settings. Armor
protects a character by stopping
some or all of the primary damage
inflicted by a successtul hit. Armor
isn't effective against secondary
damage. (Skill ranks in an Armor
Operation specialty skill in conjune-
tion with armor can allow a hero to
absorb stun points, including those
suffered through secondary damage.
See the skill description.)

Most types of armor have different
protection ratings against different
types of attacks. The low impact (L)
rating indicates how well the armor
protects against muscle-powered
weaponry, such as swords, maces,
and bows. The high impeact (HI) rat-

ing retlects the armor's ability to stop
high-velocity physical attacks like
bullets and shrapnel. Finally, the en-
ergy (En) rating describes the armor’s
loughness against nonphysical at-
tacks. The ratings of each armor are
found in Chapter 11: Weapons &
Armor in the Player’s Handbook.

4 Example: Everstar's sword in-
flicted 6 wounds and 3 stuns to the
guard, but the fellow happened to be
wearing a battle vest. This stops
d6-3 hits against a low-impact
weapon like a sword. The Game-
master rolls and determines that the
vest absorbs 2 of the 6 wounds. The
secondary stun damage is not affect-
ed. In total, the guard takes 4
wounds and 3 stuns from the attack.

Firepower and
Toughness

Firepower and toughness present a
means to compare the damage resis-
tance of large and armored targets
with the damaging capability of
powerful weaponry.

All weapons have a firepower: Or-
dinary, Good, or Amazing. Most per-
sonal weapons are of Ordinary
firepower, and many heavy weapons
have Good firepower. Large vehicu-
lar weapons and spaceship weapons
have Amazing lirepower.

Armor and objects have a tough-
ness rating. Humanoid species, most
personal armor, and portable objects
have Ordinary toughness. Vehicles,
buildings, and a tew types of person-
al armor (such as powered attack
armor and body tanks) have Good
toughness. Tanks, fortified buildings,

and spaceships have Amazing
toughness.

When an object or armor of Good
toughness is struck by a weapon of
Ordinary firepower (like a common
pistol or sword), the damage de-
grades. Mortal damage becomes
wound damage, wound damage be-
comes stun damage, and stun dam-
age is ignored. This effect occurs
belore any armor rolls or secondary
damage take place. After the dam-
age degrades, the armor then makes
a normal roll against the new prima-
ry damage, and might negate some
or all of this. Secondary damage is
based on the new primary damage.

The effect is identical when an ob-
ject or vehicle of Amazing toughness
is struck by a weapon of Good fire-
power,

When an object of Amazing tough-
ness is struck by a weapon of Ordi-
nary firepower, the damage
degrades twice. Mortal damage be-
comes stun damage, and wound and
stun damage is ignored.

When a weapon's lirepower
equals or exceeds the toughness of
its target, damage doesn't degrade.

Upgrading Damage?




Hence, an Crdinary weapon (such as
apistol) doesn't degrade when firing
at unarmed or lightly armored per-
sonnel; a Good weapon doesn't de-
grade against heavily armored
personnel or the average vehicle; an
Amazing weapon doesn't degrade
against tanks or spaceships.

The armored target can still be
brought down by heavy and accurate
small-arms fire, but it takes time. It's
much more effective to find a weap-
on of Good or Amazing firepower
when dealing with tougher objects.

# Example: Imagine Jack Everstar
attempting to stab a guard in a body
tank. Since this armor has Good
toughness, the 6 wounds Everstar in-
flicts degrade to B stuns. Now the
guard makes an armor roll. Against
low impact damage, the body tank
stops 2d4+1 hils—in this case, a total
of 6 hits. So, the armor blocks the 6
stuns of Everstar's sword thrust.
Everstar would need an Amazing
success with lots of mortal damage
o have a good chance against a
body tank with his sword.

Realizing the hopelessness of the
situation, Everstar makes a judicious
retreal and returns with a plasma
gun. He scores an Ordinary success
with his attack, inflicting 7 wounds
on the armored guard. Since the
plasma gun is considered to be a
weapon of Good firepower, these 7
wounds don't degrade. The guard's
armor stops 2d4+1 hits (this time the
result is 5) and thus negates most of
the primary damage—but the 3 stuns
of secondary damage get through
and shake up the guard. Everstar is
making progress.

Special Uses

You can use the rules for firepower
and toughness for aliens or intelli-
gent machines as well. For example,
an alien might have Good tough-
ness, downgrading Ordinary fire-
power used against it due to its
extraordinary resilience. It's possible
for an extremely tough alien to shrug
off normal weapons fire.

Creatures of extreme durability
might have Amazing toughness.
These should be quite rare, since a
party of heroes armed with personal
weapons could only hope to do stun
damage to such a monster, and even
then they'd need to roll hits inflicting
mortal damage.

Damage resistance doesn't have
to apply across the board to all kinds
of attacks. Some creatures may be

resistant to one type of damage—low
impact (LI), high impact (HI), or ener-
gy (En)—but affected normally by the
other categories. You can design op-
ponents who are resistant to all
kinds of damage except one very
specific type of weapon, such as son-
ics, gravity devices, or even silver
bullets.

A few creatures or objects might
be immune to damage of some types.
A lake can’t be hurt by impact dam-
age, although it's conceivable that
an energy weapon could boil off its
water. Use common sense, but re-
member that heroes should have a
chance to intlict damage against the
villains.

Effects of
Damage

A character’s or creature’s durability
rating is divided into four kinds of
damage: stun, wound, mortal, and
fertigue. Most humans and members
of humanoid species possess a num-
ber of stun and wound points equal
to their Constitution score and a
number of mortal and fatigue points
equal to half their Constitution score
(round up). Characters can lose all of
their stun and wound points and still
survive, but when a hero exhausts
his mortal points, he dies.

There are any number of ways for
your heroes to accumulate damage.
The most common is through com-
bat; every time an enemy successful-
ly strikes a hero, the hero suffers
damage based on the weapon the
villain is wielding, minus the effec-
tiveness of any armor. Heroes can
also be damaged by dangerous envi-
ronments, falls, traps, or accidents.
Finally, heroes might expend fatigue
points by engaging in strenuous ac-
tivity such as sprinting or forced
marches.

Stun Damage

Battering, cuts and scrapes, bruising,
and exposure to the elements are
represented by stun damage.

When a hero suffers stun damage
that exceeds half his total stun rat-
ing, you may choose to apply the op-
tional rule for the hero being dazed.
He suffers a +1 penalty to all actions
due to pain and weariness.

When a hero runs out of stun
points, he's knocked out. Characters
are occasionally subjected to addi-

tional stun damage (heavy stun)
after they run out of stun points. For
each 2 points of stun damage a
knocked-out character sustains from
a single attack, he suffers 1 point of
wound damage.

S5tun Recovery

Stun damage cutomatically disap-
pears at the end of a scene. Use of
Medical Science-treatment or
Knowledge-first aid can remove stun
damage during a scene and can also
return consciousness to knocked-out
characters, See the appropriate skill
descriptions.

A hero who doesn't receive med-
ical attention remains unconscious
for the remainder of the round he
was rendered unconscious, and all
of the next round as well. Thereatter,
an unconscious hero can make a Re-
solve—physical resolve check every
round to recover. Success brings con-
sciousness, and the degree of suc-
cess determines a number of stuns
recovered: Ordinary, 2 stun points;
Good, 4 stun points; Amazing, 6 stun
points. Characters can't take any ac-
tions in the same round they recover;
all they do is wake up and take stock
of their surroundings.

Wound Damage

Punctures, burns, serious cuts or
slashes, fractures, and widespread
systemic injury are included in the
category of wound damage.

Every 2 points of wound damage a
character suifers also causes 1 point
of secondary stun damage. Second-
ary damage bypasses armor; see
"Armor" above.

When a hero suffers wound dam-
age that exceeds half his total

It’s Your Game
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wound raling, you may choose to
apply the optional rule for the hero
being dazed. He suffers a +1 penalty
to all actions due to shock, blood
loss, and extreme pain. This is cumu-
lative with any other penalties for
damage.

When a hero exhausts his wound
points, he's knocked out. For every 2
points of additional wound damage
(heavy wound) suffered by the char-
acter in a single attack, he sustains 1
point of mortal damage.

At the end of a scene in which a
character suffers wound damage, a
fatigue check is rolled (see "Fatigue
Damage” below), regardless of
whether the damage was healed
during the scene.

Wound Recovery

Unlike stun damage, wound damage
does not disappear at the end of a
scene; it lasts until a hero receives
medical treatment or has a chance to
heal naturally over days or weeks.

Medical Science-treatment and
surgery can heal wound damage.
See the appropriate skill descrip-
tions. Without medical treatment,
wounds take time to heal. Each
week, the hero is allowed to make a
Resolve-physical resolve check. A
number of wound points are recov-
ered based on the skill result: Crili-
cal Failure, condition worsens and |
additional wound is suffered; Mar-
ginal, 1 wound recovered; Ordinary,
2 wounds; Goed, 3 wounds; Amazing,
4 wounds.

The unmoedified skill check as-
sumes a state of minimal activity
that places few slresses on the hero's
bedy. If the hero restricts his activity
to a hospital bed or a state of com-
plete rest for the week, the check re-
ceives a —2 bonus. If he engages in
normal activity, the check receives a
+2 penalty.

If a character is unconscious be-
cause all of his wound points have
been lost, he can't regain conscious-
ness until at least 1 point of wound
damage is healed.

Mortal Damage

Mortal damage represents severe in-
juries to vital parts of the body—a
bullet in the chest, a knife in the kid-
neys, third-degree burns, and other
nasty stuff.

Every 2 points of mortal damage a
character suffers alse causes 1 point
of secondary stun damage and 1

point of secondary wound damage.
(Secondary wound damage doesn't
lead to additional secondary stun
damage.) Secondary stun and wound
damage can cause knockout as
noted above. Armor can't absorb see-
ondary damage.

Each point of mortal damage
causes a +1 penalty to all actions or
checks (including Stamina-en-
durance checks). For example, a hero
who has suffered 3 points of mortal
damage has a +3 penalty to do any-
thing. This is cumulative with the
penalties for excessive stun and
wound damage.

A character or creature that has
suffered any amount of mortal dam-
age is considered to be dying. At the
end of the scene, a Stamina-endur-
ance check is made. The result of the
check determines if additional mor-
tal damage accrues: Critical Failure,
2 additional points of mortal dam-
age; Failure, 1 additional point of
mortal damage. On any success, the
character sutfers no additional mor-
tal damage. Following the end of the
scene, the dying character must con-
tinue to make Stamina-endurance
checks every hour with similar
effects.

If all of a character's mortal boxes
are marked off, he dies.

At the end ol a scene in which a
character suffers mortal damage, a
fatigue check is rolled (see "Faligue
Damage” below).

Mortal Recovery

Mortal damage doesn't naturally
heal; it can only be healed by the use
of a medical skill. Successful use of
Knowledge-first aid or Medical Sci-
ence-treatment can stabilize the
dying character and reduce the need
for Stamina checks to once every
day. Medical Science-surgery is re-
quired to actually improve the dying
character’s condition and heal mor-
tal damage.

Fatigue Damage

Fatigue damage represents exhaus-
tion. It may be caused by marches
and overload movement, heavy labor
lasting longer than 10 minutes, expo-
sure to certain harsh environments,
or suffering wound or mortal dam-
age during a combat scene. When a
hero engages in fatigue-causing ac-
tivity, a Stamina-endurance check is
rolled. A Critical Failure result indi-
caltes that the character suffers 2

points of fatigue damage; a Failure
indicates 1 point of fatigue damage.
Any success indicates that no ta-
tigue damage is sulfered as a result.

Fatigue checks are usually made
at either the end of the activity, the
end of the scene, or once per time
unit for overland movement or labor.
Adjust the interval between fatigue
checks as you see appropriate for the
severity of the activity or situation.
To reflect the difficulty of continued
labor or exposure to fatigue-causing
activity, you may decide that each
Stamina-endurance check after the
first is made with a cumulative +1
penalty.

Each point of fatigue damage
point causes a +1 penalty to all ac-
tions or checks (including Stamina-
endurance checks). This is cumula-
tive with the penalties for excessive
stun, wound, and mortal damage.

When a hero exhausts his fatigue
points, he must make a Resolve-
physical resolve check to avoid fall-
ing unconscious.

Fatigue Recovery
Recovery from fatigue damage can
only begin after a cessation of fa-
ligue-causing activity or exposure.
While a characler is at rest, he or she
can make a Resolve-physical resolve
check every hour. The result of the
check determines the number of fa-
tigue points recovered: Critical Fail-
ure or Failure, none; Ordinary, 1;
Good, 2; Amazing, 3.

At your discretion, you may as-
sume complete recovery with a day's
rest or a dramatic interlude of suffi-
cient time.

Death

No game mechanic exists for restor-
ing life to the dead. Resurrection
isn't available as a standard option.
You can make character death in
your game as final as you want it to
be. In a realistic or low-tech cam-
paign, heroes will occasionally die.
This isn't entirely bad. After all,
players won't feel like their charac-
ters are at risk unless they think that
their characters can be killed by the
bad guys. A game without risk—or at
least the illusion of it—isn't much of
a game. In order for the players to be
entertained and challenged, they
have to believe that their herces
don't have guarantees of glorious
victory and a stroll into the sunset.
On the other hand, players form



p and personal attachments to
their characters. No one enjoys read-
g of a beloved fictional character's
senseless death, and your players
are likely to feel the same way about
their characters. Indeed, the better
your game, the more attached to
their characters the players will

risk of charac

failure and
death is accepted in a story—but
meaningless death is resented by
most players.

Think carefully before you allow a
random fall of the dice to kill a hero
n

insignificant scene. If a hero
has gotten in an unfortunate spot
through sheer bad luck, it's okay for
you to pull your punches,

Cheat. Cheat big and cheat often.
It's your campaign and your story; as
long as the clandestine assistance
benefits the heroes and the interests
of a good story, you're doing right.
Good ways 1o cheat include a care-
less reading of the dice—maybe you
don't notice that it's a Good instead
of an Ordinary hit. Or introduce a
distraction or difficulty for a villain
that limits his effectiveness—run-
ning out of ammo, for example.

Maybe the villain just happens to
1{1]] his Stamina check at a critical
moment. Use your discretion.

It the dangers or opposition in
your game prove too much for a hero
and result in his unfortunate demise,
try to wring meaning from his
lice. Noble selflessness to save a
comrade or take out a terr ib.e dan-
is not a bad way for a t
out. Let the player feel like his Iwm
m

sacri-

a difference while he ap-

peared in the imaginary pages of the

story.

Coup de Grace

Countdown to

Resuscitation?

All that said, medical technologies
e available in your campaign
that can revive a dead character.

| y
occurrence.

It might only be possible in the
finest medical
then there may be some definite lim-
its to the capabilities. Time might be
of the essence; the longer a character
is dead, the more his tissues break
down, and the less likely it is that his
body will be able to support life
again. A limit o an hour or two hours
s pretty reasonable in this scenario.

Unusual circumstances of death
might open the door to the possibili-
ty of resurrection. For example, the
phenomena of cold-water drowning
has been well documented. In some
Cas

may L

should nol be a routine

ilities, and even

es, people have survived immer-
sions of close to an hour, although
it's certainly no guarantee—don’t try
ing in super-cold en-
vironments, death by weird alien
toxins, or exposure to unearthly en-

it at home. Fre

ergi
a character’s return to life.
In genera
should have to pay for a second
chance at life. This is a great plot de-

s might allow the possibility of

, a hero or his comrades

catastrophe

what

vice waiting to be exploited
might the hero's mysterious a

21
benefactors want in exchange for
this restoration of life? How might
the experience change the
character?

Don't treat a brush with death as
mundane—the heroes wouldn't!

Property
Damage

Heroes armed with high-powered en
l:,']q?' W(-)(lpf]ll‘-i power [.'fi armor, (]!Id
demolilion charges tend to re-
arrange landscape whether they
mean to or not. lf you've got a plas-
ma gun, who n
ject or material can be described by
three properties: its durability, its
toughness, and its armor.

ds a door? Any ob-

Durability

For objects and vehicl
is a score equal to the object’s mortal
rating. Just how much damage can it
sustain before it's blasted
ashes? Like living ¢
mate obije

durability

satures, inani

], and

s have stun, wour

mortal points. Stun damage is most-
ly cosmetic. Wound damage repre

sents physical damage to an object’s
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A Short List of Property

structure. Mortal damage is extreme
physical damage.

Size is an important determinant
in an object’s durability. One good
hit with an ax can take down a
sapling, but it lakes a number of hits
to cut down a large tree. For very
large objects such as skyscrapers or
battleships, you can assign each
section its own durability score.

At times, objects and vehicles may
be forced to make a durability check
as a result of damage or a specific
situation. A durability check imitates
the Stamina skill check or Constitu-
tion feat check a character might
make. The object's Stamina-en-
durance skill score equals its wound
rating (twice its mortal rating).

Toughness

As described under "Firepower and
Toughness” above, toughness de-
scribes what scale is necessary to
seriously damage the object or de-
vice. Objects are rated as Ordinary,
Good, or Amazing.

Ordinary toughness objects don't
have the mass or thickness to absorb
a lot of damage. Living creatures,
light furniture, and small appliances
are Ordinary objects.

Good toughness objects are big-
ger, sturdier, and generally harder to
damage than Ordinary objects.
Many vehicles and light buildings or
installations are considered Good.

Amazing toughness objects are

large, sturdy, and unusually resis-
tant to damage. A tank, armored
spacecraft, heavy blast doors, or re-
inforced buildings would be consid-
ered Amazing.

Armor
Objects may be protected by an
outer casing or surface that can de-
flect damage. Armor for objects
works exactly like armor for charac-
ters—it absorbs some or all of the
primary damage of an attack. Armor
has no eifect on secondary damage.
Here are some general guidelines
for object armor ratings. Think of de-
scribing an object as either fragile or
protected by lighl, moderate, or
heavy armor. See TabLe G13: OB[ECT
ARMOR.

Effects of Damage
When a device or vehicle runs out of
stun points, some minor failure usu-
ally results—a nonvital system
breaks down, or a vital system ac-
quires a penalty to its operation.
This is described in some detail for
vehicles (see Chapters 10 and 11),
but you'll have to use your imagina-
tion for other machines.

A device or object that runs out of
wound points almost certainly loses
at least one vital function, and possi-
bly more. A door or wall that's out of
wound points isn't going to keep
anyone out anymore—there's a hole
big enough to get through. Losing

TABLE G13:
DBJEcT ARMOR

Damage
Stopped
none
d4a
d6+2
2da+1

Armor

None
Light
Moderate
Heavy

mortal points means that large por-
tions of the device or object have
sustained permanent damage. Re-
pair will be difficult and involve re-
placement of components. An object
that runs out of mertal damage ceas-
es to exist as a functional device. For
example, the wall collapses or the
tree topples.

Rule of Common Sense
HRemember, keeping track of property
damage isn't the point of the game.
You don't have to determine the fate
of every bullet that goes astray. This
is only a quick sketch of how to han-
dle the topic of breaking things
when it's dramatically appropriate.
A hero shouldn't be able to shoot a
sale open or knock a house down
with a normal pistol. Let common
sense rule your decisions about what
the heroes can and can't break, and
how long it takes them to do it.



HAzZARDS

Guns and knives aren't the only way
for your heroes to meet an untimely
end. The galaxy is a dangerous
place. The secret research labs, in-
dustrial complexes, military bases,
and alien ruins that heroes routinely
investigate presenl certain danger.
Herces get pushed off buildings, ex-
posed to vacuum, electrocuted, in-
lected, burned, drowned, poisoned,
and irradiated. Being a hero is a
tough job, and it's part of your job to
challenge your heroes.

Resisting Hazards
Heroes exposed to hazards are enti-
tled to a roll to avoid the worst of the
effects. Usually, this is a Constitution
feat check.

The amount of damage a hazard
inflicts is based on the success or
failure of the Constitution feat check.
Ahero who generates an Amazing
success manages to evade death or
dismemberment. On the other hand,
a hero who rolls a Critical Failure
stumbles headlong into grisly deom.
Sometimes, a hero may sustain sig-
nificant damage despite a success-
ful check: nasty hazards intlict
damage on any result, but less
damage with an Amazing or Good
success.

You should apply modifiers that
you feel are appropriate to Constitu-
tion leat checks caused by hazards.

Acid

Acid and caustic chemicals aren't
fun at all. Heroes might be struck by
flasks of acid flung at them by cack-
ling mad scientists, or they could fall
into vats of dangerous chemicals.
The average, powerful acid inflicts
damage as shown on TaeLE G14:

Acip DAMAGE.

Acid presents a more potent threat
since it continues to do damage for
rounds after immediate exposure. If
a character is able to neutralize the
acid by an immediate cleansing or
similar process to remove the acid,
the damage ceases. Deadlier chemi-
cals could inflicl higher damage (use
db or d8 increments); faster-acting
chemicals might atfect the victim
once per action phase. Weaker chem-
ical could do less damage or cause
damage once every minute.

Corrosive substances may destroy
equipment at your discrelion. Guns
and heavy armor are fairly resistant
to acid, but more vulnerable items
could be wrecked by immersion.

Contracting a horrible disease isn't
heroic, but it does create the opportu-
nity for a character to battle through
illness. As a general rule, heroes
don't stand a chance of getting sick
unless you think that it might be dra-
matically or realistically appropri-
ate. Here are some guidelines:

P The hero suffers wound damage
that is left untreated

P The hero breathes, drinks, or
eals in an extraterrestrial environ-
ment without taking precautions.

» The hero is wounded by a dis-
eased animal,

P» The hero is exposed to an area
or item contaminated with a conta-
gious disease.

When a character is exposed to a
disease, he must make a Constitu-
tion feat check to resist this hazard.

Check Result Effect
Critical failure Terminally ill
Failure Extremely ill
Ordinary 1

Good No effect
Amazing No eftect

TABLE G14: Acin DAMAGE

CON Feat
Check Result
Crit. Failure

Failure

Ordinary
Good
Amazing

Splash
3daw *
2ddw*
dgw
no damage
no damage

Immersion
Sdaw*
4daw*
Idaw*
2daw*

daw

* Damage continues each round, diminishing by

d4 per round.

This initial feat check to resist the
disease may be modified by the dis-
ease'’s strength, as shown on the
table below. You choose the strength
of the disease.

Strength Modifier
Marginal -1 bonus
Ordinary no moditier
Good +1 penalty
Amazing +3 penalty

The etfects of a disease aren't imme-
diately felt. You decide how quickly
the disease manifests. The incuba-
tion of a disease refers to how long it
takes before the victim begins to ex-
perience symptoms. Before onset, the
disease is detectable with a medical
examination, and it can be treated
preemptively by means of the Medi-
cine-treatment skill. Most diseases
have Marginal or Ordinary incuba-
tion. See the table below.

Incubation Onset
Marginal ld4 weeks
Ordinary 2d4 days
Good 1d4 days
Amazing 3d4 hours

Disease Effects

If a doctor doesn't catch the disease
before the first symptoms appear, the
victirn becomes sick.

11 characters suffer a +2 penalty
to all actions. Each day, the charae-
ter must attempt a Constitution feat
check: Critical Failure or Failure,
worsen lo extremely ill; Ordinary, no
change; Good or Amazing, the char-
acter recovers.

Extremely ill characters are al-
most completely incapacitated. In
desperate situations, an extremely
ill character may attempt a Resolve-
physical resolve check to force him-
self to his feet, but all actions receive
a +3 penalty. Each day, the character
must make a Constitution feat check:
Critical Failure or Failure, worsen to
terminally ill; Ordinary, no change;
Good, improve to ill; Amazing, recov-
er completely.

Terminally ill characters are co-
matose, although they can rouse
themselves for a tew words of con-
versation with a Resolve—-physical
resolve check. Every six hours, the
character must attempt a Constitu-
tion teat check: Critical Failure, suf-
ter 2 points of mortal damage;
Failure, sutfer 1 point of mortal dam-
age; Ordinary, no change; Good or
Amazing, improve to extremely ill.
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When the hero sustains mortal dam-
age, he must make a Stamina-en-
durance check as it suffering mortal
damage in combat; see "Mortal Dam-
oge"” above.

Drowning

Submerged characters can automati-
cally hold their breath for @ number
of rounds equal to one-half their
Constitution score before they begin
to drown. This assumes the charac-
ter has a moment to fill his or her
lungs with air; otherwise, the charac-
ter has only one round before drown-
ing begins.

Thereatlter, standard rules for suf-
focation apply. See "Sutfocation”
later in this chapter. Herces who
have purchased ranks in the Move-
ment-swim specialty skill have a
bonus to their Stamina-endurance
checks when holding their breath.
Refer to the skill deseription.

Electricity

The amount of damage a character
sustains from an electrical shock de
pends on the strength of the current
and the path it takes through the
body.

The victim’s Constitulion feat
check reflects the likelihood of dam-
age, but you can apply modifiers as
you see lit. A dripping-wet hero
standing on an iron grate might
have a +3 penalty to his Constitution
teat check; a well-insulated charac-
ter wearing rubber gloves and non-
ferrous tools could gain a -3 bonus.

Electrical shocks may scramble
electronic devices such as computers
or radios at your discretion.

Exposure

Characters stranded in the middle
of nowhere in bitter cold or blister-
ing heat may experience damage or
even death. The rules for exposure

TABLE G15: ELecTRIicAL DAMAGE

CON Feat
Check Result
Crit. Failure
Failure
Ordinary
Good
Amazing

to hostile environments are covered
in "Environments” later in this
chapter.

Falling

In heroic games, characters fall
down sooner or later. The amount of
damage a falling victim sustains de-
pends on the length of the tall and
the resull of an Acrobatics—fall skill
check. A Dexterity feat check is used
if the skill is unavailable.

The fall categories are: extremely
short (3 meters or less); short (3 to 10
meters); medium (11 to 30 meters);
long (31 to B0 meters); and terminal
(6] meters+)

The amount of time a hero spends
falling is short, unless he starts at a
very high altitude. Characters accel

erate at 10 meters every second, and
there are about 3 seconds in every
phase. Here's a rough guidel
how long il takes a character to hit
the ground:

ine for

Length of Fall
up to 60 meters | phase
60-200 meters 2 phases
200400 meters 3 phases
400-600 meters 4 phases
+ 200 meters add 1 phase

Time Falling

A {all of about 200 melers is long
enough for a human to reach termi-
nal velocity—the fastest speed a
falling person will travel, given air

TAaBLE P15: ImPACT DDAMAGE

Check
Result L]
Crit. Failure db+Bw
dd+2w
daw
d4+2s
d4-2s

Failure
Drdinary
Good
Amazing

Severity of Impact

™M L T
d6+2m dB+4m di2+8m
d4+2m da+2m di2+6m
d4+1im dB6+2m dB+Bm
dB+2w d4+2m dB+4m
db+2w dB+dw di2+6w

Shock
di2w
dBw
d8s
das
no damage

Lightning
2dEGm
dBm
di2w
digs
dBs

resistance normal to Earth. In vacu-
um, a talling character would contin-
ue to accelerate until impact.

Some falls are less hazardous
than others; what a here lands on
can make a big difference in how
much damage a fall causes. Apply
the following modifiers to the hero's
roll on TasLE P15: IMpacT DAMAGE.

Falls in an environment with an
unusually low or high gravity may
alter the damage caused. See "Envi-
ronments" later in this chapter.

Armor can't counter fall damage,
but it may negate some or all of the
extra damage inilicted by spikes or
other nasty devices waiting at the
bottom.

Fire

Burning buildings, forest fires, vol-
canic eruptions, and other similar
events seem to attract heroes like
honey draws flies. Being near a fire
isn’t healthy; the heal and smoke can
rapidly overcome a character, even if
he never actually catches fire. lf a
hero is exposed to direct fire, he sus-
tains severe damage. Check once

Fall Modifiers




TAaBLE G16: FIRE DAMAGE

CON Feat
Check Result
Crit. Failure

Failure
Ordinary
Good
Amazing

Heat/smoke
2dbs*
2dbs
dbs
das
no damage

Flame
3dew
2dbw
dbw
dbs
no damage* *

* Treat as on fire in following rounds.
** If a character or objects has caught fire, this
result indicates the fire is extinguished.

per round for the fire's effects on
TagLE G16: FIRE DAMAGE.

Add bonuses or penalties as you
see fit. Extremely hot fires or chemi
cal fires may add a penalty to the
Constitution feat check. Reflective or
insulated clothing, such as combat

armor, is useful against fire damage,

especially if the hero doesn't have to
breathe hot smoke. A hero may up-
grade his success by one step if
using a respirator or independent
oxygen supply, and another step if
wearing heat-reflective or insulated
clothing. For example, a firefighter
in an overcoat and breathing mask
suslains only dd4s from heat and
smoke with a Failure result, or dbs

on a Critical Failure. In addition, a
character can use his armor's energy
(En) rating to negate some or all of
the damage.

A hero can spend an action drop-
ping to the ground, wrapping him-
sell in a blanket, or taking similar
protective measures to extinguish
the fire. In this case, any successful
result on the Constitution feat check
indicates that the fire has been ex
tinguished.

Of course, many secondary haz-

ards may arise with major fires:
burning wreckage, structural col-
lapse, exploding volatiles, and elec-
trical shorts are a lew of the more
common. Heroes carrying anything

Catching Fire

flammable or vulnerable to heat
damage may lose their possessions.

Poison

One of the most common and deadly
hazards heroes face is the threat of
poison. Many living creatures such
as fish, insects, frogs, snakes, spi
ders, jellyfish, and mollusks manu-
facture deadly compounds for
immobilizing prey or for seli-de-
fense. Heroes might also be exposed
to man-made poisons such as nerve
gas, industrial solvents, or riot con-
trol agents. Poisons are described by
type, strength, and vector.

Poison Type
Regardless of the origin of the toxin,
poisons have one of six basic effects.

Hemotoxins attack the blood,
causing unacceptable thinning, clot
ting, or interfering with the blood’s
ability to carry oxygen. An average
hemotoxin has an onset time of 10
minutes and an attack duration of 4
hours.

Neurotoxins interfere with the
chemical signals of the nervous sys
tem, causing the victim's body to
shut down. An average neurotoxin
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has an onset time of 1 minute and an
attack duration of 10 minutes.

Necrotoxins kill or dissolve living
tissue in the vicinity of the injury. An
average necrotoxin has an onset
time of 1 hour and an attack duration
of 12 hours.

Caustic agents destroy vulnerable
tissues through chemical burns, and
can kill if inhaled. An average caus-
tic has an onset time of 5 minutes
and a duration of 4 hours.

Paralytic venoms immobilize the
victim for some period of time. An
average venom has an onset time of
1 minute and a duration that de-
pends on the victim's Constitution
feat check result.

Finally, irritants can briefly inca-
pacitate a person by inducing
nausea, coughing and sneezing, or
other unpleasant symptoms. An av-
erage irritant has an onset time of 1
round and a duration of 10 minutes
after exposure has ended.

Poison Strength

The strength of any particular poison

is measured by three characteristics:

the bonus or penalty to the victim's
Constitution feat check, the onset

time, and the duration of the attack. 5q



TaBLE G17:

Poison

Caustic
Agent

CON Feat
Check Result  too
Critical
Failure
Failure
Drdinary
Good
Amazing

Neuro- Necro-

toxin toxin Paralytic Irritant
dd+1m
3daw
2daw
daw

nonea

dE+1m
d4+1m
dB+1w
dE+1w
db+1s

dam
dBw
dBw
ddw
dds

dd+2m
d4m
dB+1w
daw
dbs

d4 days
GBd4 hours
d4 hours
+1 penalty
no effect

+3 penalty
+2 penalty
+1 penalty
no effect
no effect
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At the end of onset time, the victim begins to suffers the listed damage or
the listed penalty to all actions, or is paralyzed for the listed duration.

Poison Vectors

Poison can be delivered by several
different mechanisms. Insinuative
poison is injected into the blood-
stream by fangs, stingers, or enven-
omed weapons. In order to poison a
character with an insinuative ven-
om, a successful attack that inflicts
at least 1 point of primary damage
after any armor roll—is required.

# Example: A snake bites Joe, in-
flicting 2 wounds of primary dam-
age, and thus | stun of secondary
damage. Fortunately, Joe's wearing
armor that stops all the wound dam-
age. He takes 1 point of stun damage
from the bite, but he isn't poisoned.

Inhaled poisons are gas, dust, or
aerosol mixtures that atfect any
creature that breathes them in. Each
round in which the character re-
mains in an area containing a poi-
son gas, he must attempt a
Constitution feat check until he ei-
ther becomes poisoned or leaves the
areda. A gas mask, respirator, or
sealed suit of armor protects against
inhaled poisons. If a hero knows
there's poison in the air or antici-
pates the attack, he is allowed to
hold his breath to avoid taking in
poison gas. See "Suffocation” later in
this chapter.

Contact poisons inflict their dam-
age by making contact with the vic-
tim's skin. The poisoner needs a
successful attack roll. Any hit, re-
gardless of the damage inflicted,
brings the venom in contact with the
target's skin and allows it to do its
work. These can be either gases, lig-
uids, or powders. The hero requires a
completely sealed suit with a filter
mask or independent breathing de-
vice to be safe. If a contact poison is
smeared onto a weapon, treat it like
an insinuative attack.

Ingestive poisons must be con-
sumed. As long as the hero doesn't
eat or drink such a substance, it has
no effect.

Poisons may vary in lethality de-
pending on how the victim is ex-
posed. For example, mustard gas is
powerful if inhaled, but fairly weak
if contact is the veclor.

Poison Effects

When a character is poisoned by in-
sinuative, inhaled, or contact poi-
sons, the effects are lelt almost
immediately. Ingestive poisons may
not be noticed for several hours. Dur-
ing the onset time, the victim feels
progressively worse. The exact
symptoms depend on the poison in-
volved, but nausea, seizures, blind-
ness, numbness, paralysis, bleeding,
elevated heart rate, and difficulty in
breathing are all possible.

At the end of the onset time, the
poison runs its course over the dura-
tion of attack. Roll the damage and
divide its effects over the duration.
This is when the victim actually suf-
fers any damage the poison inflicts.
When the attack ends, the hero sui-
fers no more damage.

Heroes with the Medical Science—
treatment skill can attempt to aid
poisoned characters. In the absence
of a specific antidote, the treatment
check provides a -1, -2, or -3 bonus
to the victim's Constitution feat
check, which may be rerolled after
medical attention. If the medic has
the specific antidote at hand, the vic-
tim may shift the result of his Consti-
tution feat check by two grades. For
example, a Critical Failure result be-
comes an Ordinary success.

S5ix Common
Poisons

Starvation

Thirst and starvation may be fatal.
People can live on minimal tood for
several months, and can survive sev-
eral weeks with no food at all. Water
is much more critical. Going a few
days without water can kill. For
game purposes, treat the lack of food
or water as disease—over the course
of time, the victims become ill, ex-
tremely ill, and finally terminally ill.
They're not really sick, but the penal-
ties described for these stages of dis-



edse are a reasonable description of
the eftects of dehydration and
starvation.

Suffocation

Sulfocation can be brought on by
any number of causes: exposure to
an inert atmosphere, smothering, or
strangulation. If a character has pre-
pared with a deep breath, he can
hold his breath for a number of
rounds equal to one-half his Consti-
tution score. Beginning on the round
after a character has passed his
limit, the hero must make a Stami-
na-endurance check. Each round,
the character continues to make Sta-
mina-endurance checks with a cu-
mulative +1 penalty.

The result of the check determines
how much stun damage is suttered:
Critical Failure: 4 stuns; Failure, 3
stuns, Ordinary, 2 stuns; Good, 1
stun; Amazing, none. Once a charac-
ter has exhausted all of his or her
stun points, unconsciousness usual-
ly follows. You may allow desperate
characters to make a Resolve-physi-
cal resolve check every round lo stay
awake. Daumage continues to accrue,
as wounds instead of stuns.

Strangulation

ENVIRONMENTS

As the planets, moons, and asteroids
in Earth’s solar system demonstrate,
the universe can be a hostile place.
An unprotected human would die in
minutes—or even seconds—on the
surface of any of Earth's neighboring
planets or their satellites.

It's natural to assume that herces
adventuring on Earth or Earthlike
planets can ignore the physical envi-
ronment. However, there are a lot of
places on Earth where unprotected
humans don't belong: inside volca-
noes, at the bottom of the seq, 10
miles up in the stratosphere, at ei-
ther of the poles, in Death Valley at
noon, or in Wisconsin during winter.

This section examines the impor-
tant features of a modern or far-fu-
ture roleplaying environment.
Heroes routinely find themselves in
hostile and dangerous setlings, risk-
ing life and limb in places that no
sane person would dare to venture.
So, how does the world around the
heroes affect them?

The rules presented below are
here for your benefit. Use them as
you see fil. If your campaign pre-
sents a harshly realistic universe,
adjust the effects and damage
caused by environmental exposure
accordingly. On the other hand, if
you run a campaign of super heroes,
you may decrease and modify the
rules presented below.

The Endurance
Challenge

Anytime a hero laces the threat of
freezing, heat exhaustion, suffoca-
tion, drowning, or death by the forces
of nature, have the player make Sta-
mina-endurance checks for his hero.
This is a special kind of challenge
that comes into play anytime a hero
is trying to hold up against some-
thing that can exhaust or kill him
over time.

There are two basic kinds of en-
durance challenges.

Exposure Challenge

This first challenge deals with forces
thal inflict direct harm to a hero
such as extremes of heat or cold, or
mildly poisonous atmospheres. For
these challenges, a Stamina-en-
durance check determines how
many points of stun damage the hero
sutfers while exposed.

Endurance Check Result
Critical Failure 4 stun points
Failure 3 stun points
Ordinary 2 stun points
Good | stun point
Amazing no damage

The interval between checks de-
pends on the severity of the environ-
ment and the degree of exhaustion.
These intervals can occur as ire-
quently as once per phase, or as
slow as once per hour. Some expo-
sure checks may impose a cumula-
tive step penalty. In this case, the
first exposure check suffers a +1
penalty, the second check suffers a

+2 penalty, the third a +3 penalty, etec.

Once a character runs out of stun
points, he begins to take wound
damage at the same rate he sutfered
stun damage. Treat these wounds
just like normal injuries. You may
choose to allow a hero who loses all
of his stun points to remain con-
scious—provided he makes a suc-
cessful Resolve-physical resolve
check for each time interval.

When a hero runs out of wound
points, he collapses and begins to
die. Dying characters must make a
Stamina-endurance check as per
"Damage” earlier in this damage.

Exhaustion Challenge
Other challenges test how well he-
roes light against exhaustion. Some
environments, such as an overly thin
or thick atmosphere, or heavy gravi-
ty, require a hero to make
Stamina-endurance checks as
though participating in a forced
march or heavy labor. The result of
the check determines any fatigue
damage inflicted by the hero's stren-
uous etforts: Critical Failure, 2 points
of fatigue damage; Failure, 1 point of
fatigue damage; any success, no
damage.

The interval between checks de-
pends on the severity of the environ-
ment and the degree of exhaustion.
Such intervals may occur as fre-
quently as once per phase, or as
slow as once per hour.

Once a character runs out of fa-
tigue points, he collapses in a state
of utter exhaustion. He's conscious,
but his body simply won't take more
abuse. If the hero attempts to forge
on, heedless of his body's limits, he
must first deal with the hefty penalty
from the accumulation of faligue
points. In addition, the character sul-
fers stun damage at the same rate he
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suffered fatigue damage while tax-
ing his body in such a way. Don't for-
gel that penalties for fatigue—+1 per
point—apply to both Stamina and
Resolve skill checks.

Recovery

Heroes can't recover stun points lost
to environmental exposure until they
remove themselves from the danger-
ous environment. Similarly, herces
only recover fatigue points when
they rest. At your discretion, you can
allow a hero to recover all of his lost
stun points when he escapes the
damaging situation, or he automati-
cally recovers at the end of the
scene. You can also rule thal a hero
regains stun and fatigue points at
the rates specitied under "Damage”
earlier in this chapter.

THE GRAPH
SYSTEM

Descriptions of unusual environ-
ments appear in the GRAPH classifi-
cation system. The GRAPH system
rates the five primary factors of an
environmenl: gravity (G), radiation
(R), atmospheric composition (A) and
pressure (P), and heat and cold ex-
tremes (H). Each factor is divided into
six grades of measurement. For ex-
ample, a typical environment on
Earth could be described as
G2/R1/A2/P3/H2. This section exam-
ines how these environments affect
the course of the game.

Gravity

Surface gravity is determined by a
planet's mass and the distance from
the surface of the planet to its center.
Dense and massive planets general-
ly have more powertul gravity than
worlds lacking in size and mass.

A moderate increase or decrease
in gravity is a nuisance; crushing
levels of gravity—or its absence—
are more hazardous.

G0: Zero Gravity
Absolute weightlessness exists only
in artificial environments and those
rare points in space where the gravi-
tational efiects of stars, planets,
moons, and asteroids are in perfect
balance. Of course, environments
that closely approximate zero (below
0.2 g} gravity are common.
Complicated or abrupt physical
activity is difficult in zero g, at least

for those heroes who lack the neces-
sary training or tolerance. Charac-
ters who haven't purchased the
Acrobalics-zero-g training skill sul-
ter penallies on all actions, since it's
difficult to control movement without
the resistance that gravity provides.
Physical actions and skills that in-
volve motion suffer a +3 penalty.
These include Melee and Ranged
combat, Movement, Acrobatics, and
even the use of some Intelligence
skills, such as Technical Science-
repair.

G1: Low Gravity

While light gravity (0.2 g to 0.B g} isn't
lite-threatening, it's inconvenient for
someone who isn't used to it. Physi-
cal actions suffer a +1 penalty. This
penalty reflects the difficulty of judg-
ing actions, and of reacting withoul
overreacting, in light gravity.

In addition to inhibiling coordina-
tion, light gravity has obvious effects
on jumps and falls. The movement
modifier listed on TasLe G18: Graviry
provides an increase on any running
or jumping distance the hero at-
tains—it's possible to leap a dozen
meters or more in low-g situations.
The fall modifier reduces the dam-
age suflfered during a fall in light
gravily environmenis. For example,
treat a Medium fall in low gravity as
a Short fall. See "Falling” earlier in
this chapter tor more details.

Humans don't have a biological
need for gravity in the short run, but
extended stays in very light gravity
aren’t healthy. Bones, muscles, and
the cardiovascular system weaken
over the course of weeks or months.
To reflect this, you might decide that
a hero who returns to normal gravity
after an extended stay in low gravity
suffers penalties as if he were ina
G3 environment (except for talling)—
at least until he reacclimates to nor-
mal gravity.

G2: Moderate Gravity
Surface gravity between 0.Band 1.2 g
has little ettect on characters. At
their extremes, moderate-gravity en-
vironments may produce feelings of
awkwardness and unease, but ac-
climatization is quick, and there are
no penalties to actions.

G3: High Gravity

G3 environments include gravity
from 1.2 to 2.0 g. A surface gravity of
2.0 g is about the limit of human tol-
erance on an extended basis.

High gravity imposes a +1 penalty
to all physical actions, and reduces
the movement and jumping rates of
characters by 25%. In addition, the
fall modifier listed on TapLe G18:
GRAVITY increases the deadliness of
falls. In a G3 environment, a Short
fall becomes a Medium fall, and a
Medium fall becomes a Long fall.

Finally, the stress of higher gravi-
ty requires an exhaustion check once
every day (see "Exhaustion Chal-
lenge” earlier in this chapter for
more details).

Powered armor helps to offset the
effects of high gravity. It negates the
physical action and movement pen-
alties of high gravity. A character
wearing powered armor receives a

2 bonus to all exhaustion checks
brought about by a G4 environment.
These enhancements have no effect
on increased talling damage.

G4: Very High Gravity
Unassisted life in an environment
with very high gravity (2.0t0 4.0 g) is
possible in the short term, but not the
long term. See TapLE G18: GrAVITY for
more details. The ettects are similar
to, but more powerful than, the ef-
fects of high gravity.

Powered armor can't offsel the ef-
fects of a G4 environment.

G5: Super High
Gravity
Many planets may have a much
higher surtface gravily than 4.0 g, but
humans can't colonize them without
permanent gravity-reducing lields or
facilities. Anything over 4.0 g quickly
immobilizes those unfortunate
enough to encounter such a high de-
gree of gravity without protection.
Heroes must make Strength feat
checks in order to attempt any move-
ment or action, and they must also
make exhaustion checks every
minute. You may allow prone or
crawling characters a grealer inter-
val between checks—maybe once
every 10 minutes or so.

Radiation

One of the well-known hazards of
space travel is radiation. Of all the
ways to die, radiation poisoning
probably evokes the greatest terror.
It's silent, undetectable, and poten-
tially lethal; even if a hero survives
the initial exposure, the long-term
health effects are devastating.
Sources of radiation are many.



TaBLE G18:

Movement

Penalty Modifier
+3 special
+1 +50%

Physical

. +1 -25%
+3 ~-T5%
+5 ~-100%

Worlds with a weak or nonexistent
magnetic field, such as Mars, con
stantly receive radiation bombard-
ment. A more dangerous radiocactive
planet is one that contains lots of
particulate radiation—a planet rav
aged by nuclear war, or one with an
unfortunate mix of volcanic activity
and radioactive ores.

For game purposes, only the im-
mediate and near-immediate effects
of radiation appear below. The risk
of contracting leukemia 10 years
down the road dc

n't come into play
in most roleplaying game s
Radiation exposure has a lot in
common with battling through a seri-
ous illness: The victim may become

—enarios

mildly ill and pull through in a few
days, he could become seriously ill
and require weeks to get better, or he
could become terminally ill from ra-
diation sickness. The longer and
more intense the exposure, the more
likely it is that the hapless character
won't survive. At PL, 6 and beyond,
antiradiation serum can increase a
character's chance of survival.

Heroes use Constitution feat
checks to resist radiation. TasLE G19:;
ADIATION shows the penalties and

frequency for making Constitution

feat checks at each radiation level.
The results of the Constitution feat
check are then defined on TagLE G20:
Rapiarion ErFects. Radiation may
cause a character to become ill, ex-
tremely ill, or terminally ill. These ef-
lects ol radiation sickness use the
rules presented under "Disease” in
the previous section.

Characters affected by radiation
sickness don’t succumb immediately.
The onset time describes how long it
takes the victim to reach each stage
of sickness. For example, a hero who
rolls a Failure on his Constitution
feat check becomes ill atter 1 hour,
and extremely ill after 3 hours.

GRAVITY

=111
Modifier
no Falls
-1 grade _

Exhaustion
Check

1/day
Vhour
1/minute

+1 grade
+3 grades
+4 grades

Radiation is measured in rems, a
unit of measurement that's equiva-
lent to the biological effect of one
roentgen of X-ray or gamma-ray ex-

posure.

RO: Zero Radiation
Environments with zero radiation,
like those with zero gravity, are rare
and usually artificial. Controlled
and shielded laboratori

=5 are the

most common sources of zero radia-
tion environments,

Humans don't need to make en-
durance checks in RO environ-
ments

requiring background radiation for

though some alien species

suslenance or sensory perception
may suffer in this environment

R1: Low Radiation
Low radiation is common to terrestri-
al planets with a magnetic field.

This field shields Earth—and pe
haps similar planets—ifrom the
of stellar radiation. Other minor
sources of radiation include heavy
metals in the soil and artificial
sources. Low radialion doesn't ex-
ceed 10 rems over a year

Low radiation presents no imme-
diate threat. Heroes and supporting
cast members don't need to make
Constitution feat checks and can't
contract radiation sickness.

worst

R2: Moderate
Radiation

Moderate radiation, common in
space, causes harm to unprotected
characters. It doesn't excee
over a single week. Short exposure to

the irradiated environment can mini
mize damage. Heroes must make a
Constitution feat check for every
week (or portion thereof) spent in this

environment.

An e-suit, ship hull, or colony
dome provides shielding to delend
against moderate radiation. Protect
ed characters aren't required to
make Constitution feal checks.

R3: High Radiation
High radiation can be found close to
stars and on abnormally irradiated

L
sites. High radiation doesn't exceed
100 rads in a single day. Herces must
make Constitution feat checks for
each day (or portion thereof) spent in
the environment.

TABLE GT19: RaDi

Radiation
Level
RO
R
R2
R3
R4
RS

CON Feat

no checks
no checks
-1 bonus
no modifier
+1 penalty
+3 penalty

Check Modifier

Frequency
none
none
T/'week
Vday
1/hour
1/minute

TAaBLE GE20: RapiaTion EFFecTs

CON Check
Critical Failure
Failure
DOrdinary

Good
Amazing

Effects

Terminally il
Extremely ill

Onset

10/20/30 minutes
1/3 hours

6 hours

12 hours
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Solt e-suits cannot fully protect
against high radiation, but allow the
equipped hero to make checks as if
in an R2 environment. Hard e-suits
and space vehicle hulls offer com-
plete protection.

R4: Extreme Radiation
Extreme radiation occurs close to
powerlul stars and on planetary en-
vironments that, through natural or
artificial means, have suffered mas-
sive radicactive bombardment. Ex-
treme radiation doesn’t exceed 500
rems in a single hour. Heroes must
make Constitution feat checks for
every hour (or portion thereof} spent
in this environment.

E-suits provide limited protection
against extreme radiation; equipped
heroes make Constitution checks as
if in an R3 environment. Space vehi-
cles and planetary domes provide
complele protection.

R5S: Lethal Radiation
Lethal radiation occurs near pulsars
and singularities, nuclear impact
sites, and rare natural phenomena.
Lethal radiation includes radiation
over 500 rems/hour. Heroes must
make Constitution teat checks every
minute spent in this environment.
E-suits allow the wearer to make
checks as if in an R4 environment.
Space vehicles and artificial habi-
tats of PL 7 and beyond usually pro-
vide complete protection, although
you may rule that characters inside
sulfer the eifects of R2 or R3 environ-
ments depending on the situation.

Atmospheric
Composition

An environment might have the right
temperature and the right amount of
atmosphere, but the wrong chemical
makeup can render il completely un-
inhabitable. Atmosphere comes in
one of several basic varieties: inert,
which signifies a lack of free oxygen;
corrosive, which denotes the pres-
ence of reactive compounds, like sul-
furic acid or hydrogen chloride; and
toxic, which signilies a concentra-
tion of a highly dangerous sub-
stance, such as cyanide.

AD: Vacuum

Vacuum, or the lack of atmosphere, is
more properly a function of pressure.
The effects of vacuum are described
under "P0: Vacuum,"” below.

Al: Inert

Inert environments present a very
simple obstacle to the heroes—if
they want to breathe, they have to
bring their own air. You could con-
sider the depths of a lake to be an
inert atmosphere from a human's
point of view. Any self-contained
breathing apparatus will allow hu-
mans to survive in Al environments.
A vacuum mask fits the bill—al-
though characters may also use
e-suits. If heroes run out of air, they
suffer damage as described for expo-
sure challenges, checking once per
round with a cumulative +1 penalty.

Ae: Moderate

Moderate atmospheres present a mix
of oxygen and nitregen sufficient for
humans and humanoid alien spe-
cies. No precautions are necessary.

A3: Toxic

Toxic atmospheres contain neces-
sary elements for respiration, along
with poisonous compounds. Heroces
must use a respirator mask to filter
out the poisonous substances belore
they can breathe air from the envi-
ronment. Unprotected characters
must make exposure checks once per
minute. Extremely poisonous sub-
stances in an environment may call
for checks once every round or
phase, or they may impose a penalty
on the exposure check.

A4: Corrosive

Corrosive atmospheres not only pre-
sent an obstacle to respiration, but
also demand physical protection for
the entire body. The only way to sur-
vive in a corrosive atmosphere is to
utilize an independent air supply
and avoid contact with the atmos-
phere. A soft e-suit will withstand a
corrosive atmosphere for d6 days be-
fore failing. Hard e-suits, better de-
signed to resist the acidic action of
the atmosphere, can last for months
or years—if owners perform periodic
maintenance.

Once an e-suil is compromised,
the unprotected hero inside must
make exposure checks once every
minute with a cumulative +1 penalty.

AS: Super Corrosive
Super corrosive atmospheres present
an even more dangerous hazard. Soft
e-suits dissolve in d6 hours, and
hard e-suits last only d6 days. Spe-
cially constructed habitat domes, re-

lying on PL 7 tield technologies, can
resist the atmosphere’s effect. Once a
hero's suil fails, he must make expo-
sure checks once every round with a
cumulative +1 penalty.

Pressure

Atmospheric pressure refers to the
density of the surrounding air. The
classic problem, from a science fic-
tion standpoint, is a vacuum. At the
other end of the scale, some planets
are smothered in a blanket of gas so
dense that it would crush humans.
Scientists measure atmospheric
pressure in atmospheres (atm). One
atm is equal to the air pressure on
Earth, at sea level.

PO: Vacuum

The lack of any atmosphere is known
as vacuum. The vacuum of interplan-
etary or interstellar space presents
two major problems to an unprotect-
ed human. First, there’s nothing to
breathe. Second, the lack of any
medium to dissipate or store heat
means that an object in sunshine be-
comes very hot, while one in shadow
becomes very cold. In classic SF lit-
erature, a vacuum represents the
cold chill of space. In reality, a vacu-
um doesn't imply a temperature.

To survive in a vacuum, herces
need sealed respiration systems—
such as a vacuum mask—at the very
least. Something that covers exposed
skin, such as a jumpsuit or e-suit, is
also very helpful.

Suffocation and death from shock
occur quickly in a vacuum. An unpro-
tected hero must make exposure
checks every phase with a cumula-
tive +1 penalty.

P1: Very Thin

Very thin atmospheric pressure oc-
curs on foreign planets, moons, or
even very high altitudes on Earth.
Very thin atmosphere (0.2 to 0.5 atm)
causes serious, but not immediately
deadly, problems. People have a
hard time getting the oxygen they
need from thin air, resulting in alti-
tude sickness. This malady creates
flulike symptoms, but extreme cases
may lead to disorientation, paraly-
sis, or deadly complications.

A respirator mask is sufficient for
the task of compressing the atmos-
phere to acceptable levels. Of
course, the independent breathing
supply of a vacuum mask or e-suit
provides full protection. Unprotected



characters must make endurance
checks every hour. If a character is
suddenly exposed to very thin at-
mosphere, he may develop altitude
sickness. This requires the hero to
make a Stamina-endurance check to
resist stun damage. See "Exposure
Challenge” on page 61 for details.

P2: Thin
Thin atmospheres (0.5 to 0.8 atm) pre-
sent little, if any, danger. The body
adapts quickly to conditions which
are common to high altitudes on
Earth. Respiration may feel difficult,
especially if exposure to thin atmos-
phere occurs suddenly. No en-
durance checks are required by the
thin atmosphere itself—though char-
acters forced to make Stamina-en-
durance checks due to exertion or
some other reason receive a +2 pen-
alty on those checks.

A respirator mask, vacuum mask,
or e-suit nullifies this penalty.

P3: Moderate

Moderate atmospheres (0.8 to 4.0
atm) present no danger to a charac-
ter. No endurance check is required.

P4: Dense

Some environments—alien worlds or
deep unexplored mountain velleys—
may have unusually dense atmos-
pheres. Dense atmospheres (4.0 to
20.0 atm) create breathing difficul-
ties, vascular damage, and eventual-
ly seizures. The best protection is a
sealed respiratory system; the air
isn't thick enough to physically crush
orimpede a human from moving
around, but it would eventually
cause severe health problems.

A hero caught without a respirator
must make an endurance check once
every hour. With a respirator mask,
the interval between checks increas-
es lo once every day. E-suits provide
complete proteclion.

P5: Crushing

Gas giants and venerian worlds may
have atmospheres so incredibly
dense that they can physically crush
an unprotected human. Crushing at-
mospheres may exceed hundreds
and even thousands of atmospheres
[atms). The only protection against
an environment this hostile comes
from a space vehicle. Even the best
environmental suits can't protect a
character in crushing conditions.
This atmosphere demands exposure
checks once per phase.

Heat and Cold

On Earth, temperatures from -50° C
(-58° F) to 50° C (125° F) are not un-
usual in extreme areas. Neither of
these extremes is immediately lethal
to an unprotected human—although
the colder exlremes can incapacitate
a person in a matter of minutes. On
other worlds, temperatures may
range from a hair above absolute
zero (2737 C) to several thousand
degrees.

HO: Absolute Zero
Environments this cold (-200° C and
below} have almost no atmosphere—
most gaseous elements and com-
pounds condense into rain or snow.
Hence, independent supplies of oxy-
gen are needed for survival. The
outer planets and moons of Earth's
solar system have surface tempera-
tures near absolute zero,

Exposed characters without pro-
tection must make exposure checks
every phase. Soft e-suits provide
only partial protection; they reduce
the check frequency to once every
hour. Hard e-suits, given their ability
to provide heat, offer complete pro-
tection.

H1: Frigid

Temperatures of lower than -50° C
(~58° F) 1all inte this category. Tem-
peratures this extreme do not occur
commonly on Earth, but polar re-
gions might get this cold. Characters
require breathing apparatus, since
their lungs will freeze upon
exposure.

Exposed characters without pro-
tection must make exposure checks
every round. With extremely heavy,
bundled clothing or a makeshift
shelter, the frequency of the expo-
sure checks drops to once every hour.
E-suits provide complete protection.

H2: Temperate

Temperate environments fill the
range between -50° C (-58° F) and
50° C (125° F). Generally, no checks
are required for survival in a temper-
ate environment, at least in the short
term.

At both their hot and cold ex-
tremes, these environments pose no
threal to humans. However, without
proper supplies of water, clothing,
and shelter, prolonged contact with
these extremes requires exposure
checks once every hour or day, at
your discretion. In extreme hot or

cold, heroes undergoing forced
marches or heavy exertion may suf-
fer a +1 or +2 penalty to their exhaus-
tion checks.

H3: Torrid
Unprotected heroes can no better tol-
erate torrid conditions than frigid
ones. Torrid environments include
areas in the 50° C (125° F) range and
foreign environments with tempera-
tures near the boiling point of water.
Temperatures up to about 100° C are
tolerable for a very short time. He-
roes caught near a fire or in the
vicinity of voleanic activity might be
exposed to lemperatures like this.
Unprotected characters make ex-
posure checks once every minute.
Soft e-suits and specialized firefight-
ing gear can provide partial protec-
tion, reducing the frequency of
exposure checks to once every 10
minutes. Thanks to their temperature
control units, hard e-suits provide
complete protection.

H4: Super Torrid
Temperatures over the boiling point
of water, from 100° C to 500° C, de-
mand extreme precaulions. Super
torrid environments are likely to
occur only on other worlds, or in the
midst of volcanic eruptions or hot
conflagrations.

Unprotected characters make ex-
posure checks once every phase. Soft
e-suits and specialized firefighting
gear provide only minimal protec-
tion, reducing the Irequency of
checks to once every minute. Char-
acters in hard e-suits make exposure
checks once every 10 minutes. Vehi-
cles and tailored habitat domes are
the only source of permanent and
lasting protection.

HS: Inferno

Heroes caught near a sun or trapped
on extremely hot planets must deal
with this type of environment. Tem-
peratures may range from 500° C up
to 1000° C and higher. In addition to
some form of protection from the
heat, independent breathing appara-
tus is absolutely necessary; the air is
too hot to breathe.

Only shielded vehicles or special-
ized habitat domes offer total salety
against inferno environments. Un-
protected characters must make ex-
posure checks once every phase with
a cumulative +1 penalty. Even hard
e-suils can't offer protection against
inferno temperatures.

NOILIY I SHILSNINYD B <

b3



.
-
b .
- -
-
-
Ll : . > -
. - . - -
. - - -
- -
. & _ 24y L] - . . -
. -
‘® ¥ .

The ALTERNITY game is skill-based. ;
Although a hero's profession and Ability
Scores are important in determining
strengths and weaknesses, skills are the
true indicator of what a hero can do in the
game. One Combat Spec loaded with
Unarmed Attack skills might be a martial
artist or a professional pugilist, but
another could select Armor Operation and
Heavy Weapons for assaults on the
battlefield of the third millennium. The
selection of skills distinguishes two heroes
with similar Ability Scores and the same
profession as unique individuals.



coto mech::mc governs the use
ffeats and skills. As circumstances
- warrant, the control die miay-be mod-
.\ lfied by a situation die that makes
the roll easier or harder, and the tar-
gat Ability Score may be moditied by
!he hero's rank in the skill: In the ab-
+ sence of any other modifiers or com-
* plications, fall back on these basics
and you can't go wrong.

Feat Checks

\ Sometimes no skill is appropriate to

| asituction, and It's logical to use an

~ Ability such as Strength or Constitu-

| tion. The guideline you should use

here is simple; if the'action is an ex-

ample of general use of the Ability

| and no skill applies, use afeat check

i instead of a skill check

- Forfeat checks, roll the control die
(d20) with o base situction die of +d4.

.\ You can modify the sifuation die to

* reflect the particulars of the situa-

W tion. If the dice roll is equal to or less

* them the character's relevant Ability

& Score; success ie achieved.

& Examples of feats includs at-

I lémpts 1o lift heavy weights with

. Strength, catch a thrown object with

» Dexterity, resist radiation with Con-

* stitution, solve alien puzzles with In-

& telligence, maintain moral

I composure with Will, or establish a

first impression with Personality.

' Level of Training

Players naturally keep track of the
L broad and specialty skills that their

heroes possess and try to make
game decisions that allow their he-
roesta bring those skills into play.
However, an action-filled adventure
may present the heroes with situa-
tions that they can't anticipate.
Once you have determined what
skillis appropriate for a given situa-
tion, you can then compare the char-
acters level of training: untrained,
broad skill, and specialty skill.

Untrained
Ii the hero has neither the appropri-
ate specialty skill nor the broad skill,
he's considered to be unfrained.
Sometimes it's the weren brawler
who has to disarm the bomb. Un-
trained skill checks are difficult, but
achanece of success always exists,
An untrained skill checkis always
made using the most appropriate
broad skill. In the example above, the
weren needs to make a Demolilions
checkwith o +d4 base situation die.
Untrained skill checks are made
against half the hero's Ability Score,
rounding down if necessary; if the
weren has an Intelligence of 11, she
needs a roll of 5 or less to succeed in
disarming the bomb.

Broad Skill
Ha hero doesn’t have the exact spe-
ciclty skill in question; he can still
fall back on the assaociated broad
skill. For example, a hero might have
invested in Modermn Ranged Weap-
ons-rifle, but if the only weapon at
hand is a-pistol, skill ranks in rifle
don't help at all. The character has to
make the attack using the Modem
Ranged Weapons broad skill.
Using o broad skill when a spe-

cialty skill isn't available carrie
disadvantages. First, the hero t
use skill ranks to increase h kill
score. Broad skills are never modi
fied by skill ranks; the roll for a
broad skill is always made against
the appropriate Ability Scor

Second, the broad skill’s ba
ation die is +d4, making it one step
more difficult than a specialty skill.
A rifleman has to use his unmodified
Dexterity score with a +d4 penalty to
employ a pistol in combat, It's a good
weapon, but not nearly as deadly as
his rifle would be.

Specialty Skill

Having the exact skill that a situa
tion demands is the most favorable
condition for both villains and he
roes. A high Personality score and
the Deception broad skill count for
something, but there's no substitute
for the gamble skill. A hero with
gamble 4 and a Personality of 12 has
a skill score of 16.

Specialty skills enjoy another sig
niticant advantage over broad skills:
The base situation die for a specialty
skill is a +d0, one step better than
the situation die for a broad skill.

Prohibited

A tew skills are unavailable to any
hero who hasn't taken the time and
effort to study them. Skills marked in
blue on TaBLE P19: SkiLL LisT on page
64-65 in the Player’s Handbook can't
be used by untrained characte
example, while most humans have
the Vehicle Operation broad skill
unless a hero has the space vehicle
specialty, he can’t even try to pilot a
spaceship.
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You can relax this restriction
under certain circumstances. If the
untrained character flying the space-
ship is in constant communication
with a skilled pilot, his friend might
be able to talk him through the
process, especially during a routine
ilight. Or, if the shuttle has a power-
ful artificial intelligence for an on-
board computer, the Al might be able
to tell the untrained pilot how to
switch on the automatic functions
and keep oul of serious trouble.

Complex Skill
Checks

For many tasks and skills, a single
dice roll immediately determines
whether or not a character succeeds
and the degree of success achieved,
When jumping across a chasm,
shooting a gun, or noticing the hid-
den ambusher, success or failure is
immediately apparent.

Other tasks that are more compli-
cated or time-consuming use a com-
plex skill check. Some skills,
described in both this book and the
Player's Handbook, automatically

It’s Your Game

use this method. In addition, you can
use complex skill checks to build
suspense and tension, even in cir-
cumstances that normally use single
checks. For example, an important
contest of marksmanship or a chal-
lenging search may call for multiple
successes and multiple rolls.

Complex skill checks demand that
a number of successes be achieved
to complete the task. Depending on
the exact task, multiple actions and
skill checks add together over the
course of several phases, rounds,
hours, days, or even weeks. Skill
checks are rolled normally, and the
results determine the number of suc-
cesses achieved. An Crdinary result
counts as | success, a Good result
counts as 2 successes, and an Amaz-
ing result counts as 3 successes.

Conditions provide situation die
modifiers. Apply bonuses when the
situalion is in the character's favor,
and penallies when the circum-
stances warrant a more difficult task
or series of tasks. For example, an
Amazingly difficult situation pro-
vides +3 penalty, but an Amazingly
easy situation provides a -3 bonus.

Complexity determines the num-
ber of successes required to com-
plete the job. Marginal tasks are the
least complex and Amazing tasks
the most complex.

Three Strikes Rule

Like single checks, complex skill
checks allow the possibility of fail-
ure. While Ordinary, Good, and
Amazing resulls add a number of
successes, a Failure result adds no
successes. A Failure result indicates
that no progress was made. The
character can continue to work on
the task during later actions.

If a character rolls three Failure
results during a complex skill check,
the attempt is ruined. The task is
simply beyond the character’s ability
until conditions change—new equip-
ment becomes available, the hero
improves his skill rank, or an expert
offers assistance. Of course, you can
decide that it's impassible to fail,
and allow the hero to try again.

Critical Failure

A roll of 20 on the control die brings
trouble to the acting character, De-
pending on the particulars of the sit-
uation, you can assign any of the
following outcomes as a result of a
Critical Failure.

P Disaster: Some harmful event
related to the action is set off. Impor-
tant files are erased, alarms are trig-
gered, or equipment is damaged.

» Start Over: The significant mis-
take erases all accumulated suc-
cesses, and the complex skill check
begins again.

P Vain Effort: The lethal mistake
ends the complex skill check in fail-
ure, and the action can't be attempt-
ed again until conditions change.

Overiooked
Skills

The hero sheet is a useful tool for
players and Gamemasters. It pro-
vides a listing of every skill the hero
has spent points on, summing up the
character's training and expertise at
a glance. This can be somewhat de-
ceptive, though. Often, players have
more options at their disposal than
they think they do.

Iinnate Skills

The first group of skills that players

overlook are the hero's innate skills,
the species defaults that every char-
acter has. See Table P4 on page 34 in
the Player’s Handbook.

Broad Skills

It's also easy to forget the scope of a
broad skill. While a hero may pur-
chase the Business broad skill in
order to gain knowledge of the cor-
porate specialty skill, the broad skill
also provides the ability to use small
business or illicit business specialty
skills (with a +d4 base situation die).
The broad skill assumes a basic
knowledge of each of its specialty
skills.

The only specialty skills that can't
be duplicated by using the parent
broad skill are the prohibited skills,
marked in blue in the skill list.

Untrained Skills

The final batch of skills that most
players tend to forget is every other
skill on the list. Heroes can try to use
a great number of skills at their un-
trained scores. A character who
knows nothing about repair can still
try to fix something—it's just tougher
for that hero. Unless a skill is prohib-
ited, any hero can take « shot at it.
Here's a short list of some of the more
common broad skills heroes might
try to use despite a lack of training
during the course of an adventure:
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» Any combat skill (Melee Weap-
ons, Unarmed Attack, Heavy Weap-
ons, Ranged Weapons)

» Movement

P Survival

P Acrobatics

P Manipulation

P Stealth

P Any Intelligence-based broad
skill

P Investigate

P Resolve

» Culture

P Deception

P Leadership

As herces rise in experience, they
acquire a wide variely of skills. The
first thing a player does when his
hero is conlronted with a situation is
examine his record sheet to find out
which of his skills is appropriate. If
the player can come up with a way
to make it work and explain it ratio-
nally to you, let him try.

S5kill Rank
Benefits

As characters advance and purchase
additional skill ranks, certain skills
provide special skill rank benefits.
For many skills, this is simply a
bonus applied to skill checks that al-
lows for a more dramatic increase in
the likelihood of success. Skill rank
benefits may also apply a bonus to a
hero's resistance modifier, as in the

case of Acrobatics-dodge and
Knowledge—deduce.

A second type of skill rank benefit
appears in a few skills, such as
Melee Attack and other combat skills
Achieving high ranks in one of these
skills may allow a hero to make use
of the skill in new ways—performing
tasks like a double shot. Other ex-
amples include cybersurgery, trick
riding, and coding new programs.

Purchasing Skill
Rank Benefits
Usually, a hero acquires a skill ranlk
benelfit automatically. When o cer-
tain skill rank is achieved, the rank
benetfit is obtained. There is no cost,
other than the purchasing the skill
rank itself, for the skill rank benetfit.
It's also possible to purchase cer-
tain skill rank benefits before attain-
ing the skill rank at which the
benefits would be automatically at
tained: The procedure and costs for
purchasing rank benelits early is de-
scribed on page 63 in the Player’s

Handbook. Typically, this is only pos-
sible with the second type of rank
benetits, as described above—bene
fits that allow a new task or action.
Heroes should not be allowed to pur-
chase rank benefits marked with a
"4 symbol.

As is the case whenever one of
your players decides to spend skill
points, you have the right to concern
yourself with how they are spent. If
you don't want to allow a rank bene-
fit to be purchased in advance, be
sure to inform your players before
they begin planning.

STRENGTH
FEATS &
SKILLS

Strength measures physical power,
efficiency, confidence, and re-
silience. Strength feats measure
bursts of raw power, like breaking
down a door, resisting something
that knocks the hero down, or lifting
a heavy object

Breaking Things

You can simply use your common
sense to decide if something would
stand up to the punishment the he-
roes are dishing out. Or you can
track the damage inflicted by the he-
roes (see "Property Damage,” in
Chapter 3: Gamemasters in Action),

Anocther option is to allow a hero a
Strength feat check to break, smash,
force, or snap an object that a human
could reasonably break. If you
choose the Strength feat check, r
to TABLE G21: BREAKING OBJECTS and
apply modifiers for both toughness
and durability.

Toughness describes how hard it
is to damage something, while durg-
bility is a measure of how much
damage the object can withstand be
fore breaking. Things such as nor-
mal doors, furniture, instruments,
and appliances have Ordinary
toughness; heavy, thick, or reinforced

TaBLE G21: BrREaKING DBIECTS

Toughness
Ordinary
Good
Amazing

Durability

Fragile
Average +1
High +3

Modifier
none

STIAS b =
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objects such as guns, cars, or cash
registers have Good toughness; and
exceptionally resistant items such as
tanks, vaulls, or boulders have
Amazing toughness.

# Example: Mad Dog throws him-
self through a barroom door. The
Gamemaster decides it's an Ordi-
nary object (no modifier) with Aver-
age durability (+1 penalty). Mad
Dog's player rolls a d20+d8 for his
Strength feat check.

Use common sense when allowing
the characters to break things. A
character might be able to snap the
radio antenna off a tank, but he can't
harm the tank, no matter what he
rolls.

Lifting Dbjects

A second use of a Strength feat check
is to lift or shove something heavy.
As a rule, a hero can lift an object
weighing up to 5 times his Strength
in kilograms as a Marginal feat (no
penalty), 10 times as a Slight feat (+1
penalty), 15 times as a Moderate feat
(+2 penalty), or 20 times as an Ex-
treme feat (+3 penalty). Thisisa
squat or shorl hoist of some kind, in-
stead of an over-the-head press.
More demanding lifts might be hard-
er: A hero attempting a clean and
jerk might suifer an additional +2
penalty to reflect the difficulty of the
lift.

Heavy lifts are taxing. You may re-
quire characters making heavy lifts
to make fatigue checks. See Chapter
3: Gamemasters in Action.

ARMOR OPERATION

Generally speaking, untrained char-
acters can't do anything strenuous—
including running or jumping—in
heavy or powered armor. Noncombat
skills may still be available to an un-
trained character wearing heavy
armor. For example, wearing plate
mail shouldn't prevent a hero from
using Investigate, Resolve, or Life
Science, even if the hero has no idea
how to wear the armor.

ATHLETICS

Any feat of leaping, climbing, or
throwing falls under this broad skill.
Think of an Athletics skill check as a
measure of the character's Strength
in motion—a test of power and preci-
sion as opposed to the brule force
implied in a Strength feat.

LCiimb

The Athletics—climb skill can be
used in one of Iwo different ways: It
can be used within the action round
on a phase-by-phase basis, or it can
be used in a challenge scene with a
complex skill check.

Within an action round, a hero is
entitled to a climb skill check each
phase that he climbs. He covers |, 2,
or 3 meters in that phase {or a Ordi-
nary, Good, or Amazing result. This
assumes a tast climb, but if the
scene's conducted in rounds, the
hero's probably moving quickly.

If the hero is climbing as part of a
challenge scene, don't bother to track
how far he climbs with each skill
check. Instead, assign a number of
successes needed and establish a
time Irame for how often he can at-
templ the checks. It's assumed that
the hero is climbing continuously
throughout the challenge scene. You
can assign additional modifiers for
the ditticulty of the climb, special
equipmenl, or weather condilions.

Distance Successes Time

1-30m 2 I/minute
30-100 m 4 1/5 minutes
100-1000 m 6 1/30 minutes
1000+ m 10+ l/hour

Distance is the total length of the
climb. Successes lists the number of
successes necessary lo complete the
climb. Time determines how often
climb attempis can be made during
the complex skill check.

# Example: A hero is trying to
scale a 300-meter cliff. He'll need to
make 6 successes, and he's allowed
to check once every 30 minutes. With
two Amazing successes, lhe hero
could reach the top in only an hour,
but it's more likely to take him three
or four hours to complete the climb.

Long climbs are fatiguing; treat
them as forced marches for the pur-
poses of making fatigue checks. See
“Movement” in Chapter 3: Game-
masters in Action. Of course, il it's
not important in the current adven-
ture, then don't worry about it.

Remember, a Failure on a climb
skill check is not a fall. It's a simple
lack of progress. Falls might occur as
a result of a Critical Failure, though.
See "Falling” in Chapter 3.

Jump
At your discretion, you can assign
bonuses or penalties to modify the

hero's check. For instance, a hero
with a good running start (10 meters
or so) might gain a -1 or -2 bonus to
his skill check, while a hero in heavy
armor might add his armor's action
penalty as a penalty.

Specific Skill

When a player wants his hero to be a
great racquetball player or soccer
star, purchase of a skill devoted to a
single sport is possible. If the hero
finds himself trying to do something
that resembles his favorite sport—
such as a baseball player catching a
thrown object—you may allow the
hero to roll against this skill.

Heavy WEAPONS

While the Heavy Weapons broad
skill is intended for use of personal
arms, you may allow the hero to use
his Heavy Weapons skill with loose-
mounted vehicular weapons that are
trained and fired directly by the user.
A swivel-mounted .50 caliber ma-
chine gun on the roof of a tank and a
recoilless rifle on the back of a jeep
are good examples.

[f the weapon employs servomo-
tors or is aimed through an electron-
ic sight, it's part of the vehicle and
should be fired using the System Op-
eration skills.

MEeLee WEAPONS

Several oplions are available to he-
roes wielding weapons, including
parries, charges, and called shots.
See Chapter 3 for more details.

Melee Weapons and its specialty
skills may allow the use of certain
improvised weapons and dirty tricks.
For example, smashing a bottle over
someone’s head falls into the catego-
ry of a Melee Weapons-bludgeon at-
tack. Once the bottle is broken,
Melee Weapons-blade is probably
more appropriate.

UNARMED ATTACK

In addition to the standard attacks to
damage an opponent, a hero might
choose to overpower his target.
Overpowering attacks restrain, pin,
or wrestle the target. See "Overpow-
ering” in Chapter 3.



DEXTERITY
FEATS &
SKILLS

Dexterity defines the hero's agility,
hand-eye coordination, balance, and
reaction speed. Feats of Dexterity

are used to determine how well the
hero performs in general tests of co-
ordination or agility, such as catch-
ing a thrown object, handling a piece
of extremely delicale work, or sud-
denly changing direction.

ACROBATICS

When a hero attempts a vault, acro-
batics training augments athleti-
cism. This means that the player can
choose whether to use either Athlet-
ics or Acrobatics when attempting a
vertical jump, whichever is better. Of
course, jump is a specialty skill, and
hence uses a +d0 base situation die
instead of a +d4.

If the hero has the ability to add
additional vertical distance because
of several skill ranks in jump, he can
still add this bonus distance even if
he chooses to make an Acrobatics
check instead of an Athletics—jump
skill check.

Vaulting and springing requires
some kind of ramp, step, or spring-
board for the hero. For example, a
dumpster might serve as a spring-
board to jump over a fence.

Acrobatics can also be used to en-
tertain. If the hero chooses an acro-
batics routine as his method of
entertainment, allow an Acrobatics
check to provide a -1, -2, or -3 bonus
to an ensuing Entertainment skill
check. (See the sidebar above on
“When Skills and Feats Overlap.”)

When this skill is used to walk a
tightrope or perform a similar action,
acomplex skill check is required.
The number of successes needed is
tied lo the distance involved, and the
prevailing conditions may provide a
modifier to each skill roll. A balance
pole gives a -2 bonus, and soft-soled
shoes with a good gripping surface
add another -1 bonus.

Apply modifiers to take the diffi-
culty of the attempt into account, in-
cluding wind strength, the condition
ond size of the line or wire, and the
slope to be negotiated. Navigating a
10-cm beam in still air is much easi-
er than walking across a 1-cm wire
in gusty wind and rain.

When Skills and Feats Overilap

Daredevil

Under routine conditions, a Failure
result during a daredevil skill check
isn't tatal. It's only under hasty, ill-
prepared, or truly dangerous condi-
tions that a Failure result could spell
disaster. Of course, this skill should
not replace a hero's survival instinet
or good sense—going over Niagara
Falls in a barrel may be possible
with preparation, but trying to pad-
dle a kayak over the edge is fool-
ish—the hero probably needs an
Amazing success.

The following text includes uses
of the daredevil specialty skill. Use
the rules for complex skill checks to
add tension to important actions. For
example, a long hang glider flight or
scuba dive might require 6 or more
successes to complele.

» Hang Gliding: On average,
hang gliders travel al about 40 to 60
kilometers per hour. Powered hang
gliders, called ultralights, can reach
speeds of about 100 kph.

Unpowered hang gliders drop 1
meter in altitude for each 10 meters
of forward progress. The pilot can
stretch this with a successful skill
check; on an Ordinary result, he
drops 1 per 20 meters; on a Good or
Amazing resull, he drops 1 meter per
50 meters of level tlight. In the right
conditions, it's possible to regain al-
titude by climbing on updrafts or
thermals. Ultralights allow continu-
ous flight and modest ascents.

P Scuba Diving: This skill might
be used for underwater salvage or

search work, or to stretch the time
that a character can stay on the bot-
tom. With standard scuba gear,
deeper dives reduce the time the
hero has on the bottom—it might be
possible to stay down for an hour or
longer at depths of 10 or 20 meters,
but a 100-meter dive might only
allow 10 minutes. Naturally, special
ized or advanced deep-dive equip-
ment might extend this limit.

» Sky Diving: Remember that a
Failure result doesn’t necessarily in-
dicate disaster. Under good condi-
tions, a Failure result on a normal
jump means that the skydiver lands
badly, sustaining damage as for an
Extremely Short fall (see “Falling” in
the previous chapter); a Critical Fail-
ure means thal the parachutist suf-
fers damage for a Short lall.

Some parachute jumps are consid-
ered high-risk jumps. Characters
without the daredevil skill or guid-
ance from someone with it are con-
sidering to be engaging in high-risk
jumps. Other high-risk jumps include
night jumps, jumping from buildings
or cliffs, and low-altilude jumps of
500 meters or less.

In a high-risk jump, a Critical
Failure means that the chute doesn't
open, with the expected catastrophic
results—a fall in which the falling
object reaches terminal velocity.

In a high-risk situation, a Failure
result on a daredevil skill check in-
flicts damage for a short fall, and an
Ordinary result inflicts damage for
an extremely short fall.
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Defensive

Martial Arts

In addition to the standard attacks to
damage an opponent, a hero using
this skill may choose to block or
make other special attacks, includ-
ing knockdowns. See "Melee Com-
bat” in Chapter 3: Gamemasters in
Action.

Dodge

Any hero can use dodge to make
himself harder to hit, but unless he
has the Acrobatics skill, the attempt
is an untrained skill check.

Until a hero begins dodging, no
defensive effects are gained. For ex-
ample, a character who doesn't
dodge until the Ordinary phase of an
action round gains no benefit if tar-
geted by an attack during the Amaz-
ing or Good phase. The reaction
dodge rank benefit allows dodging
to take effect before the normal re-
sult of an action check, as described
in the Player’s Handbook.

Normally, using dodge requires an
action, preventing the hero from
doing anything else in the phase in
which he makes his dodge skill
check. After 3 ranks in the dodge
skill are purchased, the hero can per-
form a second action in the same
phase with a +2 penalty.

Hitting the deck is a special form
of dodge. A hero caught in the blast
radius of an area-effect weapon is
allowed an Acrobatics-dodge skill
check to attempt to reduce the dam-
age by one grade (Amazing to Good,
Good to Ordinary, or Ordinary to
none). For example, if a hero hap-
pened to be caught in the Good dam-
age radius of a grenade, a successiul
dodge skill check reduces the dam-
age to Crdinary.

Fall
While the Acrobatics-fall skill al-
lows characters to improve their
chances of a good landing after a
tall, not all heroes have this skill.
When an untrained character falls,
he can make a Dexterity feat check.
Complete rules on falling damage
and speeds are found in Chapter 3:
Gamemasters in Action,

Flight

A hero flying under his own power,
such as a sesheyan, might be
knocked unconscious while in the
air. Naturally, the hapless character
begins falling immediately.

MANIPULATION

This skill can be used to disarm
simple traps activated by mechani-
cal triggers, like tripwires, pressure
plates, or shifting weights. Electric
eyes or electronic sensors are cov-
ered by the Security skill, and fuses
or bomb mechanisms fall under the
Demolitions skill.

Simple traps can be described by
the same criteria as a lock. Use the
standard modifiers and complexity
ratings for a complex skill check. Of
course, the hero must know of the
trap's existence before he can disarm
it—an Awareness—-perception or In-
vestigate-search check is usually
necessary to spot the tripwire or haz-
ard before the character sets it off.

In addition to disarming simple
mechanisms, Manipulation can also
be used to rig traps of this sort. The
degree of the hero's success in set-
ting the trap governs the quality rat-
ing for the next person to come along
and disarm it; the complexity de-
pends on the materials the character
has to work with and the amount of
time he spends on il,

Lockpick

A bobby pin, heavy-gauge wire, or
nail file are the minimal tools neces-
sary to use this skill; the hero has to
have something on his person that
he can fit into the lock. Good tools (-2
bonus) would include specialized
tiles, picks, and hooks for picking
locks. Amazing tools (-3 bonus) in-
clude fiber-optic scopes for viewing
the inside of the lock, ultrasonic
transducers to find tumblers, mag-
netic manipulators, X-ray machines,
and similar high-tech gear.

Pickpocket

If a character randomly picks anoth-
er's pocket, allow the character to
find $5 to $60 (5d12) per wallet. It
takes about 10 to 15 minutes to set up
areasonable attempt . . . but people
noltice they've been pickpocketed
eventually, and a character who
practices this trade for too long in
one place may find irate victims
coming back to look for him. Small
towns or thinly populated areas are
especially dangerous; mysterious
strangers are likely to come under
suspicion quickly. Heroes who spend
too much time on the wrong side of
the law should be caught.

Prestidigitation

This skill can be used for minor feats
of contortion or escape, such as get-
ting out of simple bonds, slipping out
of handcuifs or straitjackets, and
similar stunts. Such tasks are signifi-
cantly more difficult than mere
sleight-of-hand; the hero suffers a +1
penalty for Good bonds (well-tied
ropes) or a +3 penalty for Amazing
bonds (a chained straitjacket).

RAnGED WEAPONS,
MoDERN

Details of using this skill in combat
are covered in Chapter 3, under
“Ranged Combat.”

RAnGED WEAPONS,
PrRiMITIVE

Weapons of this sort are susceptible
to minor breakage. On a Critical
Failure, a bowstring snaps, the
weapon misfires and must be
cleaned, or some other inconvenient
malfunction occurs. See “Weapon
Breakage” in Chapter 3, which also
contains details on use of this skill.

STEALTH

A player with a good plan for dis-
tracting an enemy or concealing his
hero shouldn't be penalized by repet-
itive untrained Stealth checks. Re-
ward a quick-thinking player by
giving him an automatic success
when he earns it, instead of allowing
an unfortunate die roll to ruin his
well-thought-out plan.

This skill may be useful in setting
up an ambush. If the hiding charac-
ter attempts an attack before he's
spotted, see "Surprise” in Chapter 3:
Gamemasters in Action. The success
of the ambusher's Stealth check im-
poses a penalty on the opponent's
Awareness check to avoid being sur-
prised.

Hide

Background and environment matter
greatly in an attempt to hide. Decide
if the circumstances offer Ordinary
(-1 bonus), Good (-2 bonus) or Amaz-
ing (-3 bonus) cover or darkness for
the hiding character. Bauckgrounds
without any cover may apply a +2
penalty.



Shadow

Long-lerm covert surveillance lalls
under this skill. The same situation
bonus described under hide applies
to the shadower's skill checks; it's
easy to shadow without being seen if

lots of cover and background are

available. You may ignore the Will
resistance modifier of a shadowed
character il the target is distracted.

Sneak

Just as hide can sel up a surprise sit-
uation, the successiul use of the
sneak skill can do so, too. See "Sur-
prise” in Chapter 3.

VEHICLE
OPERATION

In addition te combat driving or pi-
Ioting, Vehicle Operation is also

used for attempting stunts or risky
maneuvers outside of combal. Tak-
ing a car cross-country or landing an
aircraft in a bad storm are examples.
Additional information on vehicles,
spaceships, and the use of this skill
can be found in Chapter 10: Vehicles
and Chapter 11: Spaceships.

Breaking before entering

ConsSTITUTION
FEATS
SKILLS

Constitution feats are used to resist
hazards such as fire, lightning, or
poison. The result ol a Constitution
teat check determines how much
damage a choracter exposed to a
hazard suffers. For more complete
rules and examples of hazards, refer
to “Hazards” in Chapter 3.

MoOVEMENT

The Movement skill allow characlers
to increase the distance they can
travel in a set amounl of time before
making Stamina-endurance checks;
see "Movemen!” in Chapter 3: Game
masters in Action

Race

One way to administer a race be-
Char-
acter vs. Character” rules in Chapter
3. Allow both sprinters to roll o
Movement-race skill check; the char-
acter with the higher degree of sue-

tween characters is to use the

cess wins the contest.

Swim
Heroes without this skill can't do
anything more than tread water. The
movement rates for swim and easy
swim only apply to characlers who
have purchased the swim specialty
skill.

To administer a swimming con-
lesl, you can use the rules for race,
above.

Trailblazing
Heroes without this skill suffer
penalties to their Stamina-en
durance checks when traveling in
rough terrain or adverse conditions.
Successiul use of trailblazing can
only negate the penalties caused by
terrain or adverse conditions; tfrail-
blazing cannot provide a bonus to
Stamina-endurance checks.

To administer a conlest of over-
land movement, you can use the
rules for race, above.

STAMINA

The Stamina skill has three major
roles in the game: First, it measures
how easily a hero can avoid knock-
out after taking damage; second, it
measures how long a character who
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has suffered mortal damage sur-
vives; third, it allows a hero to push
on through physical exhaustion or
hostile terrain.

The eftects of damage, exhaus-
tion, and exposure are discussed in
Chapter 3: Gamemasters in Action.

SURVIVAL

The most critical concern in survival
is the atmosphere. If the hero has
respiration gear or is in an atmos-
phere that can be tolerated, odds for
survival improve measurably.

Discussion of environments is
found in Chapter 3: Gamemasters in
Action.

You may allow the result of a Sur-
vival skill check to apply modifiers
to Stamina-endurance checks
caused by hazardous environments
as follows: Critical Failure, +2 penal-
ty; Failure, no modifier; Crdinary, -1
bonus; Good, -2 bonus; Amazing, -3
bonus.

INTELLIGENCE
FEATS &
SKILLS

An Intelligence feat check may be
used as a measure of the hero's rea-
soning ability in abstract situation,
such as assembling a puzzle or solv-
ing a maze. The complexily of the
puzzle, maze, or leap of reasoning re-
quired may add bonuses or penalties
to the Intelligence feat check.

4 Example: An alien artifact
flashes weird lights at Captain
Raines in a detailed sequence,
changing with each repetition. The
player realizes that Captain Raines
has to predict the next sequence to
solve the riddle. You could draw up a
puzzle for the player to solve, or you
can let the player make an Intelli-
gence feat check for Captain Raines.

Tests of memory and learning

should be rolls against the hero's
Knowledge skill. I's a good measure-
ment of how much a hero knows.

Keep an eye out for fields of
knowledge that a hero may have
special expertise in—if you're trying
to see if the hero knows anything
about nuclear reactors, it might be
more appropriate lo have the player
roll against his characler's Physical
Science or Technical Science skills
instead of Knowledge. If the charac-
ter doesn't have either of these skills,
there's no reason you can't have him
roll an untrained skill check against
one of these instead of Knowledge.

The list of Intelligence skills in the
Player'’s Handbook can't be consid-
ered lo be comprehensive of all
knowledge that humans and aliens
can accumulate. Individual cam-
paign settings may demand different
skills. Feel free to add new specialty
skills to the broad skills listed, and
even create new broad skills.

BUSINESS

This skill performs several functions.
First, it describes the level of exper-
tise of mercantile and corporate char-
acters. Characters with several ranks
in corporate have a good working
knowledge of how a corporation oper
ates, and how it can be manipulated.
Business can be especially importanl
in campaigns based on operating
trade routes or money-making.

In appropriate situations, Busi-
ness is an encounter skill that can be
used just like Interaction. Don't ne
glect the possibility tor roleplaying
and interaction between characters.
Guidelines for the rewards of buying
and selling appear in TasLE G22: Buy-
ING & SELLING.

Corporate

Large-scale trading and commerce
utilize this skill. Here, finance works
on a grand scale of mergers, acquisi-
tions, and millions of dollars of as-

sets. Unless a hero has found a sig-
nificant source of capital, it's impos-
sible to use the corporate skill
directly in his own interest; it's as-
sumed that the hero's playing with
his corporation’s money, and exact-
ing only a tiny fraction of the sums
involved for his own reward or com-
mission,

Big business moves slowly. lf a
hero devotes his time to managing
his business fortunes, he may make
a skill check once per quarter to see
how he fared. However, opportuni-
ties or deals may come up at any
time you desire.

fHicit business

Trading in illicit goods, contraband,
and black market materials has risks
and dangers. The law level (see
Chapter 14: Campaign Architecture)
of the area may add penalties to the
character's attempts to deal under
the table. A Critical Failure result is
likely to lead to the character's arrest
or a violent confrontation with other
criminals.

This skill is also useful for fencing
stolen property. Since the under-
world never pays retail, the degree
s-illicit busi-
ness skill check determines how
much a character receives for ill-
gotten gains:

of success on a Busin

Result Return
Critical Failure 5% of value
Marginal 10% of value
Ordinary 30% of value
Good 50% of value
Amazing B0% of value

Small Business

The small business skill works like
the corporate skill, but it's much
more likely for a hero to manipulate
personal fortunes with this skill. If he
needs to swing $500 or $10,000 trans-
actions to stay in business, he can do
so. Since the character is working
with his own money, he can keep

TaBLE GE22: Buyineg & SELLING

Skill Result
Critical Failure

Buying

100% + [d20 X 10%)]) of cost
100% + (d49 X 10%) of cost
100% - [d8 X 1%) of cast
100% - [(d20 X 1%) of cost
100% - (d4 X 10%) of cost

Selling

100% - [(d8 X 10%) of cost
100% - [d4 x 10%) of cost
100% + (d8 X 1%) cost
100% + [(d20 % 1%) of cost
100% + (d4 X 10%) of cost

Marginal
Ordinary
Good

Amazing
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every dime he makes with this
skill—or fund every loss.

COMPUTER SCIENCE

Knowledge-computer operation al-
lows a character to use her computer
and its software efficiently. This
broad skill and its specialty skills
allow a more complete and thorough
understanding of computer syslems
ond how to manipulate them.

Information retrieval is described
in Chapter 10: Computers in the Play-
ers Handbook.

Hacking

Sensitive systems may have watch-
dog systems and human defenders.
When a hacker tries to crack the sys-
tem, electronic wartare may begin.
Even if a system operator isn't online
lo counter the hero, special watch-
dog programs or attack routines may
await the character.

Hardware

This skill reflects a character's skill
at compuler engineering and hard-
ware design. You may also allow
characters to construct customized
hardware for a specific purpose; in
this case, the customized hardware
provides a -1, -2, or -3 bonus, de-
pending on the success of a Comput-
er Science—hardware skill check.

Programming

The primary function of this skill is

to allow a character to create or mod-
ity any of the programs mentioned in

Chapter 10 of the Player's Handbook.
Just how difficult this is, and how
long it takes, are largely a function
of your campaign setting. In a set-
ting that’s just introducing comput-
ers, it may be a task of months or
years as a hero attempts to fashion a
bug-free piece ol soltware. In a set-
ling where artificial intelligence is
common and computers have been
around for centuries, detailing a new
code may take only o few minutes.

DEmMoLITIONS

During a complex skill check, the
conditions refer to the general tough-
ness or resilience of the object to be
wrecked. For example, a bank vault
is an object of Amazing toughness,
so selting a charge to damage it re-
ceives a +3 penalty. At your discre-
tion, setting charges in dangerous
circumstances—such as hanging
from the underside of a bridge with
your bare hands—might impose fur-
ther penalties on attempts to set
explosives.

When an explosive goes off, it's
treated like an area-effect weapon.
See "Prepared Explosives” in Chap-
ter 11: Weapons & Armor in the Play-
er's Handbook.

KNOWLEDGE

Don't allow Knowledge skill checks
to replace good roleplaying and
clear thinking on the part of your
players. Knowledge checks are best
used to simulate information that a
hero has access to that the player
doesn't—often this is information
specific to the campaign, its current
events, or its history.

Don't allow Knowledge to replace
other skills. If a player wants to
know about military tactics of an
enemy, it's much more appropriate to
make a Tactics or Culture skill
check—even if it's untrained—than it
is to make a Knowledge check.

Computer Operation
As long as a character is using a
computer for basic tasks—such as
accessing free information or using
basic software—no skill check is re-
quired. For example, even a hero
with no computer skills can book a
vacation on a computer designed to
assemble travel plans. On the other
hand, getting a really great fare
might require a skill check. Don't let

skill checks take the place of intelli-
gent play and attention to detail on
the part of the players.

Many computer programs provide
one of two benefits: They either add
a bonus to the hero's own skill check,
or they allow the hero to use the
computer's skill score in place of his
own for any relevant skill checks. For
example, a computer with the appro-
priate Science program can provide
a bonus to gkill checks.

Deduce

This skill can be used to produce a
theory of what happened when, and
why. Using this skill, a character can
altempt to reconstruct the general
sequence of events and positioning
ol major pieces of a puzzle. In scien-
tific matters, the deduce skill allows
the scientist to come up with a basic
theory or observation that fits the
facts.

Language
Work with each player to make sure
that she selects a language for her
hero. Depending on the nature of
your campaign, you may have to pro-
vide some information to the players
about what languages are available.
It's also up to you to decide exact-
ly how divided the linguistic history
of your campaign has become. Do
hundreds of languages and dialects
exist? Can a hero with knowledge of
an ltalian understand ancient scripts
of Latin? Or, in the distant future, has
a universal language taken hold?

Specific Skill

Feel free to create new Knowledge
specialty skills; examples include
cooking, fishing, model building, or
science fiction roleplaying. You
should consider whether a Knowl-
edge specialty skill you create
should instead fall under another
skill. For example, the study of drive-
space physics might be more appro-
priate to Physical Science.

The more specific the field of
study, the more information a char-
acter should have on the topic. For
example, if a character selects world
history, it should be more difficult for
him to retain information about the
Alamo than for the character who se-
lects United States history or Texas
history. Apply bonuses or penalties
as you feel appropriate.

SIS b =
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LAw

Your heroes are likely to run atoul of
the law from time to time, especially
if they're not sanctioned by a recog-
nized authority. Remember, the skill
can work for law enforcement offi-
cers, vigilantes, and even villains.

» Avoiding Arrest: One use of law
enforcemenl procedures is lo per-
suade law officers on the scene nol
to arrest the heroes. The more seri-
ous the crime, the more difficult this
task becomes:

Crime Modifier
Minor viclation -2 bonus
Misdemeanor none

Nonviolent felony +1 penally
Violent felony +3 penalty
Heinous felony +5 penally

P Bond Hearings: If a character is
arrested, court procedures may help
to persuade the judge to post a light
bail. Modily the hero's situation die
according to the severity of the
crime, and make a skill check:

Success Bond

Critical Incarcerated

Failure without bond

Marginal  High bail ($50,000
or more)

Ordinary  Moderate bail
($10,000)

Good Low bail ($2,000)

Amazing Released on own

recognizance

» Custody: Herces and villains
can use law enforcement procedures
to convince the local constabulary to
take o person into custody, a handy
way to make sure that captured vil-
lains don't go anywhere.

» Evidence: Characters who can
justify their interest can use either
Law specialty skill to obtain access
to official evidence.

P Protection: With a successful
check against either Law specialty
skill, a character can convinee the
local authorities to provide police
bodyguards, surveillance, or protec-
tion for somecne clearly in danger.

P Warrant: Successtul use of ei-
ther skill can allow a character to get
a warrant to arrest a specific individ-
ual or search a private area.

LiFE SCIENCE

In addition te providing knowledge
and information, this skill also re-
tlects the hero's ability to perform ex-
periments, correlate data, and

manage scientific resources.If the
heroes need to know how many red-
lailed hawks are inlected by a mys-
terious disease, someone with the
Life Science skill could design o
plan to catch and examine the
hawks and monitor existing popula-
tions.

Genetics

Genetic study and experimentation
is equipment-intensive. It takes fan-
tastically precise (and expensive) in-
strumentation to perform DNA scans,
study chromosomes, or attenipt to
genetically engineer organisms.
Otherwise, a geneticist is limited to
observing inherited traits and target-
ing specitfic characteristics through
selective breeding programs.

With Ordinary lab equipment, o
scientist can study chromosome pat-
terns, chart DNA, and search for spe-
cific genetic markers.

With a Good lab, a genelicist can
engineer organisms during their ear-
liest growth stages by inducing spe-
cific mutations or improvements. In
short, it becomes possible to create
mutant characters. The frequency, le-
gality, and morality of this tamper-
ing is lefl to your discrelion.

With an Amazing lab, a geneticist
can engineer mature organisms, al-
tering their genetic structures and
inducing mutations. This is a ex-
tremely debilitating treatment that
incapacilates the subject for months
on end. Again, the ethical questions
are completely up to you.

Xenology

The more exolic the species, the
harder it is to make informed guess-
es about its physiology or behavior;
a creature that breathes chlorine or
hydrogen should be more difficult to
study than an oxygen breather.
Apply modifiers as you see fit.

MEDICAL SCIENCE

Rules for using this skill to treat
damage and disease are described
in Chapter 3: Gamemasters in Action.

Forensics

Evidence gathered at a crime scene
can be analyzed with forensics to
produce worthwhile information. The
quality of the evidence affects the
doclor's forensics skill check; Margin-
al evidence applies a +2 step penal-
ty, Ordinary evidence no bonus,

Good evidence a -1 bonus, and
Amazing evidence a -3 bonus.

In general, here's the type of infor-
mation that a Medical Science—for-
ensics skill check might yield:

Marginal Success: Victim's blood
type, obvious cause of death.

Ordinary Success: Indirect cause
of death, identify wounds received
before and alter death, minor evi-
dence about attacker (size, dress,
hair color).

Good Success: Subtle or unexpect-
ed cause of death, identity murder
weapon, delailed facts about attack-
er's appearance or dress.

Amazing Success: Disguised or de-
liberately altered cause of death, ex-
acting information about attacker’s
identity.

Psychology

The psychology specialty makes pos-
sible the treatment of extraordinary
stress and sustained mental injury. It
includes a familiarity with hypnosis
and therapeutic techniques. Use a
complex skill check, allowing the
psychologist to generate successes
once every week or month as appro-
priate.

Decide if the subject is sulfering
from Marginal, Slight, Moderate, or
Extreme mental trauma. The severity
ol the trauma generally reflects the
degree to which the person is inca-
pacitated or varies from behavioral
norms. A person with mild claustro-
phobia has a Marginal trauma,
while a ruthless psychotic or hope-
less catatonic is suffering from an
Extreme mental affliction. The sever-
ity of the illness determines the num-
ber of successes required to effect
successful treatment.

It takes time to work through psy-
chological trauma. At best, a psy-
chologist might be allowed one skill
check per day to deal with minor
problems, but one per week, month,
or year for more serious issues.

Surgery

In addition to its obvious uses to
heal wound and mortal damage,
knowledge of this skill allows a
character to perform any number of
surgical procedures both necessary
and cosmetic,

Treatment

Successtul use of treatment can as-
sist characters suffering from dis-
ease, poison, and radiation
exposure; see Chapter 3.



NAVIGATION

Under routine conditions, trained
navigators don't make skill checks.
Its simply a part of the trained navi-
gator’s job. Only call for a Naviga-
tion skill check when it involves an
important aspect of the story or when
an untrained character attempts to
use the skill.

PHYSICAL SCIENCE

A hero with this skill is qualified to
design, implement, monitor, and an-
alyze experiments of various sorts. If
the heroes need to find out why a
colony's being subjected to ionizing
radiation, a physicist can develop a
way to deploy sensors and instru-
ments to determine the source and
intensity of the radiation. Once
analysis is complete, the scientist
can probably suggest ways to shield
against or suppress the radiation.

Astronomy, chemistry, physics, and
planetology aren't the only specialty
skills under Physical Science. Allow
the addition of other specialty skills,
such as geology or meteorology, as
appropriate.

SECURITY

Members of your supporting cast can
use Security as often as the heroes.
For example, an enemy outpost can
become a major challenge if protect-
ed by a few electronic sensors, robot
guns, and a few guards with a good
security plan.

Protection Protocols
One use of this specialty skill is to
secure a person instead of an area. If
a bodyguard intends to protect a
high-profile celebrity, he can use this
skill to coordinate the efforts of a se-
curity team, monitor crowds, and
scan the planned travel route,

Security Devices
Items placed by the use of this skill
can be circumvented in a number of
ways. Physical security devices,
such as tripwires or pits, can be by-
passed by the use of Security or Ma-
nipulation. Electronic security
devices might be defeated by a char-
acter with Security or Computer Sci-
ence. If the security device involves
an explosive of some kind, a hero
might also be able to use Demoli-
tions to disarm it.

Use complex skill checks to both

set and bypass securily devices. The
degree of success achieved by the
character who installed the system
determines the complexity of by-
passing it. For example, if the origi-
nal installer built an Amazing
security system, anyone who wants
to get around it needs al least 8 suc-
cesses to do the job.

SYSTEM
OPERATION

System Operation isn't limited to a
single device or platform. Whether a
character is using radar aboard a
yacht, a mass detector on a space-
ship, or a hand-held sensor gauntlet,
System Operation-sensors is the ap-
propriate skill.

The primary purpose of this skill
is to give each hero an important
role during space combat. See Chap-
ter 11: Spaceships. Encourage each
player to develop his hero's skill at a
different position, so that everyone
can participate.

TACTICS

I a player develops a plan that
makes sense—such as using cover to
approach a bunker, selting up an
ambush with support troops, flank-
ing enemies, driving them to the
ground with a couple of grenades in
order to cover a charge—allow the
tactical advantage to persist as long
as lhe character would logically
have the tactical advantage.

You may allow Tactics to provide
a bonus to an ally instead ol a penal-
ty 1o an enemy. For example, if the
tactician directs a companion to
move to a position from which he can
fire on the enemy's flank, it's reason-
able to grant the firing character a
bonus. In other instances of group
tactical coordination, it may be more
appropriate to apply a bonus to the
heroes' Gction checks.

Tactics is useless if the tactician
has no way to convey his insight or if
no one pays attention to his advice.

TECHNICAL SCIENCE

This broad skill is necessary for de-
signing and repairing special equip-
ment, machinery, or instrumentation
for various purposes. For example, a
hero might be able to use his Physi-
cal Science skill to determine that a
neutrino beam can penetrate the

alien force field . . . but designing
and building a neutrino stream pro-
jector requires Technical Science.

You may allow specialty skills
other than invention, repair, and
technical knowledge to represent
particular areas of study, such as
electronics, mechanics, cybernetics,
or robotics.
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Invention

This specialty skill covers the manu-
tacture of parts, tools, or simple de-
vices. For example, a hero might
need to make an antenna dish lo re-
place a damaged one, forge a con-
necting rod to replace a damaged
one, or even assemble a working ve-
hicle by bolting an engine to a chas-
sis and rigging some basic controls.

Juryrig

In a combat scene, an item repaired
by the use of the juryrig skill usually
remains functional for a number of
rounds. Outside of combat, juryrig
repairs can last for a number of
hours. Allow juryrigged materials to
tunction as long the story demands.

Repair

Repairing stun damage is a task of
Ordinary complexity, requiring only
3 successes. Skill checks to build up
these successes can be made once
per round.

Repairing wound damage is a
task of Good complexity, requiring 4
successes. If the wound damage
hasn’t exceeded half the total wound
points of the object being repaired,
skill checks to build up these suc-
cesses can be made once per minute.
If the wound damage has exceeded
halt the total wound points of the ob-
ject being repaired, skill checks to
build up these successes can be
made once per hour.

Repairing mortal damage is a
task of Amazing complexity, requir-
ing 8 successes plus | additional
success for every point of mortal
damage. Attempts to repair mortal
damage can be made once per day.

For any use of the repair specialty,
work must be performed conlinuous-
ly—a hero is only entitled to a dice
roll if he has used the skill exclusive-
ly and not performed any other ac-
tions during the specified time
interval. You don't have to enforce
this rule rigidly; for instance, if a
hero is just about to finish a full day
of work on a repair job involving ??
mortal damage and is forced to inter-
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rupt his work for a few minutes to
deal with an enemy altack, he
shouldn't have to forfeit all the work
he has put in during the day.

If an object or system is destroyed
by mortal damage, the hero may
have to use invention or juryrig to
manufacture replacement parts by
machining new components or scav-
enging similar parts.

Additional characters helping the
supervisor of a repair effort can pro-
vide bonuses; see "Assisting Ac-
tions” in Chapter 3: Gamemasters in
Action.

WiLL FEATSs
& SKILLS

Will feats are uncommon; tests of
willpower are part of the Resolve
skill. There are only a few instances
when a Will feat check is the best
approach. Tests of character reading,
moral judgment, or emotional stabil-
ity are examples.

ADMINISTRATION

Modern society is full of administra-
tive organizations and procedures,
and a hero who knows how to make
the wheels turn can be an invalu-
able asset lo the party.

» Equipment Requisition: Herces
with an allegiance to an organiza-
tion can use this skill to requisition
resources. If the heroes want to take
expensive survival gear on their next
reconnaissance mission, a timely
requisition might be the difference
between life and death.

» File Access: Investigators can
find interesting information in public
and private records. Real estate
transactions, arrest records, health
records, building plans, and court
transcripts are a tew examples.

» Logging Claims: A band of he-
roes might strike it rich by discover-
ing a mineral-rich asteroid, a
drifting hulk that can be salvaged, or
alien technology that can be patent-
ed. Without legal registration of
these tinds, anyone can take advan-
tage of the heroes’ good fortune.

P Passports and Visas: Internation-
al and interstellar travelers will find
it advisable to obtain passports to
travel abroad and visas to remain in
other countries.

» Weapon Permits: Carrying an
unlicensed handgun is a great way

to end up incarcerated. Permits for
Common weapons are considered
Ordinary requests; permits for Con-
trolled weapons are Good requests;
and permits for Military weapons are
Amazing requests. Naturally, a hero
with a criminal record has a harder
time obtaining weapon permits.

Animal Handling

Specific animal types covered by
this skill include apes, dogs, dol-
phins, elephants, horses, and fal-
cons. More exotic creatures such as
bears or great cats are usually
trained for entertainment purposes.

Animal Riding

No skill checks are necessary unless
a hero is doing something unusual.
Checks are required when a mount-
ed hero leaps over obstacles, gallops
over dangerous terrain, or directs the
mount in combat. A mount of extraor-
dinary quality might provide a sig-
nificant bonus to riding checks;
Good mounts grant a -2 bonus, and
Amazing mounts provide a -3 bonus
to the rider's checks.

Horses are described in Chapter
17: Creatures & Aliens, along with a
selection of other animals the heroes
are likely to encounter.

Animal Training

You can decide whether a specitic
animal or alien can be trained, As a
general rule, an animal must pos-
sess rudimentary intelligence in
order to be trainable, but sentient or
self-aware creatures can't be trained
with this skill.

AWARENESS

The Awareness skill governs a hero's
chance of being surprised. It also
acts as a measure of the character’s
perceptiveness when there's some-
thing he might notice without con-
ducting a thorough search. (If he is
definilely looking for something, he's
using the Investigate-search skill.)

Use common sense when consid-
ering if an Awareness check is nec-
essary. If a hero's walking down a
sidewalk, he might not take notice of
passing cars or people who are out
and about. If he found himself in the
middle of a riot, he'd start paying a
lot more attention to his surround-
ings, looking around to see if anyone
was thinking about cracking his

skull. As a rule, herces notice build-
ings they might enter, things on fire,
and people with unconcealed
firearms.

For more information on surprise
and modifiers that may atfect aware-
ness, see "Detection” and "Surprise”
in Chapter 3: Gamemaslers in Action.

Intuition

Awareness-intuition represents the
hero's chance to avoid surprise from
sudden attacks, unexpected encoun-
ters, and so on. Use this skill check
when a player doesn't know that his
hero is walking into trouble, but the
hero might pick up some inkling of
the approaching danger.

Perception
Awareness—perception reflects a
hero's ability fo notice things he
might miss on casual observation—a
tripwire, an ambush waiting to be
sprung, or a clue that's not obvious,

CREATIVITY

Creativity and its specialty skills
can add color and depth to a charac-
ter without necessarily coming into
heroic use. For example, the holo-
graphic illustrator who has become
involved in a heroic adventure prob-
ably isn't going to use his Creativity-
holographic illustration skill very
often. Examples of Creativity spe-
cialty skills are provided below.

Mustration

While primarily used for the creation
of art on a two-dimensional surface,
this skill might be used to create
forgeries or fakes, if the character
has an excellent model to work from.

Photography

A character with this skill can use
his knowledge to rig trick shots, de-
tect unusual characteristics in pho-
tographs, and build improvised
cameras or darkrooms.

Writing
In the absence of a live interview or
conversation, a piece of good writing
may be able to substitute for the use
of an Interaction skill. For example,
a Diplomat might be unable to meet
with the colony president in person,
but if he frames his Interaction-in-
timidate attempt in a memo, he can
achieve the desired result.

Of course, it's sometimes difficult



tointeract as successfully in writing.
The result of a Creativity—writing
skill check applies a medifier to the
associated encounter skill: Critical
Failure, +4 penalty; Failure, +2
penalty; Ordinary no modifier; Good,
-1 bonus; Amazing, -2 bonus.

Investigate
There are three frameworks for the
use of the Investigate skill—fast,

moderate, and careful.

Fast investigations occur when a
hero gives an area a rapid once-over,
trying to spot obvious clues. The
hero’s not going to find invisible
powder burns on the wall, or an im-
pression left by a pencil on a pad of
paper; he's cataloging the obvious
facts. Is there a body? A murder
weapon lying around? Was the door
broken down or the window broken?

In scientific investigations, a fast
search details the basic facts of the
scene or phenomenon, Did the sub-
ject atfect its physical environment?
Did it leave physical evidence be-
hind? What can be learned from it?

Moderate investigations take more
time. Now the hero is looking for
every piece of evidence available:
dusting for fingerprints, locking for
bloodstains or powder burns, check-
ing to see who had access to the
areq, tracking down credit authoriza-
tions, and rounding up witnesses.

A moderate scientific investiga-
tion involves detailed analysis of
readings on the scene, examinations
with sensitive instruments, and seri-
ous theorizing about the cause of the
phenomenon or occurrence.

Careful investigations may take
days or weeks. Every piece of evi-
dence is given a full examination,
and every suspect is interrogated or
toiled as the circumstances warrant.

Careful scientific investigations
may involve experiments designed
to confirm theories, precision chart-
ing, computer modeling, study of the
most minute local details, and ex-
tended observation of the site.

Interrogate

A hero targeted by this skill may be
required to succeed at a Resolve

skill check in order to avoid spilling
information. Interrogation takes time
(becoming a complex skill check) if
the interrogator wants to check on
facts, set up traps, and try to catch
the subject in lies.

Search

This skill governs any detailed and
thorough examination. The system-
atic nature of a search distinguishes
it from the use of Awareness, which
covers casual observations.

This skill also governs the collec-
tion of evidence and clues, which
may make subsequent Knowledge-
deduce efforts easier.

Track

Track represents the hunting aspect
of Investigation. In fast investiga-
tions, it allows a hero to follow a
physical trail over a short distance
for as long as the trail remains read-
able. In moderate investigations,
track is used to check out likely av-
enues of escape, hiding places, or
destinations for the perpetrator. The
goal is to establish the whereabouts
of a known individual or suspect.

A second use for track is in a care-
ful investigation. Here, the character
begins a systematic search that goes
far beyond following footprints. The
tracking character can follow credit
reports, financial transactions, trans-
port logs, and wilnesses to hunt
down his quarry.

RESOLVE

In general, you shouldn't force play-
ers to roll dice to see what their he-
roes do. If a player announces that
his character is going to throw him-
self on the grenade to save his bud-
dies, or that he's not going to break
under torture no matter what, no Re-
solve check is necessary.

On the other hand, you can call for
a Resolve check when you think that
the player is abusing the realism of
the game.

Mental Resolve

This specialty skill assists acts of
courage, moral certitude, and will-
power. Intensive interrogation and
emotional pressure should operate
against this skill.

Physical Resolve
Many physical resolve checks are not
optional. Players whose heroes are
trying to recover from unconscious-
ness or press on through extreme ex-
haustion can't simply decide that
their heroes succeed automatically.
This specialty skill is used to recover
trom knockout and damage.

Any hero can stand up to general

abuse—a roughing-up by the vil-
lain’s thugs and threats against
loved ones. However, serious at-
tempts to break the hero's will call
for Resolve checks. In general, Re-
solve-physical resolve checks are
made once every hour for intense tor-
ture, or once every week for torturous
circumstances or condilions.

Street Smart

Street Smart can sometimes be used
to enhance another skill, such as In-
teraction, Deception, Business, or
Stealth. In such a case, the result of
the Street Smart skill check applies a
modilier to the second skill check:
Critical Failure, +2 penalty; Failure,
no modifier; Ordinary, -1 bonus;
Good, -2 bonus; Amazing, -3 bonus.

Criminal Elements

Use of this skill can enhance Investi-
gate, Deception, or Interaction at-
lempts against shady characters of a
specific criminal group or society.

S5treet Knowledge
When the hero is dealing in his area
of expertise, the street knowledge
skill can enhance the use of Investi-

It’s Your Game
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gate—frack and encounter skills such
as Interaction. You may use this skill
to provide information to the player.
Ii the hero keeps his ear to the
ground, you can allow skill checks to
pick up rumors and information.

TEACH

Interludes and long periods of travel
are opportunities for herces to train
and practice with one another. For
example, if the heroes are traveling
through drivespace for tive days
with nothing to do, they can read,
spar, and run computer simulations.
Because of this, there is no hard and
tast rule about how long it takes to
teach someone; use your best judg-
ment, but generally don't allow a
hero to gain more than one skill rank
per adventure in this fashion.

Remember, the cost of a skill can’t
be reduced below 1.

PERSONALITY
FEATS &
SKILLS

Personality feats are moderately un-
common. Skills exist to handle most
forms of interaction between charac-
ters. General dealing with people
uses [nteraction, tests of etiquette
and breeding fall under Culture,
fiery and impassioned speeches are

handled with Leadership, swindles
and cons belong in Deception.

If a hero simply asks a friend fora
favor rather than attempting to per-
suade or manipulate, a Personality
teat check is perhaps the best mea-
sure of success.

A teat check could also be a mea
sure of what a supporting character
thinks of a hero who hasn't tried to
employ encounter gkills on him. How
much loyalty does the ally or the em
ployee leel for the hero? The hero's
own actions should be the primary
gauge, bul if the players haven't said
much about how they're treating the
supporling characters around them,
a Personality feat check is a reasen-
able way to find out what kind of im-
pression they've left

There’s no definite way to mea-
sure just how lucky a hero is, but a
Personality feat check is a cloze ap-
proximation. On occasions when you
don't know if the villain drops a rope
off the cliff where a hero desperately
clings to lite, allow the hero a Per-
sonality feat check lo see if the rope
happens to land nearby.

CULTURE

Like Street Smart, Culture can be
used lo enhance a primary skill such
as Interaction or Business. For ex-
ample, a hero about to use the Busi-
skill to set up a trade deal with
an alien colony might take advan-

nes

Personality Skills vs. Heroes

tage of knowledge of that colony's
culture.

DECEPTION

Some frauds take a while to develop.
A hero who wants to create a slow-
moving swindle by visiting a mark
several times a week for a month,
baiting the hook, building trust, and
setting up the take could use a com-
plex skill check to build the swindle.

Bilufr

The use of bluff can include attempts
to assume someone’s identity or pose
as another person for a while.

Bribe

The size of the bribe offered may
help the initial attempt to succeed.
The going rate for bribes varies
widely according to situation, but a
guideline appears below.

Bribe Examples

$100 Low risk, minor infraction
5500 Low risk, ordinary infraction
$2,000 High risk, serious infraction

510,000 Grave risk, deadly infraction

Risk is the risk to the person receiv-
ing the bribe. The infraction is a
measure of what it is that the hero is
asking the recipient to do or allow to
happen. High-profile individuals
tend to require heity bribes.

Gamble

Each purchase of this specialty skill
indicates knowledge of a single
game or type of game; it's up to you
whether to allow a skill to be as
broad as card games or as narrow as
stud poker.

If o hero attempts to augment his
personal fortune through repetitive
wagering and gambling, it's okay to
reduce the efforts of a day or o week
to a single skill check.

ENTERTAINMENT

The Entertainment skill can provide
a source of income or may tind un-
usual use in some circumstances.
(For instance, the act specialty may
be used in conjunction with an at-
tempt at Deception.) The amount of
money the hero eamns depends on
the guality of his performance and
the general circumstances of his au-
dience. A large audience of wealthy
people might provide an actor with



thousands of dollars, while a hand-
ful of passersby in an empty part of
town might provide a mere 2d20 dol-
lars during an evening.

INTERACTION

The Interaction broad skill is the pri-
levice used to measure the
of character communication.
Whenever the hero tries to talk
someone into doing something, this
skill comes into play.

Remember to inc

ide the target's
e G

Will resistance modifier and any at-
titude modifiers from TaBLE P25: EN-

NTER SKILL EFFECTS (page 96 in the
Player's Handbook). It's much easier
to strike a bargain with a Charmed

merchant than a Hostile one.

Bargain

The use of the bargain skill deter-
mines the outcome of a negotiation
when both parties are inclined to co-
operate. Unless you have spe
formation in mind, use the
guidelines presented for the Busi-
ness skill to determine the costs of
buying and selling goods or ser-

“harm skill is effective when
used before employing another Inter-
action skill. Charm can alter a tar-
get's attitude, thus providing a bonus
to later interactions. For example,
warming up a Neutral merchant
makes the ensuing bargain attempt
much more likely to succeed.

Interview

This skill is a kinder, more sympa-
thetic method of interrogation. It typ-
ically involves the use of flattery and
charm rather than the threat of bodi-
ly harm. Add medifiers to the skill

ck to reflect the circumstances at
hand.

Intimidate

Feel free to add modifiers to the in-
idate skill check to reflect the cir
cumstances at hand. A marine
carrying a plasma cannon is more
midating than a punk with a
knife. However, that marine is not

5 trying to
e down a tank. Successful us
date usually has the side e
of driving the subject’s attitude down
one category—Friendly to Neutral,
Neutral to Hostile, etc.

particularly scary when |

of

ect

Entertainment skills in action

Seduce

Some situations are clearly inappro-

priate for romantic overtures; apply
modifiers to a sed
you feel appropriate.

You should use your judgment re-
garding this skill. There's probably
no need to narrate a seduction at
tempt in clinical detail. Roll the skill
check, tade out, and move on to the

ce skill check as

next scene.

Taunt

Rather than force your players to bel

low obscenities and insult alter in-

sult, it's permissible to allow a taunt
skill check and let the result deter-
ffect.

mine the

LEADERSHIP

Use of this skill can confer bonuses
that apply over the course
plex skill check or a situation that is
measured over hours, de

1 COm-

Leadership skill check can provide a
benus during a forced march, a
1

ative or s tific endeav
ganization of a voting drive.

In addition to conf g bonu
to individuals involved in carrying

out a plan, Leadership takes the
place of the Interaction broad skill
when a hero ealing with large
numbers of people. When a hero

whips a mob into a frenzy, ro

troops re ting in disorc

manas an
ment, Leadership
skill.



Perks and flaws offer special
benefits or bonus skill points for
good character concepts. Each
perk and flaw provides one extra
handle for a skilled player to use
in bringing his character to life.
No one remembers the Combat
Specialist who plunges into
battle—that’s what Combat
Specs are for. But everyone
remembers nbat Spec
enjoys ga -

Free Agen
bothered b



SELECTING
PERKS &
LAWS

n the Players Handbook, a limit of
» three perks and three flaws per char-
ncler is established. Play balance
may become difficull 1o maintain
& when characters purchase many
b perks in combination: In addition, a
~ character with too many special ben-
elils or disadvantages may dilute
b the concept that Ted to his creation,
* Finally, it could be ¢ challenge to
" simply remember the numerous ad-
yantages and disadvantages.
Naturally, you have the final say
nboth how many perks and flaws
available to heroes, and which
pétks or flaws are acceptable in your
e. If you're running a Stone Age
impaign, it doesn't maks sense that
. tplayer could choose Primitive as o
aw for his hero—everybody's primi-
' live, so IU's not a disadvantage. You
* might also want to disallow perks
b that provide game advantages that
¢ won't work in your campaign. For ex-
- ample; Alien-Artifact may be inap-
\ propricte for o compaign set in the
. present day, or any campaign that
doesnt leave planet Earth.

New Perks and Flaws
Dozens of good ideas for additional
perks and flaws remain for you to

add {o your campaign. Keep o few

iles in mind. In general, perks

Id not add more than g -2 bonus

xample, on Eagle-Eyed-hero
ht gein o =2 bonus to Awdareness=-

powerful perke—you might actually
be-wandering into character abili-
ties better covered under the psion-
ics, cybertech, or mutant rules. Take
a look at your new perk as if you
were pulting together a character. If
you woild select it without hesita-
tion because it seemed to be the
most desirable perk available, it
might be alittle too good.

The same rules apply for flaws.
Most flaws shouldn’t give more than
o +2 penalty o one type of check or
gkill on a permanent basis. Remem-
ber; if your players pick the flaw be-
cause it doesn't hurt them, you're
giving them free skill points—and if
they never choose the flaw, then you
wasted your time designing it.

Keep in mind when designing
both flaws and perks that the point
of this benefit system {sn't to make
charcacters more powerful, but to
make them unique and more inter-
esting to play. A well-designed perk
is one thal adds distinctiveness to a
character's concept.

Acquiring New Perks

A hero may decide to purchase a
new perlcas an achievement benefit
when he reaches o high enough
level. No matter how many points the
character has avallable, the limita-
tion of three perks still applies. [fa
hero beginsplay with three perks, it
becomes impossible 1o acquire an-

-other later

On tare cccasions, you may as-
sign a new perk to a hero to reward
exceptional roleplaying or retlect de-
velopments inthe game. A hero
might gcquire a Reputation or be-
come'a Celebrily through the growth

of the campaign and his own suc-
cesses, See Chapter 8: Achievements
for more information.

etting Rid of Flaws
Buying off an old flaw is another
available achievement benefit.
When a Hlaw is eliminated in this
manner, the hero retains any bonus
skill points received during charac-
ter generation.

You may also strike o flaw from a
hero if you feel that it isn't being
roleplayed properly. For example, if
a Dirt Poor hero suddenly becomes
wealthy in the company of all his
Filthy Rich friends, and the player
doesn't want to continue playing this
flaw, you can just say that the hero
lost his flaw. However, when you do
this. you should withhold achieve-
ment points to make up for the fact
that the hero just got a break. See
Chapter 8; Achievements for details
on withholding achievement points.

PERKS &
FLAwS IN
PLAY

While many of the listed perks and
flaws are self-explanatory, you may
need to exercise some judgment and
initiative in order to make others
work for you: The first step is to re-
member that perks and tlaws are
part of a hero. H younever have a
player roll o flaw check for his hero's
Temper, the flaw might as well not
exist. One good technique is to note
one situation per adventure in which
o hero's perkor flaw might come up.
For instance, you might decide that a

B3



particular supporting character is
likely to be impressed by a hero with
Great Looks, or repelled by a hero
with Poor Looks. Plan this ahead of
time and keep it with your notes for
the adventure.

Perk and Flaw
Mechanics

Perks fall into lwo general types: ac-
tive and conscious. Aclive perks don't
require skill checks or feat checks;
they provide a permanent modifier
or benefit. For example, Ambidex-
trous and Heightened Ability provide
benelits anytime the right situation
applies.

Conscious perks only come into
play when a hero makes a deter-
mined attempt to bring his perk to
bear. Conscious perks generally re-
quire a perk check, which operates
like a feat check (+d4 base situation
die) using the hero's appropriate
Ability Score. For example, since
Concentration is a conscious Intelli-
gence-based perk, a hero must make
a check against his Intelligence
score with a +d4 situation die in
order to bring it into play.

You can assign modifiers to the
use of a conscious perk, especially if
the hero is trying it in an appropriate
or inappropriate situation. For ex-
ample, trying to use Celebrity on a
backwater world might inflict a +3 or
+4 penalty to the hero's perk check.

All flaws are considered active.
Some flaws have no eftect until trig-
gered; for example, a hero with a
Phobia suffers no eflects until he is

confronted by whatever he is afraid
of.

If you have a number of heroes in
the game with flaws that must be
triggered, jot down a reminder in
order to keep track of which heroes’
flaws are likely to turn up. It would
be a shame if you lorgot to take ad-
vantage of that hero's Phobia in a
crucial spot of the adventure!

PERKS

If any perk doesn't fit your cgmpaign
or provides an ability that you don't
want heroes to have, you may disal-
low it. Work with a player to devise a
perk suitable for both his hereo and
your story.

Alien Artifact

An alien artifact can be either a perk
or a flaw, depending on whether the
benefits it provides are worth the
headaches it entails. If one of your
players chooses this perk, create a
suitable artifact using the rules in
Chapter 12: Alien Artifacts.

Another option is to ask the player
what the artifact is and what it does,
and then modify his suggestions to
make the artitact match the power
level, flavor, and background of your
campaign. Of course, you can add
powers or dangers the hero doesn't
suspect.

Typically, the biggest threat posed
by an alien artifact is the rarity and
value of the device. Crime lords,
treasure hunters, unscrupulous poli-
ticians, ambitious administrators,

Achievement Bonuses

spies, and agents who hear word of
an alien artifact may take extreme
measures to acquire it.

This perk is unique since it mani-
fests in a single physical device. Be-
cause the player has invested skill
points in this perk, you should exer-
cise caution in stripping the artifact
away. Unless a hero has demcnstrat-
ed obvious lack of wil, allow him an
opportunity to recover a lost artifact.

Ambidextrous

This perk is useful for fighting with a
weapon in each hand. Obviously,
weapons such as rifles and quarter-
staves can’t be used in one hand,
even if the hero has this perk.

Animal Friend

It's likely that violent animals will
naturally choose to attack individu-
als other than the character with this
perk, given multiple targets.

Celebrity

While this perk is not a guarantee of
limitless wealth and endless sup-
port, it can prove useful. Celebrities
can gain access to closed doors, im-
press local officials, and generally
get their way. One common use of
this perk is to get things for free,
such as dinners at fine restaurants,
lodging for a few days, or passes to
special events. Naturally, the celebri-
ty should define why he's famous.
Entertainers, sports stars, media per-
sonalities, war heroes, politicians,
businessmen, and scientists are
some common types of celebrities.

Concentration

At your discretion, the bonus for
using the Concentration perk may
last throughout a scene of continu-
ous single skill checks or a complex
skill check. For instance, a rock
climber might gain the Concentra-
tion bonus throughout his ensuing
climb, even if it lasts for hours. Of
course, if he takes a break or gets
distracted, he'll have to make anoth-
er successful perk check or finish the
climb without the bonus.

Danger Sense

You may allow a hero with Danger
Sense to make an Awareness check
you wouldn't normally allow another
character. For example, if a hero is
being stalked by an assassin using
the Stealth skill, you might give him
a last-minute Awareness-intuition
check to detect the coming attack.



Faith

Keep an eye out to see if the player
roleplays this perk accurately—this
is your best guideline to determine if
the hero is demonstrating Faith or
not. A hero who displays skepticism,
despair, or sarcasm probably isn't
counting on his Faith te sustain him.
Feel free to temporarily withdraw
the perk's benefits until the hero's
Faith returns. Just how the hero dem-
onstrates such a return—prayer, a re-
ligious retreat, or penance—is up to
you and the player to decide.

Filthy Rich

This can be a dangerous perk if you
let it get out of hand; heroes with this
perk should be watched carefully. It's
best to consider the hero as having a
limited cash fund available—an al-
location of funds renewed every
month, quarter, or year. Of course,

the hero may have millions socked
away in banks, sunk into invest-
ments, or balanced against debts of
asimilar magnitude.

Don't let a Filthy Rich hero buy
whatever he wants whenever he
wants. Vehicles and high-powered
weapons and armor shouldn't be
handed out easily. Even if the hero
has thousands of dollars to blow, he
still has to find someone with a
spare starship to sell or an illegal
plasma gun in the back of the store.
Let Filthy Rich heroes live it up when
their actions don't directly affect the
story—renting the finest hotel rooms,
eating in the best restaurants, or
buying equipment that has an extra
cosmetic appeal.

Fists of Iron

Normally, Fists of Iron is an active
perk; it provides a l-point increase to
damage all the time with a success-
ful perk check. The improved, more
expensive version of the perk is actu-
ally a conscious perk, activated by a
perk check against Strength.

Fortitude

The primary purpose of this perk is
to give the hero an edge in resisting
exhaustion and knockout.

Good Luck

You may allow the hero to use this
perk for desperation rolls, when you
have no idea what else might apply.
Does the canister of poison break
open or remain intact? Make a Good
Luck check. Use of the perk is limited

to once per scene, but now and then
it might be a way to cut a heroa
break.

Great Looks

Great Looks impacts people of both
sexes. It's not all about sex appeal—
it's about charisma, presentation,
confidence, and other intangible fac-
tors. Generally, the perk’s benefits
are lost in hostile situations or when
dealing with members of other
species.

Heightened Ability

This perk presents the opportunity
for a player to trade some of a hero's
skill points for one or more higher
Ability Scores. The result is a charac-
ter with better innate characteristics,
but without as much variety in his
skills.

Observant

The direct effect of the perk is to add
a -1 bonus to Awareness-perception
checks. At your discretion, this perk
may apply its bonus to Investigate-
search or track attempts, Deception
gamble skill checks, and other skills
in which attention to detail might
play a part.

Photo MemoDry

Obwiously, if a player remembers the
details of a situation, it is generally
assumed that the hero recalls the in-
formation, too.

Powerful Ally

After selecting this perk for his hero,
the player should work with you to
determine exactly who the ally is,
where the ally is located, and why
the ally is willing to help the hero
from time to time. Be sure to review
the player's suggestions carefully
and make sure that the Powertul Ally
fits your campaign. It's reasonable
for you to insist that the player pick
out situations in which his ally just
can't help out; for example, getting
an old homeworld mentor to help oul
in a problem on the other side of the
galaxy might involve a +3 or +4
penalty to the perk check. Moreover,
the ally can't instantly appear in
times ol need. The hero has to have a
way to call for help when he wants
his ally to respond.

If the ally does come through for
the hero, you have control over what
kind of aid the ally provides. He or
she might come to the rescue with
guns blazing, or might use influence

Fear of falling
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to send local forces to the hero's aid.
Help might be in the form of money,
information, legal assistance, or
even a couple of thugs to act as mus-
cle. Allies are people, too; a hero can
wear out his welcome by abusing his
perk or not showing a proper amount
of appreciation and gratitude.

You can exploit the perk as an av-
enue for adventure. Someday the
hero's ally may be in trouble, and it's
likely that if the hero doesn't re-
spond, the benefits of the perk will
disappear.

Psionic Awareness

The range of this power is about 10
meters, so the hero must be the tar-
get of the psionic powers or be
standing close to someone who is.
Build tension by rolling dice secretly.
If you really want to torment your
players with paranoid delusions,
throw the dice for no reason and ask
a question such as "Dave, your hero
is psionically aware, isn't he?”

Reflexes

This is a defensive perk that makes
it more difficult to strike the hero in
combat. In contests of pure reaction
time, apply a -2 bonus to the hero’s
perk check.

Reputation

The power of Reputation is strong,
but defies perfect definition. The
subjectivity of this perk allows for
the possibility that someone may or
may not be impressed with the hero.
For example, the hero's bonus to
Will-based skills may not apply
when she finds herself a long way
from traditional stomping grounds.
Ask the player what the hero did to
earn a Reputation, and whom it's
likely to impress. While this perk
normally applies to Will-based skills
that involve social situations (Ad-
ministration, [nvestigate, and Street
Smart, primarily), you could also
allow the perk's bonus to apply to
skills such as Business or Deception.

Tough as Nails

The hero is resistant to attacks that
depend on Strength—Melee Weap-
ons and Unarmed Attack. He's harder
to hit and to hurt, shrugging off
blows that might eripple others.

Vigor

The hero doesn't have to purchase an
extra stun point in order to get an
extra wound point. If the hero's dura-

bility rating is 8 stun, 9 wound, and 4
mortal, that's perfectly all right.

Willpower

This perk is useful for resisting men-
tal attacks and Personality skills
that operate against Will. In addi-
tion, if your campaign uses Mind-
walkers, the perk assists heroes who
are forced to resist mental attacks.

FLAaws

Keep an eye open for flaws that play-
ers don't regard as flaws. For exam-
ple, players who select the Temper
flaw may figure that even if their
hero flies into a rage, he'll be the
toughest guy around. Other herces
may Iry to use Infamy or a Cede of
Honor to their advantage in social
situations. If you cheose to allow the
flaw, it's your job to make sure that
the flaw occasionally impairs the
hero in importanl situations.

Alien Artifact

Reler to Chapter 12: Alien Artifacts
for details on designing alien arti-
facts and selecting powers. When an
alien artifact is selected as a flaw,
it's best not to choose a hand-carried
item—if such an item is detrimental
lo the hero, it's harder to rationalize
why he doesn't just throw it away. If
your player is up to a roleplaying
challenge, the hero may have a
steadfast belief that the flawed arti-
fact is the boon of his existence.

Bad Luck

While Bad Luck may not appear too
detrimental at first glance, it is a
devastating flaw. The hero with this
flaw sutfers a terrible mishap in 1
out of 10 heroic tests. You can use
Bad Luck as an excuse for slowing
the heroes down when they're sail-
ing through an adventure too easily.
It doesn't have to affect the unlucky
hero alone—if he's driving and gets
caught at a train crossing, everyone
is slowed down by his misfortune. To
be fair the flaw shouldn't be used in
this fashion more than once per
scene.

Clueless

A hero with this flaw requires a little
special handling on your part. Un-
less the player is a flawless role-
player, you want the player behind
the Clueless hero to have no idea
what his hero is clueless about, Have

the player mark three or four skills
as his potential Clueless areas, then
select one as his real weakness.
Anytime the player needs to roll a
skill check against any of those three
or four skills, you roll the skill check
for him in secret. Apply the Clueless
modifier if the skill being used is ac-
tually the flawed one.

If the player is honest and a very
good roleplayer, you can save some
time by letting him know which skill
he has trouble with. You have to trust
the player to use the skill whenever
his hero would give it a try, feigning
ignorance of a character weakness.

Clumsy

This flaw affects all Dexterity feat
checks and Dexterity-based skills,
The list of affected skills includes
heroic abilities such as the Modern
Ranged Weapons broad skill. It's
probably a bad idea to let this fellow
drive.

Code of Honor
While many heroic characters have
a code or ethos to follow, a hero with
this flaw must find that his code oc-
casionally limits his options. Encour-
age the player to do some of the
legwork and draw up a list of five or
six major points that the hero feels
strongly about, and the way he ex-
pects to react in those situations. A
typical heroic Code of Honor might
involve avoiding the use of lethal
force, defending innocents no matter
what, always offering the villains a
chance to surrender, and never turn-
ing one’s back on people in need.
When the player has worked out
his hero's Code of Honor, make sure
that it presents some clear restric-
tions for the character. Now and
then, you should set up situations in
which the expedient, sensible course
of action just doesn't square with the
hero's code—an ethical system that's
never challenged isn't a flaw. If a
character fails to live up to his own
code, reduce his achievement point
reward for the adventure.

Delicate

In addition to successtul Unarmed
Attacks, other taxing activities might
trigger this flaw, such as working in
the salt mines or trying to dig some-
one out from under a pile of rubble.

Dirt Poor
A hero with this flaw is penalized in
starting funds, but you should make



certain that this flaw doesn't disap-
pear after one or two successful ad-
ventures. Even if the Dirt Poor hero
finds the villain's cashbox and pock-
ets thousands of dollars, he'll have a
hard time holding eon to it. Bill collec-
tors show up al the door, a villain
slaps a lawsuit on the hero, a mes-
sage appears from home that a cous-
inneeds an expensive operation . ..
you get the idea. The Player’s Hand-
book suggests that the hero might
owe a lot of money to some faceless
supporting character; this is an ex-
cellent way to keep the character
Dirt Poor for a long time to come.
Once the character has eliminat-
ed the flaw by paying skill points,
the debt collectors and financial
drains will fade into the background.

Forgetful

Like Clumsy, this is a formidable
flaw for a hero to carry around in a
modern setting. If a player with a
Forgetful hero ever asks to be re-
minded of the name of a supporting
character, an access code, or a meel-
ing place, smile at him and say, "I
guess your hero forgot.”

Fragile

This flaw doesn't make a hero more
likely to be hurt, but can create big
problems for someone with fatigue
or mortal damage—the chance of his
suffering additional damage is high-
ar than if he didn't have the flaw.

Infamy

The player should define the event
or situation that made his hero infa-
mous, as well as an area or circle in
which his Infamy is likely to mani-
fest. For example, a player might de-
cide that his hero is known as a
notorious thiel on a certain planet.
Elsewhere, il's less likely that his In-
famy will prove relevant—but on this
planet he's got a tough time dealing
with law enforcement. Moreover, it's
possible that the hero was unjustly
accused, framed, or is otherwise un-
deserving of Infamy. With efforts to
redeem himself or prove himself in-
nocent (and an expenditure of skill
points), the flaw might fade.

In limited circumstances, you
might allow the Infamy modifier to
provide o bonus to Inleraction-intim-
idate checks, especially if the hero is
notorious for ruthless or viclent be-
havior. Don't allow a hero to get more
benefits than penalties out of a char-
acter flaw.

Oblivious

Penalties may also apply to Investi-
gate-search or track skill checks, if
you think the hero's lack of percep-
tiveness might play a role.

Obsessed

Let the player define a particular be-
havior or situation that the hero can't
resist, and then approve or modify
his suggestions. Here are some
ideas: An uncontrollable romantic
might be distracted by every altrac-
tive character and villain; an obses-
sive gambler might be tempted to
join any game of chance; a butterfly
collector might be distracted by un-
usual specimens in the wild. If the
trigger is rare, decrease the skill
point bonus (a 6-point {law becomes
a 4-point flaw, for instance) to reflect
the small chance of seeing it in play.

Oid Injury

‘While this flaw is more common to
characters whose concept resembles
a grizzled veteran, any character
could suffer the lasting effects of an
injury from childhood or the recent
past. The flaw might be triggered
any time the hero falls; when he is
caught in the radius of an area-effect
weapon; when his attacker rolls the
highest possible result on a damage
roll; when he rolls a Critical Failure
on an attack; or when he rolls a Criti-
cal Failure on his action check.

Phobia

The player must define what his
hero is afraid of—and consider why
the hero has this fear. You should
make sure that the hero doesn't de-
fine this too strictly; it's betler to
have a phobia of all insects instead
of carpenter ants or glowbugs. lf a
phobia seems like one that won't
come up very often, you can reduce
the skill point bonus for this flaw.

Poor Looks

Refer to the discussion of the Great
Looks perk; this flaw can affect the
hero even when he or she isn't deal-
ing with the opposite sex.

Powerful Enemy

Powerlul enemies seem to shadow
heroes in every epic tale; this flaw
provides you with material around
which to build stories and adven-
tures. When the character is created,
ask the player to skelch out initial
facts about the hero's nemesis, ex-

plaining who he is, why he hates the
hero, and how he's likely to make the
hero's life miserable.

Minor enemies are likely to show
up more often than heavyweights,
but they don't pose as much of a
threat. Truly powerful enemies might
remain behind the scenes, manipu-
lating the hero's life. Don't involve
the enemy in every adventure, but
allow his presence to be felt at least
once every two or three adventures,
even if only to be a nuisance. Ene-
mies don't have to go after the hero
personally; they can send in bounty
hunters or assassins, relay informa-
tion about the hero's whereabouts to
the authorities, take legal action
against him and his property, or
even go after the hero's friends and
family.

Primitive

Encourage the player to reflect this
flaw in the hero's skill selection. A
primitive character with Vehicle Op-
eration-space vehicle doesn't feel
primitive at all. Modern technology
can be defined as anything of a
higher Progress Level than the hero's
home society.

Slow

This flaw indicates an inability to
react quickly in moments of stress,
not a mental weakness. In actions
that are contests of pure reaction
lime, this flaw may give a +2 penalty.

Spineless

You may apply a +1, +2, or +3 penalty
to the character’s Resolve-mental re-
solve skill checks when issues of
character or courage come into play.

Temper
You may decide to eliminate the
penalty if the player chooses actions
that an enraged hero would natural-
ly attempt. For example, a hero
might not sutfer the penalty in com-
bat against the people who enraged
him, but he wouldn't fight smart.
He'd keep pounding on downed ene-
mies instead of dealing with new
ones, run through obstacles instead
of around them, and refuse o retreat.
Bad-tempered heroes might also
take out their frustration on nearby
equipment or properly, if there's
nothing they can attack otherwise.
Heaving an unresponsive computer
oul the window is every bit as appro-
priate as leaping to pound a smart-
mouthed enemy into the ground.
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One of thp Gamemaster's rewcudt

always part of the ¢ Real:stic
motivations, appropriate game
stats, and believable personalities
are all components of a supporting
character.

You decide how and what one of
these characters says or does when
heroes associate with them—and
what they're doing behind the
scenes when the heroes aren't -
around. When the heroes foil the = . =
plan to kidnap the government ﬂ
minister. does the villain feign
surrender? Does he retreat and
gather his forces? Does he fly into
an insane rage? Speaking through
a supporting character, youcan =~
deceive the heroes, offer
suggestions, issue threats, or jump
in with a helping hand. ;
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TYPES OF
SUPPnnTlmﬁ
CHARAI:TERS

Each supporling character falls into
one of five general categories: vil-
lains; allies and sidekicks; employ
ees and followers; experts; and
extras. Most scenarios you create
will feature at least one villain and a
number of extras. The appearance of
other supporting characters depends
on the heroes’ choices and the deci-
sions you've made aboul the setting.

Villains

A well-crafted villain is indispens-
able in any campaign. Villains are
the people who don't want the herces
to succeed and are willing to act on
their desires. In a classic roleplaying
scenario, it is the villain's actions,
such as attacking a populated settle-
ment or killing someone the herces
know, that provoke the heroes into
action, Or, if an adventure opens
with the heroes doing something
that wasn't caused by a villain's ac-
tion, the villain might be reactive in-
stead of proactive, acting as an
obstacle to the heroes’ plans.

Just like the villains in good nov-
els or movies, villains in your cam-
paign need to have a decent

A Cruel World

motivation, a distinctive modus
operandi, and a plan. If you've decid-
ed that the local crime lord doesn't
wanl the herces to find the alien arti-
fact hidden in the ruins, ask yourself
why she cares, what she's likely to
do about it, and how she's going to
make her plan work. Does she want
the ruins lett abandoned to conceal
evidence of a crime? Maybe she
wanls the artifact for hersell, and
she's willing to let the heroes do the
hard work of finding the relic so she
can have her subordinates ambush
lhem when they get back to town.
Maybe she's more subtle than that
and plants a turncoat in the heroes'
group. Or, she might use her influ-
ence in the community to have the
heroes arrested, and their find con-
fiscated.

Don't waste time developing vil-
lains that the heroes will never meet.
If you've decided that the big boss is
out of reach, concentrate on building
character profiles lor the major lieu-
tenants and subordinates who will
interact with the heroes. Think about
ways you can keep a "good"” villain
around from adventure lo adventure;
if the heroes have a dedicated foe
that they can't get their hands on,
you can creale plots in which the old
villains try new tricks, are forced into
temporary alliances with their hated
foes, or pursue special vendettas
against the heroes.

A villain's power depends on his
role in the campaign. An epic vil-
lain—one who could be arocund from
story to story—should be stronger
than the entire group of herces; in
order to bring him down, they will
have to make unusual preparations,
possibly embarking on a series of
adventures just to get ready to lace
the true menace. Major villains
might be defeated at the end of an
adventure, but each one is about as
tough as the party, and it will take a
concerted and intelligent effort to de-
feat them. Minor villains can be dis-
posed of in a single scene, and aren't
much tougher than a single hero.
Characters of lesser importance than
a minor villain, such as the deputies
and security guards around a more
important character, are extras.

@ Example: A group of heroes av-
eraging achievementl level 5 wan-
ders from planet to planet as traders
and troubleshooters on their drive
freighter. A minor villain could be a
character of level 3 to 6, perhaps a
match for one hero alone. Major vil-

Villains and Last
Resort Points

lains should be level 5 to 8, with spe-
cial advantages or resources to
make them a match for the entire
party. An epic villain for this group
could be level 10 1o 15, with numer-
ous underlings, exceptional re-
sources, and a clear advantage over
the heroes on even their best day.

A villain doesn't have to be physi-
cally superior to the herces. Indeed,
an epic villain may not demonstrate
any ability for combat and might
never confront the heroes physical-
ly—at least not personally. Villains
run in packs, surrounded by minions
who fight for them. Some villains
may wield positional power, using
the authority of their office or their
connections. A corrupt planetary
governor might be no match for the
heroes in a gunfight, but the players
are dreaming if they think the un-
scrupulous governor is going to
shoot it out with them! Having a
number of supporters to call upon or
enjoying some unusual positioneal
authority can elevate what might be



aminor villain in most circum E
stances to a major or epic villain.

b
Allies and =
Sidekicks .
The heroes aren't the only ones fight- -

ing on the side of truth and justice.
Other characters may pass through,
helping them against a common foe.
Allies and sidekicks are characters
who join the hero party. Allies are
Gomemaster-controlled characters
who serve as guides, advisers, or
extra muscle for the heroes lor a spe-
cific adventure. Sidekicks are player-
controlled henchmen who stick with
a hero out of loyalty and friendship.
An ally who isn't tied down to one
spot might eventually become a
sidekick—if one of the heroes treats
him with respect and demonstrates
an honest friendship and concern for
that character.

Allies are useful tools for the
Gamemaster. They can provide skills
and firepower that the heroes lack in
crucial situations. They can act as
sources of information and plot de-
vices. Allies make a story more im-
mediate to the players—ila
character known to the herces is 43
the victim of a crime lord, the
players tind themselves more in-
volved in the story than if they'd
only heard rumors of the villains.

Allies can only be acquired
through roleplaying over time, and
they aren't perfect; allies can de-
ceive, be deceived, betray, and make
mistakes. Villains trying to win the
herces' confidence may join the
party as allies.

Sidekicks represent a spe-
cial resource for the heroes.
Unlike most supporting
characters, a sidekick is con-
trolled by a player, not by the
Gamemaster. Acting as a second

Allies, Sidekicks, &
Last Resort Points

Always obey your weren sidekick q’
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Employee Awvail
Assistant -2
Cook -1
Driver -1
Engineer +2
Escort +1
Guide o
Interpreter +2
Laborer -3
Medic +2
Pilot +2
Ruffian -1
Security pro +2
Soldier (1]
Spacehand D
Steward +1
Technician +2
Thug (1]

character, a sidekick augments the
party’s skill pool and fighting power.

The player maintains a record
sheet for his hero's sidekick and con-
trols his actions during play, but as
the Gamemaster you can overrule
any action that you think is unrea-
sonable or out of character for the
sidekick. Or there may be times when
you decide to take control of a side-
kick in the interest of the story.
Thoughts of selflessness and heroism
aside, it's a rare sidekick who will
willingly sacrifice his life for a hero.

A hero can't just go out and buy a
sidekick—the player has to demon-
strate through good roleplaying and
successful adventuring that his hero
has won the friendship, respect, and
loyalty of the character in question,

Allies who join the herces on a
temporary basis might exceed the
highest character level in the party
by several levels, although allies
who are equal or slightly inferior to
the average hero are more common
Sidekicks never attach themselves to
a hero of lower level. If a sidekick
ever becomes more powerful or im-
portant than the hero he follows—or
believes that he has become so—he
strikes out on his own.

Sidekicks also make excellent
character choices for players new to
your campaign; the new player can
leap in without a wait. The other he-
roes will already know something
about the new hero, and they'll have

TABLE GE23: EMPLOYEES

Ability Skill
WIL
WIL
DEX
INT
PER
wiL
INT
STR
INT
DEX
STR
INT
(1134
STR
PEge
INT
STR

Survival
Culture

Security

an established reason to work
together.

Employees and
Followers

From time to time, heroes need hired
help. Part of your job is to roleplay
employees and followers and main-
tain their record sheets. Employees
are characters personally hired by a
hero and paid out of the hero's pock-
et. Followers obey a hero's orders be-
cause of the hero's authority,
accomplishments, or magnetic per-
sonality. A character with military,
civil, or corporate authority might be
assigned followers to help him do a
job. For example, the captain of a
starship may have many followers
among the officers and crew of his
ship.

Employees and followers are less
competent than the hero himself, in-
clined to view the hero as their boss,
superior, or leader. [f it's part of their
job description, employees will ac-
company a hero on an adventure.

Employees and followers range
the spectrum of competence, rebel-
lion, and zeal. Imagine a hero who is
an up-and-coming corporate trouble-
shooter. The company assigns a field
team from the research division and
puts the hero in charge. The leader
of the tield team might resent the
hero, since he doesn't understand
why an executive is calling the shots

Athletics

Medical Science
Vehicle Operation
Unarmed Attack

Administration
Knowledge-cooking
Vehicle Operation
Technical Science
Interaction

Ranged Weapons
System Dperation
Administration
Any Science
Melee Weapons

instead of skilled scientists. One
member of the team is bent on climb-
ing the corporate ladder. Another is a
maverick who doesnt like doing
what anyone tells him to do, let
alone an exec he's just met. Imagine
the headaches you can give to the
players if their heroes must manage
such subordinates.

While employees and followers
are usually less competent than he-
roes, they may match or exceed the
heroes’ skill in their areas of exper-
tise. A party might hire a local guide
whose Movement, Survival, and
Awareness skills are far superior to
those of the heroes. Although their
guide might prove worthless in a
fight, the heroes will need his skills
to get them through the adventure.

Here are a few guidelines to keep
in mind when heroes deal with em-
ployees and followers:

» Employees grumble when the
job gets dirty, long, or dangerous.

P Noncombeative subordinates
react like normal people to danger—
they hug the ground in a gunfight,
run away from hideous aliens, or
freeze like a deer in headlights at the
first sign of danger.

P Employees and followers expect
to be treated decently and paid on
time. Heroes who abuse these char-
acters or fail to meet their obliga-
tions may provoke resignations,
legal actions, or desertions.



P Most employees and followers
are hesitant to break laws, cross
powerful people, or otherwise get
themselves into serious trouble on
their employer's behalf.

Heroes who are hiring employees or
acquiring followers must take the
time and trouble to look in the right
place. A high-ranking military officer
can't requisition or reassign person-
nel unless he's on a base or aboard a
ship, and even then the base com-
mander or ship captain may refuse
his request.

Administration, Street Smart, Cul-
ture, Interaction, or Leadership skill
checks may be called for in order to
locate potential employees or fol-
lowers and arrive at an understand-
ing with them. In order to attempt
one of these skill checks, the herces
should be taking steps to locate
prospective employees. If heroes
want to hire skilled and reliable men
and women to fill out a ship’s crew,
they'll have to look in the places that
spacehands frequent, post notices or
run advertisements, and possibly
conduct interviews. If the players
don’t want to play out the process of
hiring a follower, you have free li-
cense to throw incompetents, malin-
gerers, criminals, and other rotten
apples into their expedition.

The employer-employee relation-
ship is a business deal. The employ-
ee provides a service in exchange for
asum of money. People with rare
and valuable skills are hard o find,
and expensive to hire. TapLe G23: EM-
FLOYEES lists some of the employees
heroes are most likely to hire.

The availability column gives a
bonus or penalty to the hero's skill
check for finding and hiring a partic-
ular type of employee; the salary col-
umn gives the basic monthly wage
that the employee expects,

A typical employee or follower
possesses a score of 8 to 11 (d447) in
his key Ability, and d4 skill ranks in
the specialty skills of his occupation.
Employees with higher Ability
Scores or skill ranks can command
higher salaries than the numbers
given on the table above.

Assistant: A secretary, receplion-
ist, or clerk. Unusual assistants such
as a paralegal or travel or expense
secretary may be more expensive.

Cook: A basic ship’s cook. A per-
sonal chef could cost $5,000 a month
or more.

Driver: A knowledgeable local be-
hind the wheel of a land vehicle. A
chauffeur is much more costly.

Engineer: A compelent mechanic
or repairman, possibly the foreman
for a gang of laborers. A chiel engi-
neer might be paid an extra $1,000
per month.

Escort: A good-looking, witty, and
charming companion for formal
events. An escort may double as a
cultural guide or a host for special
events, or even a bodyguard, for an
additional cost.

Guide: A local who knows the
area where the heroes want to travel.
An exceptionally dangerous or re-
mote destination may drive up the
price.

Interpreter: Someone who speaks
the local or native language and a
more common or universal tongue.
An interpreter with negotiating or
diplomatic skills costs an extra
$2,000 to $5,000 per month.

Laborer: Unskilled labor for what-
ever needs done. If the work is at all
technical in nature, the heroes must
supervise or arrange for an engineer
or technician to work side by side
with the laborers.

Medic: A paramedic, nurse, or
similar person with medical train-
ing. Many small communities and
outposts, including small starships
and driveships, can't support a med-
ical specialist, and so many medics
have a second occupation. Among
small tradesmen, the ship's medic
often doubles as the communica-
tions or science officer.

Pilot: A spacefaring pilot usually
hires on for a set number of transits,
manning whatever spacecraft the
employer provides. On the other
hand, a planetary pilot often owns
his aircraft; the price given includes
the cost of chartering the aircraft.

Ruffian: Low-class, untrained
muscle with few combat skills. A ruf-
fian usually works one job at a time.

Security pro: A top-notch security
specialist. Such an employee can be
obtained through a private consul-
tant, a detective agency, or similar
means.

Soldier: Most soldiers, marines, or
other military personnel are paid by
their respective governments, Profes-
sional mercenaries are usually very
rare. In lawless areas, heroes and
villains might find soldiers interest-
ed in supplementing their normal
pay. Since bribery and corruption are
involved, the cost is variable.

Spacehand: A trained laborer,
miner, cargo handler, bridge or engi-
neering male, or general mainte-
nance person. Spacehands have a
general familiarity with their ves-
sels, and usually have dedicated
skills to command crew stations.
Many spacehands also possess the
Acrobatics-zero-g training skill.

Steward: A personal valet or but-
ler. A luxury in most settings, a stew-
ard fills multiple roles as he serves
and watches over his charges.

Technician: A person with training
in a highly technical field, such as
Computer Science, Technical Sci-
ence, or System Operation.

Thug: Low-class muscle with mod-
est combat skills. Likely to be over-
confident and hard to work with, but
more effective than a ruffian, Like
ruffians, thugs prefer to work in
groups.

Experts

While experts are employees of a
sort, they're unlikely to accompany a
hero on adventures. Experts provide
skills, resources, and information
that the heroes couldn't get by them-
selves. A hero who needs to break
into a Grid system might hire an ex-
pert hacker to do it for him, while a
hero who requires medical attention
could seek out surgeons or medical
technicians.

Unlike employees, experis are
one-shot resources. A hero pays a fee
to obtain a service, and when the
contract is up, the expert doesn't
work for him anymore. Of course, it
never hurts to keep a trustworthy
lawyer, accountant, or investment
counselor on retainer. It's a good
idea for a hero to have someone to
watch over his fortune it he travels a
lot.

Experts also difler from employ-
ees in their level of expertise. They
possess skill scores that are higher
than the heroes’ own scores in spe-
cilic areas. Assume thal an expert
has a score of 10 to 13 (d4+9) in his
key Ability, and d6+2 ranks in his key
skills.

A list of some common experts ap-
pears on TAELE G24: ExpenTs. The cost
column gives the fee the expert
charges for a particular task or a
particular length of time. An expert
with high ranks in his key skills may
charge more.

Academic: A hero can hire an aca-
demic to perform research, analyze

LS43 3R1L40ddNS b =

03



TABLE G24: EXPERTS

Expert Avail
Academic +1
Attorney -1
Bounty hunter +2
Burglar +3
Consultant +1
Doctor -2
Hacker 1]
Investigator

Scientist (1]

Ability
INT
INT
DEX
INT
PER
INT
INT
INT
INT

Skill

Knowledge

Law

Investigate
Stealth

varies

Medical Science
Computer Science
Investigate

Any Science

Cost
200+/day
300+/hr
200+/day
varies
1000+/day
250+
250+/day
250+/day
varies

0

Surgeaon -1

data, and examine theories. Depend-
ing on the scope of the project, the
academic may take from | to 12
weeks to deliver a resull. Some acad-
emics may work for free, especially if
the project promises to revolutionize
their field or guarantees a chance to
be published.

Attorney: These experts charge by
the hour; a criminal defense attorney
runs up as many as 100 billing hours
over the course of up to 6 months.
Major civil suits can take up to 1,000
hours over the course of 12 months.
These are just ballpark figures—
lough cases can take years to settle.

It a hero is suing someone, an at-
torney may work for a percentage of
the total award.

Bounty hunter: If the heroes don't
have the time or resources to find
someone, they can hire a bounty
hunter. The amount of talent and pro-
fessionalism among bounty hunters
can vary widely.

Use the following system when a
hero isn't directly involved with a
bounty hunter's work. Finding some-
one in the immediate region or state,
or in the same star system, takes 2 to
40 days (2d20). Finding someone out-
side the region or star system re-
quires 10 to 120 days (10d12) to
localize the quarry, plus another 2 to
40 days to locate him in the new re-
glon or star system.

Bounty hunters charge three times
their normal fee for traces that re-
quire long or interstellar travel, and
twice as much again if they're hired
to bring the quarry back instead of
just locating him. Dangerous traces
may multiply the price again. Ex-
penses are the responsibility of the
employer.

It a hero performs the job of a

INT

bounty hunter—or is the target of
one—the hunter must make Investi-
gate-track checks to pick up the tar-
get's trail. Allow one check per day
in the local region or star system, or
one check per 10 days out of the re-
gion or star system. The hunter's
progress in catching up to his target
depends on the result of the Investi-
gate-track skill check: Critical Fail-
ure, lose three days; Failure, no gain;
Ordinary, gain one day; Good, gain
two days; Amazing, gain three days.

4 Example: Zathos has been hired
to locate the sometimes elusive Jack
Everstar. He starts 10 days behind, in
the last system Everstar was spotted.
Zathos makes a skill check and gets
an Amazing result. Now he's only 7
days behind; wherever Everstar was
a week ago, Zathos is there asking
questions. I this brings Zathos into
the same system as Everstar, he'll be
able to start making checks once
every day.

Burglar: Hiring a break-in expert
is a common tactic to acquire some-
thing when legal means aren't avail-
able or expedient. Few burglars
advertise their calling, so it takes
some work to find a person who's
willing to take on the job. Exception-
ally dangerous, dilficult, or pro-
longed assignmenls may raise the
price.

Consultant: This category in-
cludes any expert who might offer
advice or manage affairs for a hero.
Or, you can allow a consultant to
add a bonus o a hero's skill check
when dealing with a problem in the
consultant's field. For example, a
hero trying to push a repair order
through a shipyard bureaucracy
could hire a consultant familiar with
the shipyard. The result of the con-

Medical-surgery

5000+

sultant's skill check provides a modi-
fier to the hero's attempt to use an-
other skill to gel the job done.

Doctor: The doctor can use the
Medical Science—treatment skill to
attempt treatment of diseases or
restoration of wound points. A
simple checkup costs $250, but diag-
nosing a strange condition could
cost $500 to $2,000, and the treatment
could run $100 to $4,000 per week for
d12 weeks.

Treating simple injuries doesn't
take long. One or two hours is sutfi-
cient for the doctor to treat a hero's
injuries. A successful Medical Sci-
ence skill check allows the doctor to
restore 2 wound points if using a first
aid kit, or 4 wound points with a
trauma pack or more sophisticated
equipment. If this isn't sufficient to
heal the hero, he might still be down
a couple of wound points until he's
had a chance to heal with time, or he
could see a professional surgeon. In
civilized areas, a doctor has access
to medical equipment available at
his Progress Level.

Hacker: The primary function of g
hacker is to infiltrate computer sys-
tems and retrieve data. Or, a hacker
can upload something into the sys-
tem—a devastating virus, a com-
mand to shut down security systems,
or any sort of lalse data. The more il-
legal and dangerous a job is, the
more money the hacker will want.
Preparing a hacking job takes at
least 2 to 24 hours (2d12). The job it-
sell rarely requires more than a few
minutes if the hacker is one of the
elite.

Investigator: Although heroes
should do their own investigating
when they want to find out how
something happened, from time to



Closing wounds and opening doors: Experts at work
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Extras

A passerby who points out which
way the villains went, a shopkeeper
who sells something to the heroes,

and the common guards and thugs
are extras. Unlike other types of sup-
porting characters, you should make
up extras on the fly, when they're
ded.

Extrers don't need much in the way

of game statistics

. personality, or
motivation. They're normal people,
doing whatever it is they do from day
to day. Extras lend depth and real-
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SUPPORTING
CHARACTER
TEMPLATES

Several templates for typical supporting characters of dif-
ferent power and experience level are presented here.
Each template includes the vital statistics for typical rep-
resentatives of certain careers of Marginal, Ordinary,
Good, and Amazing quality, including Ability Scores, ac-
tion check scores, number of actions per round, key skills,
and signature equipment.

P Marginal characters—average members of society—
are nonprolessionals. The average Ability Score of a mar-
ginal template is 9, and the list of skills is small.

Employ marginal characters as extras. They don't have
the resources or talents of even a beginning hero, and
shouldn't assume roles of importance in your game.

» Ordinary characters have capabilities roughly
equivalent to those of a beginning hero (level 1). They
have a profession, a good selection of important skills,
and an average of 10 points in each Ability Score.

Ordinary characters are above the norm. Minor mem-
bers of your supporting cast, both villains and allies, can
be characters of this quality.

» Good characters wield power and versatility equiva-
lent to level 6 heroes. The skill selection is both diverse
and advanced, and the average Ability Score is 11 points.

These characters can be major members of the support-
ing cast. Powerful villains and esteemed allies are char-
acters of this quality.

» Amazing characters are figures to be respected or
feared. These characters have stunning power at their
fingertips unless you're running a superheroic campaign
(see Chapter 13: Campaign Design). They're equivalent in
power to level 12 heroes, and have an average of 12
points in each Ability Score.

Amazing characters should be used only in extracrdi-
nary circumstances, such as for ultimate villains or domi-
nant members of the supporting cast.

More powerlul characters possess all the skills listed
tor inferior characters. For example, a Good character has
Marginal, Ordinary, and Goed skills.

These templates provide general guidelines. Feel free
to modify them for your campaign's needs by changing
Ability Scores or adding skills. For example, it's reason-
able to allow a veteran and experienced character to
have skills from a Good template, even if the character's
Ability Scores aren't exceptional.

The individual characteristics of a member of the sup-
porting cast should vary from figure to tigure. Use the
templates here when you need a character's statistics
quickly, or use them as a frame to construct your own sup-
porting characters.

Administrator

This Diplomat is a government bureaucrat or corporate
employee—such as a city hall official, department head,
or station administrator.

M [e] G A
STR 8 9 10 11
DEX 9 10 11 11
CON 8 9 10 11
INT 9 10 11 12
WIL 10 11 12 13
PER 10 11 12 14
Action check 9/4/2 11/5/2 12/8/3 12/6/3
#Actiohs 2 2 2 3

Marginal Skills: Business; Knowledge-sociology: Ad-
ministration-bureaucracy, management; Resolve; Cul-
ture; Interaction-bargain, interview.

Ordinary Skills: Business-corporate 2; Administration-
bureaucracy 2; Culture-etiquette (specific); Deception-
bluff, bribe, gamble; Interaction-bargain 2; Leadership.

Good Skills: Law; Investigate; Culture-etiquette (spe-
cific) 3, etiquette (specific); Administration-bureaucracy 4,
management 3; Resolve-mental 2; Leadership-command 2.

Amazing Skills: Business—corporate 4; Knowledge-
computer, deduce 2; Administration-bureaucracy 6, man-
agement §; Interaction-bargain 4, interview 3; Leader-
ship-command 4, inspire 2.

Equipment: Comm gear, data slate.

Bartender

The local Diplomal who tends bar, the bartender is a good
source of information, local news, and commiseration.

M o] G A
STR 9 10 11 12
DEX 8 9 10 11
CON 9 10 11 11
INT 8 9 10 11
WIL 10 11 12 13
PER 10 11 12 14
Action check 8/4/2 10/5/2 11/5/2 12/6/3
#hActions 2 2 2 3

Marginal Skills: Unarmed Attack; Vehicle Operation;
Business; Street Smart; Interaction-bargain, charm.

Ordinary Skills: Melee Weapons-bludgeon;
Business-illicit, small; Knowledge; Street-knowledge,
criminal; Deception; Entertainment.

Good Skills: Melee-bludgeon 2; Business-illicit 2;
Street-knowledge 2, criminal 2; Deceplion-bluff, gamble;
Culture; Interaction-bargain 3, charm 3, interview, intimi-
date, seduce, taunt.

Amazing Skills: Unarmed-brawl 2; Medical-psycholo-
gy: Street-knowledge 6; Deception-bluff 3, bribe, gamble
3; Interaction-bargain 4, charm 4, interview 2, intimidate
2, seduce 3, taunt 3.

Equipment: Club or stun baton.



Brawler

Toughs and gang members stand as ready, low-grade
Combat Specs for the average villain to employ.

M o G A
STR 10 11 12 14
DEX 9 10 11 12
CON 10 11 12 13
INT 8 9 10 11
WIL 9 10 11 11
PER 8 9 10 11
Action check 8/4/2 12/6/3 13/6/3 14/7/3
#Actions 2 2 2 3

Marginal Skills: Athletics; Unarmed-braw!; Melee
Weapons; Modern Ranged Weapons; Vehicle Operation;
Stamina; Street Smart; Interaction.

Ordinary Skills: Unarmed-braw! 2; Melee-hlade; Mod-
em-pistol 2; Stamina-endurance; Street-criminal, knowl-
edge; Interaction—intimidate.

Good Skills: Unarmed-braw! 4;: Melee—blade 3, blud-
geon 2; Stamina-endurance 2, resist pain; Knowledge-
first aid; Resolve—physical; Leadership.

Amazing Skills: Melee-powered 2; Modern-—pistol 4,
SMG: Stealth-hide, sneak; Business-illicit; Tactics;
Street-criminal 3, knowledge 3; Deception-bluff, bribe,
gamble; Leadership—command 2.

Equipment: Cellular phone, concealed holster, short CF
coat, llmm charge pistol or autoflechette SMG.

Corporate Executive

lithere's money to be made, a corporation is going to get
involved. The corp exec is a tough-nosed Diplomat who
sees to it that matters get settled in the Company's favor.

M (o] G A
STR B 9 10 11
DEX 9 10 11 12
CON g 10 11 11
INT 10 11 12 13
WIL 10 11 12 14
PER 8 9 10 11
Action check 9/4/2 11/5/2 12/6/3 13/6/3
#Actions 2 2 2 3

Marginal Skills: Business-corporate; Knowledge—com-
puter; Administration-management; Deception; Interac-
tion-bargain, interview.

Ordinary Skills: Modern Ranged Weapons; Business—
corporate 3, illicit; Deception-bluff, bribe 2; Interaetion—
bargain 2, charm, interview 2, intimidate.

Good Skills: Modern-pistol; Vehicle Operation; Busi-
ness-corporate 4, illicit 2; Investigate; Resolve; Culture—
etiquette (specific); Interaction-bargain 4, charm 2; Lead-
ership.

Amazing Skills: Business-corporate 8, illicit 4; Resolve—
mental; Interaction-bluff 4, bribe 4; interview 4, intimi-
date 3.

Equipment: Suit, comm gear, hand-held computer, de-
flection inducer, stutter pistol, smart holster.

Doctor

Medical technicians, surgeons, and experimental biolo-
gists are Tech Ops dedicated to the study and preserva-
tion of life.

M o] G A
STR 8 9 10 11
DEX 10 11 12 13
CON 8 9 10 11
INT 10 11 12 14
WIL 9 10 11 12
PER 9 10 11 11
Action check 10/5/2 12/6/3 13/6/3 14/7/3
#Actions 2 2 2 3

Marginal Skills: Knowledge-computer; Lite-biology:
Medical-knowledge, treatment; Physical Science.

Ordinary Skills: Vehicle Operation; Medical-knowledge
2, psychology, surgery, treatment 2; Physical-chemistry; In-
vestigate; Interaction.

Good Skills: Knowledge—deduce; Life-biology 3; Med-
ical-forensics, knowledge 3, surgery 2, treatment 4; Sys-
tem Operation; Administration-burecucracy; Investigate;
Teach-Tech Op; Interaction-charm.

Amazing Skills: Business; Life-xenology; Medical-
forensics 2, knowledge 4, surgery 5, treatment 8, xenomed-
icine; Creativity; Teach-Tech Op 3; Leadership-command,
inspire.

Equipment: Forensics kit, life support pack, medical
gauntlet, pharmaceuticals, surgical kit, trauma pack 1.

Laborer

Even advanced societies require unskilled and semi-
skilled Tech Ops. Many colonies, mining outposts, and
stations remain manpower-intensive far into the future.

M o G A
STR 10 11 12 13
DEX 9 10 11 11
CON 10 11 12 14
INT 8 9 10 11
WIL 9 10 11 12
PER 8 9 10 11
Action check 8/4/2 10/5/2 11/5/2 12/6/3
#Actions 2 2 2 3

Marginal Skills: Athletics; Unarmed-braw!; Stamina—
endurance; Street Smart.

Ordinary Skills: Athletics-throw, specific sport; Melee—
blade, bludgeon; Stamina-endurance 2; Street-knowl-
edge; Vehicle-land.

Good Skills: Unarmed-brawl 3; Stamina-endurance 3,
resist pain; Business; Technical Science; Administration;
Deception-gamble; Interaction-bargain.

Amazing Skills: Melee-blade 3, bludgeon 3; Stamina-
endurance 4; Knowledge—hobby, first aid; System Opera-
tion; Technical-juryrig, repair; Street-knowledge 4, crimi-
nal; Leadership.

Equipment: Jumpsuit, lifting harness, combat knife.
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Military Officer

Officers are usually Diplomats who select Combat Spec

A as their secondary profession. They may serve as advis-

THE SUPPORTING CAST
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ers, security chiefs, or consultants to private enterprises.

M (o] G A
STR 9 10 11 12
DEX 9 10 10 11
CON 9 10 11 11
INT 9 10 11 12
WIL 10 11 11 13
PER 8 10 12 13
Action check 9/4/2 11/5/2 11/5/2 12/6/3
#Actions 2 2 2 3

Marginal Skills: Modern Ranged Weapons; Vehicle Op-
eration; System Operation; Tactics; Leadership.

Ordinary Skills: Armor Operation; Modern—pistol, rifle;
Vehicle Operation; Knowledge-computer, military history;
System-sensors; Investigate-interrogate.

Good Skills: Unarmed-power; Modern-rifle 2, pistol 2;
Vehicle-space; Navigation: System-weapons; Tactics-in-
faniry; Leadership-command 2, inspire.

Amazing Skills: Tactics-infantry 3, space 3, vehicle 3;
Leadership—command 6, inspire 4.

Equipment (ground): Fatigues, comm gear, GPS receiv-
er, imaging goggles, notepad computer with survey pro-
gram, automedic, armor (battle jacket for light duty,
combat or powered armor for field duty), 1lmm charge
rifle, 15mm sabot pistol.

Equipment (air/space): Jumpsuit, zero-g web, comm
gear, notebook computer with navigation and science
programs, automedic, battle jacket, zero-g pistol.

Law Enforcer

A trained police officer or constable falls into this catego-

ry of Combat Spec.

M (o] G A
STR 9 10 11 12
DEX 10 11 12 13
CON 9 10 11 12
INT 9 10 11 12
WIL 8 9 10 12
PER 9 10 11 11
Action check 9/4/2 13/6/3 1477/3 157713
#Actions 2 2 2 3

Marginal Skills: Melee-bludgeon; Modern-pistol; Vehi-
cle Operation; Law.

Ordinary Skills: Vehicle-land; Knowledge-first aid;
Law-enforcement; Investigate-interrogate; Street-crimi-
nal, knowledge; Interaction.

Good Skills: Melee-bludgeon 2, powered; Modern-pis-
tol 3, rifle; Law-enforcement 3; Security; Investigate-inter-
rogate 2, search, track; Interaction-intimidate.

Amazing Skills: Modern-pistol 6; Law-court, enforce-
ment 6; Security-protocols 3, devices; Leadership-com-
mand.

Equipment: Comm gear, weapon detector, smart hol-
ster, handcufis, 9mm charge pistol, stun baton.

Reporter

Whatever the medium, this Free Agent's mission is to dis-
cover the truth and inform the public.

M o G A
STR 8 8 10 10
DEX 9 10 11 11
CON 8 9 10 11
INT 9 11 12 13
WIL 10 11 12 14
PER 9 10 11 13
Action check 9/4/2 12/6/3 13/6/3 14/713
#Actions 2 2 2 3

Marginal Skills: Creativity—journalism, photography;
Investigate; Street Smart; Deception; Interaction-charm,
interview

Ordinary Skills: Stealth-shadow, sneak; Vehicle Opera-
tion; Knowledge-deduce; Investigate-search, track; Inter-
action-charm 2, seduce.

Good Skills: Manipulation; Business; Law; Security:
Administration; Creativity—journalism 3; Resolve; Cul-
ture-etiquette (specific); Deceplion-bluff, bribe.

Amazing Skills: Modern-pistol; Stealth-shadow 3,
sneak 3; Computer Science; Knowledge-deduce 3; Investi-
gate-search 3, track 3; Resolve-mental; Interaction-charm
4, interview 3, seduce 2.

Equipment: Audiorecorder, videorecorder, business
suit, comm gear, surveillance gear, stutter pistol.

Scientist

In classic stories, these Tech Ops lurk in lonely research
outposts and secret laboratories.

M (o] G A
STR 8 9 10 11
DEX 9 10 12 12
CON 8 9 10 11
INT 10 11 12 14
WIL 10 11 11 12
PER 9 10 11 12
Action check 9/4/2 11/5/2 13/6/3 14/7/3
#Actions 2 2 2 3

Marginal Skills: Computer Science; Knowledge; Lite
Science; Physical Science; Technical Science.

Ordinary Skills: Vehicle Operation; Two science spe-
cialty skills at rank 1; Two science specialty skills at rank
3: System Operation; Investigate.

Good Skills: Modern Ranged Weapons; Knowledge-de-
duce; Rank I science specialty skills improved to rank 2;
Rank 3 science specialty skills improved to rank 4; Sys-
tem-sensors; Administration-bureaucracy; Investigate;
Teach-Tech Op; Interaction.

Amazing Skills: Modern-pistol; Business; Rank 2 sci-
ence specialty skills improved to rank 4; Rank 4 science
specialty skills improved to rank 6; Creativity-academic
writing; Teach-Tech Op 3.

Equipment: Jumpsuit or e-suit, sensor gauntlet, comm
gear, notebook computer, stutter pistol in dangerous
areas.



Soldier

Trained Combat Specs are found amongst every settle-
ment. Mercenaries fall into this category, but most sol-
diers are members of the military.

M (o] G A
STR 9 10 11 12
DEX 10 11 12 13
CON 10 11 12 13
INT 8 9 10 11
WIL 9 10 11 12
PER 8 9 10 11
Action check 9/4/2 13/6/2 147713 15713
#hctions 2 2 2 3

Marginal Skills: Armor Operation; Athletics; Unarmed
Attack; Modern Ranged Weapons; Vehicle Operation; Sta-
mina.

Ordinary Skills: Armor-combat; Heavy Weapons; Un-
amed-brawl; Modern-pistol, rifle 2; Stamina-endurance,
resist pain; Knowledge-{irst aid; Interaction.

Good Skills: Armor—combat 3, powered; Athletics—
climb, throw; Melee Weapons; Heavy-direct; Modern—pis-
tol 2, rifle 3, SMG; Stamina-endurance 3;: Survival.

Amazing Skills: Armor-powered 3; Melee-blade, pow-
ered 3; Modern-pistol 3, rifle 5; Survival-training (spe-
cific); Tactics-infantry 3, vehicle; Leadership-command 3.

Equipment: Fatigues, comm gear, imaging goggles,
battle jacket (light duty) or attack armor (field duty), 1 1mm
charge rifle (field duty), or autoflechette SMG (security de-
tail), 6 fragmentation grenades, combat knife.

Spacehand

Zero-g workers, crewmen, able-bodied spacehands, min-
ers, and other Tech Op workers use this template.

M o} G A
STR 10 11 12 13
DEX 9 10 11 12
CON 9 10 11 13
INT 9 10 11 11
WIL 9 10 11 12
PER 8 9 10 11
Action check 9/4/2 11/5/2 12/6/3 12/6/3
#Actions 2 2 2 3

Marginal Skills: Unarmed-brawl; Technical Science;
System Operation.

Ordinary Skills: Athletics; Modern Ranged Weapons;
Vehicle Operation; Stamina-endurance; System-engi-
neering; Technical-juryrig; Interaction.

Good Skills: Unarmed-brawl 3; Vehicle-space; Busi-
ness; Administration; Street Smart; Deception-gamble; In-
teraction-bargain 3, charm.

Amazing Skills: Athletics—climb; Stamina-endurance 3:
Knowledge-hobby, first aid; System-communications, en-
gineering 3, sensors; Technical-juryrig 3, repair 2; Interac-
tion-taunt; Leadership.

Equipment: Jumpsuit, magnetic boots, vacuum mask,
zero-g web, toolkit, zero-g pistol, combat knife.

Marginal Skills: Modern-pistol; Stealth-shadow; Secu-
rity-protocols; Deception-bluff, bribe; Interaction.

Ordinary Skills: Acrobatics-defensive, dodge; Manipu-
lation; Stealth-sneak; Vehicle Operation; Stamina; Inter-
action-interview, charm, seduce.

Good Skills: Acrobatics-daredevil; Modern-pistol 2,
SMG: Stealth-hide; Stamina-resist pain; System Opera-
tion; Investigate; Resolve; Culture-etiquette (specific).

Amazing Skills: Modern-pistol 3, rifle, SMG 2; Stealth-
hide 2, shadow 3, sneak 3; Investigate-search 2; Resolve—
mental 2, physical 2; Interaction—charm 3, interview 3, se-
duce 3.

Equipment: Business suit with antiscan weave, comm
gear, lockpick set, surveillance gear, 9mm charge pistol.

Spy B
This Free Agent is @ member of an organization that
needs people trained in espionage, security, sabotage, or ‘
surveillance.
—
M (o} G A ﬁ
STR 8 9 10 11 o
DEX 9 10 11 12 o
CON 8 9 10 11 _—
INT 9 11 12 13 ==
WIL 10 11 12 13 g
PER 10 10 11 12 —
Action check 9/4/2 12/6/3 13/6/3 14/7/3 —
X ——
#Actions 2 2 2 3 =
(]
_=
[~ ]
—-—

Trader

This is the typical independent merchant, a fast-dealing
Diplomat and entrepreneur with a dozen irons in the fire.

M (o] G A
STR 8 9 10 11
DEX 9 10 11 11
CON 8 ] 10 11
INT 9 10 11 12
WIL 10 11 12 13
PER 10 11 12 14
Action check 9/4/2 11/5/2 12/6/3 12/6/3
#Actions 2 2 2 3

Marginal Skills: Vehicle-space; Business; Knowledge-
computer; Culture; Interaction-bargain, charm.

Ordinary Skills: Business-illicit, small; Manipulation—-
lockpick, pickpocket; Street Smart; Deception; [nteraction—
bargain 3, intimidate.

Good Skills: Business—corporate, illicit 2, small 2; Law;
Investigate; Culture—etiquette (specific) 3, etiquette (spe-
cific); Street—criminal, knowledge; Resolve-mental; De-
ception-bribe, bluff.

Amazing Skills: Business—corporate 2, illicit 4, small 4;
Knowledge-deduce 3; Administration-bureaucracy, man-
agement; Deception-bribe 3, bluff 3, gamble; Interaction-
bargain 6, charm 3; Leadership.

Equipment: Cellular phone, notebook computer, con-
cealed holster, short CF coat, laser pistol.

0
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This chapter examines how heroic
~ personalities are built and incorporated
_ into your game universe. A newly
\é’ecned hero is simply a fictional
_character—the star of a movie or the
protagonist of a book—who's waiting to
'see what the story.is going to be. "
Defining the hero's personality, ~
ambitions, and place in the world
- represents final touches in the hero
creation process. Since these final
touches affect your campaign setting as
much as the hero’s place in it, the
process demands your involvement.




MoTivAaTiON

E_Don't feel constrained by the motiva-

_ tions that appearin the Players

ir players to think up new motiva-
s when they create their charac-

- 1d kiatories Interesting and believ-
able motivations transform « simple,
cwillain into a memorable three-
al nemesis who WIIl keep

interact For example, players
2 easily couple the Winning Is
Ewa_rythl_ng and Vengeance motiva-

¢ ance {Yeorn to Learn) with Can't

ght create the perfect villain for

;ampaign: a brilliant, evil ge-

rmined to-use his knowl-

enrich himseli.

. Motivation is one of the most use-
ful adventure design tools you have

at your disposal. TEaplayer is por-

| traying his hero accurately, he'll be

| interested in adventire opportuni-

 {ies that further his hero's personal

goals, and he'll avoid distractions

thet might pull him away from real-

lging those goals. Knowing that the

heroes have o reason to embark on

“an adventure or react in o cerlain

" way to a supporting character makes
itmuch easier to planoutadven-

k tures that will seize your players’
‘imaginations arnd fire their interest.

MoORAL
ATTITUDE

Moral aititude describes how a hero
goes about his heroic (or villainous)
career. Everybody knows that Gal-
lant characters don't take hostages
or shoot prisoners, while an Unscru-
pulous character will do anything it
takes to get what he wants. Both
characters might have the same mo-
tivation (Helping Others, perhaps, or
maybe Pun First), but the ways in
which they pursue their goals are
different.

What sorl of morality do the play-
ers choose to adopt for their heroes?
It takes imagination and maturity to
portray a hero with a strong moral
commitment, just asit does to play
an amoral protagonist whose morali-
ty is defined by the people he choos-
et to fight against,

Moral attitude shouldn't be a stat
that a player rolls against or a tool
that you use to build adventures for
the herces, It's an effort on the part of
a player to make the story decisions
that his hero would make.

You have the right to reject any
moral attitude that seems poorly
thought out erinappropriate. You
shouldn't take that step lightly. Con-
sider sitting down and talking to
your players, and telling them a little
about the flavor you're looking for in
your game, Be prepared to negotiate.
It's the player's privilege to play the
character he wants. Look for ways to
make any moral attitude work in the
context of the adventure.

Watch out for conflicting moral at-
titudes between members of the
same adventuring group. If your

players portray their characters ac-
curately, an Ethi
pulous hero wil
other. Sometimes conilict can
late intense roleplaying. Howeve
such tension can lead to conflict bf
tween players, which ultimately
spoils the game. You shouldn't dic-
tate the moral attitude of any h
but it might not be a bad idea
players to choose attitudes with the
other heroes in mind.

Encourage your players to define
roles for their heroes that build on
their moral attitudes
tive fashion. For example,
gler captain might be Corrupt,
willing to break laws or agreements
for material gain, but it doesn't mean
that she's irredeemably evil. She
may be brave, loyal, and [c;'i!;-[u].
dedicated to batiling injustice and
wrong wherever she finds it, but still
willing to allow nonviolent «
pass by unchallenged.
not the right hero to clean up th
town's seedy underside, she'll stand
shoulder to shoulder with the other
heroes against the alien inva

and an Unscru
nflict with

0,

.k

in a construc-

the smug-

svils to

CHARACTER
TRAITS

Character traits represent style

how does the hero conduct himsel{
when in action? Trai
ing touches to the character s
the idiosyncrasies and quirks
bring a character to life
should change motivation or
attitude only in the most unus

are the

ket

. A hero

circumstances, but character traits
may surface or fade away without
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Rewards for Roleplaying

much consequence. You don't need
them in the game, since the way a
player handles his hero constitutes
the major definition of the charac-
ter's personality, but they can be
good reminders to your players of
how to stay in character.

You can add any reasonable per-
sonality trait or attitude to the list of
roleplaying attributes. Encourage
players to use their imaginations
and build characters with engaging,
multifaceted personalities. Real
people aren't one-dimensional cari-
catures; a well-written fictional char-
acter isn't, either. Take some time to
ask players why their characters are
lazy, selfish, or brave. If a player
doesn't have a ready answer, he
might be moved to think about who
his character is and how he came to
be that way.

HERDES WITH
HISTORY

A hero’s background should be re-
flected in the roleplaying attributes
the player selects. A close look at the
history and personality a player de-
cides to include in a hero provides
some excellent insights into what
type of hero this character should be.
It's one of your jobs to point out pos-
sible connections or relations be-
tween the hero's background,
molivations, career, skill selection,
and character traits.

For example, consider the player
who selects the character flaw of Dirt

Poor. How did the hero become desti-
tute? Was he born into squalor, or did
the hero do something to deserve
wrelched poverty? Has poverty led
him to become motivated by greed,
desiring nothing more than to climb
out of the economic gutter? Or does
he come from a society unconcerned
with poverty or wealth?

Lack of wealth might be caused
by a lack of Culture or Interaction
skills. If the hero grew up as a sireet
urchin in the urban wastelands of an
industrial planet, it might be hard for
him to deal with people from the
middle and upper classes of the saci-
ety. He might favoer pushing his luck
through blustering or intimidation,
since that's the way he is used to
dealing with people back home. On
the other hand, he may grow nervous
and uncomfortable around superiors,
lapsing into sullen silence or relying
on strained humor. The possibilities
are infinite. The same street urchin
could grow up to be a charming hus-
tler, carefully hiding the evidence of
a low upbringing.

A well-built character is more
than a collection of individual parts.
The synergy resulting from the clash
of background, motivations, and the
other elements that make up a char-
acter create memorable heroes that
compare favorably with the best-
loved characters of science fiction
literature. Encourage your players to
develop their heroes in the creation
process and during play.

SETTING
CHARACTERS
IN THE STORY

A campaign must provide a way for
every hero to fit into the setting and
the adventures that take place with-
in it. Each hero has a unique back-
ground, history, goals, and personal-
ity. When you help a player develop
these traits, you're giving the player
a more believable and well-rounded
hero, one that the player under-
stands and likes from the start.

You can create a decent character
history with just a few notes. Where
was the hero born? What's his family
like? Why did he decide to choose
the profession and career that he
did? What kind of education did he
receive? Why is he getting involved
in the story at hand?

You have a variety of ready-made
histories and motivations to draw
from in the world around you. Corpo-
rations, military services, and gov-
ernment administrations all employ
heroic characters. Adventures take
place as these organizations send
heroes into trouble spots. A hero
hired to troubleshoot a computer sys-
tem on a distant outpost is a believ-
able, realistic character, with a
ready-made excuse to head off into
the adventure you've planned.

Background

People in real life define themselves
through their backgrounds—home,
family, friends, and place of origin
are the foundations of an individ-
ual’s personality and motivation.
Well-developed fictional characters
are no different. Not all people react
to their upbringing and situation in
the same way; one character from a
rural, depressed area might enlist in
the military in order to escape his
hometown; another might work
through college on scholarships and
night jobs, becoming a research sei-
entist. Each character started with
the same opportunities, but chose a
different path.

A player shouldn't have to write a
complete biography of his hero, but it
might help to have an idea of how
the hero came to be. His background
might suggest special skills, talents,
or contacts he should have. It also
may point out unresolved stories or
conflicts the hero may have to deal



with. Failures and setbacks are just
as important in forming a hero as
successes and accolades.

Work with your players to create
the outline of a good history and
background for each character. Let
the player do most of it—the hero is
his or hers to play, after all. If a play-
er develops a hero who just won't fit
in your game, offer compromises or
suggestions that will help him fit in.
When a player presents a hero with-
out any background, ask some ques-
tions: "Where did this guy come
from? What's he doing out in space?”
and see what the player comes up
with.

Getting acquainted

Problem Backgrounds
Some heroic backgrounds can pre-
sent difficulties. Heroes who begin
as high-ranking officers, important
politicians, or top corporate execu-
tives may have resources that begin-
ning heroes shouldn't have. Heroes
who have too much money or power
in their hands cannot be challenged
in most adventures.

That said, nothing is impossible.
You can allow unusual position or
rank with a little work. Maybe the
character's authority won't be recog-
nized—imagine a planetary gover-
nor whose first job is to pacify an
entire outlaw world with only a sys-
tem cutter and a half-dozen aides.

A corporate hotshot might be in
the doghouse, a virtual exile in a
nasty job that no one else wants, His
requesls for funds and equipment
could be lost, misplaced, or ignored
with depressing regularity. Wealthy
heroes can be temporarily down on
their luck, and high-ranking military
officers might be assigned to disor-
ganized or neglected sectors.

Cn occasion, you can allow a
player to create a hero with an un-
usual amount of power and authority
for the sake of a good campaign sce-
nario. For example, let a hero to be
the captain or commander of a mili-
tary or survey vessel. Although he's
subject to orders from fleet superiors,
this can develop into a campaign in
which the heroes can seek out new
life and new civilizations, and bold-
ly go where no one has gone be-
fore.

Evolving Backgrounds
Over time, a hero's background
might grow, change, or develop into
a major element of your campaign.
Use story hooks that backgrounds
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suggest to create adventures that
have an immediate and obvious sig-
nificance to the heroes. As a hero re-
solves his early motivations or
defeats old villains, his background
might change. New motivations and
new adventures bring a natural evo-
lution to the game, and changes dur-
ing play keep the heroes and the
campaign interesting.

ConTACTs &
ALLEGIANCES

Many heroes have access to a spe-
cial resource in the form of a person
or organization they can call on in
times of need. A contact is an indi-
vidual or small group of individuals
that have the power to assist the
hero in some way. Unlike a contact,
an allegiance represents a person or
organization to whom the hero owes
loyalty—a corporation, government
agency, military organization, or
similar group. Any hero can choose
to begin a game with an allegiance,
and some backgrounds or career
packages logically require a begin-
ning hero to choose an allegiance.

Contacts

Each contact a hero has should be
developed as a supporting character.
If the contact is in a risky occupation
or brought into the line of fire by the
hero, fill out a complete hero sheet.
Howevwer, if the contact isn't going to
get shot at or be called upon to make
skill checks, leave the description as
a simple sketch of a few notes.
Contacts don't normally accompa-
ny heroes on adventures, unless a
task is of compelling interest to the
contact, The purpose of a contact is
to provide information, resources, or
expert skills. Contacts differ from the
followers, allies, and sidekicks de-
scribed in the previous chapter. Most
of them aren't inclined to risk their
lives or their prosperity for a hero.
When a player chooses a contact
for his hero, you should decide how
much assistance the contact can pro-
vide. A rule of thumb is that the more
powerful, important, or wealthy the
contact is, the less time the contact
has for the hero. If a hero lisis the
planetary governor as a contact, it
should become clear that the gover-
nor is hard to reach and constrained
by the merciless gaze of public scru-
tiny. It might be wiser to have some-

one in the governor's office as a con-
tact, a person who is easier to reach
and less conspicuous than the most
important person on the planet.

Information

An information contact can discover
things the heroes normally couldn't
find out. You can use this character
as a mouthpiece when you need to
pass information to the heroes dur-
ing an adventure, Other times, the
players might think of asking their
contacts for help when they don't
know what they should be déing.

Information
LContacts

Resource

A resource contact can provide what-
ever you want to give the heroes—
equipment, money, personnel, or
transportation. A soldier hero may
not be able to take his battle armor
into a starport under normal condi-
tions, but a resource contact might
be able to obtain a suit for special
lraining purposes. Resource contacts
may have subordinates whose ser-
vices a hero needs. Obviously, the
contact might get bent out of shape if
the hero is careless or indiscreet
with the resource he's been given.

Resource Contacts

Expert

Expert contacts have skills or abili-
ties that the heroes don't have. Usu-
ally, the hero brings a situation to his
contact’s attention and asks the con-
tact to address it. For instance, a
hero might need to analyze a stellar

event such as supernova—if his con-
tact is a noted astrophysicist, he
could bring a recording over to the
observatory and ask his friend to
take a look.

Expert Contacts

Other Contacts

A contact can be just about any kind
of character that a player can imag-
ine. Even «a library clerk can help the
heroes out by permitting admission
into restricted archives or allowing
them to do research after hours.

Allegiances

Much like a contact, an allegiance
acts as a source of information, re-
sources, and general help for a hero.
Unlike a contact, an allegiance rep-
resents a tie to a larger organization,
As a result, an allegiance has the po-
tential to produce correspondingly
greater effects than a contact.

The downside of an allegiance is
that the hero may be subject to or-
ders and policies that restrict the
hero's actions and force the hero to
do things contrary to personal de-
sires. Another disadvantage is that
people who don't care for the hero's
organization won't think much of the
hero either. Agents of rival organiza-
tions view him as an enemy.

For the Gamemaster, an alle-
giance provides a ready and easy
means to direct a hero. A command
from a hero's organization can ma-
nipulate him into all sorts of adven-
tures. Since the organization views
the hero as an employee, it will hand
out tasks for the hero to perform.

Using Contacts
and Allegiances
It shouldn't require a skill check fora
hero to make use of a contact or alle-
giance. Asking a local eriminal
about gang activity is simply smart
play.

A skill check may be appropriate
when a hero attempts to acquire ex-



Acquiring Contacts

ceptionally sensitive information,
requisition unusual resources, or call
upon his contact or allegiance in
areas oulside its normal territory or
jurisdiction. Interaction, Business,
and Street Smart are commonly used
when associating with contacts; Ad-
ministration, Business, and Interac-
tion are useful in dealing with
allegiances.

Once you've selected the most ap-
propriate skill for a hero to use, sev-
eral modifiers may apply. If the hero
has irritated, insulted, or abused his
connection in the past, the skill
check should suffer a penalty. If the
hero has been extremely generous
with a contact or demonstrated loy-
alty to an allegiance, apply a bonus
instead. In addition, modifiers may
be called for if the hero attempts to
make use of his contact or allegiance

Sample Allegiances
>

>

in an inappropriate situation, or far
from its base of operation.

® Example: A hero seeking scien-
tific advice from his crime boss con-
tact suffers a +2 penalty to the skill
check. It's not that the crime boss is
unwilling to help—he just knows
nothing about science and probably
doesn't know anyone who does.

The grade of success governs the
type and degree of assistance a hero
receives. Some rough guidelines:

Critical Failure: No help is forth-
coming.

Marginal success: Information is
partial or cutdated, resources may
be delayed or inadequate, or an ex-
pert might have to ask permission
beltore he can work on the problem.

Ordinary success: Information is
sufficient to steer the heroes toward
their next goal. Resources fulfill the
hero's needs. An expert can examine
the situation and make a skill check.

Good success: Requested informa-
tion is detailed and accurate, possi-
bly allowing the herces to skip an
intermediary step or approach the
next part of the adventure with a dis-

tinct advantage. Resources include
top-notch personnel or exceptionally
fine equipment. The experl can con-
sult with others in his lield, gaining
a bonus on his own skill check.
Amazing success: The requested
information is extremely accurate,
granting the heroes a significant ad-
vantage in the next part of the ad-
venture. Any request for resources is
evaluated as crucially important,
and the heroes receive personnel,
materials, or funds well in excess of
what they thought they would need.
An expert has access to specialized
knowledge in the very field the he-
roes need, and automatically sue-
ceeds in analyzing the situation.

Losing Contacts and
Breaking Allegiances
It can be difficult to keep track of
contacts or allegiances over the
course of a campaign. Since contacts
are maintained by story decisions
and roleplaying, they can be alienat-
ed or lost in the same way. A hero
who is rude or ungrateful to his con-
tact is likely to find that his contact
isn't willing to help him the next
time he's in town. Similarly, a hero
who viclates his organization’s code
of ethics, policies, or laws of conduct
may find himself unemployed or
even wanted for criminal actions.
You have the option of terminating
a contact or even an allegiance by
means of events in the campaign.
Contacts die in the line of duty—
perhaps while coming to the hero’s
aid. They can retire, change jobs, or
relocate. Meanwhile, agencies, mili-
lary organizations, and even nations
may fall into ruin, effectively ending
an allegiance. While these incidents
may produce fantastic material for
the campaign’s story, it's generally

Medical scanner
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TABLE G25: STARTING SoCIAL STATUS

Profession
Combat Spec
Free Agent
Tech Dp
Diplomat
Mindwalker

Career
Ambassador
Bodyguard
Bounty hunter
Brawler
Cleric
Computer tech
Corporate merchant
Doctor
Engineer
Entertainer
Explorer
First contact consul
Gambler
Gunner
Hacker
Law enforcer
Martial artist
Mercenary
Pilot
Reporter
Scholar
Scientist
Security specialist
Spacehand
Soldier
Spy
Stellar nohble
Trader

Perk
Celebrity
Filthy Rich
Good Luck
Powerful Ally
Reputation

Flaw
Bad Luck
Dirt Poor
Infamy
Primitive
Spineless

Allegiance

st to minimi
e chang )
allowing the character lo develop a
new contact with the o
501, Or swear an al
2W organization.

vances in {
or social skills, and overall compe-

. Another way to record a hero's
progress through the campaign is
the her 2

s how high a hero

he a junior operative, a top-notch
field commander, or a director?
may be a level 20 Free
perative in
0 on, but still take orders
from lower-level characters a
social status higher than his

ocial status
ies: authority, wealth, and

portanc
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duties and obligations that
anding in the worl
gladly accept th ges
ther station. By elevating his
social status, a h 1res his in-
ts in the world,
instea
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and administrators.
g allegiances to spe-

bring the organization’s resources to
bear on situations they encounter.

Wealth

Social status also serves as a mea-
su wealth, finances, and
investments. 1lthy heroes may be
to atford starships, planetary
extremely expensive




TaBLE G26: SoriAL STATUS

Description

Convicted felon, slave
Authority: +5 penalty
Wealth: None

Fame: +5 penalty

Conscript, prisoner,
indentured worker
Authority: +4 penalty
Wealth: $500/month
Fame: +4 penalty

Enlistee, apprentice, laborer
Authority: +3 penalty
Wealth: $1,000/month

Fame: +3 penalty

Junior enlisted man, intern,
laborer

Autharity: +2 penalty

Wealth: $1,500/month

Fame: +2 penalty

Mid-ranking enlisted man,

administrative assistant
Autharity: +1 penalty
Wealith: $2,000/month
Fame: +2 penalty

Senior enlisted man,

executive assistant
Autharity: no modifiers
Wealth: $2,500/month
Fame: +1 penalty

Top enlisted man, technician,
assistant manager

Awuthority: no modifiers

Wealth: $3,000/month

Fame: +1 penalty

Noncommissioned officer,

supervisor, specialist
Authority: no modifiers
Wealth: $3,500/month
Fame: no modifiers

Warrant officer, junior manager,
technical expert

Autharity: -1 bonus

Wealth: $4,000/month

Fame: no modifiers

Junior officer, manager, field
agent, local celebrity,
community leader

Authority: -1 bonus

Wealth: $4,500/month

Fame: no modifiers

DOfficer, local manager, field leader
Authority: -1 bonus

Wealth: $5,000/month

Fame: no modifiers, 1 contact

Level
1

Description

Staff officer, junior executive,
local administrator

Authority: -2 bonus

Wealth: $6,000/month

Fame: no modifiers, 2 contacts

Line officer, executive,
Iocal representative
Authority: -2 bonus
Wealth: $7,000/month
Fame: -1 bonus, 4 contacts

Command officer, assistant
director, district representative
regional celebrity

Authority: -2 bonus

Wealth: $8,000/month

Fame: -1 bonus, 6 contacts

Senior command officer, director,
department chief

Authaority: -3 bonus

Wealth: $10,000/month

Fame: -2 bonus, B contacts

Junior flag officer, junior vice pres-
ident, national representative

Awuthority: -3 bonus

Wealth: $15,000/month

Fame: -2 bonus, 10 contacts

Flag officer, vice president,
national celebrity

Authaority: -3 bonus

Wealth: $25,000/manth

Fame: -3 bonus, 12 contacts

Senior flag officer, senior vice
president, agency director

Auﬂl‘brlty: =4 bonus

Wealth: $50,000/manth

Fame: -3 bonus, 15 contacts

Joint command officer, corporate
board member, interstellar
representative, planetary ruler

Authority: -4 bonus

Wealth: $100,000/manth

Fame: -4 bonus, 18 contacts

Armed services chief, corporate
CED, interstellar celebrity

Authority: -4 bonus

Wealth: $200,000/month

Fame: -4 bonus, 25 contacts

Commander-in-chief, megacorpo-
rate CED, interstellar ruler

Autharity: -5 bonus

Wealth: $1,000,000/month or more

Fame: -5 bonus, 50 contacts
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Changing Social Status

purchases. Through ownership of
profitable enterprises, wealthy char-
acters exert influence of their own.

One effect of o high wealth level is
a steady flow of money into the char
acter’s account. Even if he doesn't
spend time pursuing business inter-
ests, his existing investments and en
terprises earn money for him. At the
highest levels of wealth, characters
could pull in thousunds or millions of
dollars every month.

Fame

Some people wield influence out of
proportion to their authority or
wealth. Famous celebrities, retired
politicians, and renowned scientists
are examples. People respect and
fear those whom they regard as their
social superiors; this translates to

contacts and bonuses in encounter
scenes for a character with a high
tame level.

The Social
Status Scale

Social status is broken into 21 levels,
ranging from 0 to 20. It's likely for a
hero to have different levels in the
three categories; lor instance, a hero
with lots of money but no special po-
sition or authority may have a social
status of 7/15/8 for authority, wealth,
and fame, respectively. Military offi-

cers and civil servants usually wield
more autheority than wealth or fame;
a starship commander might have a
status of 14/8/8.

A hero's authority level gives him
a bonus or penalty in dealing with
organizations allied to or associated
with his position. This may be ap-
plied to Administration, Business,
Law, Investigate, Street Smart, or
Leadership.

Wealth level describes how much
money the hero commands for his
principal employment or business
investments. The number listed is a
rough estimate, which you may ad-
just. If you allow herces to collect
salaries, you should use the rules on
“Income and Finances” later in this
chapter for spending and receiving
money—if heroes don't have any
bills to pay, the monthly income list-
ed on TasLE G26: Social Starus will
probably be too much to hand out.

Fame level gives the hero a bonus
in dealing with individuals who are
aware of his status and likely to be
impressed by it. It could also provide
a penalty to encounters in situalions
where fame is expected and a hero
has a low fame level. Skills this
bonus may apply to include Admin-
istration, Business, Culture, Decep-
tion, Interaction, and Leadership. A
character with a high fame level
gains bonus contacts. These contacts
are people whom the hero sponsors,

associates with, or supports in some
way. For instanee, a high-protile
hero may be friends with a local gov-
ernor because he offered financial
support and an endorsement in the
governor's last reelection campaign.

Starting Social Status
The social status of a beginning hero
depends on profession, career, back-
ground, and the perks and flaws the
player selects. Use TaBLE G25: START-
NG SoclAL Status. Heroes start with a
social status of 0 in each category. If
a character is using a career not list-
ed on the table, or no career at all,
choose a career that most closely
matches the character's concept.

# Example: Raiaza is a fearsome
weren. She's a Combat Spec and sol-
dier, with the Primitive flaw and an
allegiance. Her social status is 7/3/0.
While neither rich nor famous, Rai-
aza has the ability to command in
her organization. Meanwhile, Jack
Everstar begins play as a dashing
actor of some tame. He's a Diplomat
and entertainer with the Celebrity
perk. With a social status of 3/6/9,
Everstar has almost no ability to
issue orders, but has begun to make
a name for himself.

You should take a free hand in ad-
justing a hero's social status. If your
campaign takes place in an urban
blight, heroes might have very low
status; if your herces are to be the
champions of a galaxy, adjust their
social status accordingly.

InNncomE &
FINANCES

Should you keep track of how much
money a hero has? People in the
everyday world have to balance
their checkbooks and mind their ex-
penses, but it's not particularly excit-
ing for heroes to be constrained by
such mundane concerns. Here are
several ways that you can address
this issue in your campaign.

Money Doesn’t Matter
After players select equipment for
their beginning heroes, throw fi-
nances out the window. If the heroes
need a specific piece of gear, assume
that it's provided by their employer,
sponsor, or parent organization.
When an agency assigns a mission
to a hero, the tools to get the job done
are included.

If the heroes want toc make use of



specialized equipment or big-ticket
items, you might have them attempt
contact or allegiance rolls in order to
get their hands on the gear. Since
they are supported completely by
their parent organization, they're
also obligated to undertake the mis-
sions they're assigned.

In the Ballpark

A hero's wealth level represents the
amount of money the hero makes
each month plying a primary trade.
It may be a salary or the sum of com-
missions, bounties, negotiated con-
tracts, research grants, interest, or
dividends on investments.

Assume that the hero has liabili-
lies proportionate to his income; 75%
of his monthly salary goes toward
upkeep. The other 25% is disposable
imncome.

Since this method involves esti-
mation, don't worry about calculat-

ing loans, interest rates, credit cards,

or any other headaches of modern fi-
nancial systems. If a hero wants
something, he can save up to buy it.
Atter all, heroes tend to confiscate
equipment from bad guys, so they
accumulate assets faster than aver-
age folks do.

Who's broken-hearted now?

If heroes accumulate money too
quickly, you can rule that participot-
ing in prolonged adventures hurts
their income. If a hero's principal
source of income is carrying cargo
and passengers on a system freight-
er and he spends weeks flying the
other heroes around on various ad-
ventures, he won't earn an income
that month.

Heroes Pay the Rent
The most realistic and involved op-
tion is to keep close track of the he
roes’ expenses. Heroes al the low
end of the income scale may be moti-
vated to undertake adventures just to
stay out of debt. The tables below
provide rough guidelines for some of
the expenses a hero might face:

Housing and Utilities

Squalid 5100
Poor $250
Tolerable $500
Average $1,000
Good $2,000

Excellent 5,000
Posh $10,000
Magnificent $25,000+
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Litestyle
0.5 x Housing

Miserly

Average | % Housing
Comfiortable 1.5 X Housing
Luxurious 2 % Housing
Exotic 5 % Housing
Absurd 10 x Housing

Payments and Maintenance
Payments of value

Maintenance

ot value

Housing and Utilities covers the
of putting a root
o's head. Life

siti

basic nece

over the he

tyle covers

groceries, clothing, entertainment,
housekeeping, and anything else the
hero needs lo get along. Payments

and Maintenance refers to the cost of

any items the hero owns that are
worth more than a month's salary.
For example, a hero with a $20,000

2

surance, and

used skycar must pay §
month on payments, i

maintenance.

Herces can do anything with their
finances that they like. But remem-
ber, heroic fiction isn't about going to
work at a 9-to-5 job, paying the mort-
gage, and buying a new car now and

then. It's about heroes doing things
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that ordinary people don't






-give out too few achieve-
points, heroes will advance too
y ly. ond some players may be-

e bored. I you give out too many,
heroes will quickly become high-

I heavyweights without much of
story fo justily their ascent in

| power-When the game is too hard or
o0 easy, the players become dissal-
isfied. Here are some guidelines for
hat's appropriate:

Tto 3 achievement points per
venture is fair as an award for
 heroin the group; if the adven-
+is long or especially dramatic,
ard l point per two or three game

E Awm'd an individual bonus of 1
point if a player dep_mts his hero's
vation, moral attitude, and char-
r-traits particularly well,

Award an-individual bonus of |
itita herodid something truly
ular, neble: self-sacrificing,

orexampls, if your group plays o
: 'gﬁ'mesess; 1 once ot twice a wesk,

Gaining Levels

The reward for cccumulating
achievement points is an increase in
level. When a player completes his
hero's achievement track, he ex-
changes achievement points for an
equal number of skill points. The
skill points can be used to improve
existing skills, purchase new skills,
purchase lest resort points, purchase
an achievement benefit, or purchase
a rank benefit, or they can be stored
for later.

While you are free to award
achievement points at any time dur-
ing an adventure or game session,
you should wait until an adventure
is completed belore allowing a hero
to gain a level. A hero learning new
skills or improving old ones needs
training or study time. Of course, if
the hero spends a lot of time in an
extended interlude of travel or some
other long period of waiting, you can
decide that the hero's free time is
sufficient to allow advancement.

In addition to learning new skills
and increasing skill ranks, heroes
may alse be able o acquire achieve-
ment benefits. These are special
bonuses, perks, or abilities keyed to
the hero's achievement level. For ex-
ample, a Combat Spec who reaches
drd level may choose to use his skill
poinis to improve his Strength score.
Hthe same Combal Spec wanlts to
improve his Intelligence score, he
must wait until-he has achieved 6th
level. See Tasie P29: ACHIEVEMENT BEN-
EFITS on page 127 of the Players
Handbook for a selection of achieve-
ment benefits that are available to
heroes.

AWARDS &
PENALTIES

Should you ever strip exper
powers, or benefits from a hero? In
general, the answer is no. 1
the need to penalize a play
penalty of choice should be
new EX[J{'.‘I 1ence or E[\'\"'."IJ'{!‘C. 1
removal of benefits that have al
ready been awarded

Withholding awards is a powertul
tool. It sends a clear mes

lence,

in the adventure. Naturc

shouldn't use this cas
fully. Here are some cases thf h
you might be justified to withhold
achievement points:

P The hero committed violations
of stated aims, moral i

P The hero—or heroe:s
complete the adventure du
of motivation, 1 bickering, o
b» insi ;tinq on slir f\irg with a tactic

will never '.rmJL.
P The hero—or heroes—complet-
ed the adventure or resolved a situa

tion by using unfair or overwhelming

r-hcnc: cters to take all
do the job for them.

P The player insisted on follo
a course of action that ruined th

venture for everyo

P The player
ture by being rude
sive to the other play

tive

Obwiously, this is a sul

measurement. You shouldn't further
penalize a player who was victim
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Reflected tech

ized by bad dice rolls. Players with
good ideas that don't work out
shouldn't be penalized either .. . just
as players with bad ideas that do
work out shouldn't be encouraged to
repeat reprehensible actions.

In addition to withholding experi-
ence, you can apply a few other
awards and penalties when the cir-
cumstances warrant. Save these
measures for extreme examples of
good or bad roleplaying.

Skill Rank Increase

An increase in a skill rank is a sig-
nificant reward, especially at higher
skill levels, so use it sparingly.

For example, you might decide
that a hero's Computer Science—
hacking skill should be raised from
rank 3 to rank 4 because of a brilliant
and innovative feat of computer use
conceived by a player. The player
must roleplay the situation by de-
scribing exactly what his hero is try-
ing to de. Finally, the skill check
should be a critical point in the story.

Never grant an increase of more
than one rank, and think caretully
before you give a free rank more
than once for any particular skill. At
higher ranks, a skill rank increase
may equal or even exceed the value
of attaining a new achievement
level.

New Skill

Sometimes, a hero tries to use a skill
he doesn't know anything about and
succeeds despite his ignorance. If
you think the hero clearly demon-
strates a knowledge of the topic, or
works through a tough situation that
could teach him something about the
skill, you can tell the player to note a
new broad or specialty skill on his
hero record sheet.

Just like a skill rank increase, this
should be a rare reward. Once or
twice in the career of a hero is suffi-
cient. Learning new skills is an im-
portant part of the normal
achievement system, so don't hand
out free skills unless a player im-
presses you.

Rank Benefit

A hero who purchases a rank benefit
ahead of time (see page 63 in Chap-
ter 4: Skills in the Player’s Handbook)
becomes capable of some advanced
ability involving a specialty skill,
despite the fact that the hero hasn't
achieved the skill rank at which this
benefit would normally be obtained.
You can consider rewarding a hero
by granting him or her a rank bene-
fit, perhaps in a case when the hero
has recently used a particular spe-
cialty skill frequently and success-
fully. However, it's not a good idea to
hand out a rank benefit that is sup-
posed to be earned by achieving the
required rank. (Such benefits are
marked with @ “®" symbol in Chap-
ter 4 of the Player’s Handbook.)

Last Resort Points
Spending and purchasing last resort
points can grow expensive, but you
can award deserving characters
with a last resort point on occasion.
One of the best times to hand out a
last resort point is after an adventure
in which heroes demonstrated the
best examples of roleplaying and
heroism, and were forced to spend
one or more points to succeed.

Awarding Perks and
Removing Flaws

You can reward spectacular effort or
unforgettable roleplaying with new
perks. For example, a hero who sur-
vives a long battle filled with mo-
ments of courage, sacrifice, and
persistence could be given the Tough
as Nails perk. A hero who risks his
life for another out of goodwill and
kindness may gain a new Powerful
Ally.

Or, you can give a special reward
to a character by removing a flaw.
The Spineless hero who displays a
moment of crystallizing valor—and
chimerical roleplaying—might find
his cowardice suddenly a thing of
the past.

These rewards should be rare in
the extreme, occurring perhaps once
in a hero's career.

Removing Perks and
Awarding Flaws

Perks and flaws can serve to punish
poor play. A hero with the Filthy Rich
perk might lose it as his accounts are
frozen in response to illegal trading.
A hero may lose his Celebrity perk if
he commits a crime that becomes
public knowledge. In fact, you might
reverse Reputation or Celebrity into
[nfamy. Well-known people who en-
gage in scandalous behavior be-
come the favorite whipping boys of
the press.

Loss of Achievement
Points

It's within your power to strip a hero
of any or all achievement points he
has earned since making his last
level. Clearly, this punishment is
grave and should be reserved for the
worst cases of player thoughtless-
ness. Take the player aside and try to
find out what the problem is; maybe
you can work out a change in the
character concept or history to ex-
plain the hero's actions, or somehow
find @ way to turn this into a positive
step for your campaign.

Story Developments
One of the best ways to get players
to consider the consequences of their
heroes’ actions is to allow the story
to develop naturally from their choic-
es, If the herces kill hostages to get
at the bad guys, someone who cared
about those hostages might track
down the heroes. Or imagine the

Monetary Award




players’ chagrin if their heroes are
sued by a corporation for destroying
the alien-infested mining station in-
stead of cleaning out the creatures.
On the other hand, herces who
consistently display valor, sacrifice,
and thoughtfulness can find their re-
ward not merely through some
game-based award such as a skill or
a perk. Instead, such heroes may
gain permanent recognition and a
place of honor in your campaign.

S5tatus, Money,

and Rank

As the judge of your campaign, you
have the right to change anything
recorded on a hero sheet. A hero who
captures a desperado may be enti-
{led to collect a bounty; this money
can be used to improve the hero's
personal equipment. Patents, claims,
salvage fees, research grants, stock
options, and other such financial re-
wards might be bestowed upon a
hero by a grateful supporting char-
acter. A hero who turns over an alien
artifact to his government might be
entitled to royalties on all devices
made with technology derived from
the find.

Social status and military rank
rise through success. Promotion,
fome, and new friends among the
wealthy and powerful are symbols of
arise in status. It never hurts to be
recognized as the fellow who saved
the station from explosive decom-
pression. If you choose to give a sta-
tus increase as an achievement
award, a hero's social level shouldn't
rise more than one step at a time un-
less he comes into fantastic wealth
or fame. See "Social Status” in Chap-
ter 7: Attributes.

Loss of Money,
Rank, or Status
Heroes who take irresponsible or de-
structive actions should suffer per-
sonal loss. Characters who belong to
a particular organization—military
officers, agents, or administrators—
might lose rank or social status if
they're caught violating the organi-
zation's policies. In some cases, a
hero might even be discharged from
service, brought up on criminal
charges, or relieved of his position.
Taking equipment away from a
hero can be a story development, Of
course, a hero might not go along
with handing over his possessions,
but that would make him a criminal,
with further story developments.

ADVANCED
HEROES

Running high-level heroes can be a
challenge for the Gamemaster and
the players. Your job is to create new
means and methods to test the play-
ers and keep the game interesting.
Powerful, renowned heroes might
take active roles in the major events
of the campaign, getting involved in
politics, diplomacy, and big busi-
ness. If the players have applied
themselves to advancing their he-
roes over many adventures, those
heroes can be rewarded with more
important roles in the campaign.

On occasion, a new hero joins a
group of experienced veterans, A
player might have had an old hero
killed off, or you might decide to ex-
pand your gaming group. You can
allow these newcomer heroes to start
at level 3, level 5, or even higher in
order to keep the party relatively
balanced. See “Advanced Heroes" in
Chapter 2: Hero Creation. In most
cases, the new hero shouldn't start at
a higher level than the lowest-level
hero in the party.

RETIREMENT

The final aspect of heroic advance-
ment and growth is the question of
retirement. When is the challenge
gone from a hero’s career? Has he
won every award and laurel that's
worth winning? It's up to you to de-
termine the upper limit of character
level—both personal and social. The
ceiling may be as low as level 6 or
level 8 for low-powered campaigns
or as high as level 20 or greater in
epic space sagas.

In books or movies, characters re-
tire when their story’s over. You can
use retirement as a motivation to
take your campaign in a new direc-
tion. When the heroes conquer their
great nemesis or accomplish their
final mission, you can decide that
the story's over and their time in the
limelight is done.

It's better to retire your favorite he-
roes gracefully instead of serializing
the story until the originality and the
thrill are gone. If the only thing that
seems worthy of the herces’ attention
is one galactic catastrophe after an-
other, it's time to think about winding
up the storyline and starting with
novice heroes again. Everyone en-

joys defeating the first alien arma-
da—but how about the second, the
third, or the tenth? Even the most en-
thusiastic players will grow tired of
saving the galaxy over and over.

Beginning anew with fresh char-
acters and localized problems is a
great way to revitalize a game, giv-
ing players a chance to try out new
hero concepts and see a different
part of your campaign universe.

Don't spring retirement on your
players. Tell them you're ready to see
a new batch of heroes, and give
them a chance to wind up the busi-
ness their heroes are involved in.

If necessary, you can offer to soft-
en the sting of retiring a hero by ask-
ing a player to come up with a
relationship or connection between
his old hero and his new one. Maybe
a new hero is the child of an old one,
or a distant descendant. Perhaps an
alien artifact owned by the previous
hero finds its way into the hands of
the novice, a connection to grand old
tales of former glory. You might have
the old heroes appear in cameo roles
as advisers, mentors, or movers and
shakers in the campaign. Since they
were last seen, the old Free Agent
has accepted the position of intelli-
gence chief for the sector, and the
Diplomat of the party is now a plane-
tary governor. Players deserve to see
their favorite characters rewarded
for heroism and success.

It’s Your Game
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The Gamemaster’s
Other Hat: Moderatar
As moderator, the Gamemaster must
interpret the rules in a fair, honest,
and impartial manner. Of course, a
good understanding of the rules is
necessary, Set forth for your players
which options and any changes you
wantto incorporate into play. When
a situation arises that isn't covered

by the rules, come up with a solution.

Don't be afraid to ask your players
for-suggestions, but keep in mind
that your decision is final, The ad-
venture must go on; so it's your job to
make aruling and get back to the ac-
fion ol play.

Before a
Game Session

A game session ig one distinct peri-
od of game play. It might take place
on u Saturday aifternoon, a Tuesday
evening, or over an entire weekend.
You may complete an entire adven-
{ure in one session, or the same ad-
venture might continue overa
number-of nightsof play.

Like the director of a theatrical
play, you have afew things to do be-
fore the lights go up on the game
session. The first thing, after becom-
ing familiar with the rules in the
Players Handbook and this book, is
1o decide what kind of science fiction
setiing you're going to run. Will it be
a published setting? Or will you em-
ulate your favorite SF novel, movie,
or TV show? Or will you puttogether
acampaign world-of your own imag-
ining? Most Gamemasters use a
combincdtion of these to construct a
setting. Refer 1o Chapter 13: Cam-

paign Design for more ideas. The
type of setting you build affects the
lind of heroes your players create,
the tone of adventures you run, and
the style of play.

Prepare, Prepare,
Prepare

You need an adventure or a story
idea before you gather your players
Although some Gamemasters can
improvise, most need at least a col-
lection of notes to work from. I
you're using a published adventure,
you need to read through it before
the game session begins, making
any alterations you deem necessary
so that it coniorms to your setting
and style of play.

When writing your own adven-
tures, you'll need to put together the
adventure triggers, notes on support-
ing cast characters, details on loca-
tions the heroes might visit, and
possibly an outline of the basic story
you have in mind.

Remember, no matter how com-
plete or extensive an outline you de
velop, a significant portion of the
story isn't in your hands. Roleplaying
is group storytelling, and «a lot of
how the adventure unfolds depends
on the actions and ideas of the play-
ers and their heroes. With this in
mind, prepare accordingly, leaving
room for the players to develop cer-
tain details through the course of
play. You won't be able to predict
everything that will happen—and
that's part of the fun. See Chapter 15:
Adventure Design for an overview of
how to plan an adventure, and how
to create the parts of an adventure
that you do have control over



The Game
Session

A In the first game session that starts
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off your campaign, you need to es-
tablish a few parameters. You need
to brief your players about the world
your game is set in and how their he-
roes fit into this world.

Start by having the players intro-
duce their heroes. The best way for
them to do this is in character, but
don't let the players forget to de-
scribe what their herces look like—
what they're wearing, the impression
of how they move, the way they carry
themselves; all these things can be
used to paint a visual picture of the
heroes.

In addition, you need to work out
the connections between the heroes.
Do some or all of themn know each
other before the first adventure, or do
they meet in the opening scene? Are
they part of the same team, or a
group of individuals brought togeth-
er by circumstance? You can estab-
lish connections between the herces
before the adventure begins, or just
let the connections develop naturally
during the initial adventure.

More information on what goes
into an adventure is covered in
Chapter 15. The rest of this chapter
gives you advice on how lo become
the best Gamemaster you can be.

Create a Picture

In a roleplaying game, the action
scrolls across the mind’s eye of the
players. Anything you do to help
players creale an accurate picture of
each scene makes the story more ex-
citing and immediate.

When you describe a scene, don't
tell the players just how it looks—tell
them what they smell, hear, and,
when appropriate, what they feel
and taste. Describe everything from
the heroes' point of view. If the he-
roes can't see what's behind a doaor,
don't tell them what's back there. The
descriptive words you use should
show the players what their heroces
can see and otherwise sense.

Never tell the players what their
heroes are doing—that's up to the
players. Instead, show them the re-
sults of their actions.

Don't give everything away, of
course. Hold back enough informa-
tion to get the players curious and
thinking about questions of their
own. Make the heroes active, work-
ing for subtle clues or hidden se-

crets, By only describing the most
important details, you can force the
players to draw their own conclu-
sions or to pick up the cues you want
them to. For example, examine this

description:

The airlock iris opens. The
emergency lighting provides
only faint illumination and
leaves behind more than a few
shadows and dark corners. You
can see that the crew compart-
ment is a mess. Books, data
disks, and a variety of tools
float about the main cabin, as
well as globules of crimson
liquid that drift like clouds in a
calm sky. A single glove from
an e-suit hangs near the ceil-
ing. The air is stale, with an in-
distinct, rotting smell that hov-
ers on the edge of your senses.
Three portals lead out of this
cabin, Two are closed; the third
one, to your right, is partially
open, though the passage be-
yond is dark. A barely percep-
tible clang sounds from behind

one of the closed doors. /

There's more than enough informa-
tion provided in this description to
spur the heroes to action, but nothing
they couldn't spot was mentioned.
The Gamemaster has given them
things to think about and a variety of
options to choose from when they
make their first move. The players
may come up with something unex-
pected, but chances are they'll de-
cide to examine one of the clues.

Roleplay, Roleplay,
Roleplay!
While every player controls one
hero, the Gamemaster handles the
entire supporting cast. That means
everyone from the nameless extras
and bit characters that fill out every
campaign to the prominent allies,
sidekicks, adversaries, and major
oppeonents that the heroes interact
with. Most members of the support-
ing cast need to be described only by
a key word or a single detail that
helps you play a role. Some can even
be improvised on the spot, especially
when the heroes go someplace you
haven't developed.

A clerk in a store, a taxicab driver,
a minor bureaucrat, or a man in the
street might have to be made up on

the spot in response to a hero's ac-
tions. Don't worry about game statis-
tics or Ability Scores for these types
of characters. In most cases, no dice
rolls will be required when interact-
ing with them. If a dice roll'is need-
ed, look in Chapter 6: Supporting
Cast for statistics of some general
types of supporting character tem-
plates, or simply make up whatever
numbers you need. In the event that
heroes decide to try their Personality
skills on these minor cast members,
most start out as Neutral to the he-
roes, unless you decide otherwise.

On the other hand, important
members of the supporting cast re-
quire more complete backgrounds,
roleplaying notes, and full or partial
sets of game statistics. Build these
characters according to the role you
think they're going to play in the
story. An expert or specialist needs
enough statistics to apply his knowl-
edge for the heroes, while thugs and
minor villains require enough skills
and equipment to put up a fight. If
these supporting characters survive
to become recurring members of the
cast, you can always add to their sta-
tistics and background details later.

Major members of the supporting
cast deserve to be treated like he-
roes. They need Ability Scores, skills,
equipment, goals, personality tags,
and even attitudes toward the he-
roes. Adversaries of this caliber need
to be played logically, consistently,
and with panache.

Whether a supporting cast mem-
ber is a walk-on, a minor character,
or a star-level adversary, play each
as an individual. Releplay! Nothing
makes a minor character shine like
good roleplaying of a key feature,
and nothing ruins a major character
like not roleplaying him to the hilt.
Ham it up! Act it out! Make each
character memorable for the role he
or she plays in a scene.

It's important to keep a separation
between you as Gamemaster and
you as the person who represents the
supporting cast. The characters you
run shouldn't know everything you
know, and you shouldn't make them
into heroes that steal that stage from
the players. Be fair, and play each
character for the specific role you en-
vision for him or her. If the heroes
have set a perfect ambush, then let
the villain walk into it. If the heroes
make a good bluff, let them fool the
border guard.



Running a Game Session

ACTION VS.
STYLE

Every Gamemaster has his or her
own style. Some people play the
game by the book, relying on the
rules and guidelines of the system to
figure out what happens next.
Others don’t open any books during
the whole session of play, figuring
that it's not worth interrupting the
story to find out the wording of the
rules. You'll have to learn from expe-
rience which style works best for
you.

Most Gamemasters interact with
the players in second-person voice
while narrating the details of a
scene, referring to the hero and play-
er as "you.” The player responds in
first-person voice, idenlifying his
hero as ".” Here's an example of sec-
ond-person and first-person voice:

Gamemaster: “You see a long cor-
ridor, with a lot of heavy damage.
There are broken power conduits,
shattered decking, scorch marks on
the walls and ceiling, and debris
scattered on the floor. What are you
going to de?"

Player: "I ready my mass pistol
and sneak down the hallway, keep-
ing my eyes peeled.”

For a different tlavor, the Game-
master and the player can use third
person, and the scene will seem

more detached. Sometimes third-per-
son voice is useful for that reason:

Gamemaster: "This is a long corri-
dor, with a lot of heavy damage.
There are broken power conduits,
shattered decking, scorch marks on
the walls and ceiling, and debris on
floor. What's Sergeant Grimes going
to do?"

Player: "Grimes draws his mass
pistol and advances down the hall-
way. He's looking out for trouble.”

There isn't a great deal of dilference
in game styles for narrative scenes
like this one. Some players are un-
comfortable with trying to speak in
their character's voice—they'd rather
stay a little detached from the role-
playing by referring to their herces
in the third person.

You often have to portray a villain
or a supporting character the herces
are interacting with. You can actual-
ly speak your supporting character’s
lines and let the players sort things
out for themselves, or you can simply
sum up what the supporting charac-
ter has to say:

Gamemaster (as informant): “I
heard that there's something going
on down at the docks tonight.
Gared's expecting a shipment, and
all his goons are going to be there.”

Or...

Gamemaster: “"Your informant
tells you that Gared's expecting a
shipment down on the docks tonight.
A lot of his men are going to be
there.”

Both techniques get the job done.
Work with the voice you're most com-
fortable with. Using first-person or
second-person voice allows for a
deeper connection between player
and character, and brings out more
drama in the moment. But if you're
uncomiortable with the theatrics of
roleplaying, just sum up the informa-
tion and let the players get to the
part of the game that matters for you
and them—combat, challenges, and
puzzle-solving.

Set the Right Mood
Every setling has a specific mooed,
depending on what genre of science
fiction it seeks to emulate. Establish-
ing that mood can help the players
maintain their characterizations and
visualize the scenes described to
them. Some adventures can change
the tone and mood of the setting for a
brief time—think of your faverite
television dramas that sometimes
use comedy to create a change of
pace—but in general you should
keep the mood constant so the play-
ers stay immersed in the story.

The way you describe scenes,
play supporting cast members, and
make information available to the
players reinforces the mood of your
setting. If your campaign is an epic
space operd, then your descriptions
should be larger than life, your sup-
porting characters good or evil, and
your presentation straightforward.

If your campaign instead tells a
dark and gritty tale of the near fu-
ture, then your descriptions need to
convey that attitude with an oppres-
sive air that infects the heroes. Your
supporting cast members need to be
hard, tough, and fatalistic, and the
information you present should be
full of twists and turns to foster a
mood of isolation and unease.

Moderating
the Story

You're the moderator, and your word
is law. You decide which optional
rules are in play, and you settle any
queslions concerning "the reality” of
your setting.

Of course, you need to be fair and
impartial; otherwise, your players
could wind up angry and frustrated.
Reasonable players won't mind if
you make rulings that don't favor
their heroes, as long as you act con-
sistently and in an objective manner.

THG3 JHL INIKNNY p =

Il



RUNHING THE GANE p =

118

Apply the same standards to the
supporting cast.

Remember, you're in control of the
campaign and the game. Provide a
challenge so that a good story can be
told, but don't view yourself as the
players' opponent. And give the
players a break every now and then.
It's no fun for a player to have a fa-
vorite hero killed, especially in a
manner that he had no control over.
If a hero is taking unusual risks or
acting in a manner that goes against
self-preservation, then serious harm
should follow. A hero who dices with
death on a regular basis should
meet the fate that's coming to him.

Relax!

It's a game! There aren’t any lests,
and no one will hold it against you if
you make a mistake or two along the
way. Learn the rules in stages, add-
ing mechanics as you and your play-
ers need them.

Be entertaining, and allow the
players to entertain you. Ham it up,
play it straight, go for the dramatic—
whatever's appropriate for the scene,
the setting, and the story you've set
out to tell.

You and the players have come to-
gether to tell a group story, using the
language and conventions of a role-
playing game. Use the rules as you
see fif, but use them to help you tell
the story—not to hinder the way the
story unfolds.

Keep Things Moving!
Gamemasters should feel free to use
any of the following methods for
keeping the action going, the story
flowing, and the game fun.

» Make It Up: Improvisation is one

Tools of the Trade

of the most important skills a Game-
master can learn. No matter how
carefully you plan or how completely
you outline, the heroes will wander
from your "schedule.” They'll go
someplace you hadn't even consid-
ered to talk to someone you hadn't
even thought of. What happens next?
That depends on what you make up.

Begin by describing a few details
about the new location and who's
there. Use the reactions of the play-
ers to spur more ideas. What's be-
hind your well-decorated and

When Your Heroes Split Up

well-planned sets might not be as
finished and complete as what you
had set up, but that's okay. Go with
the flow until you can get the herces
back to a scene you've prepared. You
may have to make slight adjust-
ments, but chances are you can use
what you've planned in some fash-
ion, no matter how far afield the he-
roes wander,

» Wing It: When the adventure
starts to take off, nobody wants to
break out of the roleplaying by stop-
ping to check the rules. That's the
best time to simply wing it. Roll
some dice and move on.

For example, i a hero wants to
see if an enemy's weapon has any
ammo left, have the hero make a Per-
sonality feat check to see how lucky
he is. If the heroes ask if a specitic
item can be found in the room they're
searching (but not an item connected
to the main plot of the adventure),
make a guess at the odds of the item
being there and rell a die.

¥ Ignore the Rules: When you de-
cide that a specific rule should be
bent or ignored for the sake of the
story, that's the way it is. Sometimes
you'll use dice to settle a question,
other times you'll let roleplaying and
the needs of the story dictate how
events unfold.



Ending a Session

Sometimes a game session will stop
in the middle of an adventure. In
such a case, bring it to a close with
your players wanting more—on a
clifthanger. Will the heroes make it
this time? Will the villain get away?
Tune in next time. . ..

After the session in which the ad-
venture comes to a conclusion, talk
to your players. Find out what they
liked, and why. Ask them where they
think the campaign is headed. They
might give you an idea or two that
you can incorporate into the next ad-
venture you design.

This is also a good time to ask the
players about what their characters
may be planning. Their answers will
help you develop future sessions as
well as respond to your players’
goals.

Keeping Records

Being a Gamemaster means being in
possession of—and in control of—a
large body of information. Keeping
this information organized and up to
date is critically important to run-
ning action-filled game sessions—

Muystic, martial artist, trader, and doctor

your players aren't going to want to
wait while you rummage through a
stack of paper to find the map of the
spaceport their heroes have just en-
tered.

In addition to maintaining notes
on the supporting cast and specitic
locations in your campaign setting,
you need to keep track of events and
actions that eccur and could come
into play again in future sessions.
This sort of record-keeping is espe-
cially important for mysteries that
slowly unravel, and for recurring
plots and characters.

It's also a good idea for you to
keep an up-to-date copy of each
player's hero sheet. Having ready ac-
cess lo'the heroes’ skill scores, for in-
stance, makes it possible for you to
roll secret skill checks without hav-
ing to tip your hand by asking a
player what his hero’s Awareness—
intuition score is.

Campaign Calendar
Many Gamemasters enjoy develop-
ing a fictional calendar and a time-
line for their setting. By putting the
herces into a setting that has a histo-
ry, you may realize opportunities for
adventure. The warlike empire was

deteated seven years ago? Maybe
they're preparing a retaliatory strike.
The comet will strike the planet's
surface in three months? The heroes
better invent a device to deflect the
comet—soon!

Creating special dates and an-
niversaries for your campaign helps
lo foster a sense of realism. Why
mark holidays? If you can tell your
players that they've landed on Laxa
IV on Liberation Day, your players
will naturally fill in the surroundings
with their own expectations of what
it would be like.

Advance the calendar as you see
fit. If the heroes have to wait three
weeks for the next driveship to come
by, then those three weeks pass; just
tell the players, “It's three weeks
later ..." and mark the new date.

Events that commeonly advance a
campaign setting’s calendar include:

» Traveling for longer than one
day

» Periods of research, analysis,
preparation, or training on the he-
roes’ part

P Incarceration or legal troubles

» Special story events or charac-
ter developments
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SCENE
STRUCTURE

A scene can be anything from a
tense negotiation in a conference
room to a battle of dreadnoughts
hurling energy at each other. While
these examples might not seem to
have much in common, all scenes
have the same basic components.
There's an opening, in which the he-
roes see what's happening; an oppor-
tunity for action, in which the herces
can affect the adventure; and a clos-
ing, which ends the scene.

Opening a Scene

A scene can begin in any way you
can imagine, but at ¢ minimum you
need to tell the players where their
heroes are, what they're doing, and
what their surroundings are. Here's
an example of an opening:

( =

You kick open the door and
see what appears to be a lab.
In the room are long tables
cluttered with scientific appa-
ratus, a big computer console
on the far wall, and a weird
tank with something floating
in a murky solution. A pair of
guards are standing watch—
and now they’re whirling to

face you and drawing guns.

o F

The next thing the Gamemaster will
say is “What do you do now?" Noth-
ing has forced the heroes to choose
one strategy over another; they can
try to talk to the guards, retreat out of
the room, or blast away.

Action

Action is the meat of the scene. He-
roes and supporting cast members
may interact with one another in any
number of ways: in cooperation, op-
position, or competition. The rules in
the Player's Handbook and in this
book for resolving actions cover most
situations, but you make the game
your own by improvising, expanding
the action to meet your needs.

Once the scene has begun, any-
thing goes. You've prepared for what
the heroes are likely to do, but ex-
pect to be surprised by your players’
imaginative responses to situations.

Closing a Scene

Sooner or later, every scene ends.
The adventure moves on. Avoid
scenes that run on for more than ten
rounds of combat, require dozens of
dice rolls, or embroil the herces in
conversations that never end. If you
find that a scene is dragging on,
don't be afraid to wrap things up.

Before you end a scene, give the
players a chance to pursue their ob-
jective in the scene and witness the
results: success, failure, or tie. The
players need to know if they've got a
lead to work with, if they can go on
to the next step of the adventure, or if
they're going to have to retrace their
steps and try again.

The Interlude

Stringing together scenes requires
attention and imagination on your
part. Think of an adventure as an ac-
tion movie. Not every moment of the
heroes’ existence is on film. There
are sequences in which the heroes
review their options, make prepara-
tions, travel, or wait for the right time
to strike. These scenes-that-aren't-
scenes are called interludes.

Some groups derive satisfaction
from the roleplaying interaction
between heroes, and interludes be-
tween scenes are excellent times for
players to compare what they've ob-
served and devise plans for complet-
ing the adventure. You might spend
much of your time involved in these
off-screen sequences while repre-
senting the supporting cast.

A few examples of interludes:

» A period of travel during which
the herces spend most of the time
getting from one point to another

» A long challenge, such as an
analysis of evidence, a scientific ex-
periment, or a research project

» A rest period in the middle of an
adventure

» A period of training, resupply-
ing, or recovery away from the imme-
diate threat

Interludes allow you to control the
flow of time in the game. I it's impor-
tant to the adventure for a couple of
weeks to go by before the heroes get
their next lead, use an interlude to
account for the herces' time and at-
tention while you're setting the stage
for the next scene of the adventure. If
the heroes are busy for three months

rigging the experimental singularity
probe, call it an interlude and skip
over the intervening time.

During short interludes, don't wor-
ry about what every hero is doing.
Anyone can maintain equipment,
read, or socialize in the local cafe.
Try to ensure that every hero has
something to do during a long inter-
lude, though; players get bored when
they think their heroes are sitting
around doing nothing!

CHALLENGES

A challenge scene is one in which a
hero tests his skills or abilities in a
contest—a cliff to be climbed, a
bomb to be defused, or just about
anything that doesn't involve combat
or interaction.

Presented here are guidelines for
creating and running physical and
mental challenges. Often, your judg-
ment is the deciding factor in deter-
mining how long a challenge takes,
how difficult it is, and what the re-
sults are.

Each challenge you place in front
of the heroes has at least one chal-
lenge path—the route by which a
hero can overcome the challenge by
using his skills or abilities. A chal-
lenge path is defined by its complex-
ity (the number of successes required
to complete it), its time frame (the
rate at which heroes can attempt
skill checks to overcome the chal-
lenge), and its risk (the consequence
of failure).

Most challenges fall into one of
five general categories: reasoning,
endurance, hazards and traps, obsta-
cles, and technical challenges.

Challenge Paths

Most challenges can be approached
in more than one way. Heroes trying
to defuse a bomb might disarm it,
hack into its electronic brain, or jury-
rig a robot to carry the bomb away.
When you're preparing a challenge,
take a moment to think up the likely
responses and prepare a challenge
path for each.

Some approaches may be more
appropriate than others. Reflect this
fact by assigning penalties or bonus-
es to certain courses of action. Rig-
ging a robot in only a few minutes
might be difficult, possibly a +2 or +3
penalty. On the other hand, the bomb
might be easy to disarm, giving a -2
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Time
Frame
< 10 seconds
10-60 seconds
1-10 minutes
10-60 minutes
1-12 hours
12-48 hours
2-7 days
7-60 days

Check
Interval
1/phase
1/round

Vminute
110 min.
1/hour
1/6 hours
Vday
Tweek

Example
Athletic feat
Picking a lock
Setting a trap

Temporary repairs
Climbing a large cliff
Permanent repairs
Minor construction
Extended journey
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unpleasant fall, while a hero who
botches the job of defusing a bomb
could cause an explosion. Many
challenges can inflict damage, and
others may imperil a hero in other
ways—the loss of possessions, the
onset of a disease, or a complication
in the story that results from his fail-
ure to complete the challenge.

Reasoning
Challenges

When a hero must use wits or train-
ing to arrive at a conclusion, he
faces a reasoning challenge. On oc-
casion, a hero has knowledge that
his or her player doesn't possess; for
example, a starship commander
knows more about astrogation and
starship engineering in the context
of the adventure than any player.

The Fact Check

A reasoning challenge can be
played as a fact check. Think of this
as a roll to see if the heroes happen
to recall a portion of their special-
ized knowledge that applies to the
situation. For example, if you tell the
players that their heroes have en-
countered a spatial anomaly, you
might allow each character to al-
tempt a reasoning challenge using
Physical Science—astronomy to gain
a glimpse into what they're facing.

» Challenge Path: Any skill.
» Complexity: Simple (1 success).
P Time Frame: Instantaneous.

Duick Judgment

The second commeon use of a reason-
ing challenge involves making a
snap judgment about a situation or
transaction. In this type of challenge,
o hero examines the evidence and
information he can gather with his
wits and senses, looking for things
that don't fit. A detective making a
cursory examination of a crime
scene and an undercover officer
evaluating a new contact are ex-
amples of heroes trying to make a
quick judgment.

You can decide that 1 success pro-
duces a basic fact, and 4 successes
produce insight into the problem at
hand, but a hero needs 7 successes
to discern a subtle clue. The more
time and effort a hero spends on the
challenge, the more likely it is that
secret will be found. In short, a hero
can make a better judgment by stick-

ing around to examine the scene or
grilling the prospective contact.

» Challenge Path: Skills common-
ly used in reasoning challenges in-
clude Business, Knowledge, Law,
any Science, Administration, Interac-
tion, and Investigation.

» Complexity: Simple or obvious
problems require 1 success. Subtle or
concealed information requires 3-5
successes. Extremely subtle informa-
tion might require 6-8 successes.

» Time Frame: Minutes.

Endurance
Challenges

Extended physical activity or a bat-
tle against the elements may be re-
flected by an endurance challenge.
Endurance challenges involve the
loss of stun or fatigue points.

Anytime a hero is faced with the
threat of freezing, heat exhaustion,
suffocation, drowning, or death by
the forces of nature, have the player
make a Stamina-endurance check
for his character to see how long he
can hold out. This is a special kind of
challenge that comes into play when
a hero is trying to hold up against
something that can exhaust or kill
him over time.

The two basic kinds of endurance
challenges are exposure challenges,
which cause stun damage; and ex-
haustion challenges, which cause fa-
tigue damage. More information on
running these challenges can be
found in Chapter 3: Gamemasters in
Action.

Overland Movement
Heroes who stroll, march, or force
march for hours must make Stami-
na-endurance checks to avoid sui-
fering fatigue damage; see
"Movement” in Chapter 3.

Hostile Environments
Exposure to hostile conditions repre-
sents an endurance challenge, too.
Depending on the exact conditions, a
hero might have to check for stun or
fatigue damage over the course of
hours, minutes, rounds, or phases.
See "The GRAPH System” in Chapter
3 for details.

Hazards & Traps

A trap is a challenge that attacks its
victim—a poison needle in a handle,

a door that opens beneath a hero's
feet, or a shaky ledge that gives way
when the hero puts his weight on it.

The challenge path for a hazard or
trap usually begins with a here mak-
ing a feat check or a skill check,
which measures how negatively the
trap affects him. Well-made traps
may offer substantial penalties to
the hero's skill check, and deadly
ones may inflict serious damage on
Ordinary or Good results.

Atter the trap activates, the hero
may face additional steps in the
challenge path. He may have to
climb out of a pit, disarm the dart
throwers, or recover what's left of his
computer files before continuing.

Heavy Falling Things
Heroes at risk of being crushed by
falling stones, toppling trees, or oth-
er large objects from above should
get an Awareness check in order to
spot the danger before it strikes. A
penalty may be applied if the trap is
well constructed. Once the trap is
sprung, damage inflicted depends
on the victim's Dexterity feat check.
Compare the weight and speed of
the object to a normal fall and use
the damage for falling as a guide.
See "Falling” in Chapter 3.

Obstacles

Some challenges just stand in the
way and force the heroes to think
about how to get around, over, or
through them. A river that must be
crossed, a cliff that must be scaled,
and a cave-in that must be excavat-
ed all fall into this category.

An obstacle may have a lengthy
challenge path requiring a number
of successes. Unlike in an endurance
challenge, successes against an ob-
stacle measure progress over time.
Although an obstacle is not innately
dangerous, a hero who runs into
trouble along the way can be hurt—
consider a rock climber who rolls a
Critical Failure haliway up a 100-
meter cliff, or a swimmer who tires
haltway across a river.

Obstacles offer the most possibili-
ties for alternate challenge paths.
For example, heroes confronted by a
locked door have several options
open to them—picking the lock,
bashing the door down, or setting a
charge to blast it open.



Doors & Security
Devices

A locked door, electronic vault key-
pad, and similar types of controlled
access can stop the heroes in their
tracks. The most common skills for
dealing with a challenge of this sort
are Manipulation, Computer Sci-
ence, and Security. Picking a lock or
rewiring a keypad is a moderately
complex task, and may require a
greater number of successes for
advanced locks. A time frame of
rounds or minutes is appropriate, al-
though extremely advanced security
systems may take hours to crack.

Walls, Fences, & Cliffs
The challenge path for scaling a
physical barrier is usually Athletics—
climb, although heroes might think
of other ways to get around or over
the obstacle. The complexity and
time frame of the challenge depend
on the length of the climb.

When a hero fails a climb skill
check, he doesn't automatically
plummet to his death. Allow him a
Dexterity feat check to catch himself
on something, although he may re-
quire assistance to get out of the
predicament.

Technical
Challenges

A technical challenge involves using
skills in working toward a specific
goal—trying to hack into the enemy
mainframe, repair a damaged star-
drive, synthesize an antidote, or re-
store another character to health.
There's an astounding variety of
ways in which heroes could meet a
technical challenge. Refer to the
guidelines for "Complexity” and
“Time Frame" presented at the be-
ginning of this section. The descrip-
tions in Chapter 4: Skills may present
some options for specific challenges.

Analysis & Research
Herces digging up information by a
thorough study of the facts at hand
are engaged in this kind of chal-
lenge. Administration, Investigate,
and Science skills prove the most
useful during analysis or research
challenges. You may assign a penal-
ty to the skill checks to measure how
hard it is to come up with a useful
observation given the sources. The
complexity reflects how many lacts
must be compiled in order 1o arrive
at a conclusion. The time frame de-

-4

Bounty hunter, ambassador, law enforcer, and brawler

pends on the amount of source mate-
rial and the hero's means of access.

@ Example: Ace reporter Scoops
Doogan is looking through the city’s
property records to find out who
owns the mysterious warehouse. Ad-
ministration and Investigate are two
reasonable skills to use. The Game-
master decides thal tracking down a
normal record would require only 1
success, but the villains have set up
a couple of layers of shadow owner-
ship, so Doogan needs 3 successes to
wade through it all. The records are
crammed into paper files without
any organization, so the Game-
master decides that Scoops can try
one skill check per hour.

® Example: Super physicist An-
drei Varakov is investigating the site
of a wrecked asteroid colony, looking
for any evidence of odd physical
phenomena. He uses a sensor device
to take readings and then retires to
the ship's lab to examine his find-
ings, using his Physical Science
skill. The Gamemasler decides to
make this a difficult challenge, giv-
ing each of Varakov's checks a +2
penalty. Since Varakov needs to cor-
relate and plot a number of readings,
and then lock through some high-
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brow and radical theories, this task
requires 6 successes. With the re-
sources of the lab and the ship's
computer, Varakov can make skill
checks once per hour. Without them,
he would make checks once per day.

Computers
Using the computer as an aid to re-
search or investigation allows the
hero to add the computer's bonus to
his own skill check—which could be
Investigate, Knowledge, or any Sci-
ence. But a hero using the Computer
Science skill to gain access to an
enemy computer, craft a virus, or
write u program is engaged in a spe-
cific kind of technical challenge.
When a hero is hacking into an
enemy system, the computer's securi-
ty program governs the challenge
difficulty. Usually, the hacker must
first bypass or defeat the security be-
fore doing what he came to do. Refer
to the rules in the Player’s Handbook

for security complexity and difficulty.

Creating a program or repairing
damage to a computer’'s software is
more time-consuming. The quality of
the program affects the hero's skill
checks, and the length of the pro-
gram govemns lhe successes needed.
It might only take a few minutes or
hours to modify an existing program,
but coding a major program should
take weeks or months.

Is This Worth
the Time?

Medical

Using medical skills to treat an in-
jured character is a technical chal-
lenge. Medical treatment is covered
in Chapter 3: Gamemasters in Action
and Chapter 4: Skills.

Repairs
A hero might try to fix anything from
an engine with a thrown rod to a de-
fective stardrive. The quality of the
tools and resources available modi-
fies the challenge difficulty—it's eas-
ier to fix a bent axle in a body shop
them out in the middle of nowhere.
The extent of the damage is reflected
by the complexity of the challenge—
correcting a minor problem may only
require | success, but fixing a big
problem could require 8 successes.
Repair times can vary, depending
on the availability of spare parts, the
accessibility of the damaged area,
and whether or not any machining,
manufacturing, or programming is
necessary to get everything back on-
line. Generally, the type of damage
governs the time frame of the re-
pairs. Repairing stun damage takes
minutes or hours, but fixing mortal
damage takes days or weeks.

ENCOUNTERS

Heroes might be able to shoot their
way out of trouble or invent nifty de-
vices to circumvent their enemies,
but sooner or later they'll need to in-
teract with the world around them.
An encounter can involve speaking,
dealing, or persuading: an interroga-
tion, a business transaction, an emo-
tional appeal, or a veiled threat.
Encounters are sources of informa-
tion, assistance, and entertainment
for the heroes and their players.

Encounters are the dialogue of an
adventure. They help you to deliver
crucial materials, support, or knowl-
edge to the players. Roleplaying is
the best chance for the players to
showcase their heroes. Some chal-
lenging adventures consist of noth-
ing but encounters, as the heroes
puzzle oul a mystery, arrange an al-
liance, or make contact with a hard-
to-reach person.

The encounter rules presented
here and in the Player's Handbook
are tools for your use. An encounter
table (Table P25) is provided not to
deprive anyone of the pleasure of
roleplaying, but to give you a meth-
od of approximating the response of

the supporting cast when you're not
sure how they react to the heroes. As
always, feel free to ignore the results
of any table and roleplay characters
and situations as you desire.

Encounter Paths

As with a challenge, you can consid-
er an encounter to have certain de-
fining characteristics. The path is
your plan for the encounter. Consider
which skills the heroes are likely to
use in dealing with this character or
situation, and decide how these dif-
ferent tactics are likely to work,

Of course, you don't really know
what a hero's going to say or do be-
fore he does it, but you can make
some guesses. It's reasonable to ex-
pect that a Combat Spec might try to
intimidate a smart-mouthed punk,
while a Free Agent might try to get
him to open up to negotiations, and
the gorgeous Diplomat could flirt
with the street rat and overpower
him with her presence. Knowing
your players and the way they like to
portray their heroes is an advantage
in planning an encounter.

Based on what you expect the he-
roes to do or say to secure the sup-
porting character's cooperation, you
can set up several possible encoun-
ter paths and outcomes. A guard
might just stand aside if bribed or in-
timidated, but if the heroes charm or
deceive him, he could volunteer criti-
cal information or even accompany
the party to help them along.

Difficulty

In addition to providing information
or cooperation, some tactics may be
easier or harder to apply than others,
This is reflected by the difficulty of
an encounter challenge. The basic
measure of encounter difficulty is the
prospective target's resistance modi-
fier—his force of Will or the level of
his Intelligence. Refer to TasLE P10:
SkuLs & Resistance MoDIFIERS on page
35. Assign additional modifiers
based on the situation.

# Example: An exiremely strong-
willed guard (resistance modifier of
+2 steps) might be hard to intimidate
or charm, but he could be unusually
greedy and susceptible to bribery,
granting a hero a -1 bonus to the use
of this skill. The skill check is made
with a +1 penalty.

Preparing for an encounter by
studying the target and learning



how to push his buttons is a smart
precaution, and might provide the
hero with an edge in negotiations.

Resolution

A single skill check is all that's nec-
essary to resolve most encounter
challenges. Compare the target
character’s attitude toward the hero
with the result of the hero's skill
check, and consult TABLE P25: En-
COUNTER SKILL EFFECTS on page 96 in
the Player’s Handbook. It's important
to remember that Hostile characters
aren’t always enemies. For example,
a negotiator sitting across the table
from a hero might be regarded as
Hostile, since he's trying to get the
most out of a deal while paying the
least amount possible.

Use your judgment when roleplay-
ing supporting cast members during
encounters. Apply penalties to en-
counter skills as you feel appropri-
ate; in any event, you can set aside
the result of any dice roll.

Time

Most encounters take less than ten
minutes. Either the hero manages to
pass the bribe, charm the object of
his affection, or lie to get out of trou-
ble—or he doesn't. Think of an en-
counter as one scene in a movie;
even extensive dialogue doesn't go
on for much longer than ten minutes
or so. Some encounter scenes may
take even less time; bluffing or in-
timidating someone may be accom-
plished with one strongly worded
statement and a steely glare.

One-liners take no longer than a
single phase. Deception-bluff and
Interaction-intimidate are encounter
skills that can be pulled off as one-
liners.

Brief speeches require anywhere
from a round to about a minute to
achieve results. Leadership-inspire
and Interaction-taunt can be used
for briet speeches.

Simple transactions take from one
to five minutes to complete. Encoun-
ters using Business, Administration,
Street Smart, or Interaction-bargain
fall into this category. Some impor-
tant transactions and negotiations,
such as corporate acquisitions, can
drag on for weeks or months.

Conversations last anywhere from
a few minutes te a few hours. The
use of Culture, Entertainment, Inter-
action-seduce or Investigate-interro-

gate generally takes a fair amount of
time to sway a supporting character
or complete the objective of the en-
counter challenge.

It's not important to keep track of
just how long an encounter takes.
Keep the scene going for as long as
the players want—if they're still ask-
ing questions or discussing the situ-
ation in character, there's no need to
step in and end the encounter until
the players and the supporting char-
acters have nothing more to say to
each other.

Extended Encounters
The average encounter is the subject
of a single scene. But sometimes he-
roes may want to spend days or
weeks "working on” a supporting
character, especially if nothing else
is happening. For example, trying to
seduce someone with ten minutes of
witly conversation and sparkling
personality can be tough—but if the
hero has several days on a cruise
liner to get close to the subject of his
attentions, his odds improve. Use a
complex skill check as described
below.

First, sel an opening attitude for
the subject (Hostile, Neutral, or
Friendly). Each day, the character
can make a skill check to see how he
has fared in changing the subject’s
attitude. An Ordinary result counts
as 1 success, a Good result counts as
2 successes, and an Amazing counts
as 3 suc Six suc can
shift the subject’s attitude by one cat-
egory (Neutral to Friendly, for exam-
ple), 12 more will shift il a second
category, and 24 beyond that will
shift it a third category. It's a long
and hard task to bring aboul radical
shifts in a subject’s attitude.

# Example: Agent Albright has to
win the trust of the boss of a street
gang. He's undercover as a new re-
cruit, but the leader's right-hand man
hates the new kid's face—he starts
as Hostile toward the detective. Al-
bright decides that he must win the
lieutenant's respect before he can
get close to the leader, so he works to
convince the gangster that he's com-
pletely loyal to the gang by using his
Entertainment-act skill. After accu-
mulating 6 successes over a few
days, he shifts the lieutenant’s atti-
tude to Neutral.

Dice and
Roleplaying

An encounter scene blurs the line be-
tween mechanics and roleplaying.
This is all right! Anytime the players
are willing to act out what their he-
roes say and how they try to influ-
ence the supporting characters,
encourage them to do so. You don't
have to include any skill checks in
an encounter scene if the herces’
words and actions dictate a particu-
lar response.

# Example: A drunken thug tries
to pick a tight. If one hero eggs him
on while another hero tries to calm
him down, you can decide that the
thug goes atter the hero who's taunt-
ing him, regardless of any success
the peacemaker gets. Use your com-
mon sense—a space marine in battle
armor isn't going to be able to draw
a cowardly clerk into a fistfight, no
matter what the player says or what
result the hero achieves on his Inter-
action—taunt skill check.

When Talking
Doesn’t Work

Despite the heroes' most persuasive
arguments and delightful personali-
ties, eventually they'll run across vil-
lains and supporting characters who
aren't interested in what they have to
say. When the heroes don't have any-
thing that could possibly interest the
subject of the encounter, or after they
say or do things that the subject
views as threatening or hostile, it's
impossible for the herces to change
the subject’s attitude. The subject
has made up his or her mind about
how to respond.

Mild-mannered supporting char-
aclers may politely excuse them-
selves from the conversation. If the
heroes are threatening, the subject
may call tor law entorcement, bounc-
ers, or even a passerby. In a pinch,
the subject may flee by whatever
means are available.

More aggressive characters may
decide that the conversation should
take a viclent turn. When one side
decides to attack in the middle of an
encounter scene, allow the oppo-
nents an Awareness-intuition check
to see it they anticipate the hostile
reaction. Treat this as a normal sur-
prise check (see Chapter 3: Game-
masters in Action), and follow with
action checks for the first round.
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- Descriptions

Imost any device from the personal
equipment listcan-be fitted to a ve-

-hicle-tnless-a hero takes this to ex-
“treme lengths for example, trying to

mount one of everything in a com-
pact car), allhe has to do is spend
the money and mark it downon a
vehicle record sheet. If necessary, as-
sume that any item from the person-
al equipment lists weighing more
than 8 kg uses 1 point of durability
when installed within a vehicle.

You or your players may become
interested in an accessory that isn't
described below: There’s no reason
you can t add to the systems listed
here lf there's an item you think is
reasonably available in your cam-
paign, go ahead and create it.

Ablative Module (PL 8): This abla-
tive defensive system is a larger,
more durable version of the personal
ablative harness. The syslem pro-
vides 50 points of protective energy.
Every pointof mortal damage weak-
ens the field by 3 points, every point
of wound damage weakens the field
by 2 points; and every point of stun
damagé weakens the field by |
point. When the module's energy is
reduced to 0 or fewer points, the pro-
tective field collapses. Recharging at
a power source requires one hour per
10 points of fisld energy.

Alrtight configuration (PL 5): The
vehicle is'sealed for airtight opera-
tion, and includes an airlock for
entry. Usually. this feature is chosen
for vehicles that will operate in un-
usual oF poisonous corrosive atmos-
pheres. Airlocks can double as

decontamination stations. Should an

airtight configured vehicle lose its
ability to recycle air, assume that it
can contain enough man-hours of ai
equal to its durability rating.

Camoutlager (PL 8): Using image
recognition and photoreactive
tials, the r:cmwuilrmt‘r allows ¢
vehicle to blend into its surround-
ings. Although the vehicle can be
spotted by its radar, heat, or other
sensors, il's hard to see with the
naked eye. At any distance greater
than 10 meters, an indix
ly searching for the vehicle suffers a
+2 pengalty to his Awareness-per
tion check.

Camping module (PL 5): This ac
cessory includes panels or compart
cabin. A

al visual

ments that stow a portable
vehicle’s camping module
than the personal version, ar
cludes a cabin measuring 3 mete
wide and 6 meters long, with sleep-
ing facilities for six. Purchasing one
of these modules gives the equiva
lent of a camper canopy attached to
the bed of a pickup truck. Purchasing
two or more of these modules ren
ders the vehicle into a mobile home.
Communication suite (PL 5): A
communication console may be con-
nected to several communicati
devices, including a radio (PL 5 ¢
or comm gear (PL 7), an orbital up-
link, a cellular phone, a mass trans
ceiver (PL 7), on emergency be
and a GPS receiver or inertial com-
pass. The comm suite’s transceivers

heavier

are more powerful than hand-held
versions, and possess twice the
range of hand-held devices,
Deflection module (PL 7): A larger
version of the deflection harness,
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this powerful screen is designed to
protect a vehicle. Against Good fire-
power weapons, it adds +2 to the ve-
hicle's resistance modifier against
enemy vehicular attacks, making it
harder to hit. Against Ordinary fire-
power weapons such as most per-
sonal weapons, the system adds +4
to the vehicle’s resistance modifier.
Finally, against larger, Amazing fire-
power weapons, the module increas-
es the vehicle's resistance modifier
by +1. The deflection module pro-
vides no delense against collisions
or crashes.

ECM pod (PL 5): This defensive de-
vice detects and jams enemy radar
transmissions. It functions as an EM
detector and can also block incom-
ing radar signals. The ECM pod is
also useful against missile guidance
systems and fire control radars. The
pilot or operator rolls a System Oper-
ation-communications skill check to
use the ECM. The result provides a
modifier to an enemy's sensor
checks, or the attack roll of a guided
missile: Critical Failure, -1 bonus;
Failure, no modifier; Ordinary, +1
penalty; Good, +2 penalty; Amazing,
+3 penalty.

Ejection system (PL 5): This acces-
sory is a standard option for military
vessels, but can be equipped on any
modern vehicle, including land-
based ones. The ejection system in-
cludes customization and explosive
bolts that allow the pilot or passen-
ger to safely depart his vehicle with
haste. Each ejection system installed
can support a single individual.

EM detector (PL 5): This sensor de-
tects and localizes electromagnetic
emissions such as radar and radio. It
has no jamming capability.

Excavation gear (PL 4): The vehi-
cle is equipped with a backhoe,
grader, bulldozer blade, and similar
pieces of heavy equipment. Excava-
tions of large sections of earth and
sand are possible; exact specifica-
tions depend on the vehicle.

Hi-power engine (PL 5): This ac-
cessory increases a vehicle's cruis-
ing speed, maximum speed, and
acceleration ratings by 20%. For ex-
ample, a car with a normal cruising
speed of 100 kph has a cruising
speed of 120 kph with the hi-power
engine option.

The performance package can be
purchased any number of times,
given the limits of the vehicle's dura-
bility. Of course, each accessory
doubles the vehicle's base cost.

TABLE G28: VEHICULAR ACCESSDRIES

System
Ablative module
Airtight config.
Camouflager
Camping module
Comm suite
Deflection module
ECM pod
Ejection system
EM detector
Excavation gear
Hi-power engine
IR detector
Mass detector
Medical suite
Performance pack
LELETS
Air search
Air/Space
Multiband
Surface search
Remote console
Rescue gear
Salvage gear
Science suite
Security system
Sonar
Stealth config.
Thermal imager
Video scanner

mmuwmhmmmqmmmmmﬁ

numoaunnuoannonNomn

Avail
Mil
Con
Con

Cost
40K
5K
8K
3IK

Dur

Ubd=CONNO~0N=W=WHn

Con
Mil
Com
Con
Any
Any
Com
Any
Con
Res
Con
Con

DCONANODLAU W=DN ==

* Increase base vehicle cost by 100%
1 Increase base vehicle cost by 50%

IR detector (PL 5): This sensor
scans for unusual high-energy sig-
natures in the infrared band, allow-
ing the operator to detect vehicles by
the heat of their exhaust, engines, or
(in the case of fast vehicles) the fric-
tion of their passage through the air.
[R detectors prove most useful
against vehicles that are jamming
incoming signals or aren't emitling
any radio noise. The IR detector isn't
as sensitive as the thermal imager,
but it has a much greater range.

Mass detector (PL 7): One of the
most sophisticated sensor systems
available, the mass detector can in-
stantanecusly detect any significant
mass within range. A passive sys-
tem, it doesn't emit detectable radia-
tion. Typically, the mass detector is

used against airborne or spaceborne
vehicles; the signatures of such vehi-
cles are not masked by contact with
the ground. An operator can attempt
to detect heavy vehicles or structures
on the surlace with a +3 penalty.
Medical suite (PL 5): This is a com-
prehensive emergency care unit. At
PL 5 or 6, this suite consists of a first
aid kit, facilities equal to a surgical
kit, a medical scanner, and all ap-
propriate medicinal supplies. At PL7
or higher, the medical suite also in-
cludes a life support pack. Stretch-
ers, backboards, temporary casts
and splints, and other such tools are
included as well. The cumulative ef-
fect of this gear provides a -2 bonus
to Medical Science skill checks.
Performance package (PL 5): The
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vehicle's maneuverability has been

enhanced by a top-notch suspension,

sensitive controls, and aerobatic
control surfaces. Its drive rating im-
proves by -1, providing a bonus to
Vehicle Operation skill checks.

The performance package can be
purchased up to three times. Each
package increases the vehicle's cost
by 50%.

Radar (PL 5): A radar system al-
lows the operator to detect distant
aircraft, spacecralt, ships on the sur-
face of the ocean, or even vehicles
moving on the ground. A skill check
involving the use of radar is modi-
fied by the nature of the target; a
high-flying aircraft in open space is
easy to spot, but a low-flying heli-
copter is a different story. (See "De-
tection, Evasion, and Pursuit,” page
133, for information on range and de-
lection modifiers.) Radar is an active
system; radar emissions can be de-
tected by an ECM pod or EM detector.

Air search (PL 5): This radar set
may be mounted on a surface vehi-
cle for air surveillance, or on an air-
borne platform.

Air/Space (PL 6): This is a more
powerful air search radar, used in at-
mosphere or in space.

Multiband (PL 7): This is an im-
proved version of the air/space
radar, with greater frequency agility
and exceptional range.

Surface search (PL 5): This radar is
mounted on surface vehicles for the
purpose of spotting other surface ve-
hicles such as ships at sea. It can
also be mounted on an airborne plat-
form to search for ground targets.

Remote console (PL 6): A communi-

calion suite is a prerequisite for this
accessory. A vehicle equipped with
this system can be operated remote-
ly by radio control or datalink. The
console includes control connections
to all major systems, so that the vehi-
cle can be started and piloted re-
motely. If the vehicle has any
weapons, the operator of the remote
may fire these normally. Using a re-
mote console to pilot a vehicle or use
any of its systems carries a +2
penalty.

Rescue gear (PL 5): This special
equipment includes a rescue pack,
first aid kit, magnetic clamps, fire
extinguisher, chain hoist, compres-
sor, cutting torch, portable pump,
several hundred meters of synthetic
rope, a toolkit, and an assortment of
other useful items.

Salvage gear (PL 5} The vehicle is
equipped for heavy-duty towing, sal-
vage, and load and removal opera-
tions. It features a winch or powered
chain hoist, cutting and welding
gedar, a cCompressor, pump, generator,
and demolitions materials appropri-
ate to the campaign's current
Progress Level. For example, at PL 6,
salvage gear will include four or five
applications of plasma jelly. See
"Prepared Explosives” in Chapter 11
of the Player’s Handbook.

Science suite (PL 6): The science
suite consists of a computer with ap-
propriate databases or science pro-
grams, a comfortable workstation,
and a general battery of instruments
that provide a working set of tools for
any Life Science or Physical Science
skill checks. In addition, the hero
may specily one particular specialty

skill. A scientist investigating tasks
in the specialty field gains a -2
bonus to skill checks while using the
science suite.

Security system (PL 5): A security
system consists of a user-recognition
system (at PL 5, voice-activated; at
PL B, bicelectric signature), extra-
tough doors and windows, a proximi-
ty alarm, a motion or displacement
sensor, and an emergency call sys-
temn designed to notily the nearest
law-enforcement authorities when
the vehicle is stolen or broken into
by someone other than the owner. A
security system provides a +3 penal-
ty to an intruder’s Security-security
devices or Manipulation-lockpick
skill check.

Sonar (PL 5): Sonar can be used in
active or passive mode, Active sonar
is more likely to detect targets, pro-
viding a -2 bonus to the operator's
skill check. Unfortunately, using ac-
tive sonar guarantees that the
searching vessel is noticed by any
sonar-equipped vehicle in range.

Stealth configuration (PL 6): The
vehicle is fitted with radar-absorbent
coating, covered intakes, and other
measures that make it difficult to de-
tect. An enemy sensor operator using
radar or infrared mediums suffers a
+3 penalty to any skill check to de-
tect a stealth-equipped vehicle.

Thermal imager (PL 5): This sensi-
tive imaging system converts in-

Using Vehicular
Accessaries
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Weapon Acc Range Type Damage AcRdMd Clip Dur Avail
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Progress Level 4: Industrial Age
76mm cannon +1
120mm cannon S |

.50 caliber mg o
25mm chain gun 1]
AA missile -2
AT missile -2
Progress Level 6: Fusion Age
25mm charge gun -1
76mm rail cannon 0O
120mm rail cannon 0O
Laser cannon -1
Progress Level 7: Gravity Age
Arc cannon (1]
Plasma cannon 1]
Duantum cannon D
Progress Level 8: Energy Age
Maser cannon -1

frared light into visible light. It is
useful for spotting heat sources and
seeing through darkness or bad
weather, although its range is much

shorter than that of an IR detector. A
vehicular thermal imager allows the
operator lo ignore penalties in condi-
tions that would obscure normal
sight, as well as detecting nonvisi
ble heat emanations such as con-
cealed or recently used vehicles.

Video scanner (PL 6): This is a spe-
cial sensor that sweeps an area,
searching for contrast or motion. It's
useful for spotting concealed vehi-
cles or vehicles using a camouflager.
Skill checks made with a video scan-
ner gain a -2 bonus.

VEHICULAR
WEAPONS

Heroes operating in dangerous areas
may discover a need for firepower
heavier than they can carry. Vehicu-
lar weaponry answers that need.
Like vehicular accessories, vehic-
ular weapons require support, brac-
ing, and mounting. To reflect the fact
that some vehicles can carry larger
weapons than others, each vehicle's
durability rating limits the number
of accessories and weapons that can
be installed. Most vehicular weap-

100/4001500
150/500/2000
Progress Level 5: Information Age
100/4001000
150/600N500
1 km/3 km/10 km
5001500/5000

200/800/2000
200/800/4000
400/2000/5000
250/750/2500

100/250/500
120/5001800

100/4001500

300/800/3000

HI [p)VG
HI (p)/A

dbw/d4+1m/dB+Im
dBw/dB+1m/d6+3m

HI (p)/G
HI [p)V/G
HI (9)/G
HI [g)/A

db+Iw/2d4+2w/dBm
2d4+1w/3dadw/dbBm
d8s/d8+1w/dGm
db+2w/dB+dw/d4+2m

HI (p)&
HI (p)/&
HI [pVA
En [e)&

dbe+Iw/dB+1Tm/dB+Im
dB+Iw/dBm/d12+2m
d6+2w/d8+2w/d4+1m

2d8s/2dBw/2d4m
2dBw/2dB+2w/dB+1m
2dew/dem/dG+2m

En [e)&
En [=)/A
En [e)&

En [e)/A d6+2w/dd+Im/dG+2m

ons use several durability points,
and may be too large and too heavy
for smaller vehicles.

System
Descriptions

Almost any weapon from the person-
al weapons list can be fitted to a ve-
hicle. Assume that any standard
ranged weapon from TasLE P39:
RaNGED WEAPONS uses 1 point of dura
bility, and that any heavy weapon
from TaBLE P40: HEAvY WEAPONS uses 2
points of durability. See Chapter 11:
Weapons & Armor in the Player’s
Handbook

From time to time, you or your
players may become interested in a
weapon that isn't on the list. That's
okay; the list in TABLE G29: VEHICULAR
WEAPONS isn't intended to be compre-
hensive. There's no reason you can't
allow additions to the weapons de-
scribed below. If there's a weapon
you think is available—or will be
someday in the future—create it.

PL 4: Industrial Age
76mm cannon: This is the heaviest
gun that can be mounted on light
tanks and vehicles that aren't really
tanks. Collateral damage equal to
one-half the damage rolled (round
down) extends in a 2-meter radius.

2d4+2w/3d94+1w/dB+1m

10
10

Mil
Mil

—50

F
F 8
F/B/A 60/20

20

120mm cannon: A typical tank gun
of the Industrial Age, the 120mm can-
non penetrates even the toughest of
armors. Collateral damage equal to
one-half the damage rolled extends
in a 2-meter radius.

PL 5: Information Age
.50 caliber machine gun: The .50
caliber is a heavy machine gun de-
signed more for antivehicular than
cantipersonnel use. Introduced late in

evel 4, it remains common

Using Vehicular
Weapons
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Weapon:
Acc:

throughout PL § as well. Unlike other
vehicular weapons, the .50 caliber
can also be fired using the Heavy
Weapons-direct fire skill.

25mm chain gun: This light, rapid-
fire cannon is designed to knock out
any armored vehicle short of a tank.
Its explosive shells endanger any-
one unfortunate enough to be in the
area; collateral damage equal to
one-half the damage rolled extends
in a 2-meter radius.

Antiaircraft (AA) missile: This sys-

tem includes air/space radar, in ad-
dition to fire control systems and a
backup heat-seeking mode. Six AA
missiles are carried in the launcher,
and each additional durability point
used for ammunition represents a
locker or storage compartment for
four additional missiles. Upon im-
pact, a missile inflicts one-half the
damage rolled within 10 meters.
Antitank (AT) missile: Designed to
pierce the heaviest armor with a
shaped-charge warhead, the anti-

tank missile is a wire-guided or
laser-designated rocket with a back-
up target-imaging system. Upon im-
pact, it inflicts one-half the damage
rolled in a 10-meter radius, Six mis-
siles are carried in the launcher, and
additional ammunition may be car-
ried in a locker as per the AA mis-
sile, above.

PL b6: Fusion Age

25mm charge gun: The light-vehi-
cle weapon of choice at Progress
Level 6, the 25mm charge gun resem-
bles the chain gun in most respects,
but uses the electrochemical firing
action of a charge gun.

76mm rail cannon: This weapon
uses a magnetic driver to launch a
scramjet shell, which ignites atter
leaving the barrel and accelerates to
hypersonic speeds. The blast causes
collateral damage similar to the
76mm cannon.

120mm rail cannon: A fearsome
skytank weapon, the 120mm rail gun
launches heavy rounds to hyperson-
ic speeds. The burst radius is similar
to the 120mm cannon, above.

Laser cannon: The laser cannon
uses a special fluorescing plasma
mixture to generate intense bursts of
light focused through an optical tar-
geting system.

PL 7: Gravity Age

Arec cannon: A heavy, vehicular
version of the hand-held arc gun de-
veloped at this Progress Level, it
uses a laser to ionize a path through
the air, and then delivers a massive
electrical charge a split-second later.

Plasma cannon: One of the most
spectacular weapons available, the
plasma cannon creates a white-hot
blast of superheated gas and uses a
magnetic accelerator to hurl energy
at the target.

Quantum cannen: Subatomic par-
ticles travel from this cannon at rela-
tivistic speeds, imparting high
energy and kinetic damage to the
target. The secondary cinematic ef-
fects of the restricted quantum can-
non are brilliant.

PL 8: Energy Age

Maser cannon: The maser cannon
uses a powerful matter reactor and a
linear multiband antenna array to
create devastating beams of electro-
magnetic energy. It combines the
cutting power of a laser with intense
radiant heat.

—
—
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VEHICULAR
ARMOR

Armor allows a vehicle to absorb
damage when it is struck, much like
a character rolls for armor after suf-
fering damage. The cost of the armor
depends on three factors: the size of
the vehicle (reflected in its durability
rating), the amount of armor, and the
type of armor.

Alloy armor (first seen at PL 4) is
made of large quantities of super-
tough metal alloys such as vanadi-
um steel, Polymeric armor (PL B) is
composed of micro-engineered plas-
tics. Cerametal (PL 7) is made from
laminated ceramics and lightweight
metals. Neutronite (PL 7) is an alloy
composed of compressed tungsten
and disassociated neutrons.
Nanofluidic armor (PL 8) is a system

of smart liquid metals with extraor-
dinary conductivity and memory
characteristics.

Armor may have a durability cost,
determined by the amount of armor
selected. Light armor, regardless of
the type, has no durability cost. Mod-
erate armor costs | durability point
for vehicles whose total durability is
between 3 and 6 peints. For vehicles
of larger size, moderate armor costs 2
durability points. Heavy armor costs
4 durability points.

Example of Vehicle Customization

The eftect of armor is given on the
left side of Table G30. The monetary
cos! of the armor, based on the dura-
bility of the vehicle, is given on the
right side of the table. A dash indi-
cates that the amount of armor isn't
available for a vehicle of that dura-
bility rating; smaller vehicles can't
be heavily reinforced.

VEHICLE
ComBAT

Your first decision s the Game-
master of a world with vehicles and
vehicle combat is simple but impor-
tant. Do you want to narrate the
scene, or do you want to visually
present it?

TaBLE G30: VEHICULAR ARMDR

Armor Type Hil

Dur vs. Cost
En -2 3-b T+

Light Armor——m—————————————

da-1
dB-1
dB-1
db
da-1

Polymeric
Alloy
Cerametal
Neutronite
Nanofluidic

da-2
da-1
db-1
d6-1
d8

2K 3K SK

5K 10K 20K
10K 20K 50K
25K 50K 100K
50K 100K 200K

Moderate Arimor——o———

d4a
d4a+1
dd+1
dB6+1
2d4

da
d4+1
d4+1
d6+1
2da

Polymeric
Alloy
Cerametal
Neutronite
Nanofiuidic

da-1 —_
da i
da+1 —_
d6 —
a2da —

10K 20K
20K 50K
40K 8BOK
100K 200K
300K 600K

Heavy Armaor-

d4+1

d&+1
dB8

dB8+1

dg+1

d6+1
ds8

dB+1

Polymeric
Alloy
Cerametal
Neutronite
Nanofluidic

2dd4+1 2dg+2 2da+1 —

dB-1 —_
d6 —
dB8 —
dB+1 —_

50K
BOK
200K
400K
m

In the narrative style, you won't
concern yourself with the exact ma-
neuvers or position of the vehicles
involved. Simply keep track of how
tar they are from each other, and
whether they're closing, opening,
holding, or attempting to break off.
Maybe the jet fighter has to loop,
bank, or dive to get at the other
guy—the important thing is that the
enemy’s 5 kilometers away, and that
the jet fighter is attempting to close
the distance to get into cannon
range. The basics of the narrative
style are described in Chapter 12: Ve-
hicles in the Player’s Handbook.

When you lay out a visual repre-
sentation of the vehicle battle on a
map or diagram, loose intentions
(close, open, etc.} no longer matter. If
a hero wants to close the distance,
he'll choose maneuvers that move
his vehicle closer to the other one on
the map. The range between vehi-
cles can be determined by the map.

The advantage of the narrative
style is that it runs faster. It's good
when you don't want to break the
flow of a roleplaying session by sud-
denly transforming the game into a
miniatures battle. On the other hand,
using the visual style is perfect for
players who like detail in their com-
bat scenes and enjoy the opportunity
to show olf their tactical cunning.

Setting Up
the Fight

Regardless which method you
choose, you have the same basic re-
quirements for presenting the scene.
You have to choose an opening
range, beginning speed, and inten-
tion for each vehicle. You may also
need to decide if either vehicle is
likely to be surprised, just as in per-
sonal combat. Finally, if you intend



to use a square grid or a hex map to
mark vehicle positions, you need to
pick a scale.

Opening Range

The opening range of a vehicle fight
depends on the prevailing condi-
tions and the type of vehicles in-
volved. Jet fighters routinely sight
each other at a range of 30 kilome-
ters. High-altitude planes can use
radar to detect airborne targets hun-
dreds of kilometers away. But a pair
of automobiles playing tag in busy
city streets might not see each other
until they're within 50 meters.

You can decide the opening range
by considering the circumstances
that led to the vehicle combat, or by
rolling on Table G31.

Clear conditions include a bright,
sunny day; a straight, well-paved,
empty road. Highways and open,
high-altitude skies are examples of
clear conditions.

Normal conditions include normal
driving and piloting conditions. An

uncrowded, winding road, light seas,

and moderate-altitude skies fall into
this category.

Crowded conditions occur in
heavy traffic, poor visibility, and bad
weather. Low-altitude skies, high
seas, and congested traffic are ex-
amples of crowded conditions.

Hazardous conditions are the
worst possible conditions. Inner city
streels at rush hour, perilous off-road
driving, total darkness, and extreme-
ly low altitudes—particularly near
obstacles such as cliffs or build-
ings—are included in this category.

Actual detection ranges might be
far greater than this under ideal con-
ditions. See "Detection, Evasion, and
Pursuit.” Since most vehicular
wedapon ranges don't exceed the
maximum possible opening range in
clear conditions, there's no reason to
keep track of combat scenes until ve-
hicles approach weapons range.

Detection, Evasion,
and Pursuit

When vehicles are involved, long-
range modern sensors such as radar,
sonar, or computer-enhanced visual
scans may come into play. These de-
vices allow the operator to make a
System Operation-sensors skill
check in place of an Awareness
check to see how far away the poten-
tial target can be detected. See TABLE
G32: VenicLE DETECTION RANGE.

TaBLE G31: Drening RANGE

Conditions
Hazardous =2db
Crowded
Normal
Clear

3d8

Surface
20 m

6d8 X 100 m

Air
3db6 X 100 m
BdBE < 100 m
2d4 < 5 km
3d4 X 10 km

TABLE G32: VEHICLE DETECTION RANGE

System Use
EM detectar 5,.a
IR detector* a
Mass detector s.a
Radar:

Air search 5,8

Air/Space s,a

Multiband a

Surface search* s,a
Sonar:

active s

passive s
Thermal imager o
Video scanner* s,a

s: surface use

S5kill Check [0/6/A)

50 km/100 km/150 km
20 kmv/40 km/60 km
10k km/S0k km/100k km

100 km/200 km/400 km
200 knm/400 km/600 km
300 km/600 km/300 km
20 km/40 km/60 km

10 km/20 km/30 km
20 km/40 km/60 km
2 kmv/4 km/6 km
1 km/2 km/3 km

a: aerial use

* Range is 10 times greater from an airborne platform

Detection may be medified by ob-
scurity—sonar is confused by turbu-
lent waters, radar by ground clutter
and poor atmospherics, visual scans
by darkness or {og, and so on. At
your discretion, apply modifiers from
TaBLE G33: VeHICLE DETECTION MoDI-
FIERS to the operator’s skill check.

A Failure result indicates that the
sensor operalor does nol detect the
approaching threat until the enemy
is actually in combat range; see TABLE
G31: Openmng RanGe. On a Critical
Failure, the operator does not detect
the enamy at all, and the enemy may
be able to achieve surprise.

# Example: Science Officer
McHiggens is using a bomber's air
search radar to keep an eye out for
danger. On an Ordinary result, the
hero spots the enemy at a range of
100 km; on a Good resull the hero
spots the enemy at 200 km; and on an
Amazing result, the hero spots the
enemy at 400 km. If McHiggens lails
her System Operation-sensors check,
the enemy aircraft closes to combat
range undetected.

If a vehicle operator spots an op-
ponent before it gets within combat
rul‘lgr.‘. thl'.‘ OPG(E]“JI mny (:hiJ()L‘i(’.‘ to
flee and avoid combat altogether.
Compare the maximum speeds of
the vehicles

faster, it gets away. I the pursuing

I the fleeing ve

vehicle is faster, it eventually calch-

es up and forces combat. You may

allow special tactics or conditions to

automatically evade the attack
Maybe the skytank can round a clilf
and fly into a hangar, for example.

TAaBLE 33:
VEHiCcLE DETECTION
MoDIFIERS

ODbhscurity Maodifier

Critical +3

Marginal none
Ordinary -1
Good -2
Amazing -3

SN =
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Skycar engineers install a charge gun

Beginning Intentions
Opening speed is easy: How fast
was each vehicle going before the
encounter occurred? In normal or
clear conditions, assume that each
vehicle was moving at its listed
cruising speed.
Examine the situation that led to
the scene and decide what direction
each vehicle is heading. lf one vehi-
cle pursued the other, then the flee-
ing vehicle begins with an intent to
le the pursuer begins with
an intent to close. I the vehicles
were paralleling each other, both
might begin with an intent to hold.
In the narrative style, an intent to
close means that the vehicle is head
ing toward the other, an intent to
open or break means that it's head-
ing away from the other, and an in-
tent to hold means that it's heading
off to one side, or matching speeds.

open, wh

Surprise

The same rules for surprise in per-
sonal combat apply to vehicle com-
bat, with one exception—in the
surprise phase, the surprised vehicle
doesn’t stand still; it moves straight
forward at its current speed without
maneuvering.

Tactics—vehicle tactics is the ap-

propriate skill for setti
cle ambush. The de
the ambush leader's

g up a vehi-

inflicts a +1, +2, or +3 penalty to tl
victim's Awareness or System Opera-
tion-sensors skill check to avoid sur-
prise.

In addition, the conditions may
provide a modifier. Hazardous condi-
tions provide a +2 penalty to the vic-
urprise check. Crowded
tions add a +1 penalty. Normal
conditions apply no modifier, and
pvide a -2 bonus.

#® Example: A skytank commander
attempting an ambush rolls an
Amazing result on his Tact

clear conditions p

cle tactics check (+3). The conditions
are crowded (+1). The opposing vehi-
cle operator must make a successful
check with a +4 penalty (1+3=4) to

avoid surprise

Scale
Setting a scale for the battle is nec
ssary if you're us
gram to represent
visually. Vehic

e

j a grid or a dia-
the combat
es move a number of

meters

ich phase equal to their
speed in kph. So, a car traveling at
80 kph covers B0 meters in each

phase of the action round. Make sure
your scale is set large enough.

Unless you have a very large hex
sheet or playing area, you won't
want vehicles to travel more than
three or four hexes each phase. Oth-
erwise, you'll be forced to shift your
map constantly,

P Surface vehicles travel between
20 and 200 kph under normal circum-
stances; a scale of 20 or 40 meters per
hex is appropriate.

P Aircrait travel between 100 and
3,000 kph; a scale of at least 200 me-
ters per hex or square is appropriate,
Long-range missile attacks of 30 or
40 kilometers may give you trouble,
so you could use a scale of | kilome-
ter per hex if necessary.

The Action
Round

In vehicle combat, the action round
proceeds exactly like the action
round in personal combat, with two
key exceptions. First, a vehicle
moves in each phase of the round at
its current speed. A car racing along
at 200 kilometers per hour covers 200
meters per phase, every phase,
Changing this speed requires a de-
liberate maneuver on the part of the
dri

The second key feature of the ac-
tion round in vehicle combat ties into
vehicle maneuvers. Any character at
the controls of a vehicle is allowed to
make a Routine maneuver in each
phe

of the action round to keep his
vehicle under control and make it go
where he wants. This means that the
driver or pilot gets "free” actions to
maneuver the vehicle even during
the phase = his own action
check didn't allow him to act.

@ Example: Captain lannotti gets
an Ordinary result on her action
check. During the Amazing and
Good phases of the round, she can
make a Routine maneuver with her
fighter jet even though it's not her
phase to act yet.

In order for a pilot to perform more
than a Routine maneuver, a hero
must wait for the phase determined
by her action check. Attempting
more complicated maneuvers—mod-
erate or extreme stunis—requires the

s wher

hero to wait until she has an action

available. If the hero wants to shoot
a weapon or operate a system in the
vehicle, this also requires an action.



Vehicle Operation
Modifiers

Narrative
Combat

The narrative combat system is de-
scribed in the Player’s Handbook.
Here, you must balance roleplaying
fun with elements of realism. The
rules in the Player’s Handbook offer
guidelines, but much of the time it
will be up to you to determine how
tough a maneuver is, what maodifiers
to apply, and the specifics of how a
situation resolves. Be sure to apply
the modifiers from the “Vehicle Oper-
ation Modifiers” list on this page.

There are a few critical things to
temember. A pilot or driver can't
change his range intention without
succeeding at a Moderate maneuver.
Basically, a Moderate maneuver al-
lows the pilot to alter his intention
by one category—from close to hold,
from hold to either open or close,
from open to hold or break, or from
break to open. If he succeeds at an
Extreme maneuver, he can change
his range intention by up to two cate-
gories.

As part of any vehicle maneuver, a
hero may accelerate or decelerate.
TaBLE P42: VEHICLES in the Player's
Handbook lists the acceleration (in
kph and meters per phase) of each
vehicle. Usually, vehicles decelerate
at the same rate. A land vehicle can
decelerate at twice its acceleration if
the operator succeeds on a Moderate
maneuver.

Visual Combat

It you represent the vehicles in-
volved in combat on some kind of
hex map or grid, everything works
just like it does when you use the
narrative technique to run the
scene—with two key differences.
First, the need for range intentions
disappears. With a hex map or grid,
it's easy to see who's heading where
and what the range is.

The second difference between
narrative and visual combat lies in
how maneuvers work. Each grade of
maneuver (Routine, Moderate, or Ex-
treme) allows a specific range of
possible adjustments or turns fora
vehicle moving on the hex field. The

pilot can choose to make a maneuver

at any point during his vehicle's ma-
neuver that phase. For example, a
vehicle moving six hexes could com-
plete a turn beginning in the first
hex or any hex up until the last.

The complexity of the maneuver
attempted governs the type of check
to be made—if the hotshot pilot de-
cides to try a half-loop, it's a Moder-
ate maneuver.

To determine who moves when in
each phase, you'll need to determine
who has the advantage. Each round.
the pilot with the best action check
result has the advantage. In the
event of a tie, the pilot with the supe-
rior action check score wins.

In each phase, the pilot with the
advantage can choose to maneuver
his vehicle first or to allow his oppo-
nent to move first instead. Moving
first might allow a vehicle to get into
a good position to shoot before the
enemy responds, or to get out of the
enemy'’s sights before the enemy
lires a weapon. Moving second offers
the hero a chance to see where the
enemy is going before committing to
any movement,

A pilot keeps the advantage until
he fails a maneuver check. When
this happens, the advantage auto-
matically shifts. The advantage
might shift back and forth several
times in the course of a single round.

Failing a Vehicle
Operation Check

A pilot who fails a Vehicle Operation
check may or may not complele his
maneuver as intended. Just as in the
narrative system, the pilot must im-
mediately make a second Vehicle
Operation check. The result of the
check determines the outcome, as

Vehicle Attack
Modifiers

described on TaABLE P44: Losing Con-
TROL OF A VEHICLE on page 201 in the
Player’s Handbook.

Vehicle Scales

When vehicles moving on different
scales meet in battle—say, a jet
fighter strafing a car—assume that
the taster-moving vehicle appears on
the map at the extreme limit of its
weapon range or the target’'s weapon
range, whichever is greater, and ad-
just the faster vehicle's scale to the
slower vehicle. For example, a car
driving at 160 kph might cover four
40-meter hexes in each move, but a
jet flying at 640 kph actually zooms
16 hexes per phase in the car's frame
of reference. You'd normally use a
much more compressed scale for the
jet's movement, but since you have to
compare it to a car, you have lo use
the lowest common denominator.

o—t.
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Vehicle Maneuvers Visualized

Routine Maneuvers Moderate Maneuvers Extreme Maneuvers
fno modifier] [+1 penalty) {+3 penalty)




When the fast-moving vehicle
flies off the end of the map, use the
return times suggested in TABLE P46:
VEHICLE ScALE RETURN TIME on page
204 in the Player’s Handbook. When
it returns, it shows up on the same
side of the map it left from. If a pilot
wants to loop back to another side of
the map, it takes twice as long as
listed on Table P46.

Attack and
Defense

Using a vehicle system to attack or to
defend against an attack requires an
action on the part of a character in
the vehicle. A gunner or passenger
can operate a weapon any time he
can perform an action. The pilot or
driver can do so too, but operating a
weapon system and performing a
maneuver in the same phase adds
difficulty to the maneuver check.

One usetul tactic in vehicle com-
bat is holding an action. If the gun-
ner doesn't have a good shot in the
Amazing phase, he can always wait
until the Good, Ordinary, or Margin-
al phase to see if a better shot devel-
ops. Sometimes, a vehicle might be
in a great position early in the
round—but if no one on board has an
action available, no shot takes place.
Such is the stress and uncertainty of
combat. Maybe the gunner's trying to
lock in the target, arm the weapon, or
program the search pattern. Maybe
the pilot is a little disoriented from
the last high-g maneuver.

The attacker applies any modi-
fiers from the "Vehicle Attack Modi-
fiers” sidebar to his skill check that
are appropriate to the situation.

Attack and

Defense Skills

The mechanics for attacking with a
vehicular weapon system are just
like attacking with a personal
weapon. The target may have a re-
sistance modifier, reflecting how
hard it is to hit; it may be at short,
medium, or long range; it may have
some kind of cover. The skill used by
the attacking character depends on
the weapon fired.

P Personal Weapon: A hero can
lean out the window and fire a gun
at the bad guys. This is a normal at-
tack using the hero's Modern Ranged
Weapons skill. This is not possible
for aircraft at high altitudes or high
speeds (400 kph or faster).

P Heavy Weapon: A hero could
lean out the window and fire a heavy
weapon, or a heavy weapon might
be attached to the vehicle in a un-
powered mount—a .50 caliber ma-
chine gun in the back of a jeep, for
instance, Use the appropriate Heavy
Weapons specialty skill.

P Weapon and Defense Stations:
Many vehicles include powered
weapons systems integral to the ve-
hicle. This includes all vehicle
weapons listed in TABLE G29: VEHICU-
LAR WEAPONS, except for the .50 cal-
iber machine gun. These onboard
weapons rely on the System Opera-
lion-weapons skill.

Vehicle Damage

Vehicles sustain damage much like
living characters do. They have stun,
wound, and mortal ratings; wound or
mortal damage intlicted by enemy
weapons causes secondary damage;
and the vehicle's armor may stop
some or all of the primary damage of
a hit. There are two key differences
to be aware of, though.

Many vehicles, unlike most per-
sonal targets, have Good toughness.
This means that the damage from
weapons of Ordinary firepower—in-
cluding most personal weapons—
automatically degrades. Mortal
damage becomes wound damage,
wound damage becomes stun dam-
age, and stun damage is ignored.
For example, a hero who fires a 9mm
pistol at the enemy’s vehicle may roll
for damage and appear to inflict 6
wounds. He inflicts only 6 stuns. Any
armor the car has may further reduce
or entirely negate that damage.

Heavy weapons are more useful
against vehicles, since many of
these have a firepower of at least
Good. Their damage doesn't degrade
against tough targets. Most vehicu-
lar weapons are also rated for at
least Good firepower, and chew up
tough vehicles just as badly as they
do unarmored characters.

Excessive stun or wound damage
impairs a vehicle's performance. The
pilot of a vehicle that has lost more
than half of its stun or wound points
must make an immediate skill check
to see if he loses control. In addition,
any skill attempted using the vehicle
or its systems—Vehicle Operation or
System Operation—sutters a +1
penalty until the damage is re-
paired. It's harder to pilot or shoot
from a damaged car or plane.

—
—
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When a vehicle loses all of its
stun or wound points, a durability
check must be made for the vehicle.
A vehicle'’s skill check for this score
is equal to its stun point total. If the
vehicle passes its durability check,
nothing happens. If the vehicle fails,
it stalls and can't be started again
until it's repaired or juryrigged.
Thereatter, as with characters, ex-
cess stun damage becomes wound
damage (at the rate of 2 stuns equal
1 wound), and excess wound dam-
age becomes mortal damage (at the
rate of 2 wounds equal 1 mortal).

Mortal damage has the chance to
disable a vehicle with a single roll.
Every time a vehicle sustains mortal
damage, it must make a durability
check. The vehicle's skill score for
this check equals its stun rating, but
don't forget to include a +1 penalty
for each mortal box and any other
penalties accrued for stuns or
wounds. If the vehicle {ails to pass
its durability check, it ceases to func-
tion until repairs are made. On a
Critical Failure, a vital system
breaks down and the vehicle ex-
plodes. Passengers sutfer d8+1 mor-
tal points of energy (En) damage;
characters within 6 meters suffer
2d6+1w, and characters within 12
meters suffer d8-1w.
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TAaBLE G3A4: SHir HuLLSs

Hull Comp
Launch e
Courier =3
Trader B
Lt freighter : ]
Transport 10
Med freighter 12

Husll
Fighter
Cutter
Scout
Attack
Escort
Corvette

weapon inflicts degrades. For ex-
ample, if o weapon with Good fire-
power is used, mortal damage
becomes wound damage, wound
damage becomes stun damage, and
stun damage is ignored. i o weapon
of Ordinary firepower is used, mortal
damage becomes stun damage, and
wound and stun damage is ignored.

Hull describes a particular class
of spacecraft, from small launch-
and fighter-class ships to moderate-
sized medium freighters and
corvette-class vessels.

Comp indicates the maximum
number of separate compartments
that a ship's systems may be divided
among. A ship may have lewer com-
partments than this number, but not
more.

Civilian Hulls-

Military Hulls.

Durability
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16
249
a2
40
48

Durability
: 10
20
30
40
50
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TABLE G35: COMPARTMENTS

Type
Command

System Types Allowed
Communication, computer, crew,

defense, sensor, weapon
Engineering Cargo, drive, engine,

power, support

Defense, weapon

Power, suppaort
Communication, computer,

Weapons
Auxiliary
Electronics

defense, sensor

Cargo
Crew

Cargo
Crew

Compartments

A ship may include dozens of differ-
ent systems—sensors, power plants,
cargo holds, weapons, and so on. For
purposes of determining where
things are and what system gets hil
by enemy fire, all systems are
grouped into compartments, Some
compartments are more exposed
(and thus more likely to be hit) than
others, as TABLE G50: COMPARTMENT
Hir Locarion illustrates (page 161).
These exposed sections, generally
the higher-numbered compartments,
are good places to put nonvital cargo
holds or support systems.

The ship's designer can select
how to divide the total durability of
the ship among its compartments;
compartments may have different
durability values up to a maximum
durability of 10.

All compartments have stun and
wound ratings equal to twice their
durability. TasLe G35: COMPARTMENTS
lists the types of systems allowed
within each compartment and the
cost of each compartment. The cost
listed is for installation of the com-
partment itself, regardless of how
many durability points are assigned
to it

Spacecraft Scale

Command
Compartment

A ship must have at least one com-
mand compartment. This is the heart
of any ship, the basic nerve center
for the vessel. The compartment in-
cludes the command deck with seals
for crew, controls, and displays nec-
essary to run the ship. All ship sys-
tems can be controlled at a station in
the compartment they're installed in,
or at the command deck. The com-
mand compartment also contains the
ship's gear locker.

Command compartments can sup-
port a variety of systems, including
weapons, defenses, sensors, and
communications. Smaller ships often
carry all their fighting capability in
this compartment, and all the engi-
neering machinery in an engineer-
ing compartment. In smaller vessels,
the command compartment may also
hold spartan crew accommodations.

Engineering
Compartment

A ship must have at least one engi-
neering compartment. The ship's en-
gines are located here, and in many
cases its power plant and life-sup-
port as well. If the ship is equipped
with a stardrive or other FTL drive
system, the engineering space must
contain this machinery.

Weapons
Compartment

Weapons compartments are used for
mounting weapon and defensive
systems. Some weapons may be
mounted in turrets, bul the machin-
ery, weapon controls, and magazines
are internal structures that take up
space in the hull.

Auxiliary
Compartment

These compartments contain nonvi-
tal engineering equipment, such as
secondary life support and power
systems. Main power systems may
be located in auxiliary spaces to
lessen the importance of any single
compartment.

Electronics
Compartment

Electronics spaces are reserved for
fragile, high-value systems such as
computers and sensors systems.
Detensive systems of all kinds can
also be installed within electronics
compartments.

Cargo Compartment
These compartments are designed
for carrying cargo or fuel tanks.
(Progress Level 6 ships require sub-
stantial reserves of hydrogen tuel for
their engines.) Hangar bays, docking
modules, and other such facilities
can be put in cargo compartments.

Crew Compartment
These spaces primarily serve as liv-
ing space for passengers or crew.
Other uses include labs, sick bays,
workshops, lounges, entertainment
tacilities, and so on.
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TABLE G36: SPACESHIP SYSTEMS

System

Airlock

Reentry capsule
Boarding pod
Escape pod

L Avail Cost Dur Pow Notes

Com 10K 1 unit built into hull
Con 5K 1 unit built into hull
Mil 100K
Com S0K

Con 100K
Con 200K
Con 100K
Con 200K
Mil SD00K

Con SOK

Con 100K
Con 100K
Con 100K
Con 200K
Mil 250K
Mil 250K

Con im
Mil em

Com 20K
Cam 1]

' Com 20K
Con 40K
Com 200K

Com [11].9
Mil 10K
Con 20K
Con =11] .
Com 25K
Mil 500K
Con 100K
Mil 300K
Mil 250K

* *

il SOK
Mil .
Res 100K
Res 200K
Mil BES0K
Mil SDOK
Res im

Cam 20K
Com 10K
Con 100K

Com
Mil
Com
Con

Fusion generator
Grav-fusion cell
Solar cell

Mass reactor
Matter converter

Per 3 power factors generated
Per 10 power factors generated
See system description

Per 5 power factors generated
Per 7 power factors generated

Per movement point generated
Per movement point generated
See system description

Per 20 durability of ship

Per movement point generated
Per 20 durability of ship

Per movement point generated

See system description
See system description

Per 20 durability supported
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Fusion torch

Ion engine

Photon sail
Planetary thruster
Induction engine
Stabilizer

Inertial flux engine

Stardrive
Drivewave

# 4 wt M= oo

Life support unit
Recycler unit
Workshop
Accumulator
Autosupport unit

See system description
Per 20 durability supported

Air/Space radar
EM detector

IR detector
Mass detector
Multiband radar
Remote network
Spectroanalyzer
CE passive array
Multiphase radar

Armor

Chafr

Damage control
Jammer
Point-defense gun
Deflection inducer
Ablative shield
Displacer

See armor description

Per 20 durability protected

Per 20 durability of ship
Per 20 durability of ship
Per 20 durability of ship

Laser transceiver
Radio transceiver
Mass transceiver

Computer core
Battle
Communications
Defense
Engineering
Navigation
Science

Sensars

See computer description
See computer description
See computer description
See computer description
See computer description
See computer description
See computer description
See computer description

n
B #=# % & # & 2 = =
=

Crew guarters
Lab section
Passenger suite
Sick bay

Cargo space
Fuel tank
Hangar
Autocargo

Per 6 crew members

Per 2 passengers

Per 24 cubic meters of storage
Per power plant/engine fueled
Per 1 durability pt. of vehicle
Per 24 cubic meters of storage

N OO OO0 NOD QN0 « DONNNNDOOO NNODD AN ONNODOD ONOOD NNOD
mmemes == QDO0C000 *» =00 NUN==mD=ww +» w=uA0=000 Q=== =i ~=A=UWNUNNWUN UN==

=000 0000 00000000 =~=wm YrsluwuwPD O==LO0000 = & -ww




How to Read the Systems Table

Type:

System:
PL:

Dur:

Pow:
BRvail:

Fusion Generator

(PL 6)

The principal pe } of the
Fusion Age, the fusion generator
converts atomic energy into electri-
cal power for throughout the
ship. Most are designed with fai
safe systems to shut down in the
event of damage. Fusion generators
require large amounts of hyd

fuel.

Grav-Fusion Cell [PL 6]
This power system uses the existing
gravitational fields of large mass

to compress and enhance th.

bulky, but som

than a fusion generato:
pability. Like « fusion
each grav-fusion cell
tank.

uires a fuel

TaBLE G37:

Distance
From Star
< 0.5 AU
0.5-5 AU
5-50 AU
= 50 AU

Condition
Amazing
Good
Ordinary
Marginal o*

Solar Cell [(PL 6)
A solar cell relies on power from a
nearby star. The number of power
factors each solar cell generates is
determined by the distance from the
nearest star. Refer to TasLe G37:
SoLar C

You may adjust the ranges on
Table G37 if a ship is near an espe-
cially large, powerful star that would
shed more energy or a small, weak
star thal would shed less. Well-de-
veloped and coloniz
may power solar ce
lanes within a system. By pro
a laser beam over the cours
star lane, ships using solar cells can
draw power at greater ran
beyond 50 AU trom the typic
This artificial power method pro-
vides Amazing conditions, as noted

on Table G37.

SoLAR CELLS

Power Factors
Generated
B/cell
4/cell
2/cell

* Cells may be powered artificially by lasers.

Reentry Capsules,
Escape Pods,
& Boarding Pods
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Mass Reactor [PL 7]

A powerful source of energy har-
nessed by humanity to begin the
Gravity Age, the mass reactor uses a
form of exotic, nonbaryonic dark
matter particles and harnesses the
dark matter decay reaction, releas-
ing vast amounts of energy. Mass re-
actors are the power source of choice
in Progress Level 7; they're much
more efficient than older power
sources, and they can also provide
sutficient energy to operate a star-
drive.

Mass reactors only require refuel-
ing of their integrated dark matter
chambers once every few months.
This can be accomplished at any
shipyard or specialized tacility.

Matter Converter

(PL 8)

This advanced power plant creates
energy through the total conversion
ol mass to energy. Literally anything
can be used as fuel; even hydrogen,
the

lightest element, provides a vast
amount of power for the conversion
ol a minuscule amount of mass. [n
Energy Age campaigns, matter con-
verters are more powerful than mass
reactors, but remain more expensive.

Engine Systems

Atter the power plant, the engine is
the second most important system of
a starship. Depending on the size
and power of the engine and the
amount of energy provided by the
power plant, a ship may move like a
streaking greyhound or a plodding
ox. Ships designed for combat or
other maneuver-intensive purposes
often carry several engines in order

TABLE G38: SHIP MANEUVERABILITY

Durability
1-10

11-20
21-30
31-40
41-50
51-60

Maneuver Rating

to provide extra maneuverability
during combat.

A ship's engines harness the ener-
gy output of its power plant and con-
vert it to maneuvering capability,
represented by movement points.
Larger and more advanced engines
produce more movement points; they
also require more power. The dura-
bility cost and power consumption of
each engine is listed on TasLe G36:
SPACESHIP SYSTEMS. For example, an
induction engine converts 2 power
factors into | movement point.

Refer to TasLE G38: SHIP MANEUVER-
ABILITY. Compare the ship's durability
with the number of movement points
its engines generate. The result at
the bottom of the table is the space-
ship's maneuver rating.

The maneuver rating listed is the
bonus or penalty the spaceship ap-
plies to its pilot or helmsman's Vehi-
cle Operation-space vehicle skill
checks.

The maneuver rating also helps to
determine a ship's acceleration and
cruising speed. Reler to TaBLE G39:
SHIP ACCELERATION & CRUISING SPEED.

Movement Points Generated

— 1 [
2-3 4-5
3-4 5-6
5-6
6-7

Compare the type of engine used
with its maneuver rating to deter-
mine the ship's acceleration in
megameters (Mm) per phase per
phase and cruising speed in AU per
hour. Because of their relatively low
acceleration, the cruising speed of
PL 6 ships is much slower than that
of PL 7 vessels.

® Example: Captain Cade's scout
has 30 durability points. He outfits it
with an 8 durability induction en-
gine, which turns B power factors
into 4 movement points. Reading
from the "21-30" durability row
across to the "3-4" column and then
down, Cade’s player sees that his en-
gine is powerful enough to provide a
-1 bonus to the ship’s maneuverabili-
ty. Next, he refers 1o Table G39,
which tells him that his induction
engine with a -1 rating accelerates
at 3 Mm each phase and has a cruis-
ing speed of 2 AU per hour. Of
course, the ship designer still has to
include a power plant that produces
enough energy to run this engine.

TaBLE G39: SHiIP AccELERATION & CRUISING SPEED

Maneuver Photon
Rating Acc Cruise

+3 001 .05
+2 .003

+1 005

1] 01

-1 02

-2 .03

-3 .05

Fusion
Acc Cruise
. 05
.02 .1
.02 .03
.03 .05
.05 -1
=
A5 e

fon
Cruise

.o
.02
-05

Acc
.005
m

Inertial Flux
Acc Cruise

Induction
Acc Cruise

- |
.6
1

e
3
a

Acc: Acceleration is measured in megameters per phase per phase [Mpp).
Cruise: Cruising speed is in AU per hour.




Fusion Torch [PL 6)
This drive consists of a continuous,
controlled fusion explosion. Magnet-
ic impellers channel the dangerous
exhaust away from the ship, pro-
pelling it forward. A ship with a fu-
sion torch drive can't use its fusion
engines for travel to or from a plane-
tary atmosphere, and it can’t use its
engines to make delicate docking
maneuvers, Firing its drive destroys
anything directly beneath or within
a few kilometers of its engines. As a
result, many ships equipped with fu-
sion engines include planetary
thrusters or rely on tug vessels. The
fusion torch system can't be used
within a planetary atmosphere.

Like each fusion generator, each
fusion torch engine requires a fuel
tank.

lon Engine [PL B)

More compact than the fusion torch,
the ion engine breaks down mole-
cules and expels the resulting ions
with a magnetic impeller. An im-
provement over the crude strength of
the fusion torch, it is also more ex-
pensive. Like each fusion generator,
each ion engine requires a fuel tank.

Photon Sail [(PL 6)
Stretching out photoresponsive
wings to catch solar winds much like
galleons of old caught earthly winds,
a photon sail allows unpowered
space travel using the powerof a
nearby star. The maneuverability
and power of this engine system is
determined by the number of sails
employed and the distance to the
nearest star.

You may adjust the ranges on
TasLE G40: ProTon Sans if a ship is
near especially large or small stars.
Well-developed and colonized star
systems may power photon sails
along specific star lanes within a
system. By following a laser beam
projected from a planet or station
over the course of a star lane, ships
using photon sails travel at their
best speed. This artificial method
provides Amazing conditions, as
noted on Table G40.

Individual ships may mimic this
effect byusing a laser cannon modi-
fied to a nondestructive power set-
ting to apply continuous fire upon
the photon sail of another ship. Each
laser cannon must be fired at an in-
dividual sailunit. Each laser cannon
directed at a sail upgrades its effec-

TAaBLE G4D: PHoTOoON SAILS

Distance
From Star
< 0.5 AU
D.5-5 AU
5-50 AU
> 50 AU

* Sails may be powered artificially by lasers.

tiveness by one category (Marginal
to Ordinary, Ordinary to Gooed, ete.).
For example, a photon sail powered
by 2 laser cannons while operating
more than 50 AU from a star is in
Good conditions. A ship cannot
power its own solar sails in this
manner.

Planetary Thruster
(PL 6)

Fusion torches and ion engines don't
have the precision to be used in a
planet's atmosphere, and actually
landing with one of them is extreme-
ly hazardous. Ships of PL 6 that wish
to land on planets must carry plane-
tary thrusters, which include the
ability to maneuver in atmosphere,
and to leave the atmosphere for
space. Usually, this is a scramjet or
similar engine. Induction engines
and inertial flux engines have no dif-
ficulty landing a ship on a planet,
and don't require planetary
thrusters.

One thruster is required per 10
durability points of the ship.
Thrusters provide an ability to fly in
planetary atmospheres at speeds up
to 1,000 kilometers per hour. lf a
ship's planetary thrusters are used
for its primary means of travel—typi-
cally out of desperation following
the loss of normal engines—the ac-
celeration is 0.001 Mpp and the cruis-
ing speed is 0.01 AU per hour.

Induction Engine

(PL 7]

The induction engine creates an arti-
ficial slope in the labric of space,
similar to that caused by the exis-
tence of extreme masses. The ship
then behaves like any other object in
a gravity well—it falls. By varying
the intensity and the direction of the
artificial gravity well within the en-
gine, the inducer can accelerate in
any direction. Fortunately for nearby
objects, the artificial gravity well is

Condition
Amazing
Good
Ordinary
Marginal D*

PU,
e—zrrrih

Movement Points
Generated
I/sail
2/sail
Vsail

SdIHSI6dS b

extremely short-ranged, generally
atfecting only the vessel it moves.

The induction engine can be used
to move a spacecraft within an at-
mosphere. [n this case, the number
of AU per hour the ship moves in
space equates to a number of thou-
sands of kilometers per hour. Subor-
bital approaches into space can
travel taster.

Stabilizer [PL 7)

The stabilizer employs gravitonics in
order to dampen the kinetic energy
caused by violent maneuvers, It pro-
vides a -1 bonus to an operator’s Ve-
hicle Operation-space vehicle skill
checks. One stabilizer unit is re-
quired per 20 points of durability of
the ship; additional stabilizers might
be necessary, but the bonus never
improves beyond -1.

Inertial Flux Engine
(PL 8)

Advancements in energy manipula-
tion produce the inertial flux engine,
a form of propulsion that derives its
motive force from a sequence of
quantum transformation waves rip-
pling along a ship's hull, Through
the conversion of subatomic proba-
bilities, the waves alter the inertial
state of the ship to suit the needs of
the pilot.

Drive Systems

These are devices that make a ship
capable of faster-than-light travel.
Ships that don't possess these de-
vices—and many don't—can attempt
interstellar travel . . . but travel time
will be measured in years or dec-
ades, not days or weeks. Drive sys-
tems can only be mounted in
engineering compartments.

A ship equipped with a drive sys-
tem is usually referred to as a drive-
ship. Spaceships without drive sys-
tems are often called systemships.
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TABLE G41: StarFaLL DISTANCES

Durability Power Factors
1-10 10+ —
11-20 - 20-25 30+
21-30 25-40 45+
31-40 3545 50-75
41-50 - 40-50 55-80
51-60 2040 45-55 6B0-85

Starfall (ly) 5 10 15

Stardrive i 1 shi make a starfall in 5 days (11* hours]).

Orive quipped

ips make a starfall in 11 hours.

Other Drive Systems

Stardrwe lPL 7]

injection sys
The stardriy e
large, only taking up
points, but it demands a huge
amount of power that must
plied by a mass reactor. Cros
ence 1hF' tal durability and
o determine th
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G41: StarrFaLL D1
® Example: |

ctor units to
In a single

down all other sy
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WEapOns an 1r111 a! the
same time are unusual ind

Drivewave [PL 8)
This is an improvement of the

2. As a result, the dri
wave-equipped ship comple
starfall in only 11 hours. L
stardrive, it is a power hog

shutdown of

otal power factors «
STARFALL D1

Support
Systems

The following
light machin




One support system that's integral
1 in the hull cost)

to all ships (includ
is a means for reducing the stresses
of acceleration. Ships of PL 6, experi-
encing stresses as high as ten times
the force of gravity, must rely on

adaptive couches, gelatin protection,

and foam suits. At PL 7 and beyond,
ships rely on methods that may dis-
regard inertia, accelerating at thou-
sands of times the force of gravity.
These vessels can also use gravitics
technology to provide a comfortable,
standard gravity environment.

Life Support Unit

[PL B)

A life suppert unit consists of sys
tems to regulate the ship's tempera-
ture, oxygen, and pressure, and
reclamation machinery to filter

and freshen air and water.

Each unit provides life support to
one or more ship compartments
whose durability totals 20 points or
less.

All spaceships must have life sup-

port provided for crewed spaces, but
a shipbuilder can economize by
leaving certain compartments with-
out life support. Compartments are
either supplied with life support or
not; it's up to the ship designer to as-
sign life support to individual com-
partments. Cargo and weapons
compartments can be left unprotect-
ed. Of course, if the crew ever needs
to enter these areas, they must don
e-suits unless the ship is docked in a
hangar bay or other habitable
environment.

Recycler Unit [PL 6)
Most ships rely on stored air, food,
and water; over the course of a long
voyage these perishables take up a
lot of space. See the description for
crew and passenger quarters, below.
A recycler unit reduces the rate of a
ship's stores consumption by a factor
of four, thus increasing how long
stores last. For example, a long
range escort with a recycler unit al-
lows the crew quarters’ typical
10-week stores to last 40 weeks. No
benefit is gained from the use of
more than one recycler unit.

Workshop [PL &)

A machinery room filled with heavy
equipment for repair work, manufac-
turing, or damage control, this sys-
tem counts as-a Good facility when
using the Technical Science skill.

Coasting through the cosmos

Accumulator [PL 7]

This device is a large "battery” that
stores power. Each accumulator
stores 10 power factors, which can be
used to run various systems if the
ship's power plant is knocked out. A
normal power plant continually gen-
erates power as it is being used. The
power factors of the accumulator,
however, don't automatically replen-
is y phase if used. For example,
a ship whose engines require 2
power factors can maneuver for 5
phases on the stored power in its ac-
cumulator. Then the accumulator is
emply and must be recharged by al-
lotting power factors to it from a
standard power plant such as a fu-
sion generator or mass reactor.

Autosupport Unit

{PL 7]

Each autosupport system provides
life support to one or more compart-
mentis whose durability totals 20
points or less

. An integral part ol a
ship hull, autosupport units consume
no durability, but still must be as-
signed to an engineering or auxil-
iary compartment, since they have a
standard chance of being damaged

or disabled. Compartments must be
either completely supplied with life
support or not at all. Autosupport
units can be used in place of the
standard life support units.

Sensor Systems

Sensors consist of sophisticated
radar systems, infrared detectors, in-
stantaneous mass dete

tors, and
similar devices. The range of each
sensor system is listed on TasLe G46:
SeacesHIP DETECTION RANGE on page
156. Typically, sensors are located in
the command compartment, al-
though they may also be placed in
electronics compartments.

Air/Space Radar [PL 6]
This is the standard radar system of
the Fusion Age, suitable for atmos-
pheric or space operation. The sys-
tem is cheap and requires no
durability points to install.

EM Detector [PL 6)

This is a passive antenna array for
picking up electromagnetic signals.
It detects radar and radio signals at
long range, and is most usetul
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against targets using sensors of their
own; if the target is using an active
system, such as air/space, multi-
band, or multiphase radar, the EM
receiver confers a -2 bonus to the op-
erator'’s System Operation-sensors
check to detect the target.

The receiver can attempt to detect
nonradiating targets by scanning for
telltale drive emissions, radio chat-
ter
This is more difficult; using the pas-
sive system without an active target
provides a +2 penalty on the System
Operalion-sensors checks.

and other incidental signatures,

IR Detector [PL 6]

The infrared detector searches for
unusual heat signatures in the cold
of space. It confers a -2 bonus to the
operator’s skill checks to detect ships
maneuvering by means of a fusion
torch or an ion engine.

Mass Detector [(PL 7]
This sensor detects unusual or
anomalous gravitational signatures.
Its selective computerized bulfers
screen out all extraneous gravity ef-
fects from the vicinity, zeroing in on
masses that are moving or that don't
match stored information concerning
the target area.

Multiband Radar

[(PL 7]

This is a more powerful version of
air/space radar, with greater fre-
quency agility. [t automatically
shifts from slow, long-range scans to
rapid, short-range locks as a target
closes.

Remote Network

{PL 7)

A ship with a remote network carries
a number of sensor probes that can
be deployed in a constellation thou-
sands of kilometers in diameter. This
greatly enhances the range and dis-
crimination of all onboard sensors.
The net effect is a doubling of all
ranges listed on TABLE G46: SPACESHIP
Derection RANGE.

The network of probes travels par-
allel to the ship, conferring benetfits
until the ship changes course or
speed. The 2 durability points the
system occupies allow for six uses of
the network. Generally, if a ship
changes course the remotes are lost.
The remotes stay active for one day
before their batteries need recharg-
ing. Each additional durability point
assigned lo this system allows three
additional uses of the remote probe
network to be stored on board; each
use costs $20K.

Spectroanalyzer

[PL 7]

This powerful analytic tool uses
spectrum analysis of visible light,
measured mass signatures, radar
mapping, and laser rangefinding to
find out almost everything there is to
know about a planet or object. From
anywhere in a solar system, a sensor
operator can make a System Opera-
lion—

2nsors check; success provides
the operator with a planet’s orbital
characteristics, environment class,
and environmental conditions.

CE Passive Array

(PL 8)

This system operates through com-
puter-enhanced (CE) observation of
all electromagnetic energy imping-
ing on the sensor. Visible light,
electronic signals, heat, and high-
band radiation emitted by the target
are all analyzed and compared
automatically.

Multiphase Radar

(PL 8)

The next step in the evolution of
radar technology, a multiphase array
consists of a simultaneous electroni-
cally scanned radar sweep in multi-
ple spectrums. Its built-in computer
banks compare scans across the
bandwidths.

TABLE G42: SPACESHIP ARMOR

Armar Type PL
Polymeric
Alloy
Cerametal
Neutronite
Nanofluidic

BNNO O

Polymeric
Alloy
Cerametal
Neutronite
Nanofluidic

RNNDOD

Polymeric
Alloy
Cerametal
Neutronite
Nanofiuidic

NNOD

Cost per

Avail 10 durability

Light Armor——m—m——

dd-2
d4-1
dB-1
db db-1
dB-1 d8
Moderate Armaor:
d4g d4-1
da+1 d4
dd+1 d4+1
dB6+1 d6
2d4 2d4
Heavy Armor-
da+1 d6-1
dB6+1 db
d8 dB
d8+1 d8+1
2dd+2 2da+1

d4-1
dB6-1
dB-1

d4
d4+1
dg+1
d6+1
2d4

d4+1
dbB+1
d8
d8+1
2d4+1

SOK
75K
100K
250K
S00K

Com
Con
Mil
Mil

Res

100K
150K
200K
S00K
m’

Com
Con
Mil
Wil

Res

200K

00K

400K
m
M

Com
Con
Mil
Mil

Res




Defense Systems

Powerful jammers, countermeasures,
point-defense guns, gravity fields,
and energy shields can all be litted
to a ship to protect it from enemy fire.
Heavy armor, automated damage
control, and redundancy are used to
protect vital components.

Defense systems may be installed
in command, electronics, or weapons
compariments.

Armor [PL 6-8)

Armor allows a spaceship to make
an armor roll when it is struck and
damaged. The cost of the armor de-
pends on three factors: the size of the
spaceship (reflected in its total dura-
bility), the type of armor, and the
amount of armor. See TABLE G42;
SpacEsHIP ARMOR. Armor is mounted
over the entirety of the ship, noton a
single compartment.

Alloy armor consists of large
quantities of super-tough metal al-
loys such as vanadium steel. Poly-
meric armor is composed of
microengineered plastics. Cerametal
is made from laminated ceramics
and lightweight metals. Neutronite
armor is an alloy composed of com-
pressed tungsten and disassociated
neutrons. Nanofluidic armor is a sys-
tem of smart, liquid metals with ex-
traordinary conductivity and
memory characteristics.

A spaceship designer first selects
the type of armor and then the
amount of armor—light, modercte, or
heavy. The armor’s cost is found by
cross-referencing this decision with
the spaceship's total durability.

Armor may also have a durability
cost, determined by the amount of
armor selected. Light armor, regard-
less of the type, has no durability
cost. Moderate armor costs 10% of the
total durability of the ship (round
down to the nearest whole number).
Heavy armor costs 20% of the total
ship durability (round down to the
nearest whole number). This durabil-
ity cost is subtracted from the ship's
total durability rather than from an
individual compartment.

# Example: Dave is designing a
trader-class spaceship with a total
durability rating of 24. He decides to
purchase moderate alloy armor, The
monetary cost is $450K ($150K for
each 10 durability points or portion
thereof). The durability cost is 2. (Ten
percent of 24, rounded down, is 2.)

Chaff (PL 6)

Chatf consists ol millions of tiny
strips of metallic fiber. It interferes
with active sensors and missile
seekers. Launchers positioned on the
ship can instantly create a cloud of
chaff particles in any threat sector.
The defense system operator makes
a System Operation-defenses skill
check when deploying chaff. A suc-
cessful result supplies the enemy's
missile attack or sensor check with a
+1 penalty.

Damage Control [PL G)
When a spaceship compartment sui-
fers excessive stun, wound, or mortal
damage, the compartment may be
required to make durability checks.
See "Damage” later in this chapter.
Damage control systems provide a
bonus to durability checks.

Damage control systems come in
three types: Ordinary, Good, and
Amazing. Each system requires |
durability of space, | power factor,
and protects a number of compart-
ments whose total durability is 20 or
less. Depending on the system’s
quality, a damage control system
provides a -1, -2, or -3 bonus to dura-
bility checks in the compartments it
covers. The cost is $50K/$200K/$500K
per system, respectively.

Jammer [PL 6)

Also known as ECM, or electronic
countermeasures, a jammer system
radiates confusing interference in
the bandwidths commonly used for
fire control and missile guidance. It's
an active system typically controlled
by the communications officer. The
officer makes a System Operation-
communications skill check when
jamming. The result of the check de-
termines the modifier to the enemy’s
sensor checks, communication

Fusion Age jet ﬂh‘l:er

.

checks, and missile attacks for the
next round: Critical Failure, -2
bonus; Failure, no modifier; Ordi-
nary, +1 penalty; Good, +2 penalty;
Amazing, +3 penalty.

At PL 7, a jammer has the ability
to scramble gravimetric frequencies,
disturbing the use of mass detectors
and mass transceivers. Modifiers are
cumulative with any others that
apply, including other defenses.

Point-Defense Gun
(PL B]
This is an automated missile de-
fense system that uses a barrage of
slugs, laser bursts, or maser bolts to
destroy incoming missiles before
they detonate. It can fire in all direc-
tions around a ship. If the user
makes a successful System Opera-
tion—defenses skill check, one incom-
ing missile is destroyed before
impact.

If the point-defense gun is used as
a weapon, it has combat statistics
equivalent to a laser cannon, but it
does high impacl! (HI) damage.

Deflection Inducer

(PL 7)

This inducer creates bells of gravita-
tional force to detlect physical pro-
jectiles and bend beam weapons
away from a ship. The inducer may
provide a modifier to an attacker’s
skill check depending on the result
of a System Operation-defenses skill
check: Critical Failure, -2 bonus;
Failure, no modifier; Ordinary, +1
penalty; Good, +2 penalty; Amazing,
+3 penalty. These penalties are
doubled against attacks from non-
spaceship weapons.

Each deflection system protects
an area of 20 durability points. With-
out full coverage, a deflection indue-
er provides no benelfits.
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TAaBLE G43: SHIPBDARD COMPUTER SYSTEMS

System [ 1]

Computer Core SOK

Dedicated Systems:
Battle 50K
Communications 10K
Defense 25K
Engineering 25K
Navigation 10K
Science 10K
Sensors 10K

Ablative Shield (PL 8)
This defensive measure envelops its
ship with a field of energy. Quantum
particles absorb and dissipale at-
tacks by massing as virtual matter.
In each phase, the ship's engineer
devoles a number of power factors to
the unit (or units). Every point of mor-
tal damage reduces the field by 3
points; every point of wound damage
reduces the field by 2 points; every
point of stun damage reduces the
field by 1 point. Primary damage ab-
sorbed in this fashion does not cause
secondary damage.

Displacer [PL 8)

A refinement of the inertial flux en-
gine unit, the displacer ecalculates a
sequence of safe engine slides.
When triggered, the ship executes a
slide, moving a few hundred melters.
The displacer may provide a modifi-
er to an attacker's skill check de-
pending on the result of a System
Operation-defenses skill check: Crit-
ical Failure, -1 bonus; Marginal, +1
penalty; Ordinary, +2 penalty; Good,
+3 penalty; Amazing, +4 penalty.

Communication
Systems

Comm systems take up little space,
and can be located in either com-
mand or electronics compartments.

Laser Transceiver

(PL &)

The laser transceiver uses an energy
beam in the visual frequency range
to transmit messages. While limited
to the speed of light, the laser trans-
ceiver's advantage is that it is some-
what more difficult to jam, providing
a +2 penalty to enemy attempts.

Cost Durability
[ 0 & A
100K L e
100K
S50K
50K
50K
25K
25K
25K

(1) (1}
O o
o (1)
o 0
a (1]
o a
1] o

Radio Transceiver

(PL G]

The radio transceiver is a standard
method of cheap communication. Un-
tortunately, it is limited to the speed
of light—about 8 AU per hour, or
300,000 kilometers per second. In a
tactical situation, that speed is prac-
tically instantaneous; for strategic
purposes, messages can take hours,
days, or even longer to travel.

Mass Transceiver

(PL 7]

The mass transceiver uses criss-
crossing gravity lines within a star
system lo transport messages in the
form of cohesive graviton packets.
The mass transceiver allows for in-
stantaneous communication within a
star system—but it can't be used in
interstellar space.

Computer
Systems

Spaceship compuler systems use
most of the rules from Chapter 10:
Computers in the Player’s Handbook.
Ship computers possess active mem-
ory equal to a mainframe at their
own Progress Level.

A ship's computer core can per-
form any computer functions, and
most PL 7 ships take advantage of
this by adding Al programs, includ-
ing Al programs with autopilot
functions.

Computer systems can be in-
stalled in command or electronics
compartments. Like all networked
ship systems, the computer can be
controlled from a station in its com-
partment, or from the command deck.

Computer Core [PL 6]
All spaceships automatically in-
clude a Marginal computer core in
the ship's command compartment, at
no durability cost. It monitors all
ship systems, operates automated
functions, and allows the crew to in-
teract with the ship and control the
various systems from the command
deck.

Purchasing a computer core of
better quality gives multiple bene-
fits. First, it provides more active
memory, just like a normal computer,
Also, a ship with a computer core of
Ordinary or better quality can add
dedicated computer systems. See
TaBLE G43: SHIPBOARD COMPUTER
SYSTEMS.

Ship computers at PL 6 are limited
to Ordinary quality. At PL 7, comput-
ers of Good and Amazing quality are
available—but these computers cost
more and take up more durability. It
is possible to include more than one
computer core in a ship, given ade-
quate financing and durability.

Dedicated Computer
Systems

Dedicated computer systems en-
hance the abilities of system opera-
tors, providing a bonus depending
on their quality. Ordinary dedicated
systems provide a -1 skill bonus but
require an Ordinary computer core;
Good dedicated systems provide a -2
bonus but require a Good computer
core; Amazing dedicated systems
provide a -3 bonus but require an
Amazing computer core.

The exact skill enhanced depends
on the dedicated computer system:

Battle computers amplify the ac-
curacy and power of weapon sys-
tems, providing a bonus to the
operator's System Operation-weap-
ons skill checks.

Communications computers assist
the reception, transmission, and jam-
ming of communication signals, pro-
viding a bonus to the operator's
System Operation-communications
skill checks.

Defense computers improve the
response and effectiveness of active
defense systems, providing a bonus
to the operator's System Operation—
defenses skill checks.

Engineering computers improve
shipboard monitoring and power
mechanics, providing a bonus to the
operator’s System Operation-engi-
neering skill.



Navigation computers assist in
the calculation and ease of plotting
courses through space or drivespace,
providing a bonus to the operator's
Navigation-system astrogation and
drivespace astrogation skill checks.

Science computers appear in mul-
tiple formats (Life, Medical, Physical,
and Technical) and assist the analy-
sis and manipulation of a single sci-
ence broad skill and its specialty
skills. The computer provides a
bonus to one of the following broad
skills: Life Science, Medical Science,
Physical Science, or Technical
Science.

Sensor computers enhance the
sensitivilty and analytical capabili-
ties of sensor systems, providing a
bonus to the operator's System Oper-
ation-sensors skill checks.

Crew Systems

These are systems or facilities de-
signed for use by the ship's crew.
Crew systems may be added to crew
or command compartments.

Crew Duarters [(PL 6)
Crew quarters include basic quar-
ters and mess facilities. Each dura-
bility point allotted to crew quarters
allows the ship to quarter six per-
sons with private bunks, mess facili-
ties, washrooms, and lounges. Truly
spartan quarters, with rotating
bunks and little more, can uncom-
fortably accommodate ten people
with each durability point.

It's worth noting that space may
exist to cram dozens or possibly even
hundreds of people aboard a ship for
a brief time. Crew quarters and pas-
senger suiles make it possible to live
on the ship.

Each unit of crew quarters auto-
matically includes a supply of ship
stores—food, air, and water—for its
occupants that will last a total of 10
weeks. An additional 20 weeks of
ship stores costs $5,000 and | dura-
bility point per crew quarters.

Lab Section (PL 6)

A lab section includes a small suite
of offices, laboratories, conference
rooms for up to four technicians, and
an Ordinary quality science comput-
er (see "Computer Systems,” above)
designed to support extensive re-
search and experimentation. The sec-
tion includes databases on most
scientific lields, plus instrumentation
and recording devices. Many survey

Drive relay

or exploration ships carry a lab sec-
tion in order to analyze and record
their findings.

Passenger Suite

(PL 6]

Many ships are equipped to carry
passengers in relative luxury. A pas-
senger suite consists of a lirst-class
stateroom, a lounge and dining
room, and a high-quality galley.
Each durability point assigned ac-
commodates two passengers in ex-
cellent quarters or four passengers
in moderate comfort.

The purchase of a passenger suite
automatically includes a supply of
ship stores—ifood, air, and water—for
its occupants that will last a total of
10 weeks. Additional 20-week stores
cost $5,000 and 1 durability point per
passenger suite.

Optionally, for 1 durability point,
rows of seats can be constructed for
up to twenty people. This tight seat-
ing isn't comfortable, but it's handy
for transporting a large number of
people over short distances.

Heroes who sell passage on their
starship should consider hiring an
extra crewman or two to cook, clean,
and look after the passengers—most
people expect first-rate service for
their money.

Sick Bay [PL 6)

This is a comprehensive care and
treatment facility with operating
areas, scanning equipment, a built-
in medical computer and database,
and recovery rooms for up to four pa-
tients. Larger sick bays can accom-
modate an additional four patients
per additional durability point as-
signed. At PL 6, the sick bay provides
a -2 bonus to a Medical Science skill
check. At PL 7, this bonus improves
to -3.

Cargo Systems

These are storage facilities of one
kind or another. Cargo systems can
only be put in cargo compartments.

Cargo Space [PL 6]

Each durability point assigned to
cargo space provides 24 cubic meters
of storage space—an area 2 meters
high, 3 meters wide, and 4 meters
deep. Cargo must be loaded and un-
loaded manually, using a forklift or
similar gear.

Fuel Tank (PL 6)

Ships relying on fusion generators or
grav-fusion cells for power, or fusion
torches or ion engines for thrust,
must carry a large volume of hydro-
gen as fuel. For each of these units
that a ship possesses, it must also
carry one fuel tank. For example, a
ship with three fusion generators (6
durability points) also needs a 3-
point fuel tank.

A fuel tank, using this standard
ratio, contains enough fuel to pro-
vide 10 weeks of continuous opera-
tion for one of these units. Less than
full tanks or additional tanks alter
this duration accordingly.

Hangar [PL 6]

Hangars act as vehicle storage,
launch, and recovery facilities. Each
hangar's capacity varies—for each
durability point assigned to hangar
space, the hangar can carry 1 dura-
bility point worth of space vehicles,
or 2 durability points of standard ve-
hicles such as cars or jets. For ex-
ample, a hangar with a durability of
10 can carry two skycars and a semi
truck, or even a small spacecraft
such as a launch or a fighter.

The hangar bay includes facilities
for engine repair, fueling, and other
common maintenance tasks, With
the advent of energy field technology
at PL 8, a hangar bay can launch and
recover vehicles without opening its
atmosphere to space.

Autocargo [PL 7]

The autocargo unit features stan-
dard cargo space fitted with pow-
ered handling gear and access
hatches for rapid loading and un-
loading. Container systems and ro-ro
(roll on, roll off) carge facilities fall
into this category. The autocargo unit
requires power only during loading
and unloading.
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TaBLE G4<4: SpacesHiP WEAPONS

‘é Weapon Avail Cost Dur Pow Acc Range Type Damage Actions
ﬁ Progress Level 6: Fusion Age

—_— Laser cannon Con 100K 123 En (2] ddas/daw/dd+Pw

,f‘:;'-; IR laser Mil 250K 2/4/6 En [e] d4+is/dd+iw/dB+Iw
e Launch rack Con 50K As load

I==8 Launch tube Mil 100K As load

Missile, ARN
Missile, CHE
Missile, NUK
Missile, SMP
Rail cannon
Turret Com 100K
X-ray laser Mil 350K
Progress Level 7: Gravity Age
Mass cannon Con 300K
Mass converter Res 1M
Matter torpedo Res 600K

Mil
Con
Res

Mil
Res

100K
S0K
S00K
100K
S00K

10/20/30
B16/24
10/20/30
1816/24
a/8na

dBs/Pd4+1s/dd+Bw
d8s/d6+1w/d4+1m
2dbs/2dew/2dEm
db+2s/db6+2w/dB+3w
2d4s/d6+2w/d4+1m
As weapon
d&+1s/d4+2w/ddm

LI (g)
Ll [g)
En [g)
HI [g)
HI [p)

"

\
\
LY

W=hbooOoOOWRNWN
ROoOWOOOQQO==nnN
N0 B0 =-~N&b

3/'6/9 En (&)

»

51015
3/6/9
2/5/10
10/20/30

Ll (p)
En [e]
En [e]

db+2s/dB+1w/d6+3w
db6+3s/d6+3Iw/dB+2m
2d6s/2dbw/dG+3Im

2d4+1s/2daw/d8+1m

Res 200K

192

Missile, MRB
Particle beam
Plasma cannon
Tractor beam

Res
Mil
Con

500K
400K
S00K

En [g)
En ()
En [e]
En [=])

bB/1218
4/816
I/6/9

RWhQWUiEN
W w

Pragress Level 8: Energy Age

Res
Mil

EM torpedo
Kinetic lance
Maser cannon

450K 3
750K @2
Con 400K 4

/615
5/10/20
B12/20

En [g)
HI [e]
En [e)

db+3s/d4+1m/d4+3Im
db+2w/d8+2w/dB6+1m
See description

NWRNONRNW

d6+3s/2dB8s/d4+2w
dd+Tw/2ddw/dd+3Im
d6+2w/d4+1m/d6+2m

hwhn

WEapuns ting power, than a standard laser. Its and a launch rail. The basic system
Sustems invisible beam is more coherent than takes up 3 durability points and
LY a laser cannon's emission, has a holds a magazine of up to ten mis-

All weapons are installed facing in
one of four directions—forward, port,
starboard, or aft. (Since the visual

combat system works on a flat plane,

up and down aren't considered.) In
order to increase a weapon's arc of
fire, it must be installed in a turret.
Otherwise, the weapon is hard-
mounted on the ship facing in the
stated direction,

Since missile systems are guided,
it's not necessary to use a turret or
determine the missile system's arc.

Laser Cannon [PL B)
The most basic weapon system
available, a laser uses power to ex-
cite a fluorescent medium, and then
directs the light created in a power-
ful beam.

IR Laser [PL B)

An improvement of the standard
laser cannon, an infrared laser oper-
ates at low wavelengths and tends
to transfer more heat, with less cut-

longer range, and can deliver more
energy to the target.

Launch Rack [PL 6]

The launch rack is a one-shot stor-
age and firing facility for missiles. [t
is a box or bundle of missile canis-
ters mounted externally on the ship
hull. The rack carries eight missiles.
The weapon's damage, range, and
accuracy are determined by the type
of missiles carried. Consider mis-
siles to attack in the same phase in
which they're fired, with no maneu
vering or guidance required.

Missile racks can't be reloaded
during combat, and there's no way to
change the selection of missiles in a
hurry. Reloading can only be done in
a port, or through extravehicular ac-
tivity. Missiles must be purchased
separately from the launch rack.

Launch Tube [PL 6]
This is a missile storage and firing
system that consists of @ magazine

siles; each additional durability
point assigned costs $50K and adds
a capacity for five more missiles. For
example, a 5-point launch tube sys-
tem can hold up to twenty missiles,
Like the launch rack, the combat
characteristics of the system depend
on the missiles carried. Unlike the
launch rack, the launch tube can be
loaded as desired during combat.
Missiles must be purchased
separately.

Missile, ARN [PL 6)

The antiradiation missile homes in
on enemy radar or jamming trans-
missions. Ignore any penalties
caused by enemy jamming; instead,
antiradiation missiles gain a -2
bonus to attack ships using jammers
or radar

Missile, CHE (PL B)

This conventional, high-explosive
missile features a smart warhead
with directional blast and fragmen-



How to Read the Weapons Table

Weapon:
Rvail:

Cost:
Dur:

Pow:
RAcc:

Range:

Type:

Damage:

Actions:

tation features designed to maximize
its chances of inflicting significant
damage.

Missile, NUK [PL 6]
Nuclear devices are under strict
control in most societies, even in the
far future. The nuclear missile gains
an aecuracy bonus because it
doesn't have to hit dead on; getting

within a dozen kilometers can do the
ioh.

Missile, SMP [PL B)

The submunition pack missile car-
ries a bundle of depleted uranium or
neutronite penetrators that deploy in
a broad area. Due to the extremely
high velocities involved, each pene-
trator strikes with an immense
amount of kinetic energy.

Rail Cannon (PL 6)

The rail cannon is an electromagnet-
ie accelerator that fires projectiles at
high velocities. The cannon typically
releases projectiles in groups in
order to create a shotgun effect on
the target. Compared to other weap-
ons of the era, the rail cannon is
power-hungry and inaccurate, bul it
can be deadly at tlose ranges.

Turret [PL 6)
Mounting a weapon in a turret al-
lows it to fire into three of the four
arcs of fire, instead of just one. Tur-
rets always have a "blind spot” of at
least one arc. The ship designer can
select which arcs each turret faces.
Mounting a weapon in a turret
adds to the weapon's durability and
cost. Since the turret's machinery
and support systems take up space,
it is bulkier than an equivalent hard-
mounted weapon.

X-Ray Laser [PL B6)

This nasty device uses a laser pro-
cess to create and direct a focused
beam of high-energy x-rays. It caus-
es more damage than the standard
laser or IR cannon.

Mass Cannon [PL 7)

A larger and more powerful version
of the hand-held mass weapons, a
mass cannon fires a ripple of intense
gravity waves, striking its target like
a massive physical blow.

Mass Canverter [PL 7]
This unusual device manipulates the
nature of matter at a distance. It
forces the target's atoms to strip each

other of particles, causing an uncon-
trolled corrosive reaction of severe
effect. In addition, the mass convert-
er ignores the ellect of a deflection
inducer.

Matter Torpedo [PL 7]
The matter torpedo is a charged war-
head that creates a massive implo-
sion on impact. A simple accelerator,
included in the system’s cost, is used
to throw the warhead at its target.
Although the torpedo has o relative-
ly short range, its damage potential
is extraordinary.

Missile, MREB (PL 7]
The socially acceptable version of
the nuke is the mass-reaction burst
warhead. The device forces the
abrupt decay of a small amount of
dark matter, resulting in a powerful
blast of light, heat, and short-lived
radiation.

Particle Beam [PL 7]
This device is a linear accelerator
that fires blasts of atomic particles.
Most use protons or neutrons, since
these heavy particles tend to inflict
more damage to the target.

Plasma Cannon [PL 7)
This weapon converts an electro-
chemical mixture into white-hot
plasma and then uses a magnetic
accelerator to throw a jet or blast of
the plasma at the target. The super-
heated plasma mixture explosively
vaporizes when it hits a target.

Tractor Beam ([PL 7)
An application of gravitic technolo-
gy, the tractor beam allows vessels
to manipulate—by attracting or re-
pelling—objects outside their hull.
For every 3 power factors devoled to
the tractor beam, an acceleration of
0.25 Mpp can be applied to a target.
Use of the tractor beam requires a
successful System Operation-weap-
ons skill check. Unless the target's
ability to accelerate is etffectively
countered, the target can escape
from the tractor beam with a Moder-
ate maneuver. No vessel can apply a
tractor beam to a ship with greater
durability than its own.

EM Torpedo [PL 8)

This weapon utilizes a specialized
electromagnetic-pulse warhead
powered by a fusion reaction. It's
useful for incapacitating enemy
ships without destroying them.
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Kinetic Lance [PL B)

A modification of the ablative shield
technology, a kinetic lance creates a
spear of virtual particles that simu-
late solid matter. It can punch or bat-
ter holes through selid neutronite,
since the kinetic lance can imitate
degenerate stellar matter.

Maser Cannon [PL 8)
The maser cannon creates blasts of
electromagnetic energy—light, heat,
and radiation—with a linear anten-
na array. [t combines accuracy, ar-
mor penetration, and hitling power.

The Ship Design
Record Form

A ship has its own vital statistics
that describe how well it moves,
fights, and withstands damage.
These statistics are recorded on the
Ship Design Record Form on page
252. The most important entries on
this form are described below.

» Maneuver rating: This is the
number determined from TabLE G38:
SHP MANEUVERABILITY. It provides a
modifier to all Vehicle Operation
checks during maneuvers.

P Acceleration and Cruising
speed: A spaceship’s acceleration
and cruising speed can be deter-
mined from TABLE G39: SHIP ACCELERA-
TION & CRUISING SPEED.

» Weapons: Write down the name
and the vital stats for any weapon
systems the ship carries, including
the weapon's accuracy, range, dam-
age type, damage amount, and max
actions per round, and any special
notes. Indicate which way each
weapon faces by marking the appro-
priate section of the small crosshair
diagram (forward = top section, aft =
bottom, starboard = right, or port =
left).

» Armor and Defenses: Record the
ship's armor type and the armor's
values against low impact (LI), high
impact (HI), and energy (En) weap-
ons. Write down any defensive sys-
tems the ship carries, including their
power requirements.

» Engines: Record the type and
size of the engines, along with the
number of power lactors converted to
movement points.

» Power plant: Note how many
power factors are generated by the
ship's reactors.

» Sensors: Use this space to re-
cord the ship’s sensor systems, in-

cluding the system's range and pow-
er requirements.

» Communications: Use this
space to record the ship's communi-
cation systems, including the sys-
lem'’s range and power requirements.

» Computer: Record the comput-
er'’s quality and characteristics here.

The Ship Status
Record Form

As well as a place for recording the
basic facts aboul what a ship con-
tains, you need a way to keep track
of who's running the various systems
and how the ship is faring in combat.
The Ship Status Record Form, on
page 253, serves this purpose. It con-
tains two sections:

Command Crew

In the top section of the torm, jot
down the compariment where each
station and system is located, along
with the name of the character who's
operating each station and his or her
relevant skill scores. For example, a
hero manning the ship's weapons
station would note her System Oper-
ation-weapons skill score.

Damage Diagrams
Most of the Ship Status Record Sheet
is taken up by damage diagrams—
enough to describe a ship of as many
as 12 compartments. On the line fol-
lowing a compartment’s number,
write in the function of that compart-
ment (command, crew, cargo, etc.).
The durability rating of a compart-
ment goes into the circle next to the
"M" (since this number also repre-
sents the compartment’s mortal
points). Next to the "S"” and the "W.,”
write in twice the compartment's

mortal rating, representing the com-
partment’s stun and wound points.

Working from right to left on each
line of boxes, blacken the boxes that
won't be needed to keep track of that
compartment’s damage, leaving
open a number of boxes equal to the
the number to the left of the first box.
When a ship is struck by enemy fire,
record damage in these open boxes
to show the current slatus of each
compartment.

Stock Versions of
Common Spaceships
When your hero first purchases or
acquires a starship, it's likely that he
begins with a stock, unmodified
model of that type. These vessels
begin with predesignated systems,
which can then be modified or re-
placed by the hero at some later
date. In some cases, the hero may be
able to buy (or salvage) an exten-
sively customized vessel, bul there
should be a backstory or adventure
associated with the acquisition.

Stock vessels are described in
Chapter 12: Vehicles in the Players
Handbook.

Customizing
Spacecraft

Customizing a ship involves upgrad-
ing, replacing, or adding new sys-
tems to improve its capabilities. For
example, a light freighter rigged for
fighting can easily defeat a stock
light freighter. All the hero needs is
money, lime, and access to a facility
that can do the work he wants done.
Of course, the availability of certain
systems—especially weapon sys-
tems—is something to consider as
well.

Combat at Extreme Velocities




Removing Old

Systems

The first step in customizing a ship is
getting rid of old systems. Any sys-
tem may be removed, but some are
harder to replace than others:

System  Removal Cost Time
Cargo 50% 1 whkidur
Comm 10% 1 wkidur
Computer 10% 4 wkidur
Crew 10% 1 whkidur
Defense 10% 2 whkidur
Drive 50% 8 wk/dur
Engine 50% 6 wkidur
Power 25% 4 wkidur
Sensor 10% 4 wk/dur
Support 25% 2 wk/dur
Weapon 10% 2 wkidur

Removal Cost is what it costs to
slrip a system from a compartment,
expressed as a percentage of the
original cost of the old system. The
cost of installing a new system is in-
cluded in the cost of the new system.

Time is how long it takes to either
remove or install a system of the list-
ed type, expressed in weeks per
durability point of the system. Sys-
tems without a durability cost take 1
week to install. Empty or unused
compartments don't need to be re-
moved before a new system can be
installed. The time requirement as-
sumes that the overhaul is per-
formed in a complete repair facility.

Systems removed from a ship may
be resold at 10% to 80% (d8 x 10) of
their original purchase price, provid-
ed someone is interested in buying
the used equipment. Badly damaged
or wrecked systems may be worth-
less, suitable only for scrap valued
at 2% to 12% (2d6) of original price.

Adding New Systems
To install a new system in a space-
craft, a hero must first find a place
where the system can be purchased
and then find a facility that can in-
stall it. In many cases, these are one
and the same, but sometimes a ship
captain may be able to salvage a
system from a wrecked ship and still
need to find someone to install it.
Remember, the cost of installation
is included in the system's base cost.
If the hero is going to do the installa-
tion work, knock 20% off the cost of
purchase. On the other hand, if the
hero owns an intact system but
needs someone to put it in, use the
removal cost described. above,

Measurements

SPACESHIP
MovVvEMENT

There are four frames of reference for
spacecraft movement—interstellar,
interplanetary, orbital, and combat.

Interstellar
Movement

In a starfaring campaign, a seclor
map shows the region of space in
which spaceships move strategical-
ly. See Chapter 14: Campaign Archi-
tecture for information on how to
build campaigns and design sector
maps for your setting.

Vessels of Progress Level B, the
Fusion Age, are not capable of
taster-than-light travel. This means
that travel times between stars are
measured in years or decades, not
weeks or months. For the purposes of
running a game in such a setting,
you can assume that the heroes
spend their time in cold sleep. Move-
ment from star to star happens be-
tween adventures in this type of
game, since the heroes won't have
many decisions to make while
they're waiting to get to the next star
system.

The Stardrive

The stardrive propulsion system is a
feature of Progress Level 7 technolo-
gy. and is considered the baseline
for interstellar travel in the ALTERNITY
game system. The device allows a
ship to span vast distances during a
5-day submergence in drivespace.
During this period, the vessel exists
in a featureless void, unable to inter-
act with the rest of the universe. Its
destination is fixed upon entrance,
and it can't leave drivespace until
the 5-day period has elapsed.
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A driveship cannot reenter drive-
space immediately after making
starfall; it needs to accumulate a
tachyonic charge that is dissipated
during each submergence. Tachyons
naturally dissipate in drivespace
and therefore can't be stored. Thus, a
long interstellar voyage on board a
driveship consists of a series of 5-
day starfalls through the emptiness
of drivespace, interspersed with a
few days in real space.

The exact recharge time is ran-
dom. [n game terms, you can deter-
mine the exact time of recharge by
one of three means. You can simply
roll d4 and add 1 for a number of
days. Or, for a more precise mea-
surement, roll 7d12+36 for a number
of hours. Finally, you may allow an
engineer to attempt to decrease the
time by analysis of tachyonic density
and plotting of ship movement.
Allow the hero to make a System Op-
eration-engineering skill check. The
result reduces the recharge time: Or-
dinary, 6d12+36 hours, Good, 5d12+36
hours, Amazing 4d12+36 hours. (As a
rank benefit, allow a hero with 4 or
more ranks in engineering to reduce
the roll by an additional d12.)

The nature of the cycle time and
the submergence into drivespace
means that all ships have the same
travel time for jumps of 5 light-years
or less—>5 days. Stardrives powered
by larger mass reactors show their
advantage in the long haul. A small
ship has to make five or ten jumps to
cover 50 light-years, each requiring 5
days plus several days of downtime,
to cover the distance a huge ship can
cover in one submergence.

Ships of Progress Level 8 or higher
may use alternate propulsion sys-
tems even more astounding than the
stardrive. The drivewave described
earlier in this chapter is an example.
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interplanetary
Movement

Interplanetary travel, while expen-
sive and slow, is within the reach of
technologies available in the late
twentieth century. Travel within a
star system may be the limit of the
technology available to herces, or it
may be the medium between a plan-
et's surface and the great gap be-
tween the stars.

A ship moving between planets
isn't just sailing the seas from one
port to another. It's really in another
orbit—around the star. The space
craft of the Fusion Age (PL 6) have
enough power to continuously alter
this orbit, driving along an intercept
course to the intended destination

For game purposes, ships ily
through planetary systems just as
airplanes cross continents, ignoring
the complex astrogation and looping
intercept orbits that are required to
reach another planet. Given this as-
sumption, the best way to deal with
spacecralt moving in interplanetary
space is to consider their cruising
speed in AU per hour.

One astronomical unit is 150 mil-
lion kilometers—the distance from
the Earth to the Sun. Most inner-sys-
tem journeys require spacecratft to
travel anywhere from 1 to 10 AU.

For simplicity, use the cruising
speed determined for a spaceship
when determining how long it takes
to travel within a system. Realisti-
cally, of course, the only limit on a
conventional engine speed, given
lerate, is the

sufficient time to acc
speed of light. During its trip, the
ship accelerates past ils cruising
speed, but halfway through the trip i
must decelerate. A ship's cruising
speed is actually its average speed
for the duration of the trip.

TAaBLE 645: SpacesHIP DPENING RANGE

Preva g
Condition
Hazardous
Crowded
Normal
Clear

PLB
Range
3d6 x 0.1
BdE6 x 0.1
6d6+20 X 0.1
3d6

PL 7+
Range
di&
3d6
B6d6
6d6+20

All measurements are in megameters [Mm].

Progress Level 6 ships average a
cruising speed of 0.1 AU per hour. In
the Fusion Age, acceleration is
tough. Even with viscous-fluid tanks,
drugs, and other countermeasures,
humans can'l tolerate more than
about 30 g.

The use of artificial gravity to
counter the effects of acceleration al-
lows ships of PL 7 to accelerate at as-
tonishing rates. Most PL 7 ships can
change their speed by about 1 mil-
lion kph (or 1 megameter per phase)
with each phase of acceleration.
Such acceleration allows them to
reach much higher speeds in reason-
able time. The faster Gravity Age
ships cruise at about 1 AU per hour
or 0.15¢ (light speed).

Here are some guidelines for de-
termining the travel time between
two points in a system:

Average
PL Speed Roll
5 1/3 months  10d12 months
] /10 hours  d20 days
7 /hour 3d12 hours
8 3'hour 1d12 hours

t
Average Speed is the vessel's ve-
locity in astronomical units in the
given time frame.

TaeLE GA4B: SpacesHiP DeTecTion RANGE

System
CE passive array
EM detector
IR detector
Mass detector
HELETH
air/space
multiband
multiphase

Skill Check [(0/G/A)

50 Mm/100 Mm/150 Mm
30 Mm/60 Mm/90 Mm
2 Mm/4 Mm/6 Mm

10 Mm/S0 Mm/100 Mm

10 Mm/20 Mm/40 Mm
320 Mm/60 Mm/90 Mm
40 Mm/80 Mm/120 Mm

Roll indicates the travel time be-
tween any two points in a system, if
you have no idea or inclination to
figure out just where a particular
planet is in relation to another.

Planetary Alignment
Any two bodies in a solar system can
be described as being in conjunec-
tion, in opposition, or somewhere in
between. Planets in conjunction are
aligned on one side of their star, or
close to it. Planets in opposition are
on opposite gides of the star.

To figure out the distance between
two planets in conjunction, find the
difference in their orbital radii: to
figure out the distance between
planets in opposition, take the sum;
and for anything else, take 80% or
90% of the sum.

® Example: A group of heroes are
on Venus, which orbits at 0.7 AU, and
they want to go to Jupiter, which or-
bits at 5 AU. If the planets are in con-
junction, or generally on the same
side of the Sun, the trip should be
about 4.3 AU if they're in opposition,
the trip should be roughly 5.7 AU;
and in any other alignment, assume
the trip is 80% to 90% of 5.7, or about
5 AU.

TABLE G47:
SPAceE DETECTION
MODIFIERS

Obscurity Maodifier
Critical +3
none

Marginal
Ordinary -1

Good
Amazing

-2
-3




If you need to know where one
planet is in relation to another, just
roll randomly to see if it is in con-
junction, opposition, or somewhere
in between. The next time the heroes
need to go to that particular world
again, simply reroll.

Drbital
Movement

The transition between system travel
and planetary travel is orbital, or
near-space, movement. A shipina
stable orbit doesn't have to expend
any energy to remain there; it contin-
ues to fall around the planet forever.
Climbing to Earth orbit from the at-
mosphere requires a spacecratt to
accelerate to a speed of roughly 24
kilometers per phase (24,000 kph)
and an altitude of 200 km. Lower or-
bits are possible, but below 100 km
the increasing resistance of the at-
mosphere guarantees that the orbit
is short-lived.

An orbit can circle a planet in any
direction; many satellites use a polar
orbit, which means that over time the
entire planet will rotate underneath
their flight path. Another interesting
orbit is the geosynchronous orbit, in
which the ship or satellite matches
the planet's rotation speed; the ship
hovers over one spot on the planet’s
surface. The radius of a geosynchro-
nous orbit is based on the planet's
mass and rate of rotation; for Earth,
it's close to 35,800 kilometers. The or-
bital altitude would be a lot lower
around a world with a faster rota-
tion.

Orbital maneuvers are a routine
matter in advanced spacefaring set-
tings. Any spaceship capable of in-
terplanetary travel can assume the
orbit of its choice when it arrives at a
new world and maneuver to any new
orbit in a matter of minutes. Assume
that a minor adjustment to an orbit
requires 5d6 minutes for PL 6 ships,
or d6 minutes for PL 7 spacecraft.
Major adjustments take twice as
long. If the vessel is attempting to
assume a very specific or difficult
orbit, a Vehicle Operation or Naviga-
tion skill check may be appropriate
for the hero attempting the action.

Leaving Earth orbit requires an
acceleration up to about 34 kilome-
ters per phase (34,000 kph). This is
known as escape velocity. Once a
ship leaves orbit, it's in interplane-
tary space.

Combat
Movement

A ship moving at a very high speed
is almost impossible to bring to a
fight. However, the primary concern
is how fast the ships can accelerate
and move relative to one another. In
PL 6. ships travel at relative speeds
of about 1 to 5 megameters per phase
(100,000 to 500,000 kph).

At PL 7, ships can light and ma
neuver effectively at speeds of 1 to 10
megameters per phase (1 to 10 mil-
lion kilometers per hour).

SPACESHIP
ComMvBAT

To resolve combat between space-
craft, use the vehicle combat system
described in the preceding chapter,
with a few exceptions. The most sig-
nificant of these is how a spacecraft
takes damage; a spaceship isn't a
vehicle with one set of stun, wound,
and mortal ratings, but a collection
of separate compartments and sys-
tems, each with its own ability to
withstand punishment. There are a
few other details to handle the
unique setling of space as a battle-
field, which are discussed below.

Setting up
the Fight

First, you'll need to make the same
decision you've already thought
about for vehicle combat. Do you
want to run this scene in narrative
style? Then you'll use the rules for
opening range, speeds, and inten-
tions for each vehicle. If you intend
to depict this as a visual scene,
you'll need to use a hex map and
you'll need to set a scale.

Cometary approach

Opening Range

As in vehicle combat, the opening
range of the fight depends on the
prevailing conditions. You can set
the range to accommodate the needs
of the story or the situation that start-
ed the combat, or determine the
range randomly. TABLE G45: SPACESHIP
OreNING RANGE is divided intoa PL B
column for low-tech, near-space com-
bat, and a PL 7+ column for high-
tech, open-space combat.

Hazardous conditions include en-
tering or leaving a crowded space
station or starport; crowded condi-
tions include ships meeting in low
orbit, a ring system, or an asteroid
field; normal conditions reler to high
orbit or the inner parl of a solar sys-
tem; clear conditions include inler-
planetary space in the outer portions
of a star system, or interstellar space.
All measurements are in megameters
(Mm). See the "Measurements” side-
bar on page 155.

Detection, Evasion,
and Pursuit

In general, detection ranges are
much greater than the opening
ranges listed above, See TABLE G46:
SpacesHir DETECTION RANGE. Even the
best long-range weapons can't equal
the range at which sensors allow

TaBLE G48: SPAcesHIP DPENING SPEEDS

PL B
Speed

Prevailing
Condition
Hazardous
Crowded
Normal
Clear

d4 x 0.1 Mpp
da+2 X 0.1 Mpp
d6+4 X 0.1 Mpp
2d6+2 X 0.1 Mpp

PL 7+

Speed

db6 X 0.1 Mpp
2d6 x 0.1 Mpp
dB X 1 Mpp
2d6 X 1 Mpp
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one ship to detect another. One ship
or the other might decide to evade
the battle by turning away as soon
as a threat is detected.

Detection may be modified by the
“visibility” of the sensor involved—
radar is less effective in crowded
conditions or near asteroids, IR and
EM detectors may suffer near stars or
civilized planets, and so on. At your
discretion, apply medifiers from
TasLe G47: Space DETECTION MODIFIERS
to the operator's skill check.

A Failure resull indicates that the
sensor operator didn't detect the ap-
proaching threat until the enemy
was actually in combat range; see
TarLe G45: SpACESHIP OPENING RANGE.
On a Critical Failure, the sensor op-
erator didn't detect the enemy at all,
and the enemy may be able to
achieve surprise. See "Surprise,”
below.

If a vehicle spots an opponent be-
fore it gets within combat range, it
may to choose to flee and avoid com-
bat. Compare the speed and acceler-
ation of the vehicles. If the {leeing
vehicle is faster, it will get away. If
the pursuing vehicle is faster, it will
eventually catch up and force a com-
bat scene. You may allow special
conditions or the use of special tac-
tics to evade the attack.

Beginning
Intentions

When setting up a space combat, the
first thing you need to know is the
opening speed for the spacecraft in-
volved. You may already know this
because of the situation that caused
the combat, but if you don't, here are
some guidelines o help you set it up.

The opening speeds of the space-
cratt involved depend on the prevail-
ing condition and how advanced the
ships are. See TaBLE G48: SPACESHIP
OPENING SPEEDS.

Remember that Mpp stands for
megameters per phase. One Mpp is
equal to | million kilometers per
hour (kph), or 0.001c. That's slow for
most space vehicles of PL 7; cruising
speed is closer to 0.4 or 0.5¢. Of
course, it's unrealistic for anything
moving that fast to be engaged in
combat.

It's worth noting that ships close to
planets or in the process of docking
or leaving dock travel even slower.
These ships may be going no faster
than 1 or 2 kilometers per phase on

the approach, down to 50 or 100 me-
ters per phase for the final approach
and less than a walking pace for the
actual touchdown or connection.

Next, take a look at the circum-
stances that led to the scene and de-
cide what direction each spaceship
is heading. If one spaceship pursued
the other, then the fleeing spaceship
begins with an intent to open or
break, while the pursuer begins with
an intent to close. If the vessels were
paralleling each other, both might
begin with the intenlt lo hold. Natu-
rally, intentions may change in the
first phase of maneuvering.

In the visual style, think of it this
way: An intent to close means that
the vehicle is heading toward its op-
ponent, an intent to open or break
means that it's heading away from
its opponent, and an intent to hold
means that it's heading off to one
side or matching speeds.

Surprise

The rules and considerations dis-
cussed for surprise in vehicular com-
bat apply to spaceship combat. As in
the case of land and air vehicles, the
surprised spaceship doesn't stand
still during the surprise phase: it
spends the surprise phase moving
forward at its present speed.

Tactics-space tactics is the appro-
priate skill for setting up a space-
ship ambush. The success of the
ambush leader's Tactics check in-
flicts a +1, +2, or +3 penalty to the
victim's System Operation-sensors
check to avoid surprise. Of course, a
spaceship that has already detected
a would-be ambusher {see "Detec-
tion,” above) can't be surprised.

In addition, the prevailing condi-
tion may provide a penalty or bonus.
Hazardous conditions provide a +2
penalty to the victim's System Oper-
ation-sensors check. Crowded condi-
tions add a +1 penalty. Normal
conditions apply no modifier, and
clear conditions provide the victim
with a -2 bonus.

Scale

1f you wish to use the visual scene
presentation, you need to set a scale.

In each phase, a spacecraft moves
a number of megameters (Mm) equal
to its megameters per phase (Mpp).
To keep this scale usable for a stan-
dard hex sheet, you should probably
use a scale of 0.1 Mm per hex for

battles between low-tech (PL 6)
spacecraft and high-tech spacecraft
in hazardous or crowded conditions,
and 1 Mm per hex for advanced (PL
7+) spacecraft in open space.

The Action
Round

Spacecraft combat uses the same
modifications to the action round de-
scribed under “Vehicle Combat" in
the previous chapter. Pilots and
helmsmen may attempt Routine ma-
neuvers during each phase, but Mod-
erate and Extreme maneuvers
require an action.

1t a spaceship’s engines aren’t
supplied with any power or have be-
come damaged and nonfunctional, it
can't attempt maneuvers or accelera-
tion of any kind. It continues to move
at its present velocity until the en-
gines become functional or the ship
hits something.

Narrative
Combat

Spaceship combat works just as de-
scribed in "Vehicle Combat" in
Chapter 10: Vehicles with a few ex-
ceptions. Routine maneuvers are al-
lowed every phase. To change
intentions requires a Moderate or Ex-
treme maneuver. Acceleration is al-
lowed as part of any maneuver.

In the early years of PL 6, space
combat is largely impossible, since
tactical acceleration and turning are
technologically infeasible. By the
end of PL 6, spacecrait can attempt
Routine and Moderate maneuvers,
but can't attempt Extreme maneu-
vers, Since these ships are driven by
reaction drives, they have nothing to
push against in their maneuvers.
They fly like rockets, not airplanes.

Spaceships of PL 7 and higher
have engine systems that dig into
the gravitational fields around them,
allowing them to perform hard
banks, loops, and other such
maneuvears.

Visual Combat

Spaceships use a standard hex map
for visual combat, just as vehicles
do. Instead of using intentions, each
grade of maneuver (Routine, Moder-
ate, and Extreme) allows certain ma-
neuvers to be performed. Most of
these maneuvers and their diagrams



are listed in the "Vehicle Maneuvers
Visualized" sidebar on page 136 in
the previous chapter.

One maneuver is unique to space-
ships: spin ship. As a Routine ma-
neuver, spin ship imposes no penalty
on the pilot or helmsman.

» Spin ship: The spacecraft can
spin to face any direction desired
while keeping its present course and
speed, but it must spin back to match
its original facing before it can at-
tempt any other combat maneuvers.

Ships of PL 6 are limited to the fol-
lowing maneuvers: spin ship and
turn (Routine maneuvers); tight turn
and regain control (Moderate ma-
neuvers, +1 penalty). In order to slow
down, the pilot must perform the
spin ship maneuver so the vessel is
flying backward and accelerate in
the opposite direction to decrease ils
velocity. Multiple phases of accelera-
tion may be necessary before a vehi-
cle changes the number of hexes it
travels in a phase.

Ships of PL 7 and later have a
wider choice of maneuvers: bank,
roll, spin ship, and turn (Routine ma-
neuvers); half-loop, long rell, regain
control, and tight turn (Moderate ma-
neuvers, +1 penalty); hard bank and
loop and turn (Extreme maneuvers,
+3 penalty). Ships using the spin
ship maneuver can't attempt any
other maneuvers while they're fac-
ing away from their line of flight. A
spaceship can fly sideways or back-
ward if its pilot wants te, but it must
square its nose with its course before
the pilot can resume normal maneu-
vering. This maneuver might be use-
ful in bringing weapons to bear on
enemies who would otherwise be
outside their arc of fire.

Spaceship Maneuver
Maodifiers

TAaBLE 49: Losing CoNTROL OF A SPACESHIP

Skill Check Result

Critical Failure
Failure
Ordinary
Good
Amazing

To determine who moves when in
each phase, you'll need to determine
who has the advantage. Each round,
the pilol with the best action check
result has the advantage. In the
event of a tie, the pilot with the supe-
rior action check score has the
advantage.

In each phase, the pilot with the
advantage can choose to move his
spaceship tirst or to allow his oppo-
nent to move lirst instead. Moving
first might allow a spaceship to get
into a good position to shoot before
the enemy responds, or to get out of
the enemy's sights before he can
take his move. Moving second offers
a pilot the chance to see where the
enemy is going before committing to
any movement,

A pilot keeps the advantage until
he fails a maneuver check. When
this happens, the advantage auto-
matically shifts to the opponent. The
advantage might shift back and forth
several limes in the course of a
single round.

Pilot Skills

Whether the spaceship is a small
space fighter or a formidable cor-
vette, Vehicle Operation-space
vehicle is the skill used by the pilot
or helmsman. During each phase of
combat, the pilot selects the maneu-
vers that guide the spacecratft, thus
moving for a better position to shoot
and not get shot.

Copilot Skills

The copilot or junior helmsman has
the ability to take over for the pilot at
any time. Piloting from the copilot's
station imposes a +1 penalty. How-
ever, if the copilot takes an action to
assist the pilot's maneuvering, a
modifier may be applied to the pilot's
next skill check. The result of the
copilot's Vehicle Operation-space
vehicle check determines the modifi-
er: Critical Failure, +1 penalty; Fail-

Dutcome
Major spin
Spin
Yaw
Under control
Under control

ure, no modifier; Ordinary, -1 bonus;
Good, -2 bonus; Amazing, -3 bonus.

Failing a Vehicle
Operation Check

A pilot or helmsman who fails a Ve-
hicle Operation skill check may or
may not complete his maneuver as
intended. He must immediately at-
tempt a second Vehicle Operation
skill check (applying any appropri-
ate bonus or penalty) and consult
TaBLE G49: LosING CONTROL OF A SPACE-
SHIP. The possible outcomes are de-
scribed below. In addition to what's
discussed here, the Gamemaster
may decide that when a spaceship
goes out of control, it suffers some
sort of mechanical breakdown that
could prevent it from functioning
properly or even render it useless
until repairs are made.

Major spin: The spacecraft goes
into a spin as noted below, and the
pilot suffers a +4 penalty on all at-
tempts to regain contrel. All charac-
ters in the vessel suffer a +2 penalty
to any actions they attempt. [f the
ship is near a large object suchas a
station, astercid, or planet, the
Gamemaster can decide that a crash
may occur.

Spin: The spaceship goes wildly
out of control. The spin continues
until the helmsman is able to make a
successtul Vehicle Operation-space
vehicle skill check. Roll d8 to deter-
mine the direction the spaceship
ends up facing when the spin ends:

1 = forward; 2 = forward/ right; 3 =
right; 4 = backward/right; 5 = back-
ward; 6 = backward/left; 7 = left; B =
forward/left. The pilot can't do any-
thing else until he manages to regain
control of the spacecraft (by making a
successful Vehicle Operation check),
and all characters in the vessel—in-
cluding the pilol—suffer o +2 penalty
to any actions they attempt.

If the operator of a spaceship
that's already in a spin fails another
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Spaceship Attack
Modifiers

Vehicle Operation skill check and
then gets any outcome on TABLE G49:
Losing CONTROL OF & SPACESHIP other
than "Under control,” the vehicle en-
ters a major spin (see above).

Yaw: The vehicle slides at an
angle to the right or left while contin-
uing to maintain forward momen-
tum, Roll d6 to determine which side
the vehicle slides toward: 1-3 = right,
4-6 = left.

The yaw continues until the pilot's
next available action, at which time
he can end the yaw immediately by
using that action (no skill check is re-
quired) to bring his vessel under con-
trol. Alternatively, he can attempt a
Vehicle Operation-space vehicle
check with a +1 penalty (in addition
to other penalties that may apply). If
this check succeeds, he ends the yaw
and is able to perform a Routine ma-
neuver in the same phase, If this
check fails, the spaceship enters a
spin.

Under control: The helmsman ei-
ther experiences no trouble and con-
tinues on his way, or manages to get
an out-of-contrel vessel back on
track.

Attack and
Defense

Using a spaceship system to attack
or to defend against an attack re-
quires an action on the part of some
character in the spaceship. A weap-
ons officer can operate the weapons
any time he can perform an action
during the round. The pilot can do so
too, but operating a weapon system
and performing a maneuver in the
same phase adds difficulty to the
maneuver check.

One extremely useful tactic in
spaceship combat involves holding
your action. If the weapons officer
doesn't have a good shot in the
Amazing phase, he can always wait
until the Good, Ordinary, or Margin-
al phase to see if a better shot devel-
ops. Sometimes a spaceship might
be in a great position early in the
round—but if no one on board has an
action available, no shot takes place.
Such is the stress and uncertainty of
combat.

Attack Skills

The rules for attacking with a space-
ship weapon system are much like
those for attacking with a personal
weapon. The target may have a re-
sistance modilier, reflecting how
hard it is to hit; it may be at short,
medium, or long range; it may have
some kind of cover. The skill used by
the attacking character is System
Operation-weapons. These powered
weapons systems are typically in-
tended for control by someone other
than the helmsman. For example, the
weapons officer controls the weap-
ons while the sensors officer oper-
ates radar and delectors,

Defense Skills

Spaceship defenses operate differ-
ently from the simple defense mech-
anisms of personnel and vehicles
such as armor. Armor and ablative
shields are passive defenses. No
skill check is required to operate
passive systems under normal cir-
cumstances.

Active defense systems, on the
other hand, require direct guidance
from an operator. Chaff, point-de-
fense guns, deflection inducers, and
displacers are active defenses. Gen-
erally, the operator of a defense sys-
tem holds his action until an attack
is declared against his ship, where-

Boarding

upon the operator makes a skill
check to determine his success. The
effects of the check are given in each
individual defense system descrip-
tion earlier in this chapter.

The skill used by the defending
character is System Operation—de-
fenses. These powered defense sys-
tems are typically intended for
control by someone other than the
helmsman. For example, the defens-
es officer controls the defenses while
the sensors officer operates radar
and detectors.

Sensor Skills

Sensors perform critical roles in any
space combat. The first part of any
engagement is detection of the
enemy (see "Detection Evasion, and
Pursuit,” above). In addition to locat-
ing the enemy, the sensors officer
acts as an important member of the
combat team. The primary function
of the sensors officer in combat is to
analyze the enemy ship with a suc-
cessful System Operation-sensors
skill check, identifying the function
of each of the enemy ship's
compartments.

There are two ways in which sen-
sors can assist an attack. By spend-
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When a ship is hit, roll d20 and refer to the column for
number of compartments. The number in that column is
the number of the compartment that was hit.

ing an action, the sensors operalor
can improve the odds of a successful
hit. The sensors operator's skill check
may provide a modifier to the weap-
ons operator in the next available
phase. Critical Failure, +2 penalty;
Failure, no modifier; Ordinary -1
bonus; Good, -2 bonus; Amazing,

-3 bonus.

Second, the sensors operator can
spend an action attempting to target
a specific compartment of an enemy
vessel. To do this, the sensors opera-
tor must have an action in the same
phase in which a successful shot is
fired. If the weapons officer gener-
ates a hit, the sensors operator then
rolls a System Operation-sensors
check. The result allows the sensor
operator to adjust the random hit de-
termination of compartments (see
"Damage,” below): Critical Failure,
weapon shot misses target complete
ly; Failure, no modifier; Ordinary, ad-
just d20 compartment roll by +1;
Good, adjust roll by +2; Amazing,
adjust roll by +3.

¢ Example: Immediately follow-
ing a successful skill check by the
weapons officer, Kalin Starborne

uses his sensors skill to target the
laser. Kalin gets a Good success, and
then a 5 is rolled to determine which
compartment of the enemy ship is
hit. Kalin's player can look at TABLE
G50: ComparTMENT HiT LOCATiON and
change the d20 result to any number
from3to?.

Sensors operators can also spend
an action to assist the defenses oper-
ator in protecting the ship, providing
a modifier for the rest of the current
round and all of the next round. Skill
check results: Critical Failure, +2
penalty; Failure, no medifier; Ordi-
nary -1 bonus; Good, -2 bonus;
Amazing, -3 bonus.

Onboard sensor systems rely on
the System Operation-sensors skill.
Usually, a sensors officer operates
this equipment.

Communication
Skills

The primary function of the commu-
nications officer is sending and re-
ceiving messages. During combat,
the comm officer can send messages

to ships or other distant locations,
and code them if desired. The result
of a System Operation-communica-
tions skill check may provide a modi-
fier to decoding attempts made by
others: Critical Failure, -2 bonus;
Failure, no modifier; Ordinary, +1
penalty; Good, +2 penalty; Amazing,
+3 penalty.

In a ship equipped with a jammer,
a defense system, a comm officer can
spend an aclion jamming enemy
transmissions. The result of her skill
check applies to the opponent's com-
munications skill checks in the next
round.

In addition, the comm officer can
spend an action using a jammer to
apply the above modifiers to the sen-
sors checks of an enemy vessel in the
the next round.

Command Skills

The commanding officer aboard a
vessel can use Tactics—space tactics
to apply penalties to the enemy and
Leadership—command te apply
bonuses to officers under his charge.
See the skill descriptions in Chapter
4: Skills in the Player’s Handbook.

Also, the commander can spend
an action analyzing enemy move-
ment and providing warning. The re-
sult of a Tactics-space tactics skill
check may provide a modifier to the
next action checks made by the rest
of the ship's crew: Critical Failure, +2
penalty for all other crew members;
Failure, no modifier; Ordinary -1
bonus for one other crew member;
Good, -1 bonus for all other crew
members; Amazing, -2 bonus for all
other crew members.

Damage

All spaceships have Amazing tough
ness. The damage trom weapons of
Good toughness—which includes
most heavy and vehicular weap-
automatically degrades; mortal
damage becomes wound damage,
wound damage becomes stun dam-
age, and stun damage is ignored.
The damage done by weapons of Or-
dinary {irepower—which includes
most personal weapons—degrades
twice; mortal damage becomes stun
damage, and wound and stun dam-
age are ignored. For example, a hero
who fires a 9mm pistol at a ship
must score an Amazing hit (which in-
flicts mortal damage but is degraded
to stun damage) in order to atfect the

ons
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ship. Any armor the spaceship has
may reduce or negate that damage.
For purposes of assessing dam-
age, spaceships share many charac-
teristics with characters and
vehicles. Spaceship compartments
have stun, wound, and mortal rat-
ings; wound or mortal damage in-
flicted by enemy weapons also
causes secondary damage; and a
spaceship’s armor may stop some or
all of the primary damage of a hit.
Whenever a ship is struck by
weapons fire, a random compart-
ment is damaged. Successful use of
sensor systems may modify this roll
(see "Sensor Skills,” above). Refer to

TasLE GS0: CompaRTMENT HiT LOCATION.

The reason that hit locations are
set up in an asymmetrical fashion is
to reflect the fact that some compart-
ments of the ship are hidden deep in
its structure, making them harder to
hit than other compartments. Most
ship designers place the least vital
systems in the ship's outermost com-
partments, expecting a captain
would rather lose a cargo hold to
enemy fire than his power plant or
command deck.

Compartment
Damage

A compartment's mortal rating is the
same as its number of durability
points, and its stun and wound rat-
ings are twice that number.

Stun Damage

When a compartment takes stun
damage equal to more than half of
its stun rating, the use of any system
housed in that compartment suffers
a +1 penalty. When a compartment
loses all of its stun points, additional
stun damage converts to wound
damage at the rate of 1 wound for
every 2 points of stun damage.

In addition to the +1 penalty, a
compartment that loses more than
half of its stun points may sufler a
system failure. A durability check
must be made for the compartment.
The ship's skill score for this check is
equal to its original stun rating
(twice its durability).

If the compartment fails its dura-
bility check, one system in the com-
partment (roll randomly to determine
which) ceases to function. Onsite re-
pairs using Technical Science—jury-
rig or remote repairs using System
Operation-engineering may allow
the system to be temporarily restored
for @ number of rounds, as described
under the Technical Science-juryrig
skill description in Chapter 4: Skills
in the Player’s Handbook. Eventually,
permanent repairs will be necessary.

Wound Damage
For every 2 points of wound damage
suffered, a compartment also suffers
1 point of secondary stun damage.
Secondary damage is calculated be-
fore armor absorbs primary damage.
Armor has no effect on secondary
damage.

When a compartment takes
wound damage equal to more than
half of its wound raling, the use of

any system housed in that compart-
ment suffers a +1 penalty. When a
compartment loses all of its wound
points, additional wound damage
converts to mortal damage at the
rate of 1 mortal for every 2 points of
wound damage.

In addition to the +1 penalty, a
compartment that loses more than
half of its wound points may suffer a
system failure. A durability check
must be made for the compartment.
The ship's skill score for this check is
equal to its original wound rating
(twice its durability).

If the compartment fails its dura-
bility check, one system in the com-
partment (roll randomly to determine
which) ceases to function. Onsite re-
pairs using Technical Science—jury-
rig or remote repairs using System
Operation-engineering may allow
the system to be temporarily restored
for a number of rounds, as described
under the Technical Science-juryrig
skill description in Chapter 4: Skills
in the Player’s Handbook. Eventually,
permanent repairs will be necessary.

Mortal Damage

For every 2 points of mortal damage
suffered, a compartment also suffers
1 point of secondary stun damage
and | point of secondary wound
damage. Secondary damage is cal-
culated before armor absorbs prima-
ry damage. Armor has no effect on
secondary damage.

Each point of mortal damage in-
flicted on a compartment imposes a
+1 penalty to any systems contained
within the compartment. All penal-
ties caused by stun, wound, and mor-
tal damage are cumulative.

Each time a compartment sutfers
mortal damage, a durability check
must be made for the compartment.
The ship’s skill score for this check is
equal to its original wound point
total (twice its durability). Apply a +1
penalty for every point of mortal
damage that the compartment has
sultered, as well as penalties for ex-
cessive stun and wound damage.

If the compartment fails its dura-
bility check, all systems within the
compartment cease functioning until
repairs are made. Technical Sci-
ence-juryrig may allow for the com-
partment to be temporarily restored
for @ number of rounds, as described
under the skill description in Chap-
ter 4: Skills in the Player’s Handbook.

If the compartment {ails its dura-
bility check with a Critical Failure,



it's destroyed, and d4 other compart-
ments sustain 2d4w each due to de-
compression, power fluctuations,
and fire. Armor offers no protection
against internal damage.

When a compartment is complete-
ly wrecked (all mortal points gone), it
ceases to exist on the ship record
form, and all damage that strikes
that location automatically is ap-
plied to the next lower-numbered
compartment. If necessary, wrap
around to the highest-numbered
compartment if the lowest is
destroyed,

# Example: Compartment 2 of a
trader-class vessel is destroyed by
enemy fire. The next hit on that com-
partment is automatically applied to
compartment 1. If compartment 1 is
destroyed, the next hit on that com-
partment is applied to compartment
6, the ship’s highest-numbered
compartment.

Damage to

Passengers and Crew
When a compartment suffers dam-
age, individuals inside may suffer
damage. First, armor is accounted
for emd the primary damage suifered
by the compartment is calculated.
Any individual inside then suffers
the sume damage, reduced one
grade. If the individual is wearing
armor, il may be taken into account.
Damage suffered by passengers and
crew is low impact (LI).

¢ Example: Wallace is working
within a compartment when it is hit
for 8 points of wound damage. The
compartment’s armor absorbs 5
wounds, leaving it with 3 points of
wound damage. Wallace, who is
wearing no armor, takes 3 poinls of
stun damage.

Characters in compartments that
are completely destroyed (all mortal
points gone) may sulfer the effects of
decompression, See "Environments”

in Chapter 3: Gamemasters in Action.

Engineering
Skills

The most basic function of the engi-
neering officer in combat is the prop-
er direction of power resources. With
an action, the engineering officer
can freely allocate the ship's power
factors to its various systems: en-
gines, weapons, defenses, and
SEnsors.

The secondary lunction of the en-

gineer is to direct and assist in the
completion of repairs. The engineer
can spend an action to attempt re-
pairs of a minor nature in any com-
partment while remaining at his
station (which may be in either a
command or engineering compart-
ment). A remote repair can reduce
stun damage caused directly by
enemy damage or by the secondary
eftecls of heavier wound or mortal
damage. A remote repair can also re-
activate a system rendered inopera-
tive due to excessive stun damage.

The engineer's System Opera-
tion-engineering skill check result
determines the amount of stun dam-
age repaired: Crilical Failure, com-
partment suffers d4 points of stun
damage; Failure, no stun points re-
paired; Ordinary, | stun point re-
paired; Good, 2 stun points repaired;
Amazing, 3 stun points repaired.

‘When using a remote repair to
temporarily fix an inoperative sys-
tem, use the rules in the Technical
Science—juryrig skill description; the
system can be temporarily restored.
Once such an attempt is made, the
engineering officer can't attempt an-
other remote repair in the target
compartment until it sutfers addi-
tional damage.

Finally, the engineering officer
can spend an action to assist o dam-
age control officer in any compart-
ment. The result of a System
Operation-engineering skill check
may provide a modifier 1o the dam-
age control officer's next repair at-
tempt: Critical Failure, +2 penalty;
Failure, no modilier; Ordinary -1
bonus; Good, -2 bonus; Amazing, -3
bonus.

Damage Control
Skills

The damage control officer must
rush to a damaged compartment to
atfect repairs. It's necessary to work
in the damaged compartment to re-
pair wound or mortal damage, and to
attempt the restoration of a system
that ceased operating due to a failed
durability check or a compartment
that ceased operating due to mortal
damage.

Immediate repairs, such as those
made during combat, require the use
of Technical Science—juryrig. Skill
check result: Critical Failure, the
system or compartment becomes un-
usable until full repairs are made;

Failure, the juryrig attempt doesn't
work but can be tried again later; Or-
dinary, the system or compartment
becomes operational for d6+1
rounds; Good, becomes operational
for 2d4+1 rounds; Amazing, becomes
operational for 3d4+1 rounds.

Unfortunately, juryrigging has the
side effect of causing trouble during
tull repairs. During the complex skill
check for a full repair, additional
successes are required depending
on the success rolled during jury-
rigging. An Ordinary juryrigging re-
sult requires 3 additional successes;
a Good result requires 2 additional
successes; and an Amazing result re-
quires only 1 additional success.

Full repairs require the use of the
Technical Science-repair skill and a
complex skill check. The complexity
of the skill check is determined by
the amount of damage sustained. A
damage control officer can only re-
pair one compartment at a time.

Repairing stun damage is a task
of Ordinary complexity, requiring a
total of 3 successes. Repair attempts
to build up these successes can be
made once per round of work. Once
the complex skill check is complete,
all stun damage to the compartment
is removed.

Repairing wound damage is a
task of Good complexity, requiring a
total of 4 successes. If the compart-
ment has suffered damage equal to
or less than half of its wound rating,
repair attempts to build up these
successes can be made once per
minute of work. If the compartment
has lost more than hall of its wound
points, repair attempts to build up
these successes can be made once
per hour of work. Once the complex
skill check is complete, all wound
damage to the compartment is
removed.

Repairing mortal damage is a
task of Amazing complexity, requir-
ing 8 successes plus | additional
success for every point of mortal
damage. Attempts to repair mortal
damage can be made once per day
of work. Once the complex skill
check is complete, all mortal dam-
age to the compartment is removed.

When all of a compartment's dam-
age has been fully repaired, its sys-
tems are fully repaired also.

Compartments that have lost all
of their mortal boxes can’t be re-
paired; the compartment and all of
its systems must be replaced. See
“Adding New Systems” on page 155.
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ARTIFACT
ACQUISITION
tifacts appear through one of two
diHerent ways. Either a hero begins
play with an anlifact by selecting the
Alien Artifact perk or fiaw, or the he-

roes uncover an alien artifuct during
their adventures.

Perks and Flaws
When aplayer selects Alien Artifact
‘as.a perk or {law, you need to do a bit
‘of work to prepare the character for
ut campaign. First, you'll have to
design the artifact in question. Asa
perk, the device provides more bene-
flits than penaliies; as & flaw, the de-
vice ismore frouble than it’s worth.
Second, you'll have to think about
how the character aequired the de-
vice, what technology or civilization
it represents; and who knows about
the hero's special device, Getting the
player involved in the process—even
it you keep « few secrets and surpris-
es to yoursalt—is o good idea. Alien
artifaets demand incorporation in
the stories you create. At the same
time, the presence of a mysterious
item of legend opens up o number of
adventure possibilities.
. Since the artifact'is tied to the
_hero during the creation process, it
.~ should be difficult for the hero and
the hero's special possession fo be-
| come sepatated on o permanent
. basis. It's unfair to the player to lose
- an arlifact in the first adventure after
. allocating precious skill points to it
during character creation. Nor is it
_ {air if arhero gets the bonus skill
‘points from an Alien Artifact flaw

and acquires a device that can easi-
iy be sold or thrown away.

At your discretion, a hero might
“cash in” his alien artifact at some
point. The hero could buy off the
flaw; severing the connection to the
device. It also might fit the story for
the hero to turn in ¢ perk for an equal
number of skill points—maybe the
hero'submits his invention to the re-
search institute for study.

Artifacts in
the Story

Heroes may run across unusual de-
vices or situations laler in their ca-
regrs. When yvou place an alien
artifact in an adventure, you decide
what role it will play—baneful or
beneficial, asset or liability.

You should feel more free to exer-
cise your whims with artifacts that
you give to herces during play. Since
the herces didn't pay anything to ob-
tain their new toy, it's okay if it be-
comes lost, destroyed, or stolen in
the course of the campaign.

It's important that alien artifacts
remain obscure, unique, and won-
drous, In a sense, the artifact defines
the character who owns it, becoming
a part of the concept and image of
the hero. When an artifact is encoun-
tered during a story, it shouldn't be
an event of passing significance. It
should represent a major plot devel-
opment with momentous implica-
tions for the campaign. The artifact
rules presented here aren't intended
to give your heroes even more as-
tounding powers of mind and body;
they're here to help you build a fea-
ture fo-'add to your adventures.

ARTIFACT
DEsIGN

The process of creating an alien arti

fact consists of four steps:

1. Form

2. Purpose

3. Powers

4. Drawbacks

This should be a creative proc
let your imagination run wild.
design considerations discu
below are guidelines. As alw
you should feel free to modify and

adapt the rules to your campdalgn as

you see fit.

Form

It's up to you to decide whether to
first select the arti s
appearance, or whether y
decide its general purpose before

shape and

anything else. Does form follow tunc-

tion, or vice versa?

A list of several possible forms
can be found on TAsLE G51: ALIEN AR-
TIFACT FORM (on the following pa
Choose one that strikes your inter
or roll the dice and allow chance to
decide.

In addition to selecting a physical

form, you should consider the
acteristics and properti
fact, What does it look like, {r:»—] like
smell like? Is it s
rough or smooth, sturdy or de
symmetrical or crooked? Does it

react normally to various stimuli
getting warm when he
example? Or does it d ica
tion? Details make an alien artifac

simple or .T(_)!Il]]h-}

want to
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iriifact assumes the form of a
small device easily carried by a
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Clothing or
Worn Device
The artifact ¢

Graft or Implant
Much like a piece of cyber
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TABLE G51: ALiEn ARTIFACT ForRm

Farm
Appliance or Machine
Carried device—raoll d20:
1-2 Baton
Book
Disk
Case/kit
Instrument
Pack
Pistol
Rifle
Shield
12 Sphere
13 Staff
143 Sword
15-16 Tool, small
17-18 Tool, medium
19-20 Tool, large
Clothing/Worn device—raoll d20:
1-2 Amulet
Armor
Bracelet
7-9 Cloak/cape
10 Footwear/boots
11-12 Handwear/glove
13-14 Harness/belt
15-16 Headgear/helmet
17-18 Jacket/coat
19 Jumpsuit
1] Ring
Graft or Implant—roll d20:
-2 Right arm
3-94 Left arm
5 Right leg
6 Left leg
7-10 Torso
11-14 Head
15-16 Full body, skeletal
17-18 Full body, muscular
19 Full body, vascular
20 Full body, nervous
Procedure or Treatment
Site or Installation—roll d20:
1-10 Well known
11-20 Not well known
Vehicle—roll d20:
1-10 Ground vehicle
11-15 Water vehicle
16-18 Air vehicle
19-20 Space vehicle




Procedure or
Treatment

Subjected to a special procedure, the
hero has been altered by alien tech-
nology. This could have been a men-
tal training regimen, where the hero
learned how to use his mind to the
greatest effect. Or it might have in-
volved exposure to mutagenic
processes, augmentation of the
hero's physiclogy, or anything else
you can think of. The hero might not
even be aware of who changed
him—or why.

S5ite or Installation
The artifact is a special facility that
cannot be removed from its current
location. It might be a widely known
monument or mystery that the hero
solved or investigated secretly, or it
could be an undiscovered place that
the hero stumbled upon. Perhaps the
installation has worked some kind of
transformation on the hero, or it
might provide a special and unique
resource that only the hero can use.
An immobile site might demand
the hero's periodic return in order to
retain any benefils he gains from it.
For instance, once every year the
hero might have to recharge his cos-
mic energy by bathing in the irides
cent splendor of the Crystal Shrine of
Ridan. It's also possible that the arti-
lact may be able to monitor the hero
from afar, communicating telepathi-
cally and instantaneously, no matter
how far away the hero is.

Vehicle

The artifact is too large to carry, but
at least it can move itself around. It
may be a vehicle capable of actual
motion—a car, plane, or flying
saucer; or it might be a vehicle of a
different type
or a time machine. Perhaps it isn't re
ally a transportation device at all,
and any abilities it possesses for
movement might be secondary to its
true function. For example, a car-
sized alien computer that follows the
hero around matches this definition.

a teleportation pad

Purpose

If humanity is any model, alien civi-
lizations are likely to fill the galaxy
with useless junk: disco records, sty

rofoam cups, garlic presses, or ce-

ramic alligators. Fortunately, we're
not interested.in artifacts like these
They may be worth money to the cc
lectors of such trivia, but they don't

TaBLE G52: ARTIFACT PURPOSE

Primary Secondary
(d20) (d20)
1-2 |
2
34

do anything. In your campaign, an
alien artifact should have significant
and powertul capabilities. The first
step in identifying these capabilities
is determining the artifact's purpose.
Table G52 lists possible purposes
lor an artifact. Roll once for a prima-
ry purpose and once for a secondary
purpose, or select a combination of
purposes that seems appropriate.
While artifacts may have a variety of
powers and drawbacks, most of
these are tied to its primary purpose.
# Example: Jennifer is rolling up a
random arlifact. She starts with TABLE
G51: Auen ArTiFACT ForM, and rolls a
15; the hero in question has an alien
graft or implant. She then rolls a 20;
the implant is a full-body nervous
system graft, Jenniter goes on to
TasLe G52: ArTiFACT PURPOSE to see
what it does. Rolling for primary pur-
pose, she comes up with an 18. The
device is designed to transmute ma-
terials in some fashion. For the sec-
ondary purpose, Jennifer rolls an 8;
it's meant to be used as a weapon.

Communication

The device has unusual capability
for communication. The communica-
tion may take any form, such as
telepathy, instantaneous radio, em-
pathy, or universal translation.

Control

The artifacl is designed to control a
specific site or system, providing the
hero with access to that area’s as-
sels. Optionally, the artifact may
exert some kind of unusual com-
mand or control over a certain type
of machine, such as computers, grav-

Purpose
Communication
Control

Defense

Environment
Information

Medical

Mental enhancement
Offense

Physical enhancement
Transmutation
Transportation

Nones

ity induction engines, or stardrives.
It might even allow control over cer-

tain types of life forms.

Defense

The device is intended to protect its
user from harm. Force screens, kinet-

ic dampening fields, displacement
shields, physical armors, and other
similar devices may surround and

shield the artifact’'s owner.

Environment

The artifact manipulates the sur-
rounding environment—purifying
the air, extinguishing fires on com-

mand, controlling the temperature in

the vicinity, and so on.

Information

The purpose of the device is to gath-
er information or increase the user's
ability to do so. For example, the de-

vice might provide the user with
clairsentience, drastically improve
his vision or hearing, or act as a
database.

Medical

The artifact’'s primary purpose is to
heal injured creatures. The artifact
possesses lhe ability to scan life
forms and restore tissue to its un-
damaged state. Most medical arti-
facts function on any species.

Mental Enhancement
The artifact serves to enhance the

user's mental abilities. Typically, this
results in a modification to the char-

acter's Ability Scores, resistance
modifiers, or skills.
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Offense

The device is a weapon of a level
and power that exceeds the capabili-
ties of the current Progress Level. As
another option, the artifact with an
offensive purpose can act indirectly,
improving the hero's own perlor-
mance in combat.

Physical Enhancement
The device augments the hero's
physical capabilities. It might be an
improvement of the musculature or
skeleton, or a metabolic supercharg-
er that makes the hero a dynamo
when forced into a tight.

Transmutation

The purpose is to change one materi-
al, item, or form of energy into some-
thing else. For example, one alien
artifact might use ambient energy to
build or reorganize matter, and an-
other may instantly reduce tall pine
trees into sawed planks.

Transportation

The artifact is designed to convey its
user in some manner. To the deni-
zens at the current Progress Level,
the transportation that the artifact
provides may seem miraculous.

POWERS &
DRAWBACKS

Although all alien artifacts are rare
and wonderful devices, their exact
abilities must be defined for game
purposes. Powers are described as
Ordinary, Good, or Amazing. Draw-
backs are described as Slight, Mod
erate, and Extreme. When a hero
selects an alien artifact as a perk,
the result is typically an artifact with
Good or Amazing powers balanced
by Slight or Moderate drawbacks. A
flaw artifact displays Ordinary pow
ers that must be paid for with Moder-
ate or Extreme drawbacks. Naturally,
when you design an artifact for the
heroes, it can have as many powers
or drawbacks as you like.

Powers

Alter you've determined the primary
and secondary purposes of the de-
vice and the number of its powers
and drawbacks, you're ready to de-
termine its powers. You can either
choose powers that seem appropri-
ate to you, or you can let the dice fall
where they may on Table G55.

TAaBLE G53: ALIEN ARTIFACT AS PERK

Primary
Powers
10
10
20
1G
3
1A
1A
2A

d8

|

2
3
<f
5
B
7
8

Secondary
Powers

Drawbacks
10
10
10
10
10
1G
1G

TaBsLE G54: ALIEN ARTIFACT As FLaw

Primary
Powers

o
=}

10
10
20
16
2 G
1A
1A

BNONPWA=

Secondary
Powers

Drawbacks
—_ 1M
_ 1M 15
10

10

10

10

10

1G

Analysis

The artifact provides a detailed
analysis of any object or area
scanned. Generally, the analysis
power has a range of 20 meters and
can affect one target at a time, or an
area b meters in diameter. A detailed
analysis of an object or situation pro-
vides a -3 bonus to any Science or
Investigate skill checks based on the
information.

Ordinary: All energy forms and re-
lationships are analyzed with com-
plete accuracy.

Good: Energy and inanimate mat-
ter or compounds are analyzed with
complete accuracy.

Amazing: Energy, inanimate mat-
ter, and living organisms are ana-

lyzed with complete accuracy.

Anti-life Ray

The device emits a beam of energy
that disrupts bioelectric energy. The
weapon is fired using the Modern
Ranged Weapons skill. Select a spe-
cialty skill (pistol, rifle, or SMG) ap-
propriate to the device's form. On a
hit, the beam does d4w/2d4w/3d4w of
energy (En) damage at Ordinary fire-
power, depending on the degree of
success achieved. Armor is useless

against an anti-life ray.

Ordinary: Beam affects a single
target out to a range of 20 meters; it
may fire once per day.

Good: Beam affects all targets ina
path 1 meter wide and 40 meters
long, and may be fired three times
per day.

Amazing: Beam affects all targets
in a path 2 meters wide and 60 me-
ters long, and may be fired six times
per day.

Armor

The device can either be worn as
armor, or serve to toughen the wear-
er's body against attack. If combined
with another form of armor, only the
more effective armor is considered.

Ordinary: The armor absorbs d6+!
hits against any attack.

Good: The armor absorbs 2d4 hits
against any attack and provides
Good toughness.

Amazing: The armor absorbs
2d4+1 hits against any attack and
provides Amazing toughness.

Carrier Wave

The artifact converts itself and its
wearer or user into an energy form
that is capable of rapid travel. You



TaBLE GS55: ARTIFACT POWERS

Communication [d4])
1 Cyberconscious

2 Empathy

3 Star transceiver
4 Telepathy

Control [(d4)

1 Cybercontrol

2 Dark matter control
3 Kinetic control

4 Probability control

Defense (d4)

1 Armor

2 Displacement

3 Energy dispersal
4 Kinetic dispersal

Environmental (d4)

1 Magnetic control

2 Molecular manipulation
3 Photonic manipulation
4 S5tealth field

can choose exactly what form of en-
ergy the artifact uses. An electrical
carrier wave allows movement along
wires. Light or radiation carrier
waves permit line-of-sight move
ment through the air. Sound or seis-
mic carrier waves travel through
water and solid objects. Psionic car-
rier waves may allow movement in
all mediums, but may be detected by
Mindwalkers

I the hero encounters something
that interferes with the carrier
wave—such as a short in a wire,
smoke, or radiation shielding—the
hero materializes at that point or re-
turns to his departure point, at your
choice. Travel speed depends on the
medium of the wave. Visible light
and radio waves travel at the speed
of light—about 300,000 kilometers
per second.

Ordinary: The artifact can induce
the carrier wave once per day for up
to | minute.

Good: The artitact can induce the
carrier wave four times per day for
up to 10 minutes at a time.

Amazing: The artifact can induce
the carrier wave once every 2 hours
for up to 15 minutes at a time.

Information [(d4)

1 Analysis

2 DOmnidata computer
3 Precognition

4 Postcognition

Medical [(d4)

1 Healing touch
2 Immortality
3 Regenerator
4 Resuscitator

Mental Enhancement [d4])
1 Heightened Intelligence
2 Heightened Personality
3 Heightened Will

4 Multitasking

Cyberconscious
The artifact functions as a gridcast-
er, allowing the hero to project his
consciousness into computers, net-
works, and computerized machinery.
He can download or install programs
and information by use of the Knowl-
edge-compuler operation skill.

Ordinary: The artifact confers a -2
bonus and must be in contact with
the target computer.

Good: The range increases to 500
meters, and the bonus to -3 steps.

Amazing: The range increases to
50 kilometers with a —4 step bonus.

Cybercantrol

The hero can exert control over any
computér or computerized machin-
ery, causing it to respond at will, Se-
curity doors open, automated
machinery starts or stops operation,
and vehicles with robotic or comput-
er controls move as directed. The
exact degree of conlrol is determined
by the hero's Knowledge-computer
operation skill check:

On an Ordinary success, the de-
vice's operation is interrupted or in-
terfered with, providing a +2 penalty
to its operation or causing a tempo-
rary failure.

Offense [(d4)

1 Anti-life ray

2 Dark matter attack
3 Disintegration field
4 Gravity generation

Physical Enhancement [d4])
1 Heightened Constitution
2 Heightened Dexterity

3 Heightened Strength

4 Hyper adaptation

Transmutation [(d4)

1 Elemental conversion

2 Molecular transformation
3 Dxidation/reduction

4 Virtual matter creation

Transportation [d4)
1 Carrier wave

2 Dimensional shift
3 Time travel

4 Teleportation

On a Good success, the device is
controlled for as long as the hero
maintains his concentration, acting
in whatever manner he dictates

On an Amazing success, the arti
fact functions as above, but the hero
can issue commands for specific op-
erations that remain in place until
someone repairs the device.

Cybercontrol can be used at will,
whenever the hero spends an action
to do so. The hero must be able to
see the device he intends to control.

Ordinary: The device provides a
-2 bonus to appropriate skill checks
and has a range of 10 meters.

Good: The bonus is -3 steps, and
the range is 100 meters.

Amazing: The artifact confers a 4
bonus, with a range of 1 kilometer.

Dark Matter Attack
Once per hour, the hero can con-
dense streams of dark matter into
normal space and form them into
bolts or blades. Attacks are made
using a Modern Ranged Weapons
skill check. Select a specialty skill
(pistol, rifle, or SMG) appropriate to
the device's form. Effects vary with
the power of the artifact:
Ordinary: The attack inflicts
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Non-Artifact
Powers

2d4s/2d4w/dbm of En/G damage and
has a range of 100 meters.

Good: The attack inflicts
3d4s/3d4w/2d4m of En/G damage and
has a range of 200 meters,

Amazing: The attack inflicts
3d4s/3d4w/2d4m of En/A damage and
has a range of 500 meters.

Dark Matter Control
The artifact creates a zone of influ-
ence in which dark matter reactions
are either rendered impossible or vi-
olently destabilized. If the hero
chooses to shut down dark matter re-
actions, all mass reactors in the area
of etlect cease to function. Any sys-
tem powered by the mass reactor
ceases operation,

If the hero chooses to destabilize
the reaction, mass reactors in the
area of effect overload within d6
rounds and explode as mass
grenades (for small reactors) or as
matter torpedoes (for shipboard
mass reactors). If a mass reactor
blows up inside a ship, that compart-
ment takes the damage first, without
the benefit of any armor roll.

An alien artifact actively using
the power of dark matter attack can
be affected by this power.

Ordinary: The power is usable
once per day in a 20-meter radius.

Good: The power is usable four
times per day in a 50-meter radius.

Amazing: The power is usable up
to six times per day in a 1 km radius.

Dimensional Shift

The artifact pierces barriers to a par-
allel dimension of insubstantial
mist. Distance is compressed by a
tactor of ten; a hero who uses dimen-
sional shift and walks 3 or 4 kilome-
ters emerges to find that 30 or 40
kilometers have been traveled in the
"real” world. The shifted character

ignores all physical barriers. Effec-
tively, this allows transit through
walls by shifting, taking a step, and
emerging again. It is impossible to
see or affect the real world while
shifted. If the shifted character at-
tempts to emerge in a solid object,
she reappears next to the object and
suffers 2d6 points of stun damage.

Ordinary: The hero can shift her-
selt and anything carried, for @ maxi-
mum of 1 hour per day.

Good: The hero can shift herself
and up to six additional characters
{or 1,000 kg) for up to 4 hours per day.

Amazing: The hero can shift up to
20 characters or a mass of 20 metric
tons (such as a small spaceship) for
up to 12 hours per day.

Disintegration Field
The artifact causes matter in the af-
fected area to break down into its
component particles. Attacks are
made using a Modern Ranged Weap-
ons skill check. Select a specialty
skill (pistol, rifle, or SMG) appropri-
ate to the device's form. The field in-
tlicts d4m/dBm/d8m of energy (En)
damage with Good firepower. Nei-
ther armor nor defensive devices can
detlect this beam. Only one creature
or object can be targeted at a time.
Ordinary: The range is 20 m, and
the power can be used once per day.
Good: The range is 50 m, and the
power can be used every 6 hours.
Amazing: The range is 100 m, and
the power can be used once per hour.

Displacement
This device bends light, causing the
user to appear 2 to 4 meters from his
actual location. When the artifact is
activated, melee attacks and ranged
attacks suffer a +2 penally. Mental
attacks are unaffected.

Ordinary: The power is limited to
3 rounds of use per day.

Good: The power is limited to 6
rounds of use per day.

Amazing: The power is limited to
12 rounds of use per day.

Elemental Conversion
This artifact allows its user to con-
vert one element into another: nitro-
gen to oxygen, mercury to iodine, or
lead to gold. It operates once per
day.

Ordinary: The device has a range
of 10 meters and can affect up to 10
kg (or 1,000 cubic meters of gas). The
change lasts for 1 hour.

Good: The device has a range of

50 meters and can affect 100 kg or
10,000 cubic meters of gas. The
change lasts for 6 hours.

Amazing: The artifact has a range
of 200 meters and affects either 1,000
kg or 100,000 cubic meters of gas. The
change lasts for 1 day.

Empathy

The artifact extends the user's per-
ception to allow him to sense the
emotional states of others. This
power resembles the ESP-empathy
skill available to Mindwalkers (see
Chapter 14: Psionics in the Player'’s
Handbook). The user doesn't expend
psionic energy points.

Ordinary: The artifact’s owner
may use the power once per day, as
if using the broad skill ESP.

Good: The user may make use of
this power once per hour, as if using
the specialty skill empathy at rank 1.

Amazing: The hero may use the
power once per hour, as if using the
specialty skill empathy at rank 6.

Energy Dispersal

When the wielder is struck by a
weapon that intlicts energy (En)
damage, the artifact negates some or
all of the damage. The artifact’s ab-
sorbent power is taken into account
before an armor roll is made.

Ordinary: The device dissipates 4
points of damage. Twenty points can
be dissipated each day.

Good: The artifact negates 6
points of damage. Thirty points can
be dissipated each day.

Amazing: The device negates 8
points of damage. Forty poinlts can
be dissipated each day.

Gravity Generation

The device generates powerful, di-
rectional gravitic blasts that allow
the hero to smash opponents to the
ground, levitate objects through the
air, or send enemies screaming into
the sky. Another effective attack is to
pick up something heavy and drop it
on your enemies.

If used against a living creature,
an attack roll using the Modern
Ranged Weapons skill is required.
Select a specially skill (pistol, rifle,
or SMG) appropriate to the artifact’s
form. The affected creature or object
can be moved in any direction by 10,
20, or 30 meters per phase depending
on the degree of success,

The gravity generator can be used
for up to 12 phases per day.

Ordinary: A device of this power



A wondrous discovery, or evil unleashed?

affect up to 100 kg at a range of
30 me
Ge

gata

C

T

> artifact can pick up 500

1ige of 100 meters.

Amazing.

The artifact can manip
000 kg at a range of

ulate up to

meters

Healing Touch

device

llows the

injuries. It re

mbles Biokine
heal (see Chapter 14: Psioni
Player's Handbook), except
2 it on a

ocan i

nd psionic energy points
Crdinary: The |
power once per day as if using the
broad skill Bickines

Good: The
ing once per hour ¢

ero mc

y use the

rom

attempt heal
if us

kill at rank 1

1g the heal

specialty

Amazing: Th.
power once per hour as if using heal
ank 6.

hero may 1 the

Heightened Abi
The artifact provide
Constitution, Dexter
Will, or I lity,
attected score by 1, 2, or 3 points lor
an Ordinary, Good, or Amazing
ower, respectively. This is most

suitable as a graft, implant, or proce-

tead of something the

ies around.

dapt
he artifact allows

per

a hero to survi

indefinitely in hostile conditions. He

ature, gravity, or radiation extremes,
of thirst or

but might eventually di
n if he

Ordinary: '
the he

starvatic

s no supplie
n adapt
1t that d
from the
nment on tk

1e device ¢

O any environr

1p to two grac

»'s natural envirc
GRAFH sy:
Good: The device can adapt ti
ent that devi
four grades; lor instance,

311

any environn
sup to
two grad

f gravily and two

imortal
The artifact drastically extends a
hero's lifespan and renders him re-
sistant t

an is five limes the norm. In addi-

tion, he gains a -2 bonus

Stamina-endurance

by mortal damage.

able to breathe and ignore temper-

: The hero's life

- than normal, and he
o Stamina-endui
damage
The hero’s natural life

times lonc

hasa-4b

ance ct s due to mortal
Amazir

span is ellectively unlimited, and the

at all

hero automatically
Stamina-endurance checks caus
by mortal damage. If the he

imply ren

o 1ns

out of mortal points, he

dered unconscious, not dead. His life

ends only if his physical body is an
nihilated. You can decid
cific form of attack

= that a spe

poisoning slance,

silver we I exposu

f ra

atnon

h his life

fect falling damage, increc

striking power of a thrown we

or moving obj

fats a melee or unarmed attack
that strikes tl ST 0.
Ordinary: The hero can add 2

nter the dam-

I



172

points to or subtract 2 points from the
damage of any unarmed, melee, or
thrown weapon attack within 20 me-
ters. Or, the artifact may halve or
double the speed of an object in mo-
tion with a mass of up to 100 kg. This
power cun be used up to 3 phases in
a single day.

Good: The hero can add 4 points to
or subtract 4 points of damage from
impacts and weapon strikes within
40 meters, immobilize an object with
a mass of up to 100 kg, or halve or
double the speed of an object with a
mass of up to 500 kg. The power can
be used up to 6 phases in a day.

Amazing: The hero can adjust
damage by up to 6 points, immobi-
lize objects of up to 500 kg, or alter
the speed of objects of up to 2,000 kg.
The hero may use this power up to 12
phases per day.

Kinetic Dispersal

The device absorbs and dissipales
kinetic energy—the energy of physi-
cal blows and impacts. Anytime the
wielder is struck by a weapon that
inflicts low impact (LI) or high im-
pact (HI} damage, some of the dam-
age is negated before the armor roll.

Ordinary: The device dissipates 4
points of damage. Twenty points can
be dissipated each day.

Good: The artifact negates 6
points of damage. Thirty points can
be dissipated each day.

Amazing: The device negates 8
points of damage. Forty points can
be dissipated each day.

Magnetic Control

The artifact generates inlense mag-
netic fields within the area of effect.
Characters attempting to throw or
fire metallic weapons in or through
the area of effect suffer a +2 penalty
to their attacks. The user can also
choose to magnetize particular ob-
jects, causing metal objects to stick
together. An opposed Strength feat
check is required to fight the power
of magnetism; the better degree of
success wins.

Ordinary: The area of effect is a
10-meter radius, and magnetized ob-
jects are held fast with an effective
Strength of 14. The artifact can be ac-
tivated for a total of up to 5 rounds (1
minute) per day.

Good: The artifact’s effective
Strength is 16 over a 20-meter radius.
The artifact can be aclivated for up
to 10 minutes each day.

Amazing: The effective Strength is

20, and the magnetism affects a 50-
meter radius for up to | hour each
day.

Molecular
Manipulation

The artifact allows control over an
object or area's temperature by regu-
lating molecular activity. Effects last
as long as the hero continues to con-
centrate, and the artifact may be
used up to three times per day. If this
is used as an attack, the hero must
score a successful hit using the Mod-
em Hanged Weapons skill. Select a
specialty skill (pistol, rifle, or SMG)
appropriate o the device's form.

Ordinary: The hero can affect ob-
jects of up to 100 kg, or an area 10
meters in diameter, altering the tem-
perature by 5° C (9° F). A living crea-
ture directly targeted by the artifact
suffers dBs/d6+2s/d4w of En/O from
this lreatment.

Good: The hero can affect objects
of up to 500 kg, or an area 20 meters
in diameter, altering the temperature
by 10" C (18" F). A living target suf-
fers d6+2s/ddw/d4+2w of En/O dam-
age.

Amazing: The hero can alfect ob-
jects weighing up lo 2,000 kg or an
area 30 meters in diameter, changing
the temperature by 20° C (36° F). This
inflicts d4+2w/2d4+1w/ d4m of En/G
damage to a living creature targeted
by the etfect.

Molecular
Transformation

The artifact’s potency allows for the
instantaneous creation and decon-
struction of molecular compounds
trom existing substances. For ex-
ample, the artifact could break water
(H,0) into hydrogen and oxygen, lib-
erate chlorine from salt, change
breathable air into nitrous oxide or
nitrogen dioxide, or render sulfuric
acid (H,50,) harmless by changing it
into benign water, sulfur, and
oxygen.

This artifact can generally make
breathable air out of most atmos-
pheres, neutralize acids or change
liquids into acids, and make solid
objects fragile or inoperable by
changing their composition. The
hero makes a Physical Science-
chemistry skill check to see if she
achieves the desired effect. Apply
penalties according lo your assess-
ment of the complexity of the task, if
desired. The power operales once
per day.

Ordinary: The device has a range
of 10 meters and can affect up to 10
kg or 1,000 cubic meters of gas.

Good: The device has a range of
50 meters and can affect 100 kg or
10,000 cubic meters of gas.

Amazing: The artifact has a range
of 200 meters and atfects either 1,000
kg or 100,000 cubic meters of gas,

Multitasking

This artifact normally takes the form
of an implant or procedure. Multi-
tasking provides a bonus to a hero's
action check and allows him to do
two related things at the same time
without penalty, such as firing at an
enemy while solving an astrogation
problem in his head. The hero is still
limited by his physical body; it's im-
possible to drive, shoot, and fix a
broken radio all at the same time.

Ordinary: The hero gets a -1
bonus to action checks and can at-
tempt two related actions (such as
firing two pistols) at the same time
without penalty.

Good: The hero gains a -2 bonus
to action checks and can attempt two
unrelated actions (such as firing a
pistol and fixing a radio) at the same
time without penalty.

Amazing: The hero gains a -3
bonus to action checks and can at-
tempt up to three unrelated actions
at the same time without penalty.

Omnidata Computer

The artitact offers rapid access to a
vast storehouse of information. Since
this is an alien artifact, the data may
be completely beyond human experi-
ence—star charts of distant galaxies,
plans for building devices of aston-
ishing power, a complete catalog of
planets in a certain sector, detailed
maps of ruin sites, an index of every
known lifeform within 1,000 light-
years, or whatever you want.

This alien data can make for an
outstanding set of adventure hooks,
as the heroes try to build the telepor-
tation platform from the artifact's
data, find the ruined city from its
maps, and so on.

The power level of the artifact de-
scribes its chances of holding rele-
vant information on any particular
topic related to its data. Ordinary de-
vices have a effective Knowledge
skill score of 12, Good devices have a
score of 15, and Amazing devices
have a score of 18,



Oxidation

This device causes exireme oxida-
tion reactions in the area of affect,
causing objects to oxidize (burn or
rust). Living creatures are not sus-
ceptible to the reaction, but inani-
mate objects can be ruined quite
quickly. Targeting requires a Modern
Ranged Weapons check by the arti-
lact's owner. Select a specialty skill
[pistol, rifle, or SMG) appropriate to
the device's form.

The user must decide to trigger
the device's field either to corrode
metal or rocklike objects or to ignite
flammable materials such as wood,
paper, or oil. The device may be trig-
gered three times per day. The arti-
fact inflicts damage equivalent to
Good firepower.

Ordinary: The device inflicts dam-
age of ddw/2d4w/3d4w against inani-
mate objects within a radius of 6/4/2
meters, with a 40-meter range.

Good: The damage is increased to
dd+1w/ 2d4+2w/d6+2m within a ra-
dius of 6/4/2 meters.

Amazing: The range is increased
to 200 meters and the area of effect to
12/8/4 meters.

Photonic Manipulation
The artifact alters the characteristics
of light in the area of effect, creating
fields of darkness or illumination.
For example, a user could set up a
zone in which lasers did not function,
surround enemies in impenetrable
darkness, or cause objects to change
color by reflecting light in a different
frequency.

Ordinary: Range is 100 meters
with a 10-meter radius area of effect.
Total duration can't exceed 10 min-
utes per day.

Good: Range is 400 meters with «
20-meter radius of etlect. Total dura-
tion can't exceed 30 minutes per day.

Amazing: Range is 1,000 meters
with a 40-meter radius of effect. Total
duration can't exceed 4 hours per
day.

Postcognition

By activating this device, the user
gains a menltal vision of past events.
The device may be activated no
more than once per day, and allows
review of anything she could see
within 20 meters of her current posi-
tion. With an Ordinary power, the
hero may see up to 10 days in the
past; with a Good power, as far back
as a year; and with an Amazing

power, she can see anything that
ever happened there.

Precognition

When activated, the device provides
a brief mental vision or flash of
something that will happen unless
the hero takes definite steps to pre-
vent it. If, based on his vision, the
hero alters plans or changes a mode
of invesligation, the prophecy may
not come true. The hero can't control
what he sees: precognition is a hit-
or-miss alfair.

If you think that a development in
the story may merit a precognitive
flash, have the hero make an Aware-
ness—intuition check. With an Ordi-
nary success, the hero gets a vague
impression of the future circum-
stances or surroundings that will
allow him to recognize a dangerous
situation or signilicant opportunity
later on; with a Good success, he
gathers specific cues that enable
him to take steps to avoid danger or
pursue opportunity; on an Amazing
check, the hero'’s precognition pre-
sents him with a perfectly accurate
sneak preview of the scene.

The power's quality provides a
bonus to the hero's skill check: -2, -3,
or -4 steps for Ordinary, Good, or
Amazing.

Probability Control
The artifact manipulates the laws of
chance, conferring incredible luck
upon its user. This translates into a
-1, -2, or -3 bonus (lor an Ordinary,
Good, or Amazing artifact, respec-
tively) to any actions the hero at-
templs while the artifact is altering
probability. The device can be acti-
vated once per day, and the effects
last for d6 rounds.

Regenerator

The artifact confers astonishing re-
cuperative powers upon the creature
touched, repairing stuns, wounds,
and mortal injuries at the rate of 1
point per round. The recipient re-
gains 1 point in each damage cate-
gory for each round of regeneration.
The regenerative capacity of the de-
vice is determined by its power's
quality; Ordinary regenerators can
function for 6 rounds per day, Good
devices for 9 rounds per day, and
Amazing devices for 12 rounds per
day. Lost limbs, paralysis, and other
such injuries can be healed. The arti-
tact can't affect dead creatures.

Resuscitator

This miraculous device restores life
to the dead. When activated, it al-
lows the deceased to attempt a Re-
solve-mental resolve check to
struggle back to life. On an Ordinary
success, the target recovers | mortal
point and is considered stable; on a
Good success the target recovers all
but 1 mortal point and is considered
stable; on an Amazing success the
target recovers all mortal points and
| wound peint and 1 stun point.

When the resuscitator is applied,
roll d6 for each mortal peoint re-
paired; this is the number of days
that the resuscitator is inoperable as
it recharges its energies.

The quality of the power alfects
the targel’s Resolve skill check. An
Ordinary resuscitator gives a -1
bonus to his check, a Good artifact
-2, and an Amazing artifact -3.

Star Transceiver
An instantaneous interstellar com-
municator, the artifact allows real-
time conversations over dozens or
hundreds of light-years. It's a device
that functions through psionic ener-
gies, and thus the operator can
speak to any person he's ever met.
The chance of reaching the exact in-
dividual is based on an Awareness—
intuition skill check by the user; it
the hero fails the skill check, the
hero can't construct an accurate
psionic signature of the target.
Ordinary: The transceiver has a
range of 10 light-years and allows up
to | minute of conversation per day.
Good: Range of 50 light-years, 10
minutes of conversation per day.
Amazing: Range of 500 light-years,
up to 1 hour of conversation per day.

Stealth Field
The artifact projects a field that
bends electromagnetic energy, ren-
dering objects invisible, Attempting
to attack an invisible hero imposes a
+3 penalty. Sound and smell are not
affected, and thus the hero might be
detected by those means. If the hero
moves the field while it's active, it
becomes visible as a heat shimmer
(reduce the attack penalty to +2).
Ordinary: The field has a l-meter
radius and lasts 5 minutes per day.
Good: The tield has a 4-meter ra-
dius and lasts 20 minutes per day.
Amazing: The lield has a 6-meter
radius and can be used up to 2 hours
per day.
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Telepathy

The artifact allows the hero to send
and receive thoughts, communicat-
ing with the power of the mind. This
resembles the Telepathy-contact
specialty skill (see Chapter 14: Psion-
ics in the Player’s Handbook), except
that the user need not expend any
psionic energy points.

Ordinary: The artifact's owner
may use the power once per day as if
using the broad skill Telepathy.

Good: The user may make use of
this power once per hour, as if using
the specialty skill contact at rank 1.

Amazing: The hero may use the
power once per hour as if using the
specialty skill contact at rank 6.

Teleportation

The artifact allows instantaneous
transport from one location to anoth-
er without crossing intervening
space. A hero retains her velocity
when teleporting: teleporting in the
middle of a fall doesn't cause sudden
cessation of velocity. It's a bad idea
for the user to teleport when moving
quickly, such as when she isina
ship in orbit. The teleportation de-
vice is usable three times per day.

Ordinary: Range is 1,000 meters.
The hero can only teleport what she
can carry herself.

Good: Range is 10 kilometers. The
hero can teleport herself and up to
100 kg of additional mass.

Amazing: Range is 100 kilometers,
with up te 1,000 kg of additional
TNCSs,

Time Travel

This power should be viewed more
as a story mechanic than a hero'’s
tactical ability. Traveling in time is
something heroes can do to advance
the plot, not necessarily to defeat a
specific enemy or achieve a tangible
goal. If you bring this artifact into
play, there are some questions you'll
have to answer.

» Can the heroes change the
past? What happens to their reality
if they do?

» Can the heroes use information
gleaned in the future to alter events
in the present day? Is the future
fixed, or will the herces' actions
change the future they visited?

P Are the heroes subject to time-
travel paradoxes? Could they delete
themselves by killing their own par-
ents, or do the same to major villains
in the present? See Chapter 13: Cam-

paign Design for more ideas about
campaigns involving time travel.

Ordinary: The device allows trav-
el up to 1 year into the past or future.

Good: The artifact allows travel
up to 100 years into the past or
future.

Amazing: The artifact allows trav-
el to any time period, past or future.

Virtual Matter
Creation

The hero can use this device to cre-
ate temporary simulated matter,
shaping structures or devices as de-
sired. The hero can create a rope of
virtual matter to climb out of a pit, a
hang glider of virtual matter to es-
cape from a cliff top, or a sword of
virtual matter to attack a foe. As long
as the creation doesn't have any me-
chanical or electronic components,
the artifact can produce it.

Ordinary: The maximum mass of
any object created is 10 kg, and the
duration is no more than 10 minutes
per day.

Good: The maximum mass creat-
ed is 100 kg, and it lasts no more
than 1 hour.

Amazing: The artifact can create
virtual matter objects weighing up to
1,000 kg, and meaintain them for as
long as 6 hours.

Drawbacks

Almost all artifacts are tlawed. You
should be sure that even the most
powertul artifacts do not disrupt the
fun or balance of your campaign.

Blackouts

The artifact may cause its user to
lose all of his stun points and go un-
conscious under certain conditions.
Possible conditions include moments
of stress, db hours after the artifact is
used, or anytime a Critical Failure is
rolled on a skill check.

Slight: The condition is unusual,
occurring once per two or three ad-
ventures.

Moderate: The condition occurs
about once every adventure.

Extreme: The condilion is guaran-
teed to strike several times in the
course of an adventure,

Compulsory Behavior
The artifact compels unusual behav-
ior from the hero. He might be forced
to return to a specific site from time
to time, forbidden from eating meat
or carrying weapons, repulsed by

certain situations or characters, or
anything you think is appropriate.
The condition is present all the time,
but the hero may be able to tem-
porarily suppress it by succeeding in
a Will feat check.

Slight: The behavior does not seri-
ously inconvenience the hero except
under unusual circumstances.

Moderate: The behavior forces the
hero to perform unwanted actions
but rarely incapacitates him or re-
moves him from the story.

Extreme: The behavior forces the
hero to undertake actions clearly
contradictory to his interests at least
once an adventure.

Damping Field

The artifact must draw power from
nearby sources. The drain can ren-
der energy weapons inoperative, im-
mobilize powered armor, crash
computer systems, and ruin delicate
equipment. As a side effect, it tends
to atffect the hero and anyone nearby.
Remember that the damping field is
a drawback, not a beneficial power.
Don't allow it to aid a hero more than
it hinders.

Slight: The damping field has a
50% chance to activate when the arti-
fact is used, shutting down all power
sources in a 10-meter radius for |
minute.

Moderate: The damping field has
a 75% chance to activate when the
artifact is used, shutting down all
power sources in a 20-meter radius
for an hour.

Extreme: The arlifact periodically
recharges itsell even if it hasn't been
used; any time the hero rolls a Criti-
cal Failure, the damping field shuts
down all power sources in a 50-meter
radius for a day. The drawback is
90% likely to activate when the arti-
fact is used.

Decreased Ability

An unfortunate side effect of the arti-
fact manifests as a mental or physi-
cal impediment to the hero, causing
one of his Ability Scores to suffer.
This is a persistent effect that ham-
pers the hero even when the artifact
isn't active or present in the hero's
possession. I it's not clear which
ability is most appropriate for the ar-
tifact to atfect, roll randomly. The af-
fected Ability Score is reduced by 1,
2, or 3 depending on the severity
(Slight, Moderate, or Extreme) of the
drawback.
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Drawhack
Blackouts
Compulsory
behavior
Damping field
Decreased Ability
Degeneration
Disruptive
consciousness
Energy cost
Infamous device
Leech
Mental instability
Power spike
Uncontrolled
function

Degeneration

The artifact bombards its owner with
radiation, rendering the hero suscep-
tible to infection by alien microbes. It
might even be toxic by exlended con-
tact. The hero must make Constitu-
tion feat checks to resist bouts of
illness. See “Disease” in Chapter 3:
Gamemasters in Action. Degenera-
tion tends to weaken or incapacitate
the hero periodically, and may even
kill him in time.

Slight: The hero must check once
per adventure or once per month to
see if the artifact causes illness.

Moderate: The hero must check
any time the artifact’s powers are
used, or any time he rolls a Critical
Failure on a skill check,

Extreme: As above, but the hero
suffers a +3 penalty to his initial
Constitution feal check to resist the
artifact’s degenerative influence.

Disruptive
Consciousness

When activated, the artifact inflicts
acute pain and psychic trauma upon
those nearby, resulting in a +2 penal-
ty to all actions for d6 hours or the
test of the scene, whichever is less.

Slight: Only the artifact's user is
affected by the drawback.

Moderate: The disruption alfects
all creatures within 6 meters when
the device is activated.

Extreme: The radius of effect is in-
creased to 20 melers.

Energy Cost

The artifact uses bicelectric energy,
the natural energy fields of living or-
ganisms, to power its various func-
tions. Each time the unit operates, it
drains stun points from its user. For
example, the slar transceiver allows
conversations measured in minutes;
for each minute during which the
hero uses this function, the hero
loses stun points.

Stun points are lost at a rate de-
pending on the severity of the arti-
fact’s flaw: 1, 2, or 3 stuns per lime
unit for a Slight, Moderate, or Ex-
treme drawback.

Infamous Device

The artifact is an item of legendary
powers, worshiped by rabid cults of
assassins or stolen from a govern-
ment. Someone will go to any
lengths to retrieve it. Naturally, sur-
rendering the device isn't an option,
since the fellows who want it plan on
harnessing its inestimable power for
evil.

Slight: The villains pick up the
hero's trail and make trouble once
every two or three adventures, such
as sending in hit teams or trying to
have the hero arrested.

Moderate: Not an adventure goes
by in which the hero doesn't have to
contend with someone taking a shot
at getting the artifact. Even if the
sworn enemy doesn't appear, some
opportunistic punk is going to try to
steal it or pass word of the hero's lo-
cation back to the heavyweights.

Extreme: As above, except that the
artifact includes some feature or
property that makes it impossible to
conceal. It might radiate a homing
signal that the villains can follow.

Leech

This resembles the Energy Cost
drawback (see above), but the arti-
tact randomly selects a lite torce
near the hero (a friend or companion)
for power and drains wound points
instead of stun points.

Mental Instability
The artifact’s influences can unbal-
ance the hero's mind over time. The
hero must make periodic Resolve-
mental resolve checks to resist bouts
of depression, paranoia, manig, or
catatonia, The result depends on the
hero's Resolve check:

Amazing or Good: The hero suffers
no ill effects.

Ordinary: The hero is afflicted by
severe depression, borderline para-
noia, or hysteria. The eltects last for
d4 days. During this time, he suffers
a +1 penalty to the use of any Intelli-
gence, Will, or Personality-based
skills. In addition, any time the hero
gets a Critical Failure, he becomes
disabled for the rest of the scene.

Failure: As above, except that the
duration of the attack is 2d4 days,
and the penalty is +2.

Critical Failure: The character is
totally incapacitated for d4 weeks
due to raging paranoia, raving luna-
cy. or hopeless desperation. Continu-
ous care and supervision is required.

Slight: The hero must check once
per adventure or once per month.

Moderate: The hero must check
any time the artifact’s powers are
used, or after any Critical Failure on
a skill check.

Extreme: As above, but the hero
sutfers a +3 penalty on his Resolve
skill check.

Power Spike
The artifact’s alien energies cause
equipment to short out or {ail. Any
powered device the hero carries sul-
fers ¢ complete shutdown any time
she fails in an altempt to use it. A
failed attack shuts down the hero's
energy weapon, o tailed Computer
Science skill check knocks out her
computer, and so on. This power
spike could also extend to ship sys-
tems the hero is manning in combat
or sensitive devices that a compan-
ion is attempting to use in the hero's
presence.

Slight: The device in question is
deaclivated for d6 hours.

Moderate: The device is damaged
and won't function until repaired.

Extreme: The item or console is ru-
ined and must be replaced.

Uncontralled Function
The artifact has the tendency to acti-
vate its powers al inconvenient
times, and to ignore the hero's des-
perate efforts to activate it.

Slight: There is a 1 in 4 chance
that the artifact simply refuses to
function when activated. Any time
its user rolls a Critical Failure dur-
ing a skill check, the artifact has a 1
in 6 chance to activate in some erro-
neous or harmful manner.

Moderate: As above, but the
chance of random activation is 2 in 6.

Extreme: As above, but the chance
of erroneous activation is 3 in 6.
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ber of twists to the contemporary set-
ting. These twists depend on the
genre (see below) that you plan to in-
corporate into your campaign. A
modern-day technothriller, for ex-
ample, would use high-tech weap-
ons and spy gadgets. Providing a
few items from PL 6—whether in the
hands of the heroes, in research fa-
cilities run by villains, or secretly
under development by a mysterious
corporation—can make a contempo-
rary campaign more interesting. Or,
you could play a contemporary set-
ling but incorporate psionics and
mindwalking abilities for an entirely
ditferent flavor.

Near-Future SF

A near-future campaign is set at
Progress Level 6. Like the contempo-
rary setling, the near-future cam-
paign seems real because it's
extrapolated directly from the events
and conditions of today.

What's your vision of tomorrow?
You can take a pessimistic approach
and create a dark, troubled world of
twilight. The genres of eyberpunk
and combat SF are examples of the
pessimistic aspect of the near future.
Or, you can lean toward optimism
and create a world founded on hu-
manity’s noblest elements. Coloniza-
tion of the solar system, for instance,
can serve as the basis for an opti-
mistic near-future campaign.

Far-Future SF
A far-future campaign takes place in
a civilization at Progress Level 7 or
higher. As with the near-future, the
far-future setting has the ability to
showcase a trinmphant destiny or a
terrible fate in the days ahead. Far-
future campaigns may feature faster-
than-light travel, galactic empires,
exciting exploration of the unknown,
and notions of ultimate destiny.
Once you select a time frame, it's
easy to decide on the general avail-
ability of equipment and prevalence
of technology. More information on
Progress Levels appears later in this
chapter, and in Chapter 9 of the Play-
er’s Handboolk.

Genre

Science fiction encompasses a num-
ber of distinct genres that represent
the types of stories you can tell. You
might enjoy hard science fiction,
where the reality of the campaign is
strictly extrapolated from current

technology. Or you might favor a sci-
ence fantasy approach, where time
and circumstance warps the nature
of human capabilities, and technolo-
gy works like magic. Alternate histo-
1y, space opera, and cyberpunk—
these and other genres all share
common roots in science fiction, but
they also possess markedly different
characteristics.

Once you have a genre in mind,
the plots, themes, and possibilities of
your setting become more apparent.
The major genres of science fiqtion
are described below. If any particu-
lar genre interests you, feel free to
research it further by reading books
and viewing movies that cover its
themes.

Alternate History

An alternate history campaign is one
based on the “fact” that a single key
event or a series of events has un-
folded ditferently trom what actually
happened in our real world. As a re-
sult, the fictitious social, political,
and/or technological landscape of
the fictional world has changed dra-
matically. Choose a significant and
well-known event upon which to
base your alternate history, and your
players can appreciate the extent of
historical drift in your world.

This genre works well in contem-
porary or near-future campaigns,
where you can explore the ramifica-
tions of the change. For example,
you could decide that the Roman Em-
pire never collapsed, and thus the
Dark Ages never befell Europe. The
modern world in such a setting could
be a high-tech version of the Roman
Empire, a civilization locked in a Pax
Romana that has existed for more
than two thousand years. Maybe po-
litical division is only now, in the
20th or 21st century, threatening to
rend the Empire into pieces. . ..

You can also use the alternate his-
tory genre to send heroes to parallel
dimensions—worlds that look much
like their own, with at least one sig-
nificant difference. Your players
could be scientists in control of this
exploration. Or they might be heroes
lost in the dimensions, working 1o
find a way home.

The exact nature of an alternate
history campaign depends entirely
on the divergence point—the place
in history where your imaginary
world separates from the tamiliar
one. What if a scientific development
reshaped history? Imagine the dis-

covery of space travel in the 1850s, or
decide that human contact with star-
{faring civilizations occurred in the
middle of the Renaissance. If the di-
vergence point creates a history in
which humans come into contact
with aliens—for example, a world
where the fraal settled on Earth
decades or centuries ago and have
been interacting openly with the hu-
mans around them—you might allow
nonhuman heroes to exist.

Look for unexpected changes that
your divergence may cause. For ex-
ample, it's easy to imagine that
France never sold the Louisiana Pur-
chase to the United States. But what
would this mean for prominent
Americans born in later years in the
states west of the Mississippi?

If you want to design your setting
in a (relatively) short period of time,
an alternate history campaign offers
a few distinct advantages—especial-
ly if you set it in contemporary times.
Basing your campaign on a contem-
porary alternate Earth reduces the
amount of background work you'll
have to undertake. Since your play-
ers have an obvious familiarity with
the setting, you won't have explain
every single aspect of your world. In
fact, you'll just have to detail those
elements of the alternate world that
ditfer from the real one.

Many alternate history stories set
in the present day use contemporary
technology (PL 5). If the divergence
accelerates or derails civilization
and technological development, the
Progress Level may change too. Nat-
urally, if your campaign oceurs ata
different time in the alternate Earth’s
history, the technology should vary
accordingly.

Colonization
A colonization campaign places he-
roes in the role of explorers, fron-
tiersmen, pioneers, and survivors.
They are among the first brave souls
to reach and settle a new world. The
colonization effort might be the first
attempts to build a lunar site, an out-
post on Mars, or a base among the
Jovian moons, or it might deal with
the settlement of a new star system.

The world the heroes colonize can
vary widely. Perhaps it's an inhos-
pitable rock in need of drastic ter-
raforming (if it can be terraformed at
all). Or it might teem with life—in-
cluding other sentient species.

The colonization genre is a rich
premise for an SF campaign. A vari-



ety of crucial missions suggest them-
selves: mapping the planet's surface,
cataloging native lifeforms, explor-
ing alien sites or ruins, and weather-
ing unexpected natural hazards.
There's the possibility of intrigue,
sabotage, or strife among the colo-
nists. What new society will arise far
from home? If the heroes lead the
colony, they must choose sites for
seftlements, figure out how to exploit
existing resources, and possibly

even undertake some social engi-
neering as they try to organize and
govern.

A colonization campaign assumes
that space travel is available. It may
be a near-tuture technology consislt-
ing of chemical rockets and one-shot
landers, a far-future generation ship,
or even a starfaring vessel that
drops the heroes on a planet and
then leaves to ferry other colony
teams to remote destinations. How-
ever, it's possible that humans travel
to new worlds by even more exotic
means—for example, a vast space-
ship could arrive and invite humans
to journey to other stars, or scientists
can find an ancient technological
relic that opens a portal across
space to another world.

The technologies involved cast a
heavy influence over the nature of
the colony. How much support does it
receive from the parent world? If
faster-than-light travel is impossible,
generations might pass before the
colonists hear from their home world
again—if they ever do. What kind of
supplies do the heroes have with
which to start their colony? Penal
colonists, deportees, or shipwrecked
populations might start with nothing
more than the wreckage of their
landing pods. Even well-supplied
colonists might face crucial short-
ages and irreplaceable equipment.
Once these items break down, the
heroes must wait until a supply ship
arrives or make do without.

While you can build an exciting
campaign around the heroes’ strug-
gle against a lifeless, inhospitable
world, the most interesting coloniza-
tion stories deal with the settlement
of worlds where life already exists.
What is the native ecology? Does the
world contain creatures dangerous
to humans? You're missing out on
some fun it you decide that plankton
and herbivores represent the sum
total of indigenous life on the colo-
nists’ new world.

Another exciting aspect of the col-

onization of life-bearing worlds in-
volves the presence of sentient crea-
tures. How do these "aliens”
{actually, the natives) feel about their
new neighbors? What kind of
strange civilization or cultural ritu-
als do they possess? These are im-
portant questions to answer when
designing a colonization campaign.

If you're dealing with the near-fu-
ture settlement of Earth's solar sys-
tem, in all likelihood you have a
humans-only campaign. But com-
bine the colonization setting with an
alternate history premise that the
fraal have already revealed them-
selves to humanity, and you have a
situation in which members of both
species might cooperate to tame an
unsettled world. If the planet to be
colonized already contains sentient
creatures, players might be able to
create native heroes as the story de-
velops. Mutant heroes may work
well in colonization SF, especially if
the planet they're colonizing re-
quires humans to be modified or en-
hanced in order to survive.

Combat

Combat and military activity is one
of the most common science fiction
genres. In a combat SF campaign,
heroes are members ol a fighting
force engaged in futuristic warfare
or conflict. They may be bughunters
who clean out alien infestations on
distanlt stations and worlds, part of
an elite strike force engaged in a
war against alien marauders or rival
human powers here on Earth, or
high-tech mercenaries who accept
contracts to fight for various causes.

You can organize your players in
any way that tits with the storyline of
your campaign. However, three of the
most common organizations in com-
bat science fiction are the fighter
squadron, the infantry platoon, and
the mercenary company.

As pilots and supporting members
of a tighter squadron, the heroes use
cutting-edge technology. They may
serve on a planetary base, a space
station, or a carrier of some kind, On
occasion they may undertake special
duties such as long-range scouting,
diplomatic missions, or weapons
lesting. Fast-moving fighter craft en-
gaged in ship-to-ship combat should
play a major role in most combat ad-
ventures.

In an infantry platoon, heroes see
their enemies through rifle sights.
While most pilots are officers—or

specialists—who receive privileges,
the typical infantry soldier is a low-
ranking, enlisted grunt who sits at
the bottom of the chain of command.
Marines may function as special se-
curity teams on ships or stations,
serve as garrison soldiers or police
on trontier worlds, or work as scouts
who reconnoiter abandoned out-
posts, wrecked colonies, and pos-
sible enemy bases.

Heroes in mercenary companies
may find themselves fighting in the
bloodiest frontiers of space, piloting
a fighting vehicle, or going toe to toe
with the most bizarre alien enemies.
Depending on the laws and rules
governing the employment of merce-
naries, heroes may be slave soldiers,
crude primitives, or wealthy and
elite professionals.

A combat SF campaign based on
a group of space law enforcers can
also work. In this campaign, heroes
travel the galaxy dispensing justice
with mass pistols and stun batons.

While you might expect Combat
Specs to dominate a combat SF cam-
paign, they don't. Remember, sol-
diers need officers (Diplomats),
scouts (Free Agents), and armorers
and medics (Tech Ops). Every profes-
sion has its uses during warlare.

Combat SF is usually hard, grim,
and realistic. Warlare in the future
isn't pretty, and adventures often re-
volve around mere survival instead
of victory. However, even the most
bloodthirsty of heroes can't put up
with an endless diet of firefights and
secret raids. If you want to base your
campeaign on this lype of scenario,
create important storylines that
move the heroes out of the trenches
from time to time.

For example, a marine transport
might crash on an unidentified plan-
et, so for a few adventures the herces
explore the new areaq, investigate the
native civilization, and generally get
a break from the continuous fighting.
Similarly, military personnel might
receive special assignments, shore
leave, or a transier to dilferent posts
behind the lines. Use devices such
as these to keep the heroes together
and alive over the course of a dan-
gerous campaign.

Combat campaigns have the ad-
vantage of providing herces with an
immediate and obvious goal. Players
know their herces’ place in the uni-
verse, and most of the time the he-
roes have a clear mission to follow.
In addition, you have the chain of
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command to guide the actions and
adventures of the heroes—when
they're ordered to explore an aster-
oid, they usually have little choice
but to accept.

One advantage of the combat
campaign is that it can be based in
any time period, at any Progress
Level.

Cyberpunk

Cyberpunk is science fiction with a
particular attitude. "Cyber” refers to
cybernetics: the melding of the bio-
logical and the mechanical. In this
way, scientists enhance the human
body with mechanical cugmenta-
tions and even biological engineer-
ing. "Punk” refers to the attitude that
infuses this setting, one that com-
bines alienation and disillusion-
ment, as well as an aggressive
disdain for authority.

In a cyberpunk future, industrial
and political blocs exist globally in-
stead of nationally, and information
networks—especially computer net-
works—control everything. Virtual
reality, cyberspace, and the ability to
project a disembodied consciousness
into the world's networks are central
to the concept. Media overload and
an uncomfortable density of informa-
tion also characterize the genre.

Adventures can range from covert
actions, espionage, and corporate
sabotage, to data theft, murder mys-
teries, and military SF—all within
the framework of a dark, near-future
world where technology has merged
with humanity, perhaps to the detri-
ment or elevation of both.

Most cyberpunk campaigns take
place in the near future, though ele-
ments of the genre could appear in
any Progress Level. While most of
these campaigns offer a dark dream
of the days to come, there's no reason
you can't create a reasonably bright
and oplimistic cybernetic setting.
Obviously, this type of campaign
should utilize the rules for computers
and cybernelics detailed in the Play-
er’s Handbook.

Exploration
Exploration of the stars is usually
the first theme people think of when
the words "science fiction” are spo-
ken. In this type of campaign, heroes
adventure out on the fringe of human
space, explore new worlds and new
civilizations, and aspire to challenge
the great unknown.

Although you could run o fine ex-

ploration campaign based on the
charting of the local solar system,
this genre usually aims higher, en-
compassing the stars. The herces
may be a small survey team on a
tiny scout ship, the leading officers
on a huge star cruiser, independent
traders trying to find new markels
and resources, or even a specialized
contact or landing team under the
command of a ship's captain.

An exploration campaign is epi-
sodic in nature. Each new world or
star system is an adventure waiting
to happen, a neat and self-contained
package that the heroes can deal
with and (usually) leave behind.
‘While a greal number of adventures
in this kind of setting can involve
contact with new phenomena or
alien societies, the heroes may occa-
sionally take on different missions.
For instance, an interstellar govern-
ment could order a scout ship to con-
vey a politician to a remote post
because the ship happens to be in
the right sector at the right time.

Ancther aspect crucial to the de-
velopment of an exploration cam-
paign is the creation of the authority,
guidelines, and restrictions that gov-
ern a ship's movements and mis-
sions. If the heroes aren't the only
crew members of their vessel {for in-
stance, they're a five-person scouting
team traveling on a starcruiser with
a crew of 500), you'll need to define
the key supporting cast members
who are likely to interact with the
heroes on a regular basis.

You could offer up a hard science
exploration campaign involving
charting and survey missions and
paying careful attention to habitabil-
ity zones, spectral classes, and the
rules of planetary formation detailed
later in this book. In such a case,
many stars in the galaxy will be next
to useless from a human point of
view—although substantial concen-
trations of rare minerals might war-
rant prospecting.

On the other hand, you can play
an exploration campaign as science
fantasy, unveiling marvel after mar-
vel as the heroes encounter time por-
tals, advanced civilizations, and
worlds that illustrate a meaningful
human condition. In any event, a
team of heroes should include at
least one Diplomal, since meeting
new races could constitute one of the
chief features of the campaign.

Interstellar travel is usually a
must for this type of setting, and

hence PL 7 is probably the minimum
base Progress Level. A PL 6 explo-
ration campaign, in which travel
takes place at sublight speeds, is
possible, but it will have a far differ-
ent scope and flavor, because sucha
campaign centers on the exploration
of a single star system.

Future Earth

The future Earth story examines a
possibility. Whal's waiting lor us in
the centuries or millennia to follow?
A nuclear or ecological catastrophe?
An alien invasion? Dangerous, or
wonderful, new technologies? Will
humanity remain the dominant
species on the planet?

A future Earth eampaign can in-
volve an astonishing variety of con-
ditions, technologies, and heroic
roles. The entire world may have
blown itself back to squalid sav-
agery by nuclear war. Or maybe a
select groups of humans lives in an
age of grace and learning, hidden
away from the apocalypse that dev-
astated the rest of the world. Even it
humanity’s physical condition ad-
vances drastically, new social prob-
lems may arise to form the focus of a
campaign. For example, a world
without sickness, hunger, or hard-
ship could be ravaged by the tyran-
ny of dictators. Repairing such a
broken utopia can be quite a chal-
lenge, even if the heroes never con-
front raw physical danger.

Building a future Earth is much
like creating an alternate history
campaign. You don't need to postu-
late any major divergences in histo-
ry; events to the present day are
unchanged. Instead, extrapolate a
key event, development, or situation
that defines the world of the future,
and then build the campaign to fit.

For a low-tech survival campaign,
think about a future in which our
modern society declines in both
knowledge and civilization. If you
want aliens in your future Earth
campaign, think about how they
traveled to Earth, what happened
when they arrived, and how they co-
exist with humanity. Be caretul of
creating worlds thal are too ad-
vanced or civilized; heroes need
trontiers and enemies—in a society
without these challenges, there's
little for them lo do.

A timeline is a good tool for build-
ing this sort of campaign. It's nothing
more than a list of dates, beginning
with the modern day and working



forward to the campaign's present
day. If your future Earth has endured
World Wars III and IV, make a note
obout when and why these wars
were fought.

Influential people, landmark leg-
islation, international affairs, and
major new inventions probably de-
serve notations on your timeline
especially if they're completely
imaginary or speculative. It's easy
for your players to accept the intro-
duction of superconducling technolo-
gy, since scientisls are currently
exploring this field. But if you want
players to accept teleportalion and
antigravity, you should explain how
these technologies came to be—nol
in painstaking scientific detail, but
at least in general terms that makes
their development believable.

When deciding on the Progress
Level at which to set a future Earth
campaign, think about the history
you've crealed. Do you see the world
going forward. or sliding back?
Maijor catastrophes, diseases, or eco-
nomic collupse may result in a rever-
sion to more primitive technologies.
It's theoretically possible, for in
stance, for a future Earth setting to
be at PL 5, or even PL 4, even though

In- -this futwurity, fruit is wurtﬁ its lrl-m!igh

civilization had advanced to PL 6 at
some time in the past.

Horror

The premise of horror SF centers on
the presence of dark creatures and
phenomena inimical to human life.
Heroes are frail and vulnerable in
the face of terrible, unintelligible
evils, and only quick thinking and
luck can preserve their lives.

Apply the conventions of tradi-
lional horror to a science fiction set-
ling: alien invaders that insidiously
possess humans through subtle or
overt means; heroes stranded in an
isolated area where fear and terror
can breed; monsters that are other-
worldly in nature or the result of a
scientiflic experiment gone awry.
Technology has a dark side, and you
can use this to great effect in a hor-
ror SF setling.

In order for a horror story to work,
the plot must involve threats that are
beyond human understanding. You
should place the heroes in a position
lo encounter these threals and tem-
porarily defeat them, or at least sur-
vive them. Players should never be
certain of the outcome; as far as they
know, the creatures and phenomena

t in gold
in your campaign have the ability to
kill or maim their heroes, or drive
them insane, in each and every
game session.

It's your job to create situations in
which the players would never want
to find themselves. In a good horror
game, your players should experi-
ence twinges of fear and unease. The
very notion of finding themselves in
the same boat as their heroes should
send shivers of fright down their
spines. Make use of maddening an-
ticipation, foreshadowing of a doom
too horrible to imagine, and false
shelter or security from a threat.
Above all, create dark, dismal, and
unnerving settings in which fiendish
plots can unfold.

The horror SF campaign can take
many forms. For example, you can
create a standard exploration or col-
onization scenario in a dark uni-
verse. Imagine the plight of colonists
stranded on a world with ancient
evils slumbering in alien ruins, stir-
ring in hunger once the heroes dis-
turb their rest.

Or, add the backdrop of cosmic
horror to any other campaign setting.
A utopian society thal discovers
forces and creatures of astonishing
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power and malevolence lurking in
the galactic shadows makes for a
truly horrifying setting. Horror SF
stories can also involve alien crea-
tures that invade the relatively close
confines of a spaceship or space sta-
tion. An alien predator species could
come to Earth and begin hunting and
killing humans for sport.

Horror is difficult to sustain in any
venue, but especially so in a science
fiction setting. A campaign usually
encompasses the continuing adven-
tures and advancement of the heroes
from story to story—but most horror
stories are about survival. Finding a
way to let the heroes live in order to
adventure again is difficult. Doing so
while maintaining the credibility of
a horrible threat or monster is even
more challenging. After all, if the
force or creature in question wasn't
tough enough to destroy the herces
the first time around, why should
they be afraid of it? In order to main-
tain tension and terror, you must find
a way to keep the herces in the line
of fire while allowing the threat to
evolve with time.

The availability of aliens as hero-
ic characters instills a sense of won-
der in a game setting. However, in a
horror campaign, it's often a good
idea to downplay the marvelous.
Theretore, you might want to limit
the number of alien species avail-
able to be used for heroes. I you de-
cide to use the standard aliens
described in the Player’s Handbook,
make them more mysterious and in-
human. Perhaps they have goals and
desires that the human heroes find
incomprehensible or threatening. Or
they may exist as savages or inden-
tured servants deliberately denied
technology—fostering the impres-
sion of a superior humanity in a
well-ordered universe.

Any of the game options—mu-
tants, psionics, and cybertech—are
appropriate to this setting, but in
horror SF every benefit should have
a hetty price tag. If a player wants to
run a Mindwalker hero, make sure
that the hero runs across psionic ter-
rors that can slice his mind to rib-
bons. Make Mindwalkers, mutants,
and cyborgs the subjects of hatred
and fear in a horror setting—not only
do they have to worry about the in-
sidious threat against which they
battle, but they must also protect
themselves against a society that
views them as horrors themselves.

In a horror campaign, the irra-

Time Travel in the Campaign

tional intrudes into the rational
world of science. With this intrusion
comes fear, and thus SF and horror
collide in fascinating and disturbing
ways. Many times, this collision is
the result of supernatural occur-
rences—often buttressed by a ratio-
nal, quasiscientific explanation.
Other times, it's just the result of
technology employed without moral
guidelines or restraint,

You can set an Earth-based horror
SF campaign in almost any time and
age—although you might consider it
an allernate history campaign if it's
set deep in the past. Since technolo-
gy grows more powerful at higher
Progress Levels, you might deliber-
ately disallow, suppress. or pervert
key technologies the herces could

otherwise use. For instance, star
travel may be much more dangerous
or uncertain in a horror SF campaign
than in a normal exploration or
space opera setting.

Space Dpera

Space opera deals with epic themes,
such as the struggle of civilization
against ancient evils, alien invaders,
or sinister galactic empires, Mean-
while, the characters and stories pre-
serve a tight focus by using these
greal ongoing struggles as a back-
drop. For example, you can create a
story around heroes who fight ina
war, work as spies, or engage in var-
ious missions for their cause. The
backdrop is an epic tale of interplan-
etary or interstellar conilict.



Space opera doesn't have to be
full of fleet commanders and bright,
shining herces. [t can be grim and
realistic, driven by characters both
human and flawed.

It's easy to keep a space opera
campaign on track, because at the
heart of the setting is a clear enemy
or hostile power against which the
heroes must stand. Even if they're
not leaders and rulers, heroes will
find themselves at the center of piv-
otal events, their actions helping to
determine the outcome of the great
conilict between good and evil.

Space opera deals with the big
picture: a galaxy-spanning empire,
an immediate and overwhelming
problem to threaten the heroes, and
plenty of elbow room for the heroes
to bounce from world to world in the
pursuit of their goal. Space opera
characters and settings are general-
ly larger than life, caricatures de-
signed to capture one aspect or trait
and magnily it for the story. Instead
of Earthlike worlds with a mix of ter-
1ain, space opera features venues
such as the Lava Planet, the Jungle
Planet, and the Ice Planet.

The presence of a clear conflict
doesn't necessarily force everyone to
take sides. Many characters may
have questionable loyalties, uncer-
tain motivations, or personal agen-
das. Even in the face of galactic war,
smugglers, crime bosses, or corrupl
governors might try to make as much
money as possible from the contlict.
Having the heroes deal with these
secondary threats or interests may
be a welcome diversion from coping
with the omnipresent danger or con-
flict that drives the campaign.

In the typical space opera, alien
species are abundant. Feel free to in-
froduce as many weird aliens as you
like. And since this type of campaign
is so diverse, you can modily the
rules any way that makes sense. [f
you want to limil or restrict the game
options mentioned in the Player’s
Handbook, stipulate that heroes who
choose these options must belong to
certain species or organizations. For
instance, cybernetics may be expen-
sive or illegal in most human soci-
eties, so a hero with cybernetic
implants might necessarily be a rep-
resentative of a particular planet
that has a relatively relaxed attitude
toward cyberware.

When elements of science fantasy
are added to space operdq, the setting
becomes even wilder. Such cam-

paigns cross into the realm of pulp
fiction—where magic exists beside
high-tech wonders, and a hero
wields a wand in one hand and a
laser pistol in the other. Consider
using the FX system detailed in
Chapter 16: Optional Rules in this
type of campaign.

Space opera campaigns reguire at
least Progress Level 6 technology.
Generally, you're probably better off
designating Progress Level 7 or 8 for
such a campaign. Don't forget thal
isolated areas of inferior—or superi-
or—technology may exist.

Superheroic

Comic books feature all kinds of sci-
ence fiction elements—secret re-
search labs, experimental energy
weapons, powered armor, aliens
from distant worlds, and dimension-
al invaders. A superheroic SF cam-
paign assumes that heroes are
individuals who, because of special
and even unique abilities, stand
head and shoulders above the most
talented normals.

You can easily run a low-powered
superheroic game using the stan-
dard rules and options presented in
the Player’s Handbook. For more
powerful superheroics, use the FX
system detailed in Chapter 16: Op-
tional Rules. Assume that only a few
supercharacters can possess these
abilities, while the rest of the world
contains supporting characters with
none of these powers.

The superhero genre features one
particular plot device that'’s indis-
pensable—the superhero team.
Many of the most lamous super-
heroes are part of superhero groups,
combining their efforts to stop vari-
ous villains and threats that trouble
the rest of the world. Superhero
teams often share a base facility,
while traveling throughout an area
to answer calls of need.

While many superhero tales are
set in & world much like contempo-
rary Earth, you shouldn't feel limited
to the late 20th century—a World War
Il time frame could work just fine. Or,
you can advance your story into the
future, working superheroes into a
galactic espionage or space opera
setting.

Typically, superheroes and super-
villains have access to extremely
advanced technology compared to
their society's standards; therefore,
allow heroes to make use of some
equipment one or two Progress Lev-

els ahead of the rest of the world—
especially Tech Op heroes who build
their own superadvanced gadgets.

Technothriller

A technothriller campaign usually
takes place in a world much like our
own. It's a modern or near-future set-
ting, without the flashy technology of
star travel and antigravity. Of
course, heroes may have marvelous
gadgets and devices to help them do
their job—action heroes and super-
spies always have access to gear
that's more advanced than stuif you
can find at the local electronics shop.

The best way to bring heroes into
this kind of campaign is to enlist
them as secret agents working for an
intelligence organization. The orga-
nization may be your rendition of
something realistic, such as the CIA,
or a fictional shadow-intelligence
agency. As top lield operatives, the
heroes receive orders that they must
carry out using their own ingenuity.

In a technothriller setting, herces
operate in a shadowy world of char-
ismatic enemy spies, assumed iden-
tities, and mysterious contacts. They
get involved in some real-world espi-
onage activities from time to time,
such as shadowing suspected infor-
mants, going on surveillance mis-
sions, and wading through computer
files or financial records to track
down payolfs and expose fake busi-
ness fronts. Discovering the identity
and identifying the vulnerability of
an enemy should be a large part of
such a campaign—as well as daring
rescues, sabotage, or other covert-ac-
tion missions for the combat-orient-
ed players.

Aliens don't play lead roles in the
typical technothriller setting. In the
classic form of this campaign, the
hero is smart, tough, charming,
quick—and human. Mutants and
Mindwalkers may be appropriate for
one-of-a-kind superagents, but be
careful about setting such characters
loose in an otherwise normal world.
Cybernetics may exist on a modest
level, in the form of special devices
built for agents.

A near-future technothriller could
take place in the early days of solar
system colonization. In the far future,
suave corporate spies could ply their
trade in the business rivalries of a
galaxy-spanning society.
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Tone

After you've determined the time
frame and the genre of your cam-
paign, the next step is to decide its
tone. The three different shades ot
tone that you can use are realistic,
heroic, and superheroic.

Realistic

A realistic campaign can be deadly
for heroes, because they possess rel-
atively little power. Certain types of
technothrillers, colonization cam-
paigns, and most horror SF settings
benefit from this tone. In a realistic
campaign, heroes are normal people
thrown into extracrdinary situations.
To reflect this circumstance, they re-
ceive only 48 points to distribute
among their six Ability Scores.

You can change other aspects of
the rules to make the campaign set-
ting even tougher. For instance, you
can lower the Ability Score maxi-
mums for humans to 12. You can de-
clare that heroes aren't entitled to
the profession-based cost reductions
when purchasing skills, so that
Combat Spec pays as much for
Melee Weapons as a Diplomat does.

Finally, the optional rules for mu-
tants, psionics, and cybernetics are
unavailable in a realistic campaign.

Heroic

The heroic campaign is the assumed
base for an ALTERNITY campaign; the
rules in the Player’s Handbook are
written to accommodate this tone of
play. In a heroic campaign, you can
use all the rules that you feel com-
fortable incorporating into your
game world—including professions
and their associated benefits, 60
points for Ability Scores, and which-
ever of the optional rules fit the sto-
ries you want to tell.

A heroic campaign resembles the
reality of aclion movies—heroes can
attempt the near-impossible and
have a slight chance to succeed, and
death isn't the automatic result of a
combat scene. You can use all of the
SF genres within the framework of a
heroic campaign.

Superheroic

A superheroic campaign follows the
adventures of herces who are far
above the norm. This is comic-book
reality, replete with high-powered
mutants and psionicists, heroes with
advanced gadgets and superpowers,
and higher-than-average Ability

Keeping the Game Balanced

Scores. Players receive 72 points to
distribute among their heroes' Abili-
ty Scores in this type of campaign. In
addition, they can use most of the
optional rules—including the FX sys-
tem presented in Chapter 16.

Creating a

Unigue Tone

You can easily modify the rules to
create your own unique campaign.
For example, you could set hero Abil-
ity Score points at 55, or increase the
basic point cost for skills.

Remember, however, that the in-
formation in the Player’s Handbook
reflects a heroic baseline. If you de-
cide to modity your campaign lone,
keep this in mind. Increasing skill
cosls in a realistic campaign penal-
izes heroes (and their players) se-
verely. Likewise, decreasing skill
costs in a superheroic campaign
may make things a bit too easy for
your heroes, since they already re-
ceive additional Ability Score points.

PROGRESS
LEVEL

Chapter 9: Goods & Services in the
Player’s Handbook defines Progress
Levels, which is how the ALTERNITY
game measures a society's or re-
gion'’s technological development.
Most modern-day campaigns are set
at PL 4, 5, or 6, while a science fiction
campaign of tomorrow would be set
at PL 6 or higher.

However, science fiction doesn't
always imply superior technology.
Alternate history or future Earth
campaigns might deposit the herces

in a world of postholocaust savagery.

Similarly, many people live in soci-

eties where high technology is pres-
ent, but not widely available. Even
today, regions of our real world are
inhabited by people subsisting on
Stone Age technology. In o futuristic,
starfaring campaign, unspoiled or
undiscovered planets might exist
whose technological advancements
lag far behind the Progress Levels of
the capital worlds.

While it might seem that PL 6 or 7
technology is a prerequisite for a
starfaring campaign, this isn't the
case. Imagine an Earth the same as
our modern world with one excep-
tion: At some point, a wrecked alien
spacecraft was dismantled and the
secrets of its FTL drive were re-
vealed. Space travel would still be
risky and expensive—since life sup-
port, ship structure, sensors and
communications, and other spacefar-
ing technologies are barely suffi-
cient to sustain a human in orbit—
but it's possible to envision a PL 5 so-
ciety engaged in the survey and ex-
ploration of nearby star systems.

Travel in
Starfaring
Campaigns

How do starfaring cultures travel
from world to world? The answer to
this question has a profound elfect
on your campaign. Science fiction is
a genre of diverse speciulization;
there's a world of difference between
an exploration story in which the he-
roes have access to faster-than-light
travel, and one in which they don't.
Even within these two broad cate-
gories, you can divide the explo-
ration story further by the type of
locomotion that transports the he-
roes from place to place.



While many science fiction cam-
paigns never leave the planet Earth
or the bounds of its solar system, a
greater portion assume that herces
can travel from star to star. If you in-
tend to run a campaign where inter-
stellar travel is possible for the
heroes, you must decide whether
they are limited 1o vessels that are
slower than light, or whether they
can use faster-than-light (FTL) travel.

Slower-Than-Light
Travel

While many science liction writers
casually assume the existence of
FTL travel, the scientific reality of
the situation isn't so convenient. It's
physically impossible for an object
to attain a velocity greater than the
speed of light. At best, scientists can
conceive of spaceships traveling at
99.99% of the speed of light . . . but
even at this speed, travel between
distant stars is hideously slow.

Earth's nearest stellar neighbors
are a little more than 4 light-years
away, which means that something
moving from here al the speed of
light would take more than four
years to arrive at the nearest star.
True interstellar exploration might
involve distances of 20, 30, 100, or
even 1,000 light-years. Such voyages,
undertaken al sublight speeds, seem
incredibly impractical.

The amount of energy needed to
propel a ship across such distances
also presents a real problem. Right
now, scientists can envision acceler-
ating ships up to 1% of the speed of
light. Traveling to the Sun's closest
stellar neighbor at that speed would
take more than four centuries. In
order to make the trip in something
close to the time it takes light to trav-
el. you'd need an engine or power
source of unprecedented etficiency.
A chemical rocket doesn't possess
sufficient power, and its fuel tanks
are prohibitively large; the slower-
than-light ship must use another
propulsion method.

Ii you're interested in running a
campaign that utilizes slower-than-
light travel, you must consider a suit-
able engine. A few propulsion ideas
appear below. You can use one or all
of them in your campaign, or you can
create an entirely new propulsion
system.

» Nuclear-powered ion engine:
This power system is not powerful
enough to escape a planet’s gravity
well, but it could be ignited in orbit

Frontier settlement

and thereafter stretch its fuel fora
very long period of acceleration.

» Fusion drive: Fueled by hydro-
gen atoms scooped from interstellar
gas clouds, this ship could acceler-
ate continuously as it draws fuel
from interstellar space.

> Accelerating through an exter-
nal force: This method would dimin-
ish or negate the requirement for
fuel. A gigantic magnetic array
could accelerate a ship as a bullet is
shot from a gun, or a slationary laser
could push a ship equipped with
solar sails.

» Completely imaginary technolo-
gy: Playing on the "fiction” in sci-
ence fiction, you could postulate a
hypothetical propulsion system that
wouldn't require huge amounts of
fuel—such as an antimatter engine.

Even if relativistic velocities of 70%,
B0%, or 90% of light speed are at-
tained, a trip from one star to anoth-
er would take years. However,
scientists and writers spend much of
their time imagining solutions to this
problem. Your science fiction cam-
paign isn't stillborn if you decide
that FTL travel is impossible. Sever-
al devices can explain how the crew
of a slower-than-light interstellar
ship endures such a long trip.

The tirst of these plot considera-
tions uses the principle of relativity,
as expressed in Einstein's special
theory of relativity. One implication
of that theory is time dilation, a term
that describes what happens when
time moves more slowly in the frame
of reference of someone aboard a
fast-moving object. Thus, passengers
on a ship traveling at a high fraction
of light speed would experience the
passage of lime more slowly than
their planet-bound counterparts. The
concept ol time dilation allows your

heroes to travel great interstellar
distances within their lifetimes—rel-
atively speaking, of course.

For example, an astronaut could
embark on an interstellar voyage at
near light speed, making a round
trip that takes him 10 years to com-
plete. However, on his return, he
would discover that nearly 50 years
have passed for those people he left
behind on Earth.

A bit of technology you might use
to permit interstellar travel in a
slower-than-light campaign is cryon-
ics. Cryonic technology places star-
farers in hibernation—their bodily
tunctions slowed to a whisper above
death—unlil someone or something
wakes them at their destination.
Some crewmembers might rotate on
a watch schedule, remaining awake
for a year or two at a time belore re-
turning to cold sleep for the duration
of the voyage.

Finally, you can employ a tradi-
tional science fiction concept: the
generation ship, a vessel so large
that it's basically a traveling world.
Almost all of the crew members
aboard a generation ship live their
entire lives without seeing their des-
lination. By the time the ship reaches
the end of its journey, several gener-
ations have lived and died. It's pos-
sible that such a ship could travel
thousands of years in order to com-
plete its voyage.

Regardless of how you explain it,
slower-than-light travel isn't con-
ducive to a star-hopping campaign.
Consider sublight travel tor a cam-
paign in which you want the heroes
to stay in one star system for long
periods of time—a colonization sce-
nario, for example. Optionally, the
herces might crew a fast-moving
starship that deesn't return to a plan-
et for hundreds of years of local
time—while only a few months pass
for the heroes. This way, the herces
could make planetiall at new sys-
tems several times during their life-
times, while the rest of the galaxy
ages by a millennium.

Faster-Than-Light
Travel

If the prospects for interstellar travel
under the confines of Einstein's theo-
ry depress you, then you can simply
imagine that your universe does
enjoy FTL travel. Heroes can hop into
a ship and make the journey of a life-
time in a matter of weeks or even
days. If you want FTL travel in your
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game, you have several choices for
defining how it works. Here are a
few:

P Ships accelerate past the speed
of light but remain in the physical
universe.

P Ships jump, teleport, fold space,
or enter another dimension to effec-
tively exceed the speed of light.

P Ships don't carry FTL drives;
they use some manufactured or nat-
ural condition (a stargate, wormhole,
or black hole) to throw them across
the stars.

P Planetary bases or facilities ulti-
lize teleportation for travel. There
are no FTL starships—instead, ob-
jects and people are sent to other
stars by transportation platforms,
time arches, or similar devices.

There are several ways that you can
structure the mechanism of FTL trav-
el within each of the above-stated
scenarios. For instance, ships in your
campaign could achieve light speed
while remaining in the physical uni-
verse it they were rendered com-
pletely inertialess. Even a simple
fusion drive can reach interstellar
speeds if it's pushing a mass of ab-
solutely zero.

Or, your campaign could include a
drive that encapsulates ships ina
warping lield, an event thatl allows
them to exceed the speed of light.
The net result is that the ship roars
through real space, physically tra-
versing the distance of its journey
but breaking Einstein's laws in the
process.

While the pseudoscience varies
from story to story, every FTL method
has three characteristics: expense,
speed, and convenience.

Expense refers to the ease with
which society can build faster-than-
light ships or facilities; it determines
the overall abundance of FTL travel.
For example, only rich nations and
corporations could atford to main-
tain an FTL drive that requires rare
elements—the average individual
simply can'l atford to own or maybe
even travel on an FTL ship.

Expense doesn't always involve
materials. It can also represent the
requirements for specially trained
personnel. For example, a ship may
require the services of a world-class
Mindwalker to trigger ils drive or
navigate it through interstellar
space.

Speed is an important characteris-
tic ot an FTL drive. Even at incredi-

bly high velocities, travel will take
some time, and many voyages re-
main impractical if not impossible.
For instance, assuming that a ship is
capable of accelerating to 100 times
the speed of light, a trip to the center
of our Milky Way galaxy—30,000
light-years away—would still take
300 years. To make matters worse,
the closest galaxy to the Milky Way
is about five times farther away than
the galactic center. Thus, an FTL
drive needs to smash the light-speed
barrier beyond recognition in order
to have any usefulness for inter-
galactic travel.

Convenience represents the ease
with which members of a starfaring
species can utilize FTL technology.
Even if cheap, fast FTL travel is
available in your campaign setting,
travelers may not necessarily use it
regularly: The technology involved
may have a high failure rate; the
stresses and rigors of FTL travel may
kill, drive people insane, or create
long-lasting health problems; or the
passage of the ship may somehow
damage or wear out the space
around the vessel, thus limiting the
number of FTL vessels that can ar-
rive at or depart from a particular
system or planet in a given span of
time.

Travel and

Progress Level

If you don't have any specific notions
of how interstellar travel originated
in your campaign or what its capa-
bilities are, use the following base-
line categories to help identity the
technological level of a particular
culture or society.

The Information Age (PL 5): Based
as it is on chemical rockels, inter-
planetary travel during this age is
expensive, slow, and inconvenient.
Only the largest private concerns or
wealthy nations can afford to send
people into space. Interstellar travel
aboard generation ships may be re-
motely possible with a Herculean,
worldwide effort.

The Fusion Age (PL 6): Interplane-
tary travel is atfordable, moderately
fast, and generally convenient. Many
private businesses and organiza-
tions can afford interplanetary trans-
port and facilities, and all but the
smallest nations have offworld con-
cerns. Slower-than-light interstellar
travel, by means of generation ships
or ships that travel al a significant
fraction of light speed, is possible for

large and wealthy organizations that
can afford to wait years or decades
for results.

The Gravity Age (PL 7): Insystem
travel is commonplace, fast, and con-
venient; a person can cross from one
side of a star system to the other in
hours or days. Many individuals can
afford interplanetary vessels. Faster-
than-light interstellar travel is ex-
pensive, but generally accessible
and comfortable. FTL ships are
owned and operated primarily by
national and planetary govern-
ments, large corporations, and a few
wealthy individuals.

The Energy Age (PL 8): Interstellar
travel continues to improve, becom-
ing easily altfordable for anyone with
a reasonable income or credit rating.
Some vessels can travel hundreds of
light-years in a matter of weeks.

Communication

In a modern campaign, your herces
can pull out a cellular phone or
shorlwave radio and talk to anybody
in the world. With faxes, modems,
and even videophones, there’s no
limit to a character’s ability to call
for help, check facts, or keep in touch
with his superiors. However, the
issue of communications becomes
crucial in any star-spanning
campaign.

The basic problem is the same
one that was addressed in the dis-
cussion of faster-than-light travel: A
radio wave travels at the speed of
light, and sometimes that's just not
fast enough. Of course, this speed is
fine for connections between two lo-
cations on the surface of a planet, or
a surface location and a station in
orbit; virtually instantaneous com-
munication is possible in such cases.

Across interplanetary distances,
the light-speed restriction is a nui-
sance, but a tolerable one. Earth is
about 8 light-minutes from the Sun,
meaning that a starship near the
Sun could talk to an Earth-based sta-
tion with an 8-minute time lag. How-
ever, ships or stations in the outer
reaches of a system—say, the vicini-
ty of Neptune or Pluto—experience a
time lag of hours from the time they
send a message to the time it reach-
es its destination.

In extreme cases involving inter-
stellar distances, a communication
signal traveling at the speed of light
could take decades, or even centu-
ries, to reach its destination.



The good news is that in a cam-
paign featuring faster-than-light
travel, you can decide that technolo-
gy exists that also allows communi-
cation signals to exceed the speed of
light. People who need to contact one
another can send messages, instead
of using couriers aboard ships to
convey information.

If comm signals can only move as
fast as the typical FTL ship, then
starships moving from one system to
the next will most likely be used to
carry communications between
worlds. Long-distance communica-
tion in the campaign will resemble
the way it worked on Earth in the
early 1800s: Ships cross the oceans of
space in a given span of time, and
all message traffic moves at the
same pace.

You could design a campaign that
features FTL communication but
slower-than-light travel. In such
setting, it's fairly easy to slay in
touch, but electronic information is
the only thing that can pass between
star systems in anything resembling
a timely fashion. It could take years
for a rescue mission to reach an en-
dangered colony, despite the fact
that the rest of the galaxy knows of
the trouble minutes after it appears.

If contact between star systems
isn't important for the purposes of
your campaign setting, you can
simply stick with a realistic model in
which travel is slower than light and
communication is limited to light
speed. This represents the universe
as we know it today: Planetary popu-
lations will be effectively isolated,
carrying out their business withoul
hearing from their neighbors else-
where in the galaxy.

FREQUENCY
oF LiFe

The next step in developing your
own campaign setting is populating
it. Naturally, the frequency of life
isn't a consideration for present-day
technothriller or near-future Earth SF
settings, but the general population
of the universe is a major issue ina
starfaring game.

Life-bearing planets may occur
often in your campaign, or they may
be extremely scarce. You get to de-
cide. How many alien species and
habitable worlds do you want? If you
want a lot of them, use a fairly gen-
erous set of assumptions about plan-

etary formation, habitability zones,
and world chemistry. If, on the other
hand, you want extraterrestrial life
to be nonexistent (or at least undis-
covered) and you decide that human-
ity can only survive on planets that
can be terraformed, use more strin-
gent paramelers in your campaign.

We're Alone

In this type of campaign setting, ex-
traterrestrial life is virtually nonexis-
tent. The sheer improbability of
finding other planets that contain
the necessary elements for the natur-
al development of life makes human-
ity's colonization attempts the focus
of such settings.

Lifeless worlds, even though they
don't serve as sources of alien antag-
onists, can still be interesting adven-
ture sites, bases, or outposts, A
lifeless world may have mineral or
energy resources waiting to be ex-
ploited.

If Earthlike worlds are rare among
the stars, any planet with a reason-
able temperature and some kind of
atmosphere can be a candidate for
terraforming. Using tailored microor-
ganisms, robotic factories, or aster-
oid strikes, colonists might be able lo
alter a planel’s atmosphere in a mat-
ter of decades.

We’re Not Alone

This type of campaign assumes that
extraterrestrial life is abundant. He-
roes regularly interact with members
of other species, both as fellow ad-
venturers and as supporting cast
members. An alien-heavy campaign
provides players and Gamemasters
with a variety of roleplaying possi-
bilities. Diplomatic missions, jour-
neys of exploration, interstellar
trade, and galactic war become pos-
sible with the introduction of other
species lo your universe.

Before you create a horde of ex-
traterrestrial lite, think about what
role these aliens will play in your
setting. Do you want players to be
able lo create alien heroes, allowing
them to explore your campaign set-
ting from a nonhuman point of view?
Do you want to involve the herces in
stories that demand the presence of
aliens as part of the setting? Or do
you just want to have a sense of the
exolic and unusual surrounding the
heroes as they pursue their careers?

Many fine science fiction stories
don't involve aliens as central char-
acters; humans are certainly diverse

and interesting enough to sustain
most SF settings all by themselves.
But even if you restrict aliens to a
secondary role, that role can be vital-
ly important. For instance, if you're
running a near-future or horror cam-
paign, you can use aliens—or the
hint of aliens—to add mystery and
excitement to the campaign.

Campaign
Evolution

A campaign is a dynamic entity that
continually grows and changes. Dur-
ing the game, your players will make
cheices that alter the face of the
campaign. It's up to you to respond to
those choices in a way that is both
believable and consistent with the
universe you've created.

A vibrant campaign evolves dur-
ing the course of play. What hap-
pens, for example, when the heroes
succeed in putling down the rebel-
lion? Do they take a role in the new
governmenl? Do they move into the
private sector and start an interstel-
lar trading company? Do they wan-
der off to explore the next star
system? How you answer questions
such as these will help to determine
what direction your campaign takes
as it evolves,

What’s the
Adventure?

The final basic issue to be tackled in
the process of campaign design is
determining what sorts of adven-
tures you want your setling to ac-
commodate. What quests will your
heroes undertake? Are they explor-
ing uncharted planets, tighting a
ruthless alien enemy, undertaking
missions of espionage and sabolage
against rival corporations, or taming
an unsettled world? Think about
what kinds of adventures you like to
run, what kinds of adventures your
players like to play, and then consid-
er what sort of universe or setling al-
lows you to create these adventures.
An exotic setting by itself isn't au-
tomatically a source of good adven-
tures—the setting needs to feature a
storyline or a threat that serves as a
way to motivate the heroes. See
Chapter 15: Adventure Design for de-
tails on how to accomplish this goal,
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It could take thousands of words to
describe a single city in detail, let
alone an entire star system—butl
don’t despair, Fleshing out a gocd
setting for your campaign isn't nec-
essarily a full-time job. For starters,
you can get by with a strategic map;
a local map, and five to ten detailed
locations in each area, Develop other
areas as the campaign progresses,

Strategic Map

A strategic map is a comprehensive
guide to the areas in your campaign
world. It contains information on
space sectors, planetary systems, in-
dividual planets, and just about any
other significant location.

When creating a strategic map.
think first about the places you want
the heroes to explore, Do you antici-
pate your campaign shilting its focus
or scope over time? Place some
blank areas or frontier systems on
the strategic map. This allows you to
expand the campaign later.

The second issue to consider is
the politics of the area. Where are
the villains of the campaign, and
why do they exist? What high-level
forces might eventually impact the
herces in their own local campaign
area? For example, if the heroes’
home arec is part of a system that's
rebelling againstgalactic tyranny,
many of their adventures could in-
volve dealing with attacks by enemy
forces, hunting down enemy spies
and infilttators; or searching fora
weaapon or a form of technology that

could make it easier for the rebellion
to succeed.

Sites of Interest

To start the process of detailing your
strategic map, it's a good idea to
identily anywhere from five to ten in-
teresting sites (nations, systems, or
empires) and create thumbnail
sketchas of each. You don't need to
describe each of these sites’ leaders
as a supporting character, but it
might be useful to create a support-
ing character who represents each
large nation or power and is respon-
sible for dealing with heroes in an
ofticial capacity—perhaps a mid-
leval functionary such as a scout,
agent, or administrator,

Local Map

A local map shows a relatively small
area {compared to what a strategic
map depicts) in which you expect the
heroes to remain for at least the first
few adventures of a campaign. It
could take several forms: a street-by-
streel map of a city, station, or out-
post; a county-sized map marking
towns, natural landmarks, creature
lairs, and ruins; a map of a nation or
an entire planet, noting the area’s
most prominent cities and physical
features; or a map of a star system
showing where the planets are.

Usually, the heroes can reach any
spot in the local campaign area with
a minimum of preparation. Some of
the heroes may know the area well
and have a good idea of the political
and geographical landscape.

The size of the local area can vary
according to the circumstances of
your setling. If your players’ heroes
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have apartments on Earthport, like to
do their drinking at Harry's Cafe on
the planet Mars, and then spend
their time chasing pirates and smug-
glers among the moons of Jup
that's fine—as long as the technolo
gy in your campaign supports such
large territory. For example, the local
area of a campaign that uses con

ventional chemical propulsion is
probably quite smaller than the local
area of a campaign that utilizes FTL
travel. Not every part of the area
needs to be equivalent in size or
scale—a local area might «
a few hundred square mil
etary surface, plus the inte
high-orbit spaceport thousands of
miles away.

Sites of Interest
Once you decide what your local
area consists of, you
five to ten sites of inter
them within that area. A
est can be somethin
lair of a dangerous c
something as complex as an alien
city, a crimelord’s headquarters, or a
bustling spaceport. At a minimum
provide at le the heroe
can use as their base of operatior

ould create

t and place

Ie, or

st one place

couple of areas where they can go to
gather information or socialize, and
a few locations that might offer chal-
lenges to them.

Each site of interest you create for
the local area should contain a sup
porting character or two. This is a
good way to begin stocking your
campaign setting with inte ]
personalities.
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STAR SECTORS

The most ambitious task you face
when creating a starfaring cam-
paign is the design of a piece of the
galaxy to call your own. A galaxy is
a titanic place, containing billions of
stars. If humanity ever develops FTL
travel, it would take centuries or mil-
lennia to survey just the spiral arm
of the Milky Way in which Earth is lo-
cated, let alone the entire galaxy.

Naturally, not every campaign
needs a star map. If your campaign
is built around modern-day espi-
onage, an alternate history or a fu-
ture Earth that doesn't involve space
travel, or even a near-future space
opera, making a star map for it is un-
necessary. However, a good map of a
well-designed sector is an indis-
pensable lool for creating a starfar-
ing campaign.

The following section contains
rules for designing your own stellar
areas—beginning with sectors and
gradually narrowing the focus to in-
dividual planets and civilizations.

Scale

Do you want humanity's place in the
universe to consist of a few dozen
stars within 10 or 20 light-years of
Earth? Do you want a true galactic
empire spanning thousands of light-
years? Or is something in between
those extremes more appropriate?

TABLE G57: STAHFARING CAMPAIGN
ScaLk describes the basic choices
available to you. The labels in the
“8ize" column are simple descriptive
terms with no specific meaning in
the context of the game rules; what's
most importan! are the numbers in
the other three columns.

For instance, a sector the size of a
cluster measures around 100 light-
years from edge to edge and con-
tains roughly 5,000 stars. To depict
this sector on a normal-sized piece of
hex-grid paper, a map scale of §
light-years per hex is recommended.
Of course, that piece of paper won't
contain specific locations lor each of
those 5,000 stars. Even a thoroughly
developed sector probably has only
40 or 50 star systems described in de-
tail, so what you're really doing
when you set a scale is determining
the number of unknown, unexplored,
or insignificant star systems be-
tween the sites of interesl in your
game.

TABLE G57: STARFARING CAMPAIGN SCALE

Diameter
10 LY

100 LY
1,000 LY
10,000 LY

Size
Province
Cluster
Region
Arm
Galaxy

Developing a
Sector

The easiest way to create a sector is
to come up with five or ten star sys-
tems that you want to showcase,
then mark each as a dot on the map
in the relative location you think is
best. Although stars may have
dozens of planets and hundreds of
outposts in their vicinity, you don't
need to worry about detailing them
at the sector level. Star systems are
described in detail in the next step of
this process.

A piece of paper printed with a
hexagonal grid is all you need to de-
pict the key locations in the sector
you're designing. (You can use a
piece of graph paper with a square
grid if you prefer that style of map.)
Remember, it's not your job to identi-
fy every star in your campaign terri-
tory; even o province-sized sector
(see Table G57) can contain dozens of
stars thal have no importance in the
story you want to tell, and as such
they don't need to be placed on your
map. [f your map encompasses an
enlire arm of the galaxy, you'll have
to assume that there are thousands
of unmarked stars in each and every
Square on your map.

Stars shouldn’t occur at equally
spaced distances across your map;
that would be boring and unrealistic.
Clump a few stars together in one or
more areas of the map, and leave
large tracts between those clumps
where few stars exist. These empty
stretches are sometimes called rifts.
Rifts may represent areas of the cos-
mos in which all significant astro-
nomical bodies were incinerated by
ancient supernovas; they can be
areas ol mystery for heroes to ex-
plore, or perhaps they can serve as
borders between different stellar em-
pires in the sector,

While stars are the most obvious
sites of interest in a seclor, space
also includes vast clouds of dust and

50,000,000
100,000 LY 5,000,000,000

Stars
50
5,000
500,000

Map Scale

1 LY/hex

5 LY/hex

50 LY hex
500 LY/hex
5,000 LY/ hex

gas, called nebulas. A typical nebula
stretches for dozens of light-years
and contains only a few more parti-
cles per cubic meter than the hard
vacuum of interplanelary space.

Nebulas come in two varieties:
dark and bright. A dark nebula is
made up of cold, drifting gas and
dust. Bright nebulas possess bril-
liant stars that burn inside the cloud
and give off illumination, Both dark
and bright nebulas are important be-
cause of their roles as stellar nurs-
eries, the birthplaces of new stars,

In addition to the physical phe-
nomena of a sector, you also need to
describe the inhabitants of that area.
Which of the dozens or hundreds of
stars marked on your map are homes
to life-bearing worlds? How are
these systems organized? Do they
have interstellar governments or em-
pires, or are they a disjointed collec-
tion of independent planets?

In campaigns in which FTL travel
is impossible, expensive, or unreli-
able, interstellar governments are
unlikely at best; each star system
would exist as an isolated state.
Faster-than-light travel and commu-
nication make it possible for star
syslems separated by the gulf of in-
terstellar space to be controlled by a
central government.

Mapping in

Three Dimensions
Unlike a map of a planetary surface,
a sector map must represent three-
dimensional space. Rendering such
an ared on a two-dimensional sheet
of paper presents a few challenges.
However, there are a few tricks for
showing which stars are "above" or
"below" the level surface of your
mapsheet,

First, assume that a horizontal
plane bisects your sector—this is the
two-dimensional area defined by the
mapsheet. One or more of the stars
you place on the map should be lo-
cated on this plane, so that it serves



as a base reference point. If one of
the star systems in your sector is
more important than the others, or if
one system happens to be centrally
located within the sector, it would
make sense to locate the horizontal
plane so that it runs directly through
that star. Next to any star that this
plane does not pass through, you'll
jot down information that shows its
location in the third dimension—its
distance above or below the plane.
The sample sector map on this
page (representing a portion of a
cluster-sized sector) demonstrates an
effective way to map three-dimen-
sional spaces. On this map, most
stars have designations such as
41" and "V2." The " A" signifies a
stellar body that's located above the
horizental plane that runs through
the star that happens to fall at the
center of the map. The " V" signifies
a stellar body that'’s located below
the horizontal plane. The number
next to the symbol denotes the actu-
al distance, in hexes, that a stellar
body hangs (above or below) the hor-
izontal plane. Thus, Rajah ("v4")is 4
hexes (or 20 light-years, according to
the map'’s scale) below the horizontal
plane. (The only star without an up

or down reference is Goldmine,
located on the plane of this map.)

To get a rough (sometimes very
rough) estimate of the distance be-
tween two stellar bodies, simply add
the horizontal distance to the overall
vertical distance and take two-thirds
of that total. For instance, the hori-
zontal distance between Hogan's
Goat ("v9") and Sheboygan (" A 127)
is 11 hexes. The overall verlical dis-
tance is 9+12, or 21. So, the distance
between the two stars is lwo-thirds
of 11+21=32—approximately 22
hexes, or about 110 light-years.

If both stellar bodies lie on the
same side of the horizontal plane
for example, Blackmast (" 76"} and
Fort Sam Houston (* vV 4")}—calculate
the overall vertical distance by sub-
tracting the smaller number from the
larger. Thus, the vertical distance be-
tween Blackmast and Fort Sam
Houston is 2 (6-4=2) rather than 10.

This system merely approximaltes
three-dimensional distances. Fora
truly accurale calculation, use the
Pythagorean theorem (a*+b?*=c?) for
each axis. Additionally, you can use
computer software to plot your sector
in detail, or construct a model of a
sector and suspend the stars by wire.

STAR SYSTEMS

Each of the countless points of light
in the sky is a star system, and each
system is an island of matter, energy,
and possibly lile in the great dark
void of interstellar space. If you run
an interstellar campaign, you may
need to describe a dozen or more star
systems; if you run an interplanetary
campaign, you'll need to sketch out
just one.

The size and age of a star dictate
how likely it is to have planets, the
habitability of those planets, and the
resources or phenomena associated
with that system.

Number of Stars

A great number of star systems are
actually binary systems—two stars,
each orbiling around the other. Bina
ry systems and even more complex
multiple-star systems comprise more
than half of the star systems in the
universe.

Binaries, trinaries, and other exot-
ic arrangements are certainly inter-
esting, but in realily these systems
pose signilicant barriers to human
colonization. Planets formed in a bi-
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nary or multiple-star system often
possess climates and temperatures
antithetical to human life.

In general, aliens with extremely
unusual biochemistries—those ca-
pable of surviving in conditions of
extreme heat or unendurable cold—
stand the greatest chance of being
able to colonize such worlds. Hu-
mans living in these systems must
remain in shielded stations or other
artificial environments, such as hol-
lowed-out asteroids or domed cities.
Of course, this is science fiction, so
you can throw a scattering of
human-tolerable worlds among your
multiple-star systems if it suits you.

To determine the number of stars
in a particular system, roll d20 and
refer to TABLE G58: STARS IN A SYSTEM.
You can always reroll {(or choose the
number of stars yourseli) if the result
clashes with your concept of the star
system,

TAaBLE G58:
STARS IN A SYSTEM

d20D
1-10
11-16
17-18
19
20

No. of Stars

Spectral Class

The most imporlant characteristic of
a star is its mass. A star's mass de-
termines the temperature at which it
burns, the likelihood of planets in its
system, the habitability of those
planets, and the lifespan of the en-
tire system. Very large stars burn
much hotter than Earth's medium-
sized Sol and exhaust their nuclear
fuel much faster. Small stars burn
cooler and conserve their fuel,

The temperature at which a star
burns determines its color, or spec-
tral class. Most stars belong to one of
the classifications along the main
sequence: O, B, A, F, G, K, M. Class O
stars are the hottest and brightest,
while Class M stars are the coolest
and dimmest. However, certain
events in the life of a star may cause
it to deviate from the main sequence.
For example, a star that exhausts its

primary fuel (hydrogen) may start
burning helium. This causes it to
swell drastically in volume and burn
brighter than its temperature would
normally indicale. Scientists call
these stars red giants.

Planets that are habitable, as hu-
mans define the term, rarely exist ex-
cept in Class F, G, and K systems.
The hotter stars (O, B, and A) are too
large, hot, and active to support
Earthlike worlds unless such a world
is extremely distant from its parent
star. In addition, O, B, and A stars
burn for only ten or twenty million
years—and it took hundreds of times
longer than that for multicellular life
to develop on Earth. Of course, ex-
plorers and colonists may be able to
settle on such worlds when they do
exist, unconcerned with the failure of
native life to develop or the star's
fate millions of years in the future.

On the other end of the scale,
Class M stars (red dwarfs) put out
only a fraction of the solar energy
necessary to support life at an orbit
anywhere near Earth's, so an Earth-
like world would have to orbit much
closer to the star. Also, many red
dwarfs are so-called "flare stars,”
subject to violent instabilities that
could make close-orbiting planets
dangerous places to visit.

The stellar components of a bina-
ry or multiple-star systemn don't al-
ways match in spectral class. For
example, the Centauri star system,
Sol's nearest neighbor, consists of
three stars: Alpha Centauri A, Alpha
Centauri B, and Proxima Centauri.
The first two bodies are class G stars
fairly comparable to Sol. Proxima,
however, is a red dwarf that orbits its
companion stars at an immense dis-
tance. When the stars in a multiple
system are of different sizes, the
largest one is dominant and is re-
ferred to as the primary (see TABLE
G60: MuLTIPLE-STAR SYSTEMS).

Non-Main Segquence
Some of the most unusual stars are
non-main sequence bodies. In other
words, they don't fit the typical mod-
els of mass and temperature.

Black holes (also known as collap-
sars) are the remnants of very large
stars that have exhausted their hy-
drogen fuel and exploded in a super-
nova, This explosion makes it
unlikely that any significant plane-
tary system survives around the star.
In addition, black holes have such
incredibly strong gravity that they

distort time and space, further reduc-
ing the chances of any surviving
planetary matter. Because a black
hole drags nearby matter toward
and into its maw, such objects are
often surrounded by swirling clouds
of cosmic debris known as accretion
disks.

Bodies as massive as good-sized
asteroids or planetesimals may be
slowly spiraling to their doom in a
black hole's orbit, but heroes still
might visit the vicinity for some rea-
son or another. A long stay, however,
is very unhealthy, since black holes
give off vast amounts of deadly radi-
ation. It has been theorized that a
vessel with sufficient shielding
could pass through a black hole and
end up in an entirely different part of
the universe, or another universe.

Neutron stars form when large
stars exhaust their fuel, but don't col-
lapse completely. All the remaining
matter compresses into a tiny body
only a few kilometers across. The
material’s density crushes its atoms,
resulting in an object composed en-
tirely of neutrons. A neutron star may
be surrounded by the blasted rem-
nants of a planetary system. How-
ever, worlds of this sort would be
cold, lifeless, virtually lightless, and
bombarded by scathing amounts of
hard radiation. Pulsars are rotating
neutron stars that also cast out a
massive volume of radiation.

White dwarfs are stars that don't
have sufficient mass to collapse into
neutron stars. Such a body is small,
dense, and ringed by the wreckage
of its planetary system. A white
dwarf system would be cold and
dark, since the star doesn't put out
much light or other energy.

Black dwarfs are small stars that
simply burn out after exhausting
their fuel. When this exhaustion oc-
curs (a rare event, since any small
star will burn dozens or hundreds of
times longer than our own Sun), all
that's left is a cooling cinder. A cold
and dark planetary system may cir-
cle the remnants of the dead star.

Brown dwarfs are unlike the other
non-main sequence bodies—they're
stars that never quite formed, rather
than stars that ignited and later
burned out or exploded. In order for a
ball of gas to become a star, it must
have a sufficiently great mass in
order to generate the temperatures
necessary to ignite and sustain the
fusion reaction that makes a star
blaze. If a body never ignites, it be-



TABLE G59: SINGLE-STAR SYSTEMS

Color
Blue-white
Blue

Green

Class
o/B

Yellow
Orange
Red

Planets Orbit Track
di2-8 1
di2-6 1
di2-3 n
di2-2 n
di2-4 n

d8-2 m

Non-main sequence star; roll again:

d20D Star
1 Black hole
2-3 Neutron star
-7 White dwarf
8-10 Black dwarf
n-18 Brown dwarf
19-20

Red supergiant

Planets Orbit Track
di2-9
di2-7
di2-8
d8-2
dB-3
dB-1

TaBLE GEBD: MULTIPLE-STAR SYSTEMS

Primary [Secondary) Planets

0 or B {white dwarf]
B or A (M)

F (&)

F [K or M)

F (brown dwarf)

& [G]

G (K or M)

G (brown dwarf)

K [K or M]

K [brovwn dwarf)

8-11
12-15
16-17
1819

20

Drbit Track
di2-9 ]
di2-9 ]
di2-8B w
di2-7 ] ]
di2-7 1]
di2-7 1w
di2-b n
di2-7

di2-8 1
di2-7 m

For systems with more than two stars, generate
a binary pair and a single star [3 stars), two bi-
nary pairs (4 stars], two binaries and a single [S5
stars), or three binary pairs [6 stars]).

Planets is the number of planets in the system. If a die
rall produces the highest possible number, roll again and
add the second result to the first (only reroll once, even if
the second roll also yields the highest possible number]).
On the first roll, any resuilt of 0 or less [a roll of 6 on
di2-7, for example) indicates the absence of planets.

Orbit Track lists which of the columns to reference on
TasLe GE1: Dreir TRACKS (page 195) to establish how far away
planets are from their parent star.

comes a smoldering brown dwarf,
giving off heat and possibly a little
light. Brown dwaris are hard to de-
tect, since they're dim and small. A
traveler would have to pass within a
few million kilometers of one in
order to notice it.

Red supergiants are spectacular,
but short-lived, stars. When a star of
average size such as Sol exhausts its
store of hydrogen, it begins to burn
the helium

and ether heavier ele-
ments manufactured during its eons

of hydrogen fusion. This causes the
star to cool and swell to a tremen-
dous girth. A red supergiant swal-
lows any inner planets it may have
possessed and renders the rest of the
system uninhabitably hot, then lasts
thereatter for only a few million
years belore exhausting its fuel and

becoming a supernova, with a result-

ing cataclysmic explosion that anni-
hilates anything within a radius of
several light-years.

Developing a
Star System

The two tables on this page provide
the most basic details about a star
system: the type of stax(s) in the sys-
tem, the number of planets in the
system, and a general statement
concerning how far away those plan-
ets orbit from their parent star. [f
planets exist in a system, you'll want
to record their locations relative to
each other and their parent star.

At the end of this book you'll find
a System Record Form, designed to
summarize the critical information
about a star system at a glance.
Record the name and spectral class
of the system's parent star at the top
of the form. The form includes a se-
ries of rings; each of these indicates
an orbit that a planet might occupy
around the star.

In addition to atfecting the num-
ber of planets present, the spectral
class of the star also influences
where planets are likely to form.
TaeLe G61: OreiT TRACKS reflects this
fact. All the possible orbit tracks
where a planet could be located are
depicted on the System Record Form,
along with enough blank lines to
record information about each plan-
et as its location is determined.

When creating a new star system,
it's easiest to begin with the inner-
most planets and work outward.
Each of the marked orbit rings on the
System Record Form may or may not
have a planet (or some other body) at
that distance from the star. As you
work outward, there's a 50% chance
that each particular orbit ring con-
tains one of the planets in your sys-
tem. Keep working outward until you
assign each planet an orbit, until
you run out of orbit tracks, or until
the comet belt comes up as a planet
type. lgnore any leftover planets.

# Example: Dave is creating a
single-star system centered on a
class G star. Table G59 tells him that
the star has d12-2 planets. He rolls
d12 and gets the highest possible re-
sult—12. This means that there are at
least 10 planets (12 - 2), and he rolls
d12 again. His roll of 3 gives him 1
more planet (3-2=1), for a total of as
many as 11 planets in this system

Referring to Table G59 again, he
sees that this star will have a Type 11
orbit arrangement. He proceeds to
TasLE GB1: ORBIT TRACKS and first
checks to see if a planel exists on
Ring 1, which is 0.3 AU from the star.
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After deciding that "heads” means
"yes," he tosses a coin. It comes up
heads, so one of Dave's 11 planets is
located on Ring 1. On the first blank
line under "Orbit,” he writes the or-
bital distance (0.3).

He moves to Ring 2 (orbital dis-
tance 0.4). He flips the coin again,
and this time il comes up tails—no
planet. The coin indicates a planet
for Ring 3, so Dave writes "0.7" on the
second blank line under “Orbit.” He
has now placed two planets out of a
maximum of 11.

As it turns out, Dave places only
five planets before he generates a
comet belt at Ring 10 (orbital dis-
tance 15.0), That represents the outer
limit of the star system, so he disre-
gards the fact that he had more plan-
ets he could have placed. Now he
moves on to the next step in system
generation, whichis...

PLANETS

While stars inspire awe, they're only
ol passing interest to the typical
group of explorers. Most heroes opt
to explore the challenging and some-
times bizarre environments offered
by planets. In a starfaring campaign,
you may need to build up a portfolio
of a dozen or more well-developed
planets and thumbnail sketches of
dozens of less inleresting worlds.
These planets form the background
tor your herces' adventures.

In the system generation proce-
dure being outlined here, a planet's
distance from its parent star is the
major factor in determining what
type of bedy it is.

The size and temperature of the
parent star governs the range of the
star's habitability zone. This is the
approximate dislance at which a
planet receives the solar energy nec-
essary for life (in whatever form).

The habitability zone of a hot star
is much farther away from the star
than the habitability zone of a cool
star, If the Earth's parent star were a
blue giant instead of a relatively
small yellow star, and its orbil was
at the sume distance, the enormous
energy output of the star would turn
the planet into an irradiated waste-
land resembling Mercury or Venus.
On the other hand, if Earth orbited a
red dwarf at the same distance, the
dearth of energy from the parent star
would make the planet a Irigid ball,
much like Uranus or Pluto.

Using the Tables

The three tables on the facing page
enable you to determine the basic
characteristics of a single planetary
system (consisting of a planet and its
moons, if any). Refer first to the
"Planet Type" column on TasLe G61:
OngiT ThAacks. Each entry in that col-
umn lists a die to roll. Make the roll,
adjust the result by the number
given, and consult the "Die Result”
column on TABLE G62: PLANETS. The
process is summarized in the notes
accompanying the tables, and de-
scribed in detail below.

# Example: In the system Dave is
developing, the first planet is on
Ring 1. According to the right-hand
column of TaABLE G61: ORsIT TRACKS,
Dave should use d6-3 to determine
the planet type. The die roll is 4,
yielding a result of 1. Dave checks
TaBLE GB2: PLANETS and sees that the
first planet in his system is a hot
super-Terran.

In addition, the table indicates
that this planet has d6-3 moons.
Dave rolls a 6 this time, yielding a
result of 3 moons. After noting that
this planet's moon modifier is -1, he
goes to TasLe G63: Moons. He rolls
2d6 three times, getting results of B,
8, and 5. Subtracting | from each die
roll produces final results of 7, 7, and
4, Two of the moons are ring systems,
and the remaining moon is small.
This moon is loo diminutive to keep
much in the way of an atmosphere,
so Dave determines that it's simply
an airless, hot, irradiated rock.

Types of Planets

Planets display a wide variety of or-
bital characteristics, elemental com-
position, appearance, and evolution.
The information that follows details
the bodies and phenomena that
heroic spacefarers might encounter
as they explore a star system. You
can adapt the general principles be-
hind these planetary types, or ignore
them in favor of your own design.

Ring Systems

A ring system is the wreckage of a
satellite that was destroyed by the
tidal influence of a nearby larger
body. The rings are primarily made
up of very small particles of matter
(gas and dust), possibly held in a co-
herent shape by the gravity of larger
asteroidlike bodies interspersed
throughout the gas and dust.

Complex Systems

Sub-Terran Planets
Rocky or stony bodies significantly
smaller than Earth, sub-Terran
worlds may support life. In the Sol
system, Mercury and Pluto qualify as
sub-Terran bodies, as do most of the
moons orbiting the various planets.

A hot sub-Terran planet is a small,
dense world close to its parent star.
Such bodies tend to be rich in heavy
minerals—the solar wind carries off
many lighter elements—but have
little or no atmosphere. Many hot
sub-Terran planets are tide-locked—
the star’s gravity has slowed the
planet's rotation to a standstill, so
that one side bakes in continual day-
light while the other freezes in un-
ending night.

Cold sub-Terran planets are often
mineral-poor; they form on the outer
fringes of a system, where heavy ele-
ments are scarce. Since these bodies
are small and not very dense, their
gravitational pull can only capture a
thin atmosphere. Many of the larger
moons of outer gas giants qualify as
cold sub-Terran planets.

Super-Terran Planets
Super-Terran planets are metallic or
rocky bodies significantly larger
than Earth. They easily retain atmos-
pheres due to their strong gravity.
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Ring: An orbital track on the System Record Form.

0.7, 1.0, 1.5, etc.: The distance of that ring from the pri-
mary star, in astronomical units [AL). For example, Ring S
in a system with a Type 1l orbit track is located at 0.7 AU.

Planet Type: Roll the die indicated and refer to TasLe
G662: PLaners [below] to determine the planet's type.

TaBLE GB2: PLANETS

Die Moon
Result Type Moons Modifier

0 or less Ring system None /A
Super-Terran, hot d6-3 -1
Sub-Terran, hot da-3 =5
Terran, hot d6-4 =3
Terran, temperate dB&-2 e |
Sub-Terran, temperate -5
Super-Terran, temperate
Asteroid belt
Gas giant, large
Gas giant, small
Super-Terran, cold dB6
Terran, cold da
Sub-Terran, cold d3
Comet belt None

ages.

Gas Giants

These are planets co

ily of light g

methane, and ammonia—in variou

quantities anc Tk
tend to form where large ¢

rings—tho
nothing more than
aster s

Type defines the planetary body.

Moons indicates the number of moons the body possess-
es. A result less than 1 indicates an absence of moons
around this planet. For each moon that exists, roll once
on TasLe GE3: Moons (below).

Moon Modifier lists a modifier that applies to the 2d6
rall made on TasLe G63: Moons.

TAaBLE GB3: Moons

Type

Tiny A moon has the same
Small temperature as its

Ring system parent planet. (Consider
Sub-Terran gas giants to be cold—
Terran but see the text at
Super-Terran right for an exception.)
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Asteroid Belts

Icy, stony, or metallic rocks may cir-
cle a star, Unlike a ring system, an
asteroid belt is made up entirely of
boulder-, mountain-, and moon-sized
bodies. The concentration of these
objects is relatively dense compared
to the emptiness of space, but the
distance between adjacent asteroids
is still considerable; even a large
spaceship could easily navigate
through most asteroid belts without
coming close to a collision.

The largest asteroids are only a
couple of hundred kilometers in di-
ameter—iar too small to retain at-
mospheres or to have any significant
gravilational fields. These bodies
are excellent sources of nickel, iron,
carbonaceous compounds, water,
and other minerals that are scarce in
the outer reaches of a system.

Most individual asteroids weave
complicated orbital paths within the
confines of a belt; sometimes, the in-
fluence of a nearby planet may pull
them away from their companions.
For instance, some of Jupiter's outer
moons are probably captured aster-
oids.

Some asteroids have highly ellip-
tical orbits that may result in colli-
sions with inner planets from time to
time. The so-called "dinosaur killer”
impact 65 million years ago on Earth
may have been caused by an aster-
oid of this type.

Comet Belts

Present around almost every star,
comets are composed of rock and
water, or ammonia ice, and they're
rarely more than a few dozen miles

in diameter. A comet's tail forms
when material evaporates from the
comet as it passes close to its parent
star. Comets have distant and ex-
tremely elliptical orbits, sometimes
taking thousands of years to travel
one complete circuit back to the in-
ner regions of a system.

Moons

Planetary satellites vary widely in
size and composition. Tiny moons
are 50 to 200 kilometers in diameter,
usually asymmetrical and far too
small to retain any kind of atmos-
phere. Small moons range up to 2,000
kilometers in diameter and may
have trace atmospheres. Sub-Terran
moons are large enough te be plan-
ets in their own right; in Earth's solar
system, the four large moons of
Jupiter (Ganymede, Io, Europa, and
Callisto), Saturn's satellite Titan, and
our own Luna fall into the sub-Terran
category. Terran and super-Terran
moons are correspondingly larger.

If a moon is large enough to pos-
sess an atmosphere, it may support
life—if the moon's parent planet isn't
too close to its star. A large moon
with a heavy atmosphere (Titan, for
example) may have an intolerably
hot or cold climate.

In order for an Earthlike world to
exist in orbit around a gas giant, the
gas giant must orbit somewhere in
the star's habitability zone. In addi-
tion, the Earthlike moon would prob-
ably need to orbit the gas giant at a
substantial distance to minimize the
planet's destructive tidal effects.

The Sol System

Orbital
Characteristics

Not all star systems look alike, The
first planet around one star might be
a molten inferno only a few million
kilometers from its sun, while the
first planet around another star
might be a frozen ball of ice circling
billions of kilometers away. Defining
a realistic sel of orbital characteris-
tics can involve the use of a lot of
hard science. Do the planets in a sys-
tem follow an elliptical or a circular
orbit? What's the length of the year
and the axial tilt for each planet?
How tast do the planets rotate? Gen-
erally, you can use your imagination
to create the details of a system and
its particular planets. However,
knowledge of some basic astronomi-
cal concepts can add depth and real-
ism to your campaign—qualities
that most roleplayers value greatly.

Length of Year

A planet located close to its star trav-
els faster in its orbit and makes one
circuit around the star more quickly
than a planet located farther away.
In our solar system, the length of a
planet’s year varies from about 90
days for Mercury to almost 250 years
for Pluto. In one Earth year, our plan-
et travels about 940 million kilome-
ters in its journey around the Sun,
while Venus travels more than 1 bil-
lion kilometers in the same length of
time.

From a gaming standpoint, the
outer planets in a system don't move
any appreciable distance in the
course of a typical adventure—even




one that takes weeks or months to
complete. However, inner planets

can move a significant distance in
even a relatively small period of
time. If it's important to know how far
away two inner planets are from one
another at a given time, see "Plane-
tary Alignment” on page 156 in
Chapter 11: Spaceships for advice on
how to make this determination.

Eccentricity

The orbits of some bodies in a star
system may be exactly or almost ex-
actly circular; most of the planets in
our system have this characteristic,
and are said to have orbits of low ec-
centricity. Other orbits—such as
those of many comets—are greatly
elongated ellipses. A world with a
highly eccentric orbit would be much
closer to its sun during particular
times of the year and farther away
during others. The temperature and
the length of the seasons on such a
world would vary markedly during
the course of a year.

Inclination
The orbits of most satellites—includ-
ing moons revolving around planets,
as well as planets revolving around
stars—lie along or very close to the
plane that passes through the equa-
tor of the body they're orbiting. Sci-
entists call this the ecliptic plane. I
you viewed a typical star system
from the side, you'd see the planets
were aligned horizontally, with no
real difference in "elevation” above
or below the rest of the system.
However, some bodies may break
this rule. For example, Pluto's orbit
slants off the ecliptic plane, so that it
sometimes hangs "above" the other
planets and sometimes "below”
them. Comets and asteroids often
have inclined orbits, too.

Axial Tilt

While orbital inclination deals with
the revolution of a planet in relation
to the ecliptic plane, axial tilt deals
with a planet's rotation in relation to
the ecliptic plane. If a planet’s eclip-
tic plane is exactly aligned with the
ecliptic plane of its star, then the
planet has an axial tilt of 0°. How-
ever, the two ecliptic planes don't
necessarily line up; in our solar sys-
tem, Mercury is the only planet with
an axial tilt of 0°. The plane of the
Earth's equater (and therefore, the
line of its axis} is tilted about 23°
from the plane of its orbit.

The axial tilt of a planet governs
the seasonal variation of its weather.
The Earth's north pole is inclined
away from the sun during winter in
the northern hemisphere, and as a
result that half of the planet receives
less light and less heat than it does
in the summer. A planet with an ex-
treme axial tilt will have severe dil-
ferences in seasons—extremely hot
summers and extremely cold win-
ters—while one with a mild axial tilt
will have little variation from one
season to another.

Length of Day

As a result of their formation, most
bedies in space spin on an axis. The
velocity of this spin dictates the
length of a planet’s day. Without ro-
tation, one side of a planet would
eventually superheat from an end-
less stream of daylight, while the
other side would freeze in eternal
darkness.

Relative to Earth's 24-hour period
of rotation, a planet's day might be
extremely short (Jupiter rotates once
every 11 hours) or extremely long
(Venus rotates once every 243 days).

When a planet or moon orbils too
close to its parent star or planet, it
eventually becomes tide-locked. The
satellite’s rotation is halted by the
pull of the larger body's gravity, and
it circles with the same face always
turned toward its primary. Earth's
own Moon is an example of a tide-
locked satellite.

Planetary
Environments

Now that all the bodies in your sys-
tem have been identified, it's time to
get down to details about what it's
like on or near the surface of each of
the system's planets.

A full discussion of planetary en-
vironments ranges through a lot of
topics, but at the heart of the issue is
one fundamental question: s the
planet in question suitable as a
home for life? Specifically, can he-
roes walk about unprotected, can
they survive and be comfortable
while wearing only respirators, or do
they have to be decked out in fully
sealed protective suits? Can life as
we know it evolve on the world? If
not, is it capable of supporting some
kind of weird biochemistry?

Just because a planet is of an ap-
propriate size and orbits at a favor-

able distance from its star doesn't
mean that it automatically spawns
life. The geological chemistry of a
world is erucial in determining the
quality of its atmosphere, the etfect
of that atmosphere on temperature
and habitability, and the presence of
free water and free oxygen.

Planetology is an invelved field of
study, and it's not necessary to ex-
plain the reactions necessary for the
development of an Earthlike environ-
ment. For game purposes, the end re-
sult is what matters.

The overall habitability of planets
and other stellar bodies is summa-
rized in the five planetary classes
described below. By using these cat-
egories in conjunction with the
GRAPH system (described in Chap-
ter 3: Gamemasters in Action), you
can draw a fairly complete picture of
a planet’s total environment.

TaBLE G64: PLANETARY ENVIRONMENTS
provides a system for randomly de-
termining the general physical char-
acteristics of a planet. If you prefer,
you can read through the descrip-
tions that follow and make your own
decision about what kind of environ-
ment a certain planel represents.

Class 1

Planets and moons with Class 1 en-
vironments require characters to
take few, if any, protective measures
in order to survive; the raw materials
needed to support life exist in abun-
dant supply. Some conditions might
modify the environment to an extent
(arctic cold at the poles, an atmos-
phere denser than Earth normal, and
so forth) have little effect on the over-
all habitability of these worlds. For
instance, it's possible for a Class 1
world to have a toxic atmosphere—
but the toxic element would be mere-
ly @ mild irritant, or would only be
present at certain altitudes or in par-
ticular areas.

Of the planet types listed on Table
G64, the three temperate worlds are
the most likely to be Class 1 environ-
ments. A hot world (if it isn't too hot)
can be a Class 1 locale, as could a
cold planet.

Class 2

Unprotected humans exposed to a
Class 2 environment will die over
the course of days, hours, or even
minutes. However, special equip-
ment offers protection against the
harmful effects of a Class 2 environ-
ment. Special insulated or refrigerat-
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TABLE GB64: PLANETARY ENVIRONMENTS

Hot worlds

1-3 Class 4
Class 3
Class 3
Class 2
Class 2
Class 1
Class 1
Class 1
Class 2
Class 3
Class 5

Life Dcean
GI/R4/AQ0/PO/HD — —
GI/R2/A3/PI/HAS m 1-2
GI/R2/A4/P2/H3 v 1-3
GI/R2/A3/P2/H1 w 1-4
G1/R2/A1/P2/H1 1] 1-5
GI/RV/AZ2/P2H3 ] 1-5
GE/R1/A2/P2/H1 1-b
G2/R1/A2/P3/H3 1-7
GE2/RI/A2/P3I/H1 1-7
GE2/RV/A2PIH2 1-B
GE2/RVA2/P4/H2 1-7
G2/R1/A3/PI/H2 1-7
G2/RV/A1/PI/H2 1 1-7
GIRVARP4H3 1 1-6 1-5 Class 4
GI/R2/A2/P4A/H1 ] 1-7 B-8 Class 3
GI/R2/A4/P4HE V 1-6 - | Class 2
G4/RIA4PAHA V 1-B 10 Class 2
G4/RO/AL/PA/HI1 n 1-5 n Class 2
2 Class 1
Life Ocean 13 Class 2

Temperate worlds
Class 4
Class 3
Class 3
Class 3
Class 3
Class 2
Class 2
Class 1
Class 1
Class 1
Class 1
Class 1
Class 1
Class 2
Class 2
Class 3
Class 3
Class 3

Life Ocean

GI/R3I/ADPO/HS —_
GBI/RI/AIPIHS vi
G1/R2/A3/P2/H4 vi
GBI/RI/AIPRHS
GE2/R2/A3/PIH3
G2/RI/ARPE/HI
G2/R2/A2/P3/H2
G2/RVVARP4HA
G3I/RVAIPA4/HE
GI/R2/AQ/PAHS
G4/RVA4/PS/HS

Cold worlds

GI/R3IVAD/PO/HO
GI/R2/A3/P1I/HO
GI/R2/A1/PI/HO
GEMRVALI/P2/H1
GE/RVAR2/PI/H1
GE/RV/A2/PIHR
G2/R1/AZ2/P4/HI1

CAMPAIGN ARCHITECTURE b =
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1-1I6 C(Class 5
17 Class 3
Class 3

Class 3

Class 3

G5/R3/A1/PS/HO
B4/RV/AN/PS/HO
G4/RVAI/P4/HO
GA4/RVAB/PA/HO
B4/RV/AR/P4/H1

14-15
16-17
18
19-20

Class 2
Class 2
Class 3
Class 3

G3I/RV/A1/P4/HI Lnu
G3I/RVAYP4/HD n
B4/RVAYP4A/HO n
G4/RVAI/P4/HO 11, IV

1-5
1-4
1-3
1-3

For Terran planets and small gas giants, roll d20 to determine environment type; for suhb-
Terrans, roll di2; for super-Terrans, roll di2+8; for large gas giants, roll di2+5.
Life: If a planet is capable of supporting native life, an entry here lists the passible
type(s). See TasLe G6EB: LiFerorms.
Ocean: If a planet can have oceans, a roll of dB8 that falls within the given range indicates
oceans are present. See Tase G65S: Oceans.

ed suits can negate the effect of ex-
treme temperatures, respirators take
care of imperfect or thin atmos-
pheres, and so on. Many places on
Earth blur the line between Class 1
and Class 2 environments—lor ex-
ample, the peaks of the highest
mountains, the poles, or the worst
desert conditions. As noted above,
these localized deviations wouldn't
change the fact that Earth is in broad
terms a Cluss 1 environment,

Class 2 environments are most
often found on cold worlds, but a pro-
portion of hot and temperate planets
may fall into this category. Settlers
can establish homesteads in these
a but it's a struggle to find the
ies of life. For example,

s on Mars would require a
pressurized, heated dwelling and a
source of water and oxygen.

n

colonis

Class 3

This type of environment is basically
incompatible with unprotected hu-
man existence. Extensive life sup-

port is required even for short visits.
Most Class 3 environments have sev-
eral deadly characteristics, so that a
number of life-support systems (res-
piration, temperature control, etc.)
are required.,

On Earth, the bottom of the ocean
and the inside of an active voleano
are examples of a Class 3 environ-
ment, Any planet that possesses an
atmosphere could be the home of a
Class 3 environment (airless worlds
are considered separalely in Class 4,
below). Establishing a large human
settlement in a Class 3 environment
probably isn't possible, although hu-
thans could build permanent sta-
tions or facilities in these areas.

Class 4

A Class 4 environment is open to
space, with no atmosphere, very
little (if any) gravity, and no tempera-
ture regulation. To survive in space
or on the surface of an airless world,
a person would have to bring every-
thing he or she needs—including

food, water, shelter, and air. Explor
ers might build space stations or
mining outposts in Class 4 environ-
ments, but no one would attempt to
colonize these areas.

Any planet type that has little or
no atmosphere qualifies as a Class 4
environment—which rules out enly
gas giants and super-Terran worlds
as possible Class 4 sites.

Class 5

These environments are beyond the
pale of human experience. Deep in-
side the atmosphere of a gas giant,
the incandescent plasma of a star's
corona, or the molten interior of an
Earthlike planet are examples of
Class 5 environments, Unless the
characters make rigorous prepara-
tions with highly specialized gear,
they don't have a chance of surviving
an encounter with a Class 5 locale—
and some of these environments are
simply lethal no matter how much
protection a character might have



DEsIGNING
PLANETS

The environment class and GRAPH
ratings of a planet provide only the
most basic information about the
world; they represent the extent of
the facts scientists can garner from
long-distance observation. When a
survey team enters orbit for a closer
look, the explorers can unearth more
details about the physical structure
and chemical cycles of the planet.
This level of analysis, called planet-
ology, uses many sciences—includ-
ing chemistry, oceanography, and
climatology—to determine the life-
bearing potential of a planet.

Physical
Chemistry

This science concerns itself with the
elemental composition of planetary
bodies. Although each planet has a
unique chemical makeup, worlds
with similar environmental charac-
teristics contain similar elements.

Inferno and Super
Torrid Worlds

A planet with an H5 or H4 designa-
tion is generally rocky or metallic. [ts
close proximity to its star prohibits
the presence of an atmosphere—un-
less the planet is very large or pos-
sesses unusually heavy elements
(carbon dioxide, neon, or sulfur diox-
ide, for example). Lighter gases are
very likely to have been blown away
from the planet during its primary
star’s formation.

» A toxic (A3) atmosphere on an
inferno or super lorrid world is made
of metallic vapor such as iron car-
bonyl, or possibly some form of sul-
fur compound.

» A corrosive (Ad) or super corro-
sive (A5) atmosphere on an inferno or
super torrid world may be made of
sulturic acid or carbonic acid.

» A dense (P4) atmosphere may
include water vapor, carbon dioxide,
or neon.

P A crushing (P5) atmosphere on
an inferno or super torrid world indi-
cates a Venuslike environment, with
a mantle of carbon dioxide.

Life may exist on an inferno world,
though such life wouldn't be carhon-
based. A super torrid world could
have carbon-based lifeforms, but the

natives wouldn't necessarily be oxy-
gen breathers, and they would have
to be able to lolerate temperatures
higher than the beiling point of
water.

Torrid, Temperate,
and Frigid Worlds

For worlds of these types (H3, H2, H1),
all of which are more or less Earth-
like in composition, the details of
oceanic and atmospheric makeup
are quite variable.

P A toxic (A3) atmosphere on
worlds of these types may include
heavy concentrations of chlorine or
fluorine, carbon dioxide, or hydrogen
cyanide.

» A corrosive (Ad) or super corro-
sive (AS5) atmosphere may include
strong concentrations of sulfuric, car-
bonic, nitric, or hydrochloric acid.

P An inert (Al) almosphere may
contain a large amount of neon or
argon, or free nitrogen. Methane or
ammonia may dominate on colder
worlds.

Torrid, temperate, and frigid temper-
ature bands are favorable for the de-
velopment of life. Both carbon-based
lifeforms and, on cool planets, life-
forms that breathe sulfur compounds
may exist on worlds with these envi-
ronmental characteristics.

Absoplute Zero Worlds
Often referred to as “dirty snow-
balls,” these are made of ice mixed
with a variety of other substances
such as ammonia, methane, or car-
bonaceous rocky compounds. Pluto
is a good example of an absolute
zero world.

Sceme absolute zero worlds may
support hydrogen-breathing life in
hydrocarbon seas. However, life is
unlikely to exist at temperatures that
approach absolute zero.

Gas Giants

Typically useful as sources of hydro-
gen, gas giants may possess heavier
gases, such as nitrogen or oxygen,
that “sink” to a lower level within the
planet's gaseous envelope, stratify-
ing like a parfait. Explorers might
find indigenous life on a small gas
giant with a structure of this sort.

Oceanography

The science of oceanography is the
study of the composition of oceanic
bodies and their interaction with the

world on which they exist. The pres-
ence of a liquid ocean requires an at-
mosphere; liquids boil off in a
vacuum. Many planets with atmos-
pheres possess such free-standing
liquid bodies. On a world that's nei-
ther extremely hot or extremely cold,
oceans moderate the planet’s tem-
perature and climate, acting as a
massive heal reservoir. Depending
on a planet's temperature, an ocean
may or may nol be composed of
water; a planet like Mercury might
have oceans of liquid lead, tin, or
iron compounds.

» An inferno (H5) or super torrid
(H4) planet may have oceans or seas
of molten sulfur, tin, rock, or iron
compounds.

P A torrid (H3) or temperate (H2)
planet may have seas of water, or ni-
tric, sulturic, or hydrochloric acid.

» A frigid (H1) planet may have
seas of water or a water-ammonia
mixture. Extensive portions of the
ocean's surface may be frozen.

P An absolute zero (HO) planet
may have frozen seas of ammonia,
hydrocarbons, or water.

TasLE GBS5: OCEANS determines the ex-
tent of a planet's oceans according to
the environment class of the planet.
Roll d8 and cross-reference the result
with the planet's environment class.

Sparse oceans are small, land-
locked seas or trozen ice caps, cover-
ing about one-quarter of the planet.
These bodies are small and shallow,
vulnerable to climatic shifts, and
offer little insulation against plane-
tary temperature shifts.

Moderate oceans are large, land-
locked seas or extensive ice caps
that cover roughly half the planet.
Moderate oceans are extensive
enough to alter the planet’s climate
pattern and can withstand major cli-
matic shifts.

Abundant oceans cover most of
the planet's surface, dividing the
continents from each other. Earth is
an example of a planet with abun-
dant oceans.

Complete oceans cover the planet,
with only a few islands rising above
the waves. Convection from the
equatorial to the polar regions will
exert a strong equalizing influence
on the planet's climate.

Many scientists consider a thalas-
sogen, an ocean-forming compound,
to be a requirement for any kind of
life. Water appears to be the most
prolific thalassogen, but ammonia
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could also have the necessary quali-
ties to engender life. Other possible
thalassogens are molten sulfur, sul-
furic acid, hydrogen fluoride, and
iron carbonyl. Of course, worlds with
large amounts of these elements
aren’t suitable for unassisted human
habitation.

Climatology

This science is the study of a planet's
climate—all the variations of tem-
perature, precipitation, wind veloci-
ty, and general habitability that
might occur on a planet’s surface. A
planet’s climate is a measure of the
violence or extremity of its weather
patterns.

Sometimes, generally uninhabit-
able worlds contain areas in which
the climate differs greatly from the
planetary norm. For example, a plan-
et with a crushing or toxic atmos-
phere might have a small, habitable
area on its mountain peaks, while a
frozen world might have a narrow
band of habitable territory at the
equator.

TaBLE GB6: CLIMATE determines the
severity of a planet’s climate accord-
ing to the environment class of the
planet. Roll dB and cross-reference
the result with the planet's environ-
ment class. (Class 4 worlds are not
considered because a planet with no
atmosphere can't have a climate;
Class 5 planets are disregarded be-
cause the environment is so brutal
that climate is irrelevant.)

P Note: Add 1 to the die roll if the
planet has sparse oceans or no
oceans, and add an additional 3 if
the planet is a gas giant. If you've
decided that the planet has an ex-
treme axial tilt or a fast rotation rate,
add | for each of those conditions
that applies. If the planet has a mild
axial tilt or a slow rotation rate, sub-
tract 1 for each of those conditions.

A calm climate is placid by Earth
standards, with little variation.
Storms are infrequent, winds are
gentle, and the seasons aren't very
pronounced. A planet with a calm
climate has fairly uniform and pre-
dictable temperatures. If Earth had a
less severe axial tilt or a slower rota-
tion rate, its climate might fall into
this category.

An active climate is similar to
what we experience on Earth: dis-
tinct seasons, intense winds and
storms, and a surface temperature
that fluctuates by as much as 100° C

TAaBLE GES: Oceans

Class 2
1-2
2-5
6-7

8

Class 1

Class 3 Extent

-4 Sparse

5-B Moderate
7 Abundant

a8 Complete

TAaBLE GBEB: CLIMATE

Class 1 Class 2

from the coldest time of year to the
hottest.

A turbulent climate is somewhat
more vigorous than an active one,
with a wider range of temperatures
and more powerful storms and
winds, Mars has a turbulent climate;
its dust storms can last months or
years, and ils polar caps virtually
disappear during summer. Humans
need special protection when visit-
ing or settling on a planet with this
kind of climate.

A violent climate has an even
more drastic temperature range, con-
stant storms, and destructive winds.
The atmosphere of a Class 3 gas
giant almost always falls into this
classification Even if a planet with
this type of climate is otherwise hab-
itable, its weather patterns may
make colonization virtually impos-
sible. Saturn and Neptune are ex-
amples of worlds with violent
climates; scientists have noted wind
velocities in excess of 1,500 kph in
their clouds.

Geology

How convoluted is a planet’s sur-
face? Is its crust broken into tectonic
plates, or is it fused into one solid
mass? How many of its physical fea-
tures are the result of meteor im-
pacts and collisions with other
bodies? Questions of this sort are an-
swered as part of the study of a plan-
et's geology.

You can sculpt the landscape of
your worlds as you desire. However,
not everyone has the lime necessary
to map out a full geological blue-
print of every planet. You can use

Class 3 Severity
Calm
Active
Turbulent

Violent

TasLe GB7: LANDFORMS to determine a
planet’s general landscape. Roll d8
and cross-reference the result with

the planet's environment class.

» Note: Disregard the issue of
landforms for a gas giant (which has
no land). If the planet has one or
more moons or if it's a sub-Terran
world, add 1 to the die roll for each of
those conditions that applies. If the

Mapping a Planet




Class 1

Class 2

TaBLE GE7: LANDFORMS

Class 3 Class 4 Class 5 Profile
1-3 1-6 Smooth
Varied
Rugged
Perilous

y light

5 may se




CAMPRIGN ARCHITECTURE p =

202

Generally, the environment class
and characteristics of each randomly
generated planet dictate what series,
or biochemical type, of life might
evolve there. The "Life” column on
TapLE G64: PLANETARY ENVIRONMENTS
lists one or two series of life thet
might exist on a planet of a certain
type. To randomly determine the
chance of lite on a planet that's ca-
pable of supporling life, refer to the
appropriate line(s) on TaeLE GB8: LiFe-
FORMS and roll d8. If the result falls
wilhin the range given in the "Odds"
column, then the planet does contain
lifeforms belonging to the series in
question.

Just as with other steps in this
process, you can skip the random de-
termination and simply dictate that
life exists on a planet if that's what
you want to happen.

Primordial Life

Belore advanced civilizations can
develop on a planet, the lifeforms on
the planet must evolve from their be-
ginnings as extremely simple organ-
isms. For example, during most of
Earth's history, the planet was cov-
ered with nothing more advanced
than organic goo. Algae and primi-
tive one-celled microbes were the
only lilelorms present. If a party of
space explorers happened to visit
during this period, they wouldn't
have seen anything more than the
potential for higher life.

If you prefer random determina-
tion, assume a 75% chance (1-6 on
d8} that life on a planet is too simple
to be anything more than scientifi-
cally interesting to a typical group of
heroes. They land, take some read-
ings and perhaps some samples,
scrape the mud off their boots, and
take off again—end of adventure!

You can, of course, ignore this die
roll and fill any planet you like with
highly evolved life. Or you can set
up a story situation that transtorms
the presence of primordial sludge
into an exciting adventure. For ex-
ample, the heroes could land on a
primordial world only to discover
that an alien species is genetically
tinkering with the world's evolution,
Perhaps these aliens are merely cu-
rious, or perhaps they have more ne-
larious designs. Either way, the
herces would have to deal with the
possibly horritying results of the
aliens’ experimentation before con-
fronting the interloping extraterres-
trials themselves.

TABLE GB8: LIFEFORMS

Series Base
I Carbon
11} Hydrocarbons
m Carban
v Carbon
Vv Silicone
Vi Fluorosilicones

Higher Life

If a life-bearing world has matured
past the primordial stage, almost
any type of lite might exist. For ex-
ample, Earth’s diverse biosphere in-
cludes everything from ash trees to
zebras. If you looked at these two or-
ganisms from afar, you'd see very
little to indicate that they shared the
same world. However, their relalion-
ship is clear on the cellular level,
since all Earth-based life shares
some basic biochemical and genetic
properties.

A planet’s biosphere could include
millions of species. You probably
don't have time to delve that deeply
into the creation of so many life-
forms—but you don't have to. As-
sume that a planet containing higher
lifeforms has diversity equivalent to
that on Earth unless you specifically
decide otherwise. In other words, the
planet has photosynthesizing plants
that range from algae to grasses and
trees, simple filter-feeding animals
analogous to corals and sponges,
herbivores of various sizes and
shapes, and carnivorous creatures.

You might consider making some
universal changes to this Earthlike
world—changes that will help your
players see their heroes as explorers
on a strange planet. For example,
Earth plants are green because of
the chlorophyll they contain—but the
vegetation on a ditferent planet
could run through the entire spec-
trum of colors. A few purple and
striped plants go a long way toward
defining an alien setting.

Another universal change you
could employ is the elimination of
certain classes or orders of life. For
example, what if trees never evolved
on the planet? Or fish? Maybe the
world's largest plants are rambling
shrubs or tough, tall grasses. Maybe
mollusks and arthropods diversified
and evolved into a great number of
free-swimming species.

Breathes
Oxygen
Hydrogen
Chlarine

Sulfur trioxide
Oxygen
Sulfur dioxide

In addition, you can always intro-
duce new orders of life, or drastically
expand the roles of existing ones.
Take a look at some of the branches
that have died out in Earth's evolu-
tionary tree. Trilobites, armored fish,
and dinosaurs are organisms that
had their day and died off—but what
if they hadn't? New orders might in-
clude species of living balloons,
land-going echinoderms, or anything
else you might think of.

If you're thinking about creating a
number of alien creatures for a sub-
stantially alien ecosystem, research
basic biology—there's a lot of weird
stuff on Earth that might provide
some good departure points for pop-
ulating your alien world. Remember,
you're interested in Earth analogues
here, creatures that fit into roles and
descriptions roughly equivalent to
animals that live on Earth.

Finally, you might describe a
planet on which life is possible in
some places but impossible in
others. A good example would be
Earth in the Cambrian period (about
500 million years ago), when all ani-
mal life swam in the ocean because
no land-dwelling animals had yet
developed. What if life on a particu-
lar planet existed only in valleys, on
mountaintops, or along narrow equa-
torial bands? Perhaps life on this
world enters long periods of hiberna-
tion due to climatic extremes. What-
ever you decide, the result is sure to
convey an alien "feel” to your world.

Organizing Lifeforms
When heroes explore a new planet,
you don't have to concern yourself
with every new lifeform that crosses
their path. Describe those that fall
into one of five general categories:

» Aggressive carnivores or scav-
engers.

P Aggressive herbivores that ac-
tively defend themselves from per-
ceived threats.



P Plants and animals with pas-
sive defense mechanisms that may
prove dangerous.

P Pests, vermin, or parasites that
may attack through blind instinct.

P Creatures of scientific interest
or with unusual properties.

Basically, if a creature isn’t going to
attack the heroes and doesn't pos-
sess anything useful, you don't have
to spend hours {or even minutes) de-
tailing it. Alien rabbitoids or small
grazers function only as part of the
scenery. Of course, don't let your
players know that these are unim-
portant creatures—let them think
that anything on the planet might
prove dangerous or significant to
their heroes.

Intelligent Life

The guideline for the presence of in-
telligent life on any planet you're de-
scribing for your campaign is
simple: Put it there if you want. How-
ever, intelligent life shouldn't exist
just anywhere in your game setting.
When a science fiction writer in-
cludes intelligent aliens in his story,
he does so deliberately, with a spe-
cific purpose in mind. You should do
the same. Unless you know why an
intelligent species exists and whal
kind of interaction the heroes might
have with it, don't put it into your
campaign.

It's important to note that intelli-
gence doesn't necessarily imply
technological advancement or civi-
lization. Imagine a world where soli-
tary carnivores, such as tigers or
bears, have risen lo sentience. They
wouldn't need to develop tools, be-
cause their natural weapons func-
tion quite well against their prey.
Nor would they need to develop so-
cial skills such as language or orga-
nization. However, they could be
brilliant hunters, trackers, or fighters
as individuals,

A small selection of alien life-
forms appears in Chapter 17: Crea-
tures & Aliens. These creatures aren't
presented as universal "monsters”
for the heroces to fight—although you
can use them that way if you like.
They're intended to provide a model
for you to follow when you make up
aliens for your own campaign.

CREATING
CiviLIZATIONS

Now that you've detailed your star
systems and the planets contained
within them, you can begin creating
the civilizations and cultures that
make up your universe. Like other
aspects of campaign design, you
should feel free to utilize the sugges-
tions and information contained
below, or modify them to reflect the
realities of your setting.

Begin the design of a civilization,
culture, or society by considering the
following basic questions:

P What do the people eat? What
do they wear? What kind of shelter
do they use?

P What is the physical geography
of their homeland?

P What are the primary industries
or resources of the world, nation, ar
outpost?

» How much conltact do the peo-
ple of this society have with other
nations or worlds?

P What is the primary form of gov-
ernment?

P How much leisure time do peo-
ple have, and what do they do with
it? What do they consider art?

» Which characteristics are val-
ued by the members of the culture?
Which ones do they abhor?

» How strong are the forces of law
and order? Does the government en-
joy popular support?

» Who are the enemies of the
state or world?

P What is the role of the heroes in
their home state, world, or society?
How much wealth, authority, and so-
cial cloul do they wield?

Don't be afraid to let your players do
some of this brainstorming! If a play-
er wants to run a mercenary from the
planet Urzog, ask him to sketch out
some historical and cultural aspects
of Urzog. You can always modify the
player’s ideas in order to fit the
world into your setting, but in many
cases the best worlds and cultures
arise from the joint effort of two or
more creative people.

Human
Civilization

Whether or not a planet has ils own
native biosphere, humans may es-

tablish their own bases and outposts
there. On such a world, the heroes

are presented with an existing soci-
ety with which to interact—a colony,
a trading post, a spaceport, even a
major city. Heroes may undertake all
kinds of adventures in and among
humans or humanlike aliens, rang-
ing from corporate espionage to out-
right wartare. Alternatively, a human
civilization may serve as a haven in
the campaign universe, a place
where the herces can rest and recu-
perate from adventures elsewhere.
When you design such a human-cre-
ated or human-led society, you
should consider its Progress Level,
Civilization Level, Law Level, cul-
ture, and economy.

Progress Level

Chapter 9: Goods & Services in the
Player’s Handbook describes Prog-
ress Levels, which measure a re-
gion's or society's technological
development. A campaign using a
contemporary setting might be
based on Progress Level 4 or 5, while
the baseline for a science fiction
campaign will usually be PL 6 or
higher.

However, a science fiction setting
doesn't always require superior tech-
nology. An alternate history or future
Earth campaign might place the he-
roes in a world of postholocaust sav-
agery. Similarly, many people live in
societies where high technology ex-
ists, but is not widely available. In a
tuturistie starfaring campaign, un-
spoiled or undiscovered planets
might exist whose technolegical ad-
vancements lag behind the Progress
Levels of the capital worlds.

A ecoleny, outpost, or civilization
on another planet is likely to have a
Progress Level of at least 6, since the
humans on this world must have
used space 1light to get there. Some-
times, a colony might regress to a
state of near savagery due to disas-
ler, wartare, or disease, but a Prog-
ress Level lower than 3 would be
unusual.

Some colonies may voluntarily es-
chew technology, preferring a sim-
pler way of life for religious or
philosophical reasons. Again, PL 3 or
4 would be about as low as modern
humans could tolerate, even in a
pastoral world.

If the planel in question is ex-
tremely hostile to human life (say, a
Class 3 or a harsh Class 2 world), the
Progress Level couldn't fall lower
than 6. This would represent the min-
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imum level of technology necessary
to maintain human existence under
these conditions.

Civilization Level

Civilization Level (CL) is a rough
measurement of the extent to which
a world has been settled, and a
gauge of its amount of resources.
This is the second characteristic of a
human civilization that you should
consider during the design phase.

CL O0: Uninhabited

On a world at this CL, no settlemenls
or installations presently exist. The
ruined remains of a temporary sur-
vey camp or an unmanned science
station would represent the extent of
human enterprise on the planet. No
special resources are available; any
skill check a hero might make to lo-
cate or discover such materials will
automatically fail.

CL 1: Unigue

Only one small to moderate human
settlement or outpost exists on the
planet. A solitary mining post, a
manned science station, or a small
colony with a-population of 1,000 or
less is in this category. Resources
are very limiled; a +3 penalty ap-
plies to all skill checks involving a
search for specific equipment, parts,
materials, or specialists.

CL 2: Scattered

A handful of small settlements or
outposts exist on the world, separat-
ed by vast unexplored or unsettled
stretches. A young but growing colo-
ny falls into this category, as well as
a world with widespread mining op-
erations and a number of mining
posts. Population is roughly 10,000.
Resources are limited, so herces
have a +2 penalty to locate unusual
materials.

CL 3: City

The planet contains one large settle-
ment or several good-sized ones. The
total population exceeds 100,000.
Modest spaceport tacilities may be
available. Resources may be ra-
tioned or expensive, but are usually
available. Some heavy industry is
possible. A +1 penalty applies to all
skill checks involving the location of
unusual materials.

CL 4: Nation

Several large cities or colonies, with
extensive infrastructure and inde-
pendent manufacturing, exist on the
planet. The world produces most of
what it needs, and may even export
refined or finished goods to other
planets. The population may be as
high as 1 to 10 million, and no penal-
ty applies to an attempt to locate re-
sources.

CL 5: Continent

A number of large cities, or several
nations, exist on the planet, which
has a total pepulation of about 100
million. Almost all significant indus-
tries are present, and the world is
self-sufficient. Unusual materials or
resources are easy to locate (-1 bo-
nus), and several excellent spaceport
facilities exist on the planet.

CL b: World

Several continents are settled, with
hundreds of large cities. The total
population is roughly 1 billion. Ex-
tensive industrial capacity allows
major export trade, and a number of
excellent spaceports may be avail-
able. Very tew resources or materials
out of reach: heroes receive a -2 bo-
nus when attempting lo locate un-
usual or rare materials.

CL 7: Improved World
Several continents possess dense
settlements, and minor colonies may
have been developed in arclic,
agquatic, or near-orbit locations to in-
crease the planet's capacity. The
population is roughly 10 billion, and
any native civilizations or ecosys-
tems are largely overshadowed by a
human presence. A minimum Prog-
ress Level of 5 is necessary lo main-
tain this Civilization Level. Charac-
ters get a -3 bonus when attempting
to locate usual or rare materials.

CL B: Megapolitan
Waorld

All continents are densely settled,
and extensive submarine and orbital
habitats also exist. Worlds of this
level possess productive industry of
all kinds. Native ecosystems are vir-
tually nonexistent. Colossal space-
port facilities are the norm, and the
population may range as high as 25
or 50 billion. A minimum Progress
Level of 6 is necessary to maintain
this civilization. Resources are plen-
tiful (-4 bonus).

Law Level

No matter where or when your cam-
paign is set, the forces of law and
order have a role to play. Heroes nat-
urally find themselves dealing with
criminals and other unsavory ele-
ments. [n addition, some heroes may
carry unregistered firearms, break
laws in pursuit of villains, and even
rebel against authority. A knowledge
of the relative levels of law and or-
der is essential when fleshing out a
world or system. Such information
adds a layer of color and detail to
the setting and may even impact on
the heroes' actions.

Law Level describes a civiliza-
tion's government in terms of its de-
gree of organization and the extent
of the power it wields. One unique
characteristic of each level is a mod-
ifier (bonus or penalty) that applies
when herces altempt illegal acts.
Failure indicates that local law offi-
cials notice the attempt. Incarcera-
tion or corporal punishment isn't
automatic in such cases—but this
could be the consequence of a Criti-
cal Failure. Even then, you shouldn't
let a die roll change the course of the
story completely. Feel free to ignore
or modity any results you deem
detrimental to the plot. Reverse this
medifier, from a bonus to a penalty
or vice versa, if the heroes try to
make use of a local law agency to
conduct an investigation or interfere
with a criminal’s activities.

Different settlements, cities, and
nations around a world can have dii-
ferent Law Levels. As a general rule,
a large civilization (CL 3 or higher)
must have a Law Level equal to or
greater than its Civilization Level, or
else the society falls into anarchy.

LL O: Anarchy

No law exists in a system or world
with this classification—except the
law of the jungle. This rating is gen-
erally very rare, since true anarchy
is almost completely foreign to the
human experience; even criminal or-
ganizations usually agree to abide
by some kind of law. The modifier for
this Law Level is 4.

LL 1: Tribal

No universal rules of conduct exist at
this level, although local groups may
develop exlensive codes of right and
wrong. The burden of securing jus-
tice falls on the wronged individual,
who is usually free to take any ac-



tion he thinks ag The modi-

propriat
fier for this Law Level

LL 2: Feudal

The law exists to serve individuals
in power. The local lord, satrap,
crime boss, or big shot exercises au-
thority only to defend his or her own
position, or when a complainl makes
it worth getting involved. While the
local lord enjoys totalitarian power,
the law extends only as far as his
reach. Corruption is rife at this level.
Justice tends to be either nonexistent
or extreme, depending on who's pull-
ing the strings. The modifier is -2

LL 3: Civic

Communities agree to a basic stan-
dard of conduct, elementary civil
rights, and some police organization
beyond the big shot's personal leg-
breakers. The reach of the law is still
limited, and offenders who get out of
town can usually escape justice.
Corruption presents a serious prob-
lem. The modifier is -1.

LL 4: State

A number of communit
mon laws and enforcement agencies.
Within towns and cities, the legal
authorities enjoy a reasonable
of powers and restrictions to protect
individuals. Corruption is mod
but the elite still enjoy dilfere
dards from the common masses
There is no modifier for illega
or interaction with legal authorit

s share com-

range

LL 5: National

The United States of the 1990s falls
into this category. Except for minor
details, all communitie
powers of police,
victims and the

s agree on the

rights of the

cused, and

tradition of eriminals. Specialized
law organizations hend
areas of criminal activity. Authorities
can hold a dangerous individual for
a time, but must eventually charge
the individual with some crime. The
Law Level supplies a +1 modif

certain

er.

LL 6: Totalitarian
The authoerities may use or d
civil rights as they see lit, and t
can place suspicious individu
under continuous surveillance.
Courts and military guthorities can
order arrests or searches. While cor-
ruption exists, bribes and graft must
be approached with the greatest del-
cy. Unsanctioned violence is dealt
harshly. The modifier is +2.

e
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LL 7: Technocracy
Authorities use extensive surveil
lance, propaganda, and mind control
without consideration of civil rights.
Police are present in every home and
place of business by means of spies
or electronic monitoring. This is the

i Law Level

tolerable to hu-

ts an unnatural
subjugation of the individual to the
state, Governments are likely to re-
program criminals through surgical

mans, and it repres

or psychological means. The modifi-
eris +3.

LL 8: Nonhuman
The inhabitants are, by design or by
nature, incapable of crime, and they
support the efforts of any authority
without reservation. A few alien so-
cieties might fall into th
The modifier is +4.

category.

Using Law Level

It's not necessary to make a sweep-
ing statement that your entire uni-
verse is set at a specific Law Level.
In frontier regions, the forces of law
aren’t as powerful and usually exist
home-
worlds or major cities. You can apply
the moditiers to encounter scenes in

at a lower level than in ¢

which the heroes attempt to use or
avoi
lenge scenes in which the her
skills such as Investigate.

the forces of law, or to chal-

25 use

Culture

What are the human inhabitants of
this planet like? Why are they here,
and what are they trying to make of
the world? Usually, residents of

colonie

ad-

, language, and

and res

sarch outpost
here to the cultur
norms of whatever world they came

from. Over the eourse of generations,
their value
If you've
on a random planet, you should con-
sider where they

and behavior may drift,
decided that humans exist

1e from and why

2y leflt that earlier location.
Sometimes, people found colon

specifically to experiment with a

new social organization or a particu-
lar culture, or to supporl a certain be-
lief or practice. This is a classic plot
device of science fiction, with plenty
of adventure possibilities. Use your
imagination, but make sure that the
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threaten the herces or demand ac-
tion on the heroes’ part to sel it
straight
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Possible Trade Commodities

Economy

Most people don't make a living from
adventuring, exploring, or investi-
gating. Rather, they use their skills
to carve out a living for themselves
in the mundane world (or galaxy).
Despite their extraordinary adven-
lures, even herces must bow to the
economic realities of the universe.
Thus, it is important for you to flesh
out (at least in part) the economic
systems of your setting. Despite
what you may think, this process
doesn't require an advanced degree
in macroeconomics. All youneed isa
loose outline that considers the fol-
lowing aspects of an economic sys-
tem: currency, resources, and supply
and demand.

Currency

What does your setting use as a me-
dium of exchange? Money is a uni-
versal substitute for bartered goods.
If you're a shoemaker, you don't have
to carry the shoes you've made with
you every time you go shopping, in
the hope of working a swap; you can
sell your shoes for cash, take that
cash someplace, and exchange it for
whatever you need. In order for cur-
rency to be viable, both the seller
and the buyer must agree that it has
value.

The simplest form of currency is
malerials that are valuable in and of
themselves. Gold coins are tangible,
usable wealth. Gemstones, crystals,
power packs, and even ammunition
can serve as basic commodities of
exchange, especially in areas where
stable currency is hard to find.

In most contemporary or near-fu-
ture campaigns, it's probable that
some universally recognized form of
cash, maybe currency made of paper
or plastic, is the favored means of
exchange. More technologically ad-
vanced worlds might use debit cards
or credit counters of some kind as a
replacement for currency. A person
could wire these counters to his bank
account or "buy” a card of a certain
value each time he gets paid. These
cards can be personalized to a single
user. A paranoid government might
insist on building recorders or trans-
mitters into a credeard or into the
skin of its citizens, so it can monitor
all transactions.

Resources

It isn't necessary or desirable to set
up a complete economy for an entire
setting. However, an understanding
of a world’s general economic situa-
tion will often give you a clearer pic-
ture of its cultural and technological
background.

For example, an agrarian nation
or world exports food, but needs to
import manufactured goods such as
tractors and combines. If you know
that most people on this planet sub-
sist on automated farming, you've in-
stantly got an image of wide-open
fields broken by robot silos and stor-
age lacilities. On the other hand, a
world that exports radicactive ores
must feature extensive mines and
processing plants.

Supply and Demand
One rule that isn't likely to change in
the future is the law of supply and
demand. Plentiful and accessible
goods are cheap; rare and hard-to-
make goods aren't. Of course, there's
also a big difference between sub-
sistence items and luxury items.
Starving people will generally buy
food before they purchase a TV.
Designing a few trade routes can
be helpful for a campaign in which
economics plays a significant role. If
Planet A, an industrial world, pro-
duces agricultural machinery for
Planet B, then a ship can take trac-
tors from A te B and return carrying
food from B to A, reaping a small
profit on both ends of the trip. You
can even create a network or web of
trade routes, adding depth and real-
ism to your imaginary game setting.



Cities and Towns

While there might be an entire world
out there to explore, even the most vi-
sionary characters won't interface
with an entire planet at one time. So,
to finish the job of detailing a civi-
lization for your heroes, you may
need to sketch out some quick de-
scriptions of the cities, towns, or in-
stallations of that planet.

A cily contains lots of people liv-
ing close together. Try to think up two
or three supporting characters for
each particular city the heroes might
visit. Players generally think in
terms of a location’s usefulness. For
instance, if one town has a spaceport
and the nexttown over is a mining
camp, you've gol two distinctive sites
the heroes will want to explore when
they visit the planet.

It's not strictly necessary to map
out a city or town in any detail, un-
less you enjoy drawing maps. What
you want to do is answer five basic
questions about the community and
record those answers, eitheron a
sketched map or in some kind of
notebook:

P Where will the heroes sleep?

P Where will they eat and drink?

» Where can they buy equipment,
including weapons and ammog?

» Where are the bad guys?

» Where are the local law en-
forcers?

¥ Are there any special facilities
or structures, and if so, where?

If you do choose to sketch out a map,
a scale of 20 to 100 meters per hex for
a small town or outpost is fairly rea-
sonable. For a good-sized city, you
may need to map at 200 to 400 meters
per hex.

Stations and
Installations

Outposts in hostile areas aren't like-
ly to be spread out in isolated build-
ings. Each structure will possess a
degree of defensibility and self-suffi-
ciency. You usually don't need to
sketch out every detail of a base or
building meter by meter; you only
need to do this when you're planning
on selting a combat-heavy adventure
in that facility.

Here's a short list of items you may
want to include when mapping out a
station of some kind:

P Access (airlock, main gates)

P Power generation and distribu-

tion (a power plant room for space
stations)

P Life support facilities (oxygen
and water storage tanks, heating
and cooling machinery)

P Defense systems (small arms
lockers, armories, gun turrets or mis-
sile bays)

» Vehicle storage and mainte-
nance facilities

P Living quarters and lavatories

P Common areas (lounges, dining
rooms, conference rooms)

P Food preparation and storage
facilities

P Communications and surveil-
lance (radio rooms, radar stations,
security posts)

P Otffices, laboratories, or work-
spaces

» Emergency facilities (lifepods,
escape hatches, firetighting gear)

P Industrial machinery and con-
trol systems (an assembly line, auto-
mated mining or terraforming
devices)

» Entertainment facilities

HRemember, an outpost is just an
empty shell without memorable sup-
porting characters. If the heroces are
using a mining station as the home
base for their explorations, take
some lime to populate the installa-
tion with contacts or rivals. An isolat-
ed colony or station is a small town
in and of itself, so treat it as such
during the design phase.

Alien
Civilizations

One of the pitfalls of many works of
science fiction is a tendency to create
aliens with human motivations and
humean emotions. This sort of alien
may be fine for shoot-'em-up space
opera, but if you're trying to design
something really new, you'll have to
use your imagination.

You could use Progress Level, Civ-
ilization Level, and Law Level to de-
scribe the basic characteristics of an
alien civilization. However, these
terms may not be accurate tor a truly
unique alien society. Aliens may
have entirely different notions of or-
ganization, settlement, or govern-
ment from those possessed by the
humans in your campaign. It's help-
ful to consider several basic ques-
tions about any alien population you
place on a planet:

P Whal do they want from the he-
roes, or from humans in general?

to find out about or take from them?

» How are they organized? Who
will interact with the herces?

P What are their settlements or
ships like?

P What are the other features of
their technology?

P What do they look like? What
are their game statistics? When they
fight, what are they trying to do—kill,
capture, or drive off the heroes?

» Why are these aliens in your
campaign?

P What don't they want the herces 1 4

Designing Mixed
Civilizations

Humans and aliens cften share plan-
ets in classic science fiction. In fact,
humans might share a planet with a
number ol alien species. As a basic
guideline, the sum of human and
alien Civilization Levels shouldn't
exceed 10, reflecting the fact that il
one species has filled up a planet,
there isn't much room for anyone else
to settle.

# Example: Dave has created the
planet Daybreak, inhabited by a
large number of native tribes. He de-
cides that the alien Civilization Lev-
el is 5, since the aliens have settled
moslt of a continent. The human min-
ing colonies located on Daybreak
probably shouldn't have a Civiliza-
tion Level of more than 5, since this
would start to seriously crowd the
natives. For one side to grow, the
other must suffer. Of course, the hu-
mans could presently have only a
small settlement. In this case, both
sides still have room to grow.
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The Finishing
Touches

Regardless what kind of planet, city,
or area you're describing, remember
to be creative. Look for opportunities
to wow your players with cities and
sites that are every bit as memorable
as the villains and the story.

The rules and information con-
tained in this chapter function as a
guideline for the creation of an excit-
ing, three-dimensional campaign.
Utilize or modify anything in this
chapter to reflect the unique flavor of
your own imagination. The goal is to
create a setting where both you and
your players have fun.
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aneous adventure
g: all youneed are o
the story under way.
You improvise in reaction
decisions of ym.‘lx players.

‘a sponlaneous adventure
o easy-os designing it—
think fast to keep the
evm:y time your players
it theirheroes will do. To
‘thinking pro-
ndation of infor-

luyar"s suggestion,
1 adventums, the

[ to
spin (if it doesn't have
ready) to make it fit within the
-of your campaign.
idea can range from a simple
concept to a full-blown
‘center around o problem
must solve, afoe they
onf; anew bit of technolo-
Fmustfind or tetrieve; or an
ation they must visit
Ina spontansous adven-

ture, the idea should tie in to the trig-
ger, but you won't build « solid plot
around your idea (although you can
jot down o few notes concerning pos-
sibledevelopments along the way).
Let the plot develop as the players’
heroes interact with the story.

Background

Oneeyou have an idea, you need to
develop a background—the events
that-led up to the opening scene.

A background canbe uas simple or
complex asyou feel necessary. It can
suggest the direction of the adven-
ture or the way certain scenes play
out-it also provides the story's driv-
ing force and impetus, [nthis way,
thebackground leads to the trigger,
just cs the triggér leads to the adven-
ture thatfollows. You can't control
thestory decisions of the players
{emd you really shouldn’t try to), but
you do have tofal control of the back-
ground. The more details you build
intothe bockground, the more you'll
have to draw from as the adventure
unfolds.

Supporting Cast

Any adventure you design needs to
have a supporting cast of characters.
Atleast one of these characters must
have a connection to the back-
ground; the others can appear in the
story as the adventure progresses.
Villctins, alliss, opponents, experts,
innocent bystanders, disinterested
third pdrties, even crazed creatures
territying the countryside can be
supporting cast characters, depend-
ing onthe scops of the adventure.
When you create a villain or some

other character you think will play ¢
pivotal role in the adventure
that character using the 1
ter generation rules. Les
or one-time-use characters (su 15
hired muscle or professional ex-
perts), need to be described only in
terms of those statistics likely to
come into play. For example, hired
muscle needs statistics such a:
durability ratings, combat and
fensive skill scores, and armor anc
weapon information. Experts just
need skill scores related to their area
of expertise. You can sum up many
supporting cast members with a
single descriptive sentence and pos
sibly a single skill score. Of course,
if the heroes decide to interact with a
lesser character, you may have to
make up details on the spot, but
that's okay. Just build upon what you
do know about the character and ad
just to meet the current needs of the
story.

Chapter 8: Supporting Cast c
tains information about assigni
game statistics to minor and major

rac-

38 important,

ng

supporling cast members. You can
use the templates in that chapt
quickly generate certain tyg )
premade characters for use in your
adventures.

The Trigger

An ideq, background, and
ing cast make up most of
tion upon which an adventu
built: The only thing you're m
is the trigger—the ground-break
moment that releases the adven-
ture s potential and gets the story
going.

Like other aspects of adventure

support
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design, the trigger can consist of
pages ol detailed information or just
a few simple notes. It depends on
your basic adventure idea and the
opening scene you envision.

No matter how simple or compli-
cated a trigger is, it must accomplish
some important goals: set the mood
and tone of the adventure, get the
heroes involved in action right away,
establish a setting in which the ac-
tion takes place, introduce a support-
ing cast that provides opposition to
the heroes, and force the players to
make a decision about what their he-
roes will do.

Mood and Tone

Based on the environment and the
atmosphere in which it takes place,
on the behavior of the supporting
cast, and on the type of challenge it
puts before the heroes, the trigger
sels the mood and the tone of the ad-
venture. An advenlure intended to
scare your players should have an
atmosphere that projects a dark, de-
liberate mood, while an action-ori-
ented adventure has a brisk, nonstop
mood.

The trigger should also establish
the tone of the adventure to come. A
trigger with a light tone, populated
by characters who snap off one-lin-
ers, is very different from a mysteri-
ous tone with characters using
silence and strange actions to paint
a nightmarish or surreal feeling.

The tone of the trigger can be dic-
tated by the adventure itself or by
the genre of the campaign setting.
The space opera, science fantasy,
grim reality, postapocalyptic, and
technothriller genres have certain
conventions and attitudes that make
them different from one another.
Chapter 13: Campaign Design out-
lines some of the more popular sci-
ence fiction genres you might want
to use for your campaign.

Regardless of genre, individual
adventures can sometimes break the
mold to tell a specific story. Just be
sure you carry the tone throughout,
both in your descriptions of settings
and action, and in the way you have
the supporting cast talk and act.

Heroes in Action
Roleplaying games are about dra-
matic tension: Something exciting
should occur during play. Sure, there
are slow times, periods where play-
ers can catch their breath, but you
should never lose sight of the idea

The Beginning

that a roleplaying adventure is like a
movie or a novel. Every event should
advance the story in some manner,
whether it's the adventure or the per-
sonal stories of the heroes. When the
action looks like it's about to grind to
a halt, it's up to the Gamemaster to
keep il going.

The best way to keep the action
moving is to prepare a good adven-
ture trigger. Your trigger should liter-
ally burst with action. Remember,
however, that action doesn't neces-
sarily involve combat. [t does in-
volve conilict, though. Without
contlict—a complication or chal-
lenge of some sort—you don't have
action. Use the trigger to set up the
initial conflict, then help guide your
players as their herces act and react
to resolve the conflict.

Action in a challenge scene can
be achieved by the heroes receiving
an encoded message timed to seli-
destruct, or the arrival of o mortally
wounded ally who has vital informa-
tion for the heroes—provided they

can keep him alive long enough to
hear his tale.

Action in a combat scene is pretty
straightiorweard—the action is the
combuat itsell. A trigger designed to
provoke a combat scene could start
with an ambush, a direct attack upon
the heroes, or a brawl in a public
place. A threat of viclence is often as
good as violence itself, since it pro-
vides a distinct possibility that com-
bat will ensue. Bear in mind that the
combat doesn't have lo involve the
heroes. They could start out as wit-
nesses to an attack or to the threat of
viclence to another character.

Action in an encounter scene can
involve the conducting of tense ne-
gotiations, or interacting with the
denizens of an underworld hangout,
trying to get information. Pure role-
playing, with dice rolls thrown in
every so olten to decide other char-
acters’ moods and attitudes, can be
full of action—especially when the
stakes are high.



Setting

Obviously, every part of an adven-
ture takes place in a certain location.
The setting of your trigger scene
might help convey to your players
the sort of adventure their heroes are
getting into; a trigger that takes
place in the middle of a riot on the
street suggests a different sort of ad-
venture from one that is set in a sci-
entific laboratory. Note, however,

that “suggests” is a key word in that
last sentence—every scene in your
adventure can have a different set-
ting, and some of those settings
might have nothing in common.

Supporting Cast

As discussed earlier, a supporting
cast is an essential element of any
adventure. The supporting cast in
your trigger might be composed of
minor characters that will never be
encountered again in the adventure.
You could use the trigger to intro-
duce the adventure's major villain
{who, of course, makes an escape so
he or she can reappear later). In
some kinds of challenge scenes, the
supporting cast—whatever provides
opposition for the heroes—might be
an inanimate object (a door that
must be unlocked) or a situation (a
chasm that must be crossed). No trig-
ger is complete without some sort of
supporting cast, whatever form it
takes.

What Will They Do?
Finally, all triggers must provide the
players with choices: What will the
heroes do in response to the situa-
tion they're confronted with? An ad-
venture starts by presenting the
heroes with something to do.

In general, "something to do”
translates into story decisions. How-
ever you struclure your trigger, the
buildup should end with that most
important question: What are your
heroes going to do? How the players
answer this question gets the game
play under way.

After the Trigger

What happens after the trigger is en-
tirely up to you and your players. You
present the trigger scene, providing
a conflict and something for the he-
roes to do; then you let the players
roleplay. How their heroes react and
the decisions they make should carry
the adventure forward in true group
storytelling style.

PLANNED
ADVENTURES

A planned adventure is the tradition-

al approach to roleplaying. Design-
ing a planned adventure requires
you to develop a full cutline of the
story you envision—though you still
need to leave room for the players to
perform. Remember, you set the
events in motion, and your players
determine the way events play out.
The first steps in designing a

planned adventure are covered in
the "Spontaneous Adventures” sec-
tion. You need a basic story idea, a
background, a supporting cast, and a
trigger to get the adventure rolling.
But that's not everything a planned
adventure contains. You also need to
develop a plotline that describes the
way the adventure will unfold.

Plotline

An adventure plotline has similari-
ties to the plotline of any novel, mo-

Sample Adventure Design

> Idea:

P Background:

P Supporting Cast:

> The Trigger:

1
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¢ Example Alternates ¢

> Alterncate #1:

P Alternate #2:

that pushes the heroes to the next
act. This can be any complication
that makes the heroes (and their
players) want to see what happens
next. You can put the heroes in jeop-
ardy, ending on a cliffhanger; or you
can have the heroes learn a crucial
or emotionally moving piece of infor-
mation—a clue that gets them on the
right track or sends them hurtling
into the next scene.

Although an adventure can con-
tain as many acts and scenes as you
need to tell your story, the basic
structure of a three-act adventure
looks like this:

Act Qne
Scene One: Trigger
Scene Two: Complications
Scene Three: Minor Resolution
and Dramatie High Note
Act Two
Scene One: Trigger
Scene Two: Complications
Scene Three: Minor Resolution
and Dramatic High Note
Act Three
Scene One: Trigger
Scene Two: Complications
Scene Three: Major Resolution
and Climax

Elements of Scenes
To be sure that a scene contains all
the necessary elemenls, just think of

it as an adventure in miniature and
realize that each scene has all the
same elements that an adventure
has: action, mood, setting, support-
ing cast, and a goal.

The only one of these elements
that wasn't discussed earlier, in the
"Adventure Triggers" section, is the
goal. When you design a scene, you
should have in mind exactly what
you want the herces to accomplish
before the scene ends. The goal of a
challenge scene is to solve a prob-
lem, circumvent an obstacle, or in
some other way overcome a chal-
lenge. In a combat scene, the goal is
to win the battle, escape, or other
wise survive the scene relatively in-

tact. In an encounter scene, the goal
can be more subtle. It could involve
gathering information, striking a
bargain, making a purchase, tricking
a guard, or just interacting with new
characters.

How do you decide when a scene
ends? Obwviously, if the scene has a
clear goal, then it ends when the he
roes achieve the goal. However, you
need to make allowances for the pos-
sibility that the heroes might tail, or
that their players might make story
decisions thal send them off in a dif-
lerent direction. In these cases, you'll
need to fashion alternate endings.

Alternates

Sometimes the heroes go off in a di-
rection that doesn't follow the outline
you've prepared. That's okay; spon
laneity makes roleplaying games
fun, exciting, and unpredictable.
However, you can plan for some pos-
sible variations if your players stray.
Plan for two or three alternate paths
that you can eventually use to get
back to the main story.

If the players go in a direction that
takes them away from your original
idea, that's ckay. You may need to
devise a follow-up scene quickly—
but that's not as difficult as it may
seem, as long as you have a strong
sense of the story you're telling and
what sorts of opportunities for action
and challenges the story presents.

Scene Boosters

Finally, a full-length adventure may
need a scene booster or two to help
you keep it moving. Here are a tew
types of boosters you may want lo
plan on when designing a tull-length
adventure:

Floaters

A floater isn't tied to a specitic point
in the plot. Instead, it's an event that
YUU can il'ls!'fl'[ Whﬁnl?\"t‘r Y(Jl.l want.
The purpose of a floater is to make
things interesting, to provide a bit of
comic relief, or to spring a false clue
or two on the players when they
think they've solved the mystery of
the day. Consider a {loater as a short
burst of action, a small rain cloud
that drifts through the plot, waiting
for you to unleash the brief shower
within it.

Here's a floater that you can drop
into the sample adventure trigger. As
the heroes race toward Covalt IV,
they suddenly pick up a distress sig-
nal. The ship's sensors indicate that,
except for the heroes’ ship, the cratt
being operated by the pursuing pi-
rates, and the source of the distress
call, no other vessels are in the im-
mediate vicinity. The call comes from
a damaged trader whose power
plant has blown and whose life sup
port systems are offline. The pirates
get a chance to catch up if the heroes
stop to help, but the heroes could
gain a friend for life (or at least o
merchant who owes them a favor). If
the heroes ignore the distress call,
the merchant makes note of their
craft. When he's finally rescued, his
goal shifts to finding the heroes and

[Ty
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making them pay for leaving him—
they now have a new enemy who
can pop up in future adventures, ei-
ther as a floater again or as an inte-
gral part of the story.

Links

It's always good to build in a few
links to the heroes. Early on ina
campaign, you can key links to a
character’s roleplaying attributes—
especially Motivation, perks, and
flaws. Later, once you've gotten to
know the herces, you can create
more personalized (and therefore
more powerful) links to better tie
characters and story together.

Links aren't scenes. They're sub-
plots designed to fit into the existing
story or to work as a parallel con-
struction to the primary tale. Links
can add new elements to the overall
plot, or they can inspire improvisa-
tion and character development on
the part of the players.

A Motivation link appeals to a
hero's primary reason for adventur-
ing, while a perk link or a flaw link
provides opportunities for heroes to
make use of these elements. For ex-
ample, if a hero in the group is Dirt
Poor, then you might add a link to
take advantage of his flaw—such as
a clue that waits in a formal restau-
rant. The Dirt Poor character will
have a hard time making it past the
posh restaurant’s maitre d' to obtain
that clue.

In the sumple adventure de-
scribed on page 211, the Collector is
an obvious choice as the catalyst for
a link. This mysterious figure can ex-
ploit the heroes’ weaknesses in order
to acquire the relic. Using a charac-
ter's Code of Honor or Infamy against
him, feeding an Obsession or Pho-
bia, or taking advantage of a Primi-
tive or Spineless character are all
ways lo use the Collector to manipu-
late link subplots.

Twists
Newver tell the players or their heroes
the complete truth—at least not until
the final act of the adventure . . . and
sometimes not even then. Save a few
surprises to throw at them, or plan a
few twists to use if they guess your
original plot too quickly. This isn't
chealing; it's a way to keep the inter-
active tale fresh for both you and the
players. It's also a way to send the
plot in a new direction when things
begin to bog down.

Consider a twist as a lesser trig-

ger that you can use in the middle of
an act or whenever you need to get
the action moving again. Twists keep
everyone alert and excited. Some-
times you can't plan twists; instead,
you have to improvise them in re-
sponse to the action. Just remember
that twists make the unexpected
occur, or the expected fail to oceur.

interludes and
Transitions

Sometimes you need to collapse time
before maving to the next scene or
act. You can use interludes and tran-
sitions to accomplish this.

Interludes usually occur off-cam-
era, with the players and the Game-
master simply discussing what
occurs during this "downtime.” Dur-
ing interludes, characters can con-
duct research, train, improve skills,
purchase equipment, rest, recover, or
do whatever else is appropriate and
allowable within the time frame.
Plan for a few interludes in a full-
length adventure. [t's usually best to
use them between acts, but whether
that works depends on the demands
and needs of the story.

Transitions can occur during play
or between sessions—especially
when the Gamemaster determines
that nothing significant (such as skill
improvement) can occur during this
brief downtime. Sure, some transi-
tions can last for a long lime, but
that time is almost always spent get-
ting to the next scene or act. Think in
terms of movies you've seen when
you plan out transitions; whenever a
scene ends, there's a fade out, and
then a fade in. During the fade, the
heroes have moved to the next loca-
tion and time has advanced.

Props

Props are items you can use to make
to bring the action to life. They in-
clude handouts, maps, illustrations
or photographs, music and sound ef-
fects, and any other items you may
need to add an extra dimension to
the adventure.

Handouts

A handout is an object (typically a
piece of paper or some other printed
material) that you give to the players
tor them to examine and keep. It con-
tains some information—which can
be true, false, or some combination

of the two. A representation of a
newspaper page or clipping, a
scrawled note found at a murder site,
a business card, and a computer
screen full of data are examples of
handouts. One of the best aspects of
handouts is that your players can
gain information without you having
to read it to them; thus, they can stay
in character.

Maps

Almost any adventure needs at least
one map to depict the area in which
the adventure unfolds and to keep
track of the locations of all the he-
roes and supporting cast members
as they move from place to place.
Any single map is either a Game-
master map or a player map.

Gamemaster maps are for your
use only; they contain encounter lo-
cations and other important notes
you require lo run the game. You
don't want the players lo see this
kind of map. You might need maps of
the town, city, world, or other loca-
tion where the adventure takes
place. You also might want to have
diagrams of ships or specific rooms
where action will take place.

You don't have lo map every pos-
sible location within the area of your
adventure. For instance, if the story's
only encounter scene takes place in
a hardware shop, then you don't
need to map the rest of the city block.
You need maps for some challenge
scenes and most combat scenes.

Player maps are used to show
players what their heroes can see at
a given moment, or they may be spe-
cial kinds of handouts that the he-
roes generate—a computer diagram,
blueprints, etc. Some are complete,
and others are purposefully left un-
finished for dramatic reasons. How-
ever, any map that the players can
hold, examine, and point to greatly
enhances the visual imaginings of a
roleplaying session.

HNustrations

Nothing conveys mood and emotion
like « good illustration or photo-
graph of what the heroes see. You
don't have to be an artist to prepare
visual effects for your game session.
Just find something close to what
you're imagining in a book, maga-
zine, or newspaper. Then make a
copy and show it to the players at
the appropriate moment.
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Music

Playing music in the background
during a game session is a great
way to set the mood of an adventure.
Soundtracks from movies can convey
horror, tension, or drama. Certain
performers and types of music also
work in this fashion, but usually to a
lesser extent, as few groups put out
one-theme albums or CDs.

Various collections of sound ef-
fects are available that you might
want to use every now and again.
Having a scream, creaking door, or
other sound effect cued on your CD
player can really get the players into
the story—and probably make them
jump, too!

Other ltems

You can use just about anything as a
prop in an adventure: exotic puzzles,
cool toys, weird objects, whatever.
Keep your eyes open; you just might
see something that represents an
alien artifact, a piece of evidence
from a erime scene, or an ancient
relic. If players can touch and exam-
ine these items, then they can better
imagine the scene their herces

are in.

A new initiate receives the

Don't go overboard with this kind
of prop. Save it for the really special
or unusual items, or for adventures
where such props will really make
the story come alive.

Ending an
Adventure

There are only two guidelines you
need to remember about the climax
of an adventure. First, an adventure
needs to end on a high note. Make
the climax of the story full of action
and give the heroces plenty todo. A
climax has to live up to the scenes
that come before it. Save the worst
dangers, the most powerful villains,
and the greatest secrets for the cli-
max. Make the stakes high, and the
payoit will be even higher—whether
the heroes succeed or not.

Second, give the heroes plenty to
do. Not only should they make story
decisions and perform actions, but
they also need to be the center of the
story. The supporting cast should
never show up the herces, nor should
other characters always rescue
them. The adventure is about the he-
roes, so let them take center stage in

i

blessing of her mentor

the climax (and through most of the
rest of the adventure as well), lf the
major villain is too tough for them,
let them figure that out and make
their own decisions.

ADVENTURE
Hooks

Here are a few adventure hooks to
get your imagination going. Though
these story ideas encompass difter-
ent time frames and SF subgenres,
you can easily adapt any of them for
the type of campaign you want to
run. For example, if you change a
haunted house into a derelict space-
ship, and a deadly ghost into a mur-
derous alien, you alter o traditional
horror story into an SF horror story.

Hook #1:
Hijacked!

In this modern-day to near-future
technothriller, terrorists take control
of a high-speed cross-country pas-
senger train. To make matters worse,
the President is aboard this train, in
the middle of an old-fashioned tour
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and media event that's scheduled to
end on the coast with a meeting of
world leaders. The heroes must find
a way to take out the terrorists, save
the President, and regain control of
the train before it gets to the coast—
where the terrorists plan to detonate
a nuclear device in order to kill the
gathered leaders and a large section
of the population!

Background

A gang of terrorists supporting a fa-
natical cause has acquired a nuclear
weapon. They could have purchased
it from a chaotic, collapsing super-
power, or perhaps they stole it from a
military facility. They board the su-
pertrain early, replacing key statf
and setting the nuclear weapon in
one of the cargo cars. If anyone tam-
pers with the device, it will explode.
As soon as they're ready, the terror-
ists subdue or kill most of the Presi-
dent’s security team and lock away
the rest of the passengers. When the
adventure opens, the train is 18
hours away from its destination.

The terrorists, armed with an arse-
nal of conventional weapons, plan to
vacate the train about two hours be-
fore it reaches its destination. Then
they will board waiting vehicles and
put as much distance as they can be-
tween themselves and ground zero.

The heroes are aboard the train
when things get tough. They're ei-
ther passengers or undercover secu-
rity guards who went unnoticed by
the terrorists.

Supporting Cast

You should sketch out some hostages
in order to make the scene more real-
istic. Think about disaster movies
that you've enjoyed, and use the
characters you remember to popu-
late your supporting cast, A mother
and her children, a security guard, a
conductor, elderly vacationers, the
press secretary, and some young
newlyweds are good choices. Add as
many supporting cast members as
you feel necessary to convey a sense
of urgency to the herces. Others can
be detailed as the course of the ad-
venture warrants.

You'll also need to sketch out the
common terrorists, the lieutenants,
and the terrorist leader. Make the
leader and his lieutenants especial-
ly capable and memorable.

Trigger Scene
Read or paraphrase this trigger
scene that ignites the action:

The dining car is packed tonight, full
of passengers and members of the
President’s entourage—including Se-
cret Service agents and other securi-
ty types. You find a table and start to
peruse the menu when the calm
scene explodes into chaos. Waiters
pull automatic weapons and sur-
round the President. Shots ring out,
and a few of the Secret Service
agents go down. Others, you notice,
appear to be sick or drugged. In just
a few moments, the atiackers neu-
tralize the security detail and usher
the President and a few of his staff
out of the car. Passengers are whim-
pering or screaming, when more
shots fill the air. The panicked crowd
goes silent as a man with a machine
gun steps atop o table. "We have
taken control of this train, The Presi-
dent is our prisoner and the rest of
you are hostages. Cooperate, and no
more harm will befall you. Cause
trouble, and you will die.”

What do you do?

Hook #2:
Installation 251

You can use this trigger in any set-
ting, though it's presented here as a
contemporary horror SF tale. Some-
where in the cold depths of the Alas-
kan wilderness, inside a secret
government facility that doesn't offi-
cially exist, scientists are about to let
loose a terror from beyond the stars.
This creature is a killing machine,
bred for battle and designed to hunt
and kill with extreme skill. It even
seems to enjoy the thrill of the hunt.
If it escapes from the facility, human-
ity is doomed.

Background

The military recently captured a
spacecraft of alien origin. The ves-
sel, damaged on its trip to Earth,
crashed in an isolated region, where
heavily armed soldiers quickly quar-
antined it. The remains of the vessel
and its wounded occupant were col-
lected and transferred to a secret
base in the Alaskan wilderness.
Here, a team of scientists began an
exhaustive program to learn as
much as possible about the creature
and ils technology.

The alien, however, wasn't as
badly injured as the scientists be-
lieved. [t escaped from its cell and
began systematically killing the sci-
entists and the soldiers protecting
them. Before it could leave the facili-
ty, however, one soldier was able to
seal the base—trapping the alien
and the survivors inside,

Time passed without word from
the facility, and a storm is about to
engulf the area. The herces are sent
to check on the base—though they
aren't told anything about the work
done there or the "guest” housed in
its depths. That information is classi-
fied. The action starts as the heroes
arrive at the facility.

Supporting Cast

This one's pretty simple. All you real-
ly need to do is detail the alien.
Make it pretty powerful, since it
should pose a significant threat to
not only the heroes, but also the
world at large. Maybe it's a self-
replicating creature that's about to
split in two. Or maybe it reproduces
by planting eggs in host organisms
(such as the base’s scientists and sol-
diers). Or it may be reconstructing a
deadly weapon from the remains of
its spacecraft. Does it have any kind
of code or conscience that the heroes
would recognize, or are its motives
totally alien and unfathomable?

You might also detail a few scien-
tists or soldiers—members of the
base’s personnel who have managed
to remain alive since the facility was
sealed, These characters can serve
as help for the heroes if necessary, or
they can require the actions of the
heroes to save them.

Trigger Scene
Read or paraphrase this opening to
the players:

You arrive at the facility just ahead
of the storm, though swirls of wind
and snow already cloak the sky. The
code given to you by the briefing
team opens the base’s doors; the
space beyond is dark and forebod-
ing. Red lights flash in dark recesses,
indicating that the base was on alert
when the facility shut down. You step
past the thick emergency doors just
as a computer voice announces,
"This facility is under DefCon 4 quar-
antine. Outer emergency doors are
being resealed.” The huge metal
doors begin to slide shut.

What do you do?



Hook #3: Murder
on Asteroid 36

This adventure works best in a near-
future PL 6 campaign, though you
can use it in any setting with a
Progress Level of 6 or higher.

A mining detail has uncovered an
alien artifact on Asteroid 36. The arti-
tact, however, isn't just a dormant
chunk of ancient technology. It pos-
sesses a malevolent aura that can
bend the wills of the weak-minded
and turn others into psychopathic
murderers.

Background

The Mars Stellar Resources Compca-
ny has been mining asteroids for
over a decade. Recently, a new min-
ing base was set up on the large as-
teroid designated number 36. This
hunk of rock and metal, about six
kilometers across, is rich in precious
ores. The base contains mining and
ore-processing facilities. It houses a
staff of 118 people, each of whom
lives and works at the base for six
months at a time.

Well into the second month of the
current work shift, miners working in
a crater at the far end of the asteroid
broke into a huge cave. Within that
cave, they discovered evidence of an
ancient civilization. Among the ruins
was an artifact, a monolith of great
size, constructed of unknown materi-
als. The cave was sealed off, and the
buse administrator sent a message
to his superiors on Mars.

The heroes, in the employ of the
Mars Stellar Resources Company,
are sent to examine the artifact and
secure it for further study. When they
arrive, the base is in chaos. At least
two miners have been savagely mur-
dered, and everyone exhibits ex-
treme fear and paranoia. Some claim
they hear voices in the night; others
report that strange beings have in-
vaded the complex. Everyone is on
edge, and the administrator seems
like he's about to lose control.

In truth, the artifact is projecting
images and emotions into the minds
of the staff. Whether innocent in na-
ture or truly evil, the alien images
are driving the miners insane—and
the longer the heroes remain in the
presence of the artifact, the more
crazed they will become. They must
subdue the murderers before they
can secure the artifact for further
study.

Supporting Cast

You should detail the administrator
and other base staff, including min-
ers, crew chiefs, foremen, security,
and geologists. None of them are
completely sane (and a few are more
crazy and homicidal than others).
You might also need to add support-
ing cast members to the heroes' re-
search team, especially if the heroes
aren't experis in archaeology, geolo-
gy. or other necessary sciences.

Trigger Scene
Read or paraphrase this opening
scene to start the action:

The system liner drops your research
launch on the asteroid’s landing pad,
then pulls away toward the safety of
open space. An airlock extends from
the mining base to provide an egress
to the facility. The hatches cycle
through, and you step into the base.

Three people approach you: a tall
man you recognize as the facility ad-
ministrator, a wonman wearing a
union foreman’s insignia, and a man
wearing a battle vest and a sidearm.
All three look nervous and anxious.
In the distance, you hear a pitiful
scream, followed by insane laughter.

“The loonies are at it again,” the
man with the sidearm mutters, drop-
ping his hand to his weapon.

The administrator throws him an
angry glance, then turns toward you.
"Thank heavens you've arrived,” he
says. "It's been a madhouse here, and
I'm at my wits end.”

"That wasn't a long trip,” the fore-
man snarls, her eyes darting back
and forth between you and the two
access corridors leading deeper into
the base. “I say we just call for the
liner and scrub this asteroid. It's
jinxed or haunted—or both.”

Suddenly, @ man emerges from the
corridor to the right. He's completely
suited up, as though he plans to
leave the base. "You won't kill me,
too!” he shouts, reaching for the air-
lock controls. None of you are wear-
ing protective clothing. If that hatch
opens, you're doomed.

What do you do?

Hook #4:
First Contact

This adventure is designed for an ex-
ploration or space opera campaign
set at PL 7 or beyond. It involves the
crew of an exploration vessel en-

countering a totally new alien spe- ‘!
cies. Are these aliens friends or foes?  §
Will the heroes make a good impres-
sion, or will they doom future negoti-
ations by the decisions they make?

Cd

Background

The heroes’ starship enters a new re-
gion of space and receives a commu-
nication signal of unknown and
alien origin. They trace the signal to
a ship that is al the farthest limit of
their sensors. Moments later, a sec-
ond ship, similar to the first, enters
sensor range. It's on an intercept
course for the first ship, which con- -
tinues to broadcast its indecipher-
able message at the heroes’ vessel.
As the heroes analyze the sensor
readings, the second ship liresa
weapon that uses an unknown ener-
gy source al the first ship. The first
ship spirals down to the fifth plenet
in an uncharted star system—a plan-
et capable of supporting human life,
but showing no signs of advanced
civilization. The second ship follows
it down. The commander of the ex-
ploration craft orders the heroes to
investigate, stressing that they
should evaluate the situation before
getting involved in any conflicts.
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Supporting Cast

In addition to any important support-
ing cast members of the ship's crew,
you should define the aliens. Are the
crews of both ships the same? Are
there subtle differences the herces
might not readily see? Are the pur-
suers the bad guys, or are those
being chased actually criminals?
Once you decide these issues, the
plot of the story will fall into place.

Trigger Scene

This adventure can begin in a few
ways, depending on what you decide
about the aliens’ nature. Here's one
scene you might use to get the ad-
venture started:

Your scout ship enters orbit around
the fifth planet and scans the sur-
face. [t doesn't take long to locate the
alien ships: The first one has been se-
verely damaged, but the other is in-
tact. You start down, planning to
land a short distance from their loca-
tion so you can observe the aliens in
action. Just then, your sensors pick up
a massive energy surge—the crew
from the second ship apparently
plans on annihilating the first ship!
What do you do?

2
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14. Mu!cnta inthe Players
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Agents—possibly even mutant Mind-
walkers.
One last thing to remember: If you

— or one of your players has a great

idea for a new mutation power or
even adilferent mutant drawback,
use itt Most of the time; it's best if you
keep your new powers radasonable.
Balance in the game is important,
but it's your campaign. If you want
rue superherces, infroduce a few in-
credible mutant powers and reduce
the number of drawbacks.

- Mutants in
the Campaign

As you consider integrating mutants
into your universe, look at these four
alternatives. The first one is simple:
Mutant heroes don't exist. Indeed,
thismay represent the most realistic
choice. Mutations in this universe
exist, but are usually harmiul and
often fatal, No mutation conveniently
develops into an extraordinary, hero-
ic power,

The second option is to rule that
mulant powers are incredibly rare.

‘Only aselect few have access to

them.  These characters may be
denizens of a single world, or pro-
duced by extremely expensive gov-
ernment ond corporate experiments.
Only those who meet very specific
gualifications can be mutants. The
few mutonts who do exist are likely
to be cbjects of scorn and scrutiny.
Humanity, much like any animal
species, doesn't enjoy competition
with o superior.

The third option posits that mu-
tants are simply uncommon. Most

_people know that mutants exist,

even if they don't have much person
al experience with them. The social
authorities have rules and means to
accommodate mutants into the cul-
ture. Any player can create a mutant
hero in thistype of campaign as he
or she desires;

The last option presents the ex-
ireme point that everyone is a mu-
tont. Whether as the result of
massive irradiation from nuclear
fallout or the tinkering of master-
mind aliens, humanity has changed
It's up to you to determine whether
everyone has the same mutations, or
if each individual has developed
unigue powers.

Incorporating
Mutants

The decision whether or not to incor-
porate mutants in your campaign is
completely up to you. H you're not
certain that you want mutanis in

your game, try a few roleplaying ses-

sions with one mutant hero. Use mu-
tant villains and supporting cast
sparingly. If, alter a lew adventures,

the mutant rules are working for you,

allow the presence of more mutants
to creep into your campaign.

Accidental vs.
Deliberate

The question of accidental versus
deliberate mutations affects the
level of genetic engineering and su-
perhumans you want to see
gome. Accidental mutations can't be
predicted or controlled; the hero or
his ancestors underwent a genetic
change because of exposure to radi-

in your
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ation or a mutagenic substance. An
enlire race of accidental mutants
might be possible, if a colony is
founded on a planet or in an environ-
ment with unusual and special prop-
erlies. Depending on the nature of
the mutation, members of this colony
might be hated, feared, or pitied by
the rest of the galaxy.

Deliberate mutations might repre-
sent attempts by a secret organiza-
tion to breed supersoldiers or
superagents. If the hero is no longer
associated with the organization
that funded the mutant metamorpho-
sis, it may seek to capture its fugitive
mutant. Such outlaws represent
enormous investments at risk.

Sometimes, a group of people
might be subjected to deliberate mu-
tation for benign reasons. For in-
stance, colonists who will be
establishing @ home on a high-gravi-
ty world might be augmented by su-
perstrong bones, muscles, and
vascular systems to resist the gravi-
ty, while colonists bound for an
ocean world might be provided with
gills and fins to better survive in
their new home.

Individual vs.
Community

Heroes who are unique mutants,
either by accident of birth or by de-
sign, should be extremely unusual
characters. They'll have capabilities
that raise them head and shoulders
above the general population. Allow
your players to create mutant char-
acters if you intend to play a super-
heroic campaign or to put the

heroes in extreme situations. In a

Mental Attacks

normal heroic campaign, mutant he-
roes should be permitted only if
they are created with significant
disadvantages.

Mutants who are members of a
group of similar individuals should
be treated much like a new character
species. Like any nonhuman species,
mutants should have both advan-
tages and disadvantlages. If heroes
come from some particularly sturdy
or dangerous stock, they may en-
counter villains with similar or even
superior genetic enhancements.

Psionics

Many science fiction stories assume
that a few special humans and alien
species possess the ability to master
mental powers. Today, we have only
the most nebulous and imprecise un-
derstanding of what these powers
may be . .. but in the future, people
may be specially bred, engineered,
trained, or cybernetically enhanced
to control psychic energies.

Psionics in
the Campaign

Four basic options exist for integrat-
ing mental powers into your cam-
paign setting. The first one, and
obviously the simplest, is to decide
that they simply don't exist. Abilities
such as ESP, clairvoyance, and tele-
kinesis are hoaxes and trickery, and
have no place in the light of science.
The second option is to rule that
psionic powers are available only to
a very limited or select group of
characters. For example, there may
be an extremely rare psi-gene that
activates under certain conditions or
only among a select few. A hero
without this psi-gene could study the
discipline for decades without be-
coming a Mindwalker. Maybe expo-
sure to a certain planet's soil or
radiation brings out psionic talent.
Or perhaps an expensive alien tech-
nology catalyzes mental energies.
Rare and unusual, these Mindwalk-
ers might be ruthlessly sought out
and exterminated as threats to soci-
ety, or harnessed as invaluable espi-
onage assets. The public may be
unaware of or not believe in the exis-
tence of psionic powers. A hero with
the Mindwalker profession is pos-
sible, but should be the rarest of
characters. The most horrifying vil-
lain imaginable is the wild or rogue

Psi-detector

psi-talent who uses his powers
against the unsuspecting and de-
fenseless world around him.

If you want to allow Mindwalkers
but keep them extremely rare indi-
viduals, you may use an Ability
Score generation method that makes
it ditficult for players to predict or
place scores. If a player is lucky
enough to roll the prerequisites for
the Mindwalker profession, he can
choose that profession for his hero;
but otherwise, he'll have to choose
another profession. An interesting
variation of this scenario is to bar
the profession to human heroes, but
to allow characters of certain alien
species—iraal, for instance—to
choose Mindwaelker as a profession.

The third option is to decide that
psionic talents are uncommon, but
not unheard of. The man on the
street knows that intelligence agen-
cies and law enforcement groups
employ psions, and accepts this asa
fact of life. A psion in this scenario
may have to have special registra-
tions, permits, or other legal limita-
tions on his actions, but there is a
societal infrastructure in place to
handle people like her. A player can
create a Mindwalker as desired in
this type of campaign, since they're
not that unusueal.

The final option is radical, and
will change the nature of your cam-
paign. What if, someday in the future
or on an alternate Earth, everyone
possesses psionic powers? In this
scenario, no one selects the Mind-
walker profession; everyone, includ-
ing the heroces, has free access to the
Mindwalker broad and specialty
skills in Chapter 14: Psionics in the
Player’s Handbook. Mindwalker
skills in this case become Open
skills, available to everyone.



incorporating
Mindwalkers

The decision whether or not to incor-
porate Mindwalkers in your cam-
paign is completely up to you. I
you're not certain that you want
psionic characters running amok in
your game, try a test run with only
one Mindwalker hero in the party.
Use psionic villains sparingly. Ii,
after a few adventures, the psionics
rules are working for your campaign,
you can always expand the presence
of Mindwalkers. On the other hand,
if you don't like the capabilities of
Mindwalker characters or the flavor
they add to your game, you can gen-
tly retire the characters concerned
and continue with your game.

Talents

Dealing with talents is probably «
bit easier than dealing with full-
fledged Mindwalkers in your cam-
paign. Indeed, introducing a talent
or two may be the best way to bring
psionics info your campaign for the
first time.

It's up to you whether talents exist
in your campaign; you can decide
that only talents exist, and that
Mindwalkers don't. This type of cam-
paign may present a human species
just beginning its exploration of
mental powers and energies. For the
sake of simplicity, you could also
make a choice to disallow lalent
characters while allowing Mind-
walkers—either you've got the juice,
or you don't.

CYBERTECH

The third major game option present-
ed in the Player’s Handbook features
technologically enhanced charac-
ters. While powertul computers, ro-
bots, eyber-enhanced humans, and
sell-aware Grid programs are a part
of many high-tech game settings,
you have the option of ignoring
them, leaving them as background
elements of your campaign, or allow-
ing heroes to make full use of these
special capabilities by creating en-
hanced heroes.

Humans who have been enhanced
by the surgical implantation of inor-
ganic systems and structures into
their bodies are cybernetic heroes,
These systems range from pure
physical enhancements such as der-
mal armor, reinforced skeletal struc-

ture, and concealed weaponry to
neural computer nets that interface
directly with the character’s mind.
Characters may make improvements
on their basic human characteristics
in order to add speed, reflexes, sens-
es, memory, or intelligence.

Cybernetics in
the Campaign

Like other “improved humans,” cy-
borgs differ from the average man.
They can do things that normal
Homo sapiens can't. Fear and resent-
ment are the likely result.

There are three ways to view cy-
bernetics in your campaign: the tech-
nology doesn't exist; the technology
exists but its use is morally ques-
tionable or requires an exorbitant
amount of resources; or the technolo-
gy exists and is widely available.

In a campaign using the first op-
tion, the technology of active cyber-
ware—mechanical components
activated by the user's thought or
will—may never be developed. It
might be possible to implant a laser
pistol in a human hand, but firing it
as an act of will may never be pos-
sible. If you don't want to deal with
cybernetics in your campaign, you
can decide that neural interface
technology has yet to be invented. Or
it might have been invented once
and abandoned as too dangerous.

Even if the technology is avail-
able, people may have many rea-
sons why they're reluctant to use it. If
it costs six hundred million dollars
(or even only six million dollars) to
build bionie limbs, then very few
people are going to be able to afford
cybernetic enhancements.

The second option is that society
considers tinkering with the human
body to be morally reprehensible—
cyborgs are frightening abomina-
tions of technology, and most people
teel that they're just wrong. In this
type of setting, a hero with cybernet-
ic enhancements will be very rare—
the Gamemaster might decide that
obtaining cyberware implants re-
quires an extraordinary effort or
background, one with a terrible price
tag attached. For instance, the hero
might have to submit to implanted
modules that allow a controlling or-
ganization to override free will and
commandeer the hero for its own
purposes. Cybernetic heroes may
live completely outside human law,

embodying a threat that human au-
thorities are legally bound to hunt
down and destroy.

In the third option, heroes have
access to cybernetic enhancements,
and the technology is reasonably
priced and accepted by the masses.
Minor, stylistic, and fashion-con-
scious cybertech improvements are
common. Pilots might be wired for
reflexes, intfantrymen protected by
damage-resistant structures, and
corporate executives implanted with
databases for instant access. The
mechalus represents the ultimate in
this spectrum; all members of the
species contain technology that aug-
ments their biological systems.

ARTIFICIAL
INTELLIGENCE

Can computers become self-aware?
If you assume that artificial intelli-
gence is possible, a spectrum of sup-
porting characters and heroes
becomes possible. There are three
general cases you should consider
betore you decide where artificial in-
telligence fits into your campaign:
it's impossible, it's possible at high
cost, or it's possible without extracr-
dinary effort.

If artificial intelligence is impos-
sible, you won't have to worry about
sentienl computers in your cam-
paign. Any computer equipment the
heroces use resembles the machines
of the 20th century. The technology
may be faster and more capable.
Slow as they are in electronic terms,
humans may limit the potential ca-
pability of future computers.

The second possibility is that arti-
ficial intelligence is possible, but im-
practical for all but a few specialized
uses. Perhaps the only way to make
a self-aware computer is to use a
large amount of living neural tissue
suspended in a bulky and expensive
life-support system. Or, maybe artifi-
cial intelligences have to learn how
to think cognitively, like humans.
Once the machine is built, it may
take years to achieve sentience. Or
artificial intelligences may be too
advanced, unstable, or inhuman for
comfort. They're dangerous or unreli-
able, subject to psychoses, mood
swings, or megalomania. The upshot
of this option is that artificial intelli-
gences are built for special purposes
and carefully controlled by human
supervision. Heroes only interact

—1
| — o

ST104 TEROILAO b

22



————i
| — o

OPTIONAL RULES b

202

with mechanical intelligences in
rare or unusual adventures.

Finally, if artificial intelligences
are relatively common, everyone has
access lo computers or machines
with decision-making abililies. What
does this mean for your campaign? It
means that the heroes have equip-
ment that may be smarter than they
are. Imagine that the ship's computer
is perfectly capable of minding the
store while the heroes are out explor-
ing the planet. Such a computer may
monitor their progress, offer sugges-
tions, and even fire up the engines
and {ly to the rescue if the heroces get
into trouble. It might even be pos-
sible to allow one of the players to
run the ship's computer as a member
of the group of heroes.

Common Als provide a safety net
for the heroes. Instead of learning a
whole battery of highly technical
skills, they can buy advanced com-
puters and software for the tasks
they need to accomplish. [f there isn't
a doctor in the party, a portable com
puter with medical diagnosis soft-
ware and a hero who knows how to

Crystal lattice circuitry

switch it on can serve as a substitute
for a trained medic.

In a society where artificial intelli-
gences are common, one crucial
issue might arise: How does the law
recognize, protect, or regulate intelli-
gent machines? Maybe Als come
with a kill switch to lerminale them
if they get out of control ... ora
pain/pleasure switch to ensure com-
plete chedience. What's the morality
at stake here? If a hero shoots a

Al Characters

desktop computer with an Al pro-
gram, is he guilty of murder, or de-
struction of property? Do Als have
the right to quit if they don't like their
employers? The way in which Als
are regarded by society might have
a significant influence on the tech-
nology and social structure of the
campaign. It might also tell you a lot
about the benevolence of the society.

Robots and
Androids

i artificial intelligence is possible in
compact form, a self-aware machine
with locomotive and manipulative
powers might be built. In a society in
which Als are rare, expensive, or
regulated in some fashion, thinking
robots will be extremely unusual—it
would be much easier for an immo-
bile Al to control remotely operated
robot vehicles than it would be to
mount the Al computer brain in a
mobile chassis.

It's worth noting that a robot is not
necessarily a self-aware machine
that acts like a human in a metal
suit. Robots lake many forms; the
advanced manufacturing machines
in use today are robots, as are many
space probes, remote-piloted vehi-
cles, and similar devices. In the fu-
ture, robot technology may embrace
anything from automated terraform-
ing or mining machines to nanotech
surgical devices that repair the
human body from the inside out. In
most science fiction campaigns,
single-task robots like these will be
as common as screwdrivers; people
will think nothing of passing aute-
harvesters in the fields, or dispatch-
ing mail and messages on
programmed couriers.

On the other hand, intelligent ro-
bots will be uncommon but not extra-
ordinary in societies where Alisa
commonplace tool. All the considera-
tions mentioned in the preceding
discussion still apply—are robots
citizens, and if not, what exactly is
their status? Robots are likely to be
far better than humans at many
tasks, but completely unsuitable for
others. Robot surgeons make sense—
but robot doctors or psychologists
don't, since they may not be able to
truly appreciate the mental or spiri-
tual sides of the human condition.
Typically, robots will be reserved for
use in jobs that humans would find
difficult, boring. dangerous, or dis-




tasteful, and intelligent robots used
only for the most challenging of
these.

Androids are a different matter.
For our purposes, we'll assume that
an android is defined as a robot of
human appearance. Even if Al is so
advanced that a complete personali-
ty can be packed into a man-sized
frame, the engineering difficulties of
creating something that moves and
acts like a human will be enormous.
While the human form is usetul for
humans, it's not the ideal shape for a
variety of tasks, such as heavy exca-
vation, flying, or fighting. Intelligent
robots designed for these specialty
tasks are more likely to be clearly
mechanical in nature, with a bady
shape and external covering suit-
able for their work. In short, there
has to be a good reason to build a
mechanical being in the shape of a
human.

The same considerations for any
artificial being apply to androids . . .
but androids raise the specter of re-
placement. If a robot is clearly a me-
chanical being, everyone knows that
there are laws and standards that
apply just to artificials. But an an-
droid who can pass for human repre-
sents a threat to the entire species,
especially if it is generally superior
to humans. It's not unreasonable for
future Al engineers to deliberately
avoid the human form, in order to re-
assure the public that their creations
know their place in the cosmos. On
the other hand, robots might be de-
liberately built in android form to
avoid having them look mechanical
and inhuman . . . it's all a matter of
how society perceives the artificial
being.

All that said, androids can make
for very interesting characters in a
game, either as villains or as heroes.
Even if androids are reviled by the
public and strictly prohibited by law,
many governments and corporations
won't be able to resist the temptation
to build superagents who can be pro-
grammed for complete loyalty, utter
ruthlessness, and photographic
memory. Since androids represent
some expenditure of resources, time,
and money, no one will build one
and then just set it free—they'll build
the android for a specific purpose or
for commercial gain.

FX

An optional rule you might want to
consider for your campaign is "FX."
Short for "special etfects,” FX refers
to any ability or power a character
possesses that's beyond the norm.
Magic, miracles, enchanted items,
superscience gizmos, and comic-
book superpowers are encompassed
by the FX system. As such, mos! cam-
paigns should use these rules spar-
ingly, if at all. They're appropriate
for some types of campaigns, but can
quickly ruin the flaveor of a more tra-
ditional science fiction setting.

You can modify this system as you
see fit for your campaign. In some
campaigns, heroes have no more
than one FX to call upon, and some
characters have no access to FX at
all. In other campaigns, every char-
acter has one or more FX abilities. It
all depends on the type of stories you
want to tell.

Deciding on FX

You have to consider if the special
abilities and powers you want in
your campaign can better be han-
dled by one of the other existing
game mechanics. In some cases, you
aren't really looking for an FX, you
simply need to add a new skill to the
skill list. In other cases, the FX you or
your players have in mind might bet-
ter fall under mutations or psionics,
or it might simply require the inven-
tion of a new bit of cybertech.

Some FX are decidedly special.
They allow a character to alter the
world around him in strange, unusu-
al, and often powerful ways. When
you've decided that FX is the way to
go to handle a specific effect, the
rules presented below will help you
regulale that effect in a fair and con-
sistent manner.

FX Skills

All FX fall under one of the three
broad skills. When creating an FX,
the first step is to decide which of the
broad skills best defines the effect in
general terms. The three FX broad
skills are Arcane Magic, Faith, and
Super Power.

FX specialty skills, on the other
hand, aren’t completely mapped out
for you like other specialty skills in
the ALTERNITY game. Guidelines over
the nexl tew pages give you a good
start, providing suggestions and
some examples. For the most part,
you and your players are on your
own. You have to decide the extent of
any FX and the cost associated with
it. “Purchasing FX Skills,” later in
this chapter, tells you how to do this.

Arcane Magic FX

Wizardry and sorcery fit in most fan-
tasy roleplaying games, and you

might want to make them available
for use in this game as well. Arcane
Magic is a fantastic elfect produced
through the use of ritual, word, or

will, or a combination of these three

Why Use the FX System?
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components. Spells and incantations
are the stuff of Arcane Magic, as are
many cccult-oriented FX, such as
transforming into an animal or ani-
mal-human hybrid. Consider Arcane
Magic to be the science of the un-
known, ancient lore that employs en-
chantment the way modern scholars
use the scientific method.

Arcane Magic often requires o re-
peated ceremony or gesture (“the rit-
ual”), an incantation or spell (“the
word”), and the spellcaster's own
inner strength, concentration, and
desire ("the will"”) to produce a magi-
cal FX. Sometimes it may require
specific components that are used up
during the ritual, or a focus of some
sort, such as an amulet, talisman, or
wand.

Once a character possesses this
FX broad skill, the types of specialty
skills that can be added are nearly
limitless. Each specialty (in effect,
each spell or spell-like FX) must be
purchased separately, as detailed
below.

Using this system, an Arcane
Magic user will never match the
power and versatility of a traditional
fantasy spellcaster. The FX system

i = |
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Celestial communication

allows Arcane Magic of a limited
and more manageable type to be in-
cluded in a campaign. Of course,
since magic is only an object of myth
and bedtime stories in most modern
and futuristic societies, even the
smallest bit of real magic can be
stunningly powerful.

Arcane Magic
Specialties

Arcane Magic manifests as a spell
that can be cast to produce a specific
eftect. Each Arcane Magic specialty
skill is in fact a single spell, such as
blast of fire, arcane shield, and wolf-
form.

Spells fall into these general cate-
gories: qugur, conjure, summon, and
transform.

» Augur spells are designed to
uncover secrets, predict the future, or
glean information through supernat-
ural means. Examples include read-
ing tea leaves, casting runestones,
calling forth images in mirrors or
crystals, using a divining rod, read-
ing cards, using a lodestone, or even
consulting supernatural beings.

» Conjure spells are magical ef-
fects that create something from

nothing, Such a magical creation
doesn't last long, and it can be as in-
substantial as an illusion or as real
as a burst of flame. These magical
effects can be designed to deceive
another's senses, causing others to
see or hear things that aren't there;
or they can be more substantial, ac-
tually calling matter into being for a
limited time. Examples include all
kinds of illusions; spontaneous nat-
ural effects such as balls of fire,
bolts of lightning, or a cloud of acid
rain; small physical items of minor
consequence such as tools; coins, or
toys; small physical items of major
consequence such as precious met-
als, jewels, or hand-held weapons;
and large physical items such as ve-
hicles and shelters. Conjure spells
are also used to create shields of
magical energy, auras of magical
protection, and wards of all types.

» Summon spells involve magical
movement—opening dimensional
doors or otherworldly portals to tra-
verse the space between here and
there, transporting by will and spell
alone, summeoning an otherworldly
creature through the flux of time and
space, and otherwise moving the



spellcaster, people, and things by ar-
cane means.

» Transform spells allow casters
to change the nature of objects,
people, or themselves. Examples of
transtorm spells include changing
one material into another (such as
coal to diamond), transforming a foe
into a frog, turning oneself into an
animal, altering onesell into an ani-
mal hybrid (such as taking on the
form of a werewolf or other supernat-
ural creature), and bestowing en-
chantments on mundane objects.

Faith FX

Miracles and divine intervention all
fall under the heading of Faith FX. If
you want primitive shamans, exotic
clerics, and holy men of all beliefs to
receive power based on their belief,
then you might want to make this FX
available in your ALTERNITY game.
Through prayer, divine contact, com-
munal belief, and holy ritual, mira-
cles can be accomplished.

While Faith FX has its share of
ceremony and ritual, it also has an
additional element not found in Ar-
cane Magic. Faith requires not only
unyielding belief, but an agency out-
side the caster to serve as a source
for the FX. This outside agency can
be a god, spirit, divine being, con-
scious force, or even the collective
taith of @ community of believers
that gives a holy man his spiritual
power. Sometimes a holy item or
relic is required, and other compo-
nents may be needed for the ritual
portion of the miraculous request.

After a character possesses this
FX broad skill, he must purchase one
of these specialties: Ordinary mira-
cles, Good miracles, or Amazing mir-
acles. This determines the quality of
miracles that o higher power can di-
rect through the character with
Faith.

Using this system, an ALTERNITY
game priest or shaman will not be
able to match the power and versa-
tility of a traditional miracle-worker
in a fantasy setting. The FX system
allows miracles of a limited nature
lo be part of an ALTERNITY campaign.

Faith Specialties

Faith manifests as miracles that pro-
duce specilic etfects. Each Faith spe-
cialty skill description provides
general guidelines under which a
character can pray for specific aid or
eifect

TAaBLE GBES:
FX BroAD SKILL
CosTts

FX Broad Skill Cost
Arcane Magic 15
Faith 18
Super Power 12

Unlike with Arcane Magic, there
are no specific spells associated
with spiritual magic. Instead, a mir-
acle-worker chooses a general level
of power. The elfect sought after can
never be more powerful than the
quality of the Faith FX specialty skill
chosen by the character.

» Ordinary miracles can be per-
formed by any character with the
Faith FX broad skill. They provide
minor bonuses or penalties (-1 or +1
step); heal small amounts of stun,
wound, or fatigue damage; provide
very limited, very general informa-
tion; or give some other minor bene-
fit for a short duration.

P Good miracles provide medium
bonuses or penalties (-2 or +2 steps);
heal medium amounts of stun,
wound, or latigue damage; heal no
more than | point of mortal damage;
provide specific information; or give
some other medium benefit for a
short duration.

» Amazing miracles provide
major bonuses or penalties (-3 or +3
steps); heal large amounts of stun,
wound, or latigue damage; heal mor-
tal damage; provide expert informa-
lion; or give some other significant
benefit for a short duration.

Super Power FX

Fantastic prowess, superscience
gadgets, magical items, arcane
relics, and abilities like those of
comic book characters are handled
by the Super Power FX. If you want
superheroes, supervillains, or magic-

like technology in your campaign,
then use the Super Power FX in your
ALTERNITY game. A Super Power FX
can be the result of a fantastic muta-
tion, a research project, arcane lore,
mythology come true, alien technolo-
gy, or even alien intervention.

Some Super Power FX might re-
quire a ritual or relic to use, but most
tend to be part of a character’s natur-
al makeup. Once a character is im-
bued with a Super Power FX, it's hers
to use—at least until the FX energy
runs out (see "FX Energy” below).

Once a character possesses this
FX broad skill, the types of specialty
skills that she can add are nearly
limitless. Each specialty Super
Power FX must be purchased sepa-
rately, as detailed below.

—k
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Super Power
Specialties

Super Power FX manifests as powers
or abilities beyond the scope of na-
ture, or as magical or supertechno-
logical items of great power. Each
Super Power specialty skill is a spe-
cific ability or item. Every Super
Power specialty is in one of these
calegories: enchanted relic, extreme
ability, or overscience gadget.

» Enchanted relic includes mysti-
cal, magical, and mythological items
of power that fall into a character's
possession. King Arthur's sword Ex-
calibur, Thor's hammer, the Holy
Grail, an enchanted cloak of invisi-
bility or tlight, Hercules’ belt of
strength, Roland’s horn, and the
Golden Fleece are all examples of
enchanted relics.

» Extreme ability handles FX that
are part of a character's natural
makeup, though there doesn't have
lo be anything natural about the
power's origin. Flying, firing bolts of
energy, turning into lire or water, be-
coming invisible or intangible, stick-
ing to walls, and manipulating
gravity are all examples of extreme
abilities. Each extreme ability is a
separate specialty skill.

TasLE G70
FaitH FX SpPeciaLTty SkiLL Costs

Faith FX Specialty Skill
Ordinary-quality miracles
Good-guality miracles
Amazing-guality miracles
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TAaBLE G71: ARCANE MAGIC &
SurPrer Power FX SpPeciaLTY SkiLL Cosrts

FX Specialty Skill

Ability Score boost [(+1/+3/+5)
Bonus steps [-1/-2/-3)

Penalty steps [+1/+2/+3)

Bonus to damage [1/2/3 points)
Bonus to combat movement

Cost
S510Ns
3/5/7
3/5/7
2/4/6
sS1ons

Fatigue damage [1-4 points]) 8
Stun damage (1-5 points)

Stun damage [(6-10 paoints)

Stun damage (11-15 points)

Wound damage (1-5 points)

Wound damage (6-10 points)

Wound damage [11-15 points)

Mortal damage (1-2 points)

Mortal damage (3-5 points)

Damage type [(0/G/A)

Low impact [LI) attack
High impact [(HI]) attack

Energy (En) attack
Duration, instant

Duration [1/2/3 time units)
Flight or other special movement

Knowledge
Range, personal
Range, 2/4/6 meters

Range, 10/20/30 meters

Range, 100/200/3200 meters

Range, 1/2/3 kilometers

Travel [1 km/10 km/100 km])

» Overscience gadget covers a
variety of fantastic inventions, alien
technologies, and far-future gizmos
that surpass even the best technolo-
gy of the era. Flight rings, super
force-field belts, advanced suits of
"smart” attack armor, shields crafted
from indestructible meteorites, web-
shooting wrist bands, utility belts
full of high-tech gadgets, ray-beam
gauntlets, and alien weapons of ex-
treme destruction are all examples
of overscience gadgets. Also, look to
Chapter 12: Alien Artifacts for addi-
lional ideas for creating overscience
gadgets.

Purchasing
FX Skills

1t FX are used in your campaign,
then characters have the option to
purchase an FX broad skill. A hero

can never have more than one of the
FX broad skills.

After selecting an FX broad skill,
the hero must purchase associated
specialty skills separately. Purchas-
ing a broad skill provides no benefit
other than qualifying the character
to buy specialty skills. The standard
costs for the broad skills are shown
on TABLE G69: FX Broab SkiLl. CosTs.
As always, the Gamemaster is free
lo medify the cosls listed to fit the
particulars of his or her campaign.

FX specialty skills are purchased
much like any other specialty skills,

though the cost is based on the qual-

ity of a particular skill's effect.

For Faith FX specialty skills, this
is shown on TaBLE G70: Fartd FX Spe-
claLTy SkiLL Costs. The cost of each
Faith FX specialty skill is fixed, and
isn't computed like the other FX spe-
cialty skills.

For Arcane Magic and Super

Power FX specialty skills, use TasLe
G71: Arcane Magic & Super Powen FX
SpecIALTY Sk Costs. Add up the
varying effects you've built into an
FX to get a base cost for the skill,

FX specialty skills with a total
base cost of 5 points or less are con-
sidered to be of Ordinary quality; a
total base cost of 6-10 points indi-
cates Good quality; and a total base
cost of 11-15 points is Amazing qual-
ity. No FX specialty skill can have a
base cost of more than 15 points

The quality of a specialty skill de-
termines its cost in FX energy to use
(see "FX Energy” below).

Improving the rank of an FX spe-
cialty skill is done the same as lor
other specialty skills. The skill point
cost is equal to the current rank
added to the base skill cost.

Designing FX
Specialties

Much of the material to follow is sub-
jective; you must weigh design para-
meters and make decisions on FX
that could fall one way or the other.
It's usually better to lean toward the
more expensive costs when an FX
skill cost is in doubt.

Step 1:

Describe the FX

Write a paragraph that describes the
FX specialty. Does the FX specialty
cause damage? Protect from dam-
age? Does it allow flight? Time trav-
el? What exactly do you want the
spell, gadget, or superpower to be
able to accomplish?

The first step in designing the
specialty skill is to consider which
Ability the FX is associated with
(Strength, Dexterity, Constitution, In-
telligence, Will, or Personality). The
Ability Score becomes the base score
needed to successfully use the FX,
but make sure you have a logical
connection to the Ability you've se-
lected. In other words, don't arbitrari-
ly connect an FX to a high Ability
Score. (For Faith FX, Will is always
used as the relevant Ability.)

Step 2:

Determine the Quality
Every FX specialty skill is rated as
Ordinary, Good, or Amazing. You've
determined what you want the spe-
cialty skill to accomplish; now you
have to consult Table G70 or Table
G71. If you're using Table G71, add



up the cost of each of its characteris-
tics to get the total base cost. This
number is the cost for a hero to pur-
chase the specialty skill at rank 1.

Remember, the total base cost
also determines the specialty skill's
quality, as noted above. No specialty
skill can have a total base cost of
more than 15 skill points.

Be wary of designing a specialty
skill that has a permanent effect or
an especially long duration. With the
exceplions of miracles and magics
that actually change the nature of
substances (making waler into wine,
multiplying food stores, etc.), FX of a
permanent nature should be rare,

Step 3:

Add FX Trappings
Trappings make an FX come alive by
providing visual cues and roleplay-
ing hooks that can be used in a gam-
ing session. Some trappings are just
for color, and that's okay. Others can
reduce the cost required to purchase
and improve a particular FX.

» Arcane Magic trappings add
flavor to spellcasting. All arcane
spells require some combination of
ritual, word, and will to bring the ef-

Twao victims of cykosis

fect into the natural world.

Ritual includes all preparations
necessary to cast a spell, including
making gestures, reading spell-
books, or imagining arcane formulas
in the mind. If a ritual is a simple ac-
tion (can be performed in one phase
as part of a single skill check), it pro-
vides no reduction to the cost of a
spell. The ritual is simply a part of
the specialty skill's flavor.

If the ritual uses a complex skill
check, requiring a number of success-
es based on the quality of the spell to
caslt (see "Complex Skill Checks” in
Chapter 3: Gamemasters in Action),
then the total base cost of the spell is
reduged by 1, 2, or 3 points. (The com-
plex skill check must be of Ordinary
complexily in order to qualify for the
|-point reduction.)

# Example: Woligang designs a
spell of Amazing quality with a total
base cost of 14, He decides to attach
ritual trappings to the spell, reduc-
ing its cost from 14 to 11 skill points.
Now the specialty skill is cheaper,
but it must be performed as a com-
plex skill check of Amazing complex-
ity, requiring B to 10 successes to
complete,

a
-y
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Word and will are tied together
and must always be part of the ar-
cane ceremony. Word is the actual
vocalization of the magical phrase
required to activate the FX, while
will provides the energy necessary
to alter the natural world in some
way. Neither of these can be altered,
s0 have no effect on cost.

In addition, an Arcane Magic FX
specialty skill can have two other
trappings: component and focus.

Component indicates that a par-
ticular spell requires an ingredient
to cast. A component should be tied
to its spell in some way and not be a
common object. For example, a spell
that permits flight should require the
feather of an uncommon hawk rather
than one from an everyday pigeon. A
character should keep track of the
available stock of components, as
each use of the spell diminishes this
supply. Spells with components have
a base cost reduction of 1 point.

Focus provides another limiting
factor on how and when FX can be
activated. Typical foci include
staves, wands, crystals, amulets, tal-
ismans, spell books, cats and other
animal pets, or even another sen-

2
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tient creature. Without a focus, the
spell can't be activated. A spell that
teatures this trapping has a 1-point
reduction to its cost.

» Faith trappings are represented
by a relic that serves as a symbol of
belief and a conduit of spiritual pow-
er, Without such a focus, the caster
suffers a penalty based on the quali-
ty of the miracle being prayed for
(+1/+2/+3). For example, attempting a
Good miracle without trappings im-
poses a +2 penalty on the Faith FX
specialty skill check. The ritual for a
miracle is the prayer itself, which is
simple in nature. There are no cost
reductions for Faith trappings.

P Super Power trappings vary
wildly, but may reduce a skill's base
cost in sOome cases. CDII'[]'I"IUI'[ Cf)!“!i re-
ducers include a power limitation, a
trigger, or a component needed to
make a super-science godget oper-
ate. Any of these trappings can pro-
vide a cost reduction of 1 point.

Limitations are common items
that hinder the onset of certain FX.
Such an item can add penalties to an
FX skill check or prohibit the use of
the FX in its presence. Optionally,
the item may weaken the character
directly; for example, it may reduce
an Ability Score for a period of time
or cause latigue or stun damage.
Common limitations include specific
minerals, frequencies of light or
sound, colors, chemical mixtures,
water, or specific creatures or plants.

Triggers are conditions that must
be met for certain FX skills to be
used. For example, a certain skill
might only be usable at night, under-
ground, or in the presence of the
family pet.

Components are precious miner-

als such as silver or gold, special
serums and compounds that take
time and resources to prepare, or
specific energy sources of limited
availability.

Step 4:

Record Information
Record the pertinent information re-
garding the FX: the FX skills, the
hero's, villain's, or alien’s FX energy
total, and the game effects if the FX
skill check succeeds,

FX Energy

How often you allow characters to
demonstrate incredible FX powers
depends on the tone of your cam-

paign. Refer to TABLE G72: FX ENERGY.

TaBLE G72: FX ENERGY

Campaign
Realistic 5
Heroic 10
Super Heraoic 15

Starting gives the amount of FX
energy that a starting character with
FX powers begins with. Later in their
careers, characters can increase the
amount of FX energy they possess.

Max gives the most FX energy a
character can ever have,

Cost gives the skill points needed
to purchase an extra point of energy
to add to the character's permanent
reservoir. For example, a characler
in a realistic campaign must spend
20 skill points to increase his or her
FX energy total from 5 to 6.

Using FX

Most FX work just like other skills in
the game. A player can decide that
his hero is going to use an FX skill in
place of any other action. An FX skill
score is equal to the associated Abil-
ity Score plus the number of ranks
the character possesses. An FX skill
check has a base situation die of

+d0.

TaBLE G73:
FX EneErgY LosTts

Arcane Magic
Critical Failure
Failure
Ordinary spell
Good spell
Amazing spell

Faith
Critical Failure
Failure
Ordinary miracle
Good miracle
Amazing miracle

WH-Wh

5
2
2
<4
6

Super Power
Critical Failure
Failure
Ordinary power
Good power
Amazing power

Starting

Max
10
20
30

Each attempted use of an FX spe-
cialty skill consumes a number of FX
energy points, depending on the
quality of the FX specialty skill and
whether or not the attempt succeeds.
Refer to TABLE G73: FX Enercy CosTs.
Once a character’s FX energy falls to
0, no more FX uses can be attempted
until the energy is replenished.

f a character's FX energy falls
below 0, he suffers fatigue damage.
For each FX energy point that isn't
available to spend, the character
suffers 1 point of fatigue damage. Of
course, a character has to have at
least 1 point of FX energy to even
make an attempt to use an FX skill.

Resisting FX

If an FX is directed at another char-
acter, the target may have defenses
to use against it. Resistance modi-
fiers may apply penalties (or a
bonus), as with any other skill use. It
all depends on the nature of the FX.
Some direct-attack FX forms (Arcane
Magic or Super Power skills) can be
resisted by either Strength or Dexter-
ity resistance modifiers. FX forms
that target other aspects of a charac-
ter can be resisted by other means,
as determined by the Gamemaster.
In addition, armor can help against
some FX, especially attacks that act
as low impact (LI), high impact (HI),
or energy (En) weapons.

FX Energy
Recovery

A hero's FX energy loss reflects how
much "inner strength” he has to
power his FX skills. If this strength
runs out, FX can't be used until he re-
covers some of his FX energy.

FX energy points for Arcane Magic
or Super Power skills are recovered
at a rate of 1, 2, or 3 per hour, based
on the result of a Will feat check ora
Resolve-mental resolve skill check:
Critical Failure, lose another FX en-
ergy point (suffer 1 point of fatigue
damage if no points are available);



Failure, no recovery this hour; Ordi-
nary, recover | point; Good, 2 points;
Amazing, 3 points. No recovery oc-
curs during an hour in which a char-
acter tries to use FX. If a character
spends a full eight hours resting and
not attempting to use FX, all FX ener-
gy points are recovered (unless you
have a story reason to keep a hero,
villain, or alien exhausted).

For Faith, the recovery process is
a bit different. The character must
actively worship and pray for the re-
covery of FX energy—recharging «
spiritual battery. Part of every day
must be spent in prayer and medita-
tion. At the end of the day, FX energy
points are recovered at arate of 1, 2,
or 3 points based on the result of a
Will feat check or a Resolve-mental
resolve skill check. No recovery oc-
curs during a day in which a charac-
ter attempt to use Faith FX. If the
faithful character achieves a Critical
Failure result, he has somehow lost
his way and must perform some form
of penance before he can once again
begin recovering FX energy.

Some FX
Examples

Here are examples of each kind of FX
described in this section. Players
and Gamemasters are encouraged to
create any FX they feel will fit into
and improve their campaigns. In-
cluded in each description are the
point costs related to the design of
the specialty skill.

Fate Casting
Arcane Magic, Augur spell: WIL;
Good quality, base cost 6

This spell determines the possible
fate of a character within the next 24
hours (6 pts); provides general infor-
mation (3 pts); and requires the cast-
ing of runestones (-1 pt) over the
course of a skill check of Good com-
plexity (-2 pts).

Bolt of Lightning
Arcane Magic, Conjure spell: WIL;
Good quality, base cost 5

This spell aims a bolt of lightning
at an target (energy attack, 3 pts). It
inilicts Ordinary damage (0 pts) of
dds/ddw/d4+2w (low stun, 1 pt; low
wound, 2 pts). The belt's range is
2/4/6 meters (2 pts). Trappings are a
wood shavings from a lightning-
struck tree (-1 pt) and a skill check of
Good complexity (-2 pts).

Fly
Arcane Magic, Summon spell: WIL;
Good quality, base cost 9

This spell allows the caster to fly
{6 pts) at a rate equal to his fly move-
ment rate (see TABLE P8: CoMpar
MovemeNT RATES in the Player’s Hand-
book). This flight lasts for 2 minutes
{4 pts). It requires a component of
soap bubbles (-1 pt) and a simple
skill check.

Enchant Weapon
Arcane Magic, Transform spell:
PER; Amazing quality, base cost 11
This spell temporarily bestows
magical qualities upon an ordinary
weapon, making it more potent in
battle. It provides a 3-point bonus to
damage inflicted by the weapon (6
pts), and the weapon remains en-
chanted for 3 minutes (6 pts). Casting
requires a component of silver dust
sprinkled over the item (-1 pt) and a
simple skill check to activate.

Divine Guidance
Faith, Ordinary miracle: WIL; Ordi-
nary quality, base cost 5

With this miracle, the character
prays for advice concerning a partic-
ular course of action—"Should we
enter the alien structure?” or "Should
I turn over the data disk to the gov-
ernment official?” The answer comes
in the form of a feeling or sense of
the rightness or wrongness of an ac-
tion. The guidance is equivalent to
general knowledge.

Divine Blessing
Faith, Good miracle: WIL; Good
quality, base cost 10

When this prayer is answered, the
miracle worker causes a divine
agency to bestow a blessing. This
blessing takes the form of a -1 bonus
lo the group'’s action checks and
adds +1 to the group's resistance
modilfiers for the duration of the mir-
acle. The blessing remains in effect
for 2 rounds.

Song of the Eagle
Faith, Amazing miracle: WIL; Amaz-
ing quality, base cost 15

This prayer is answered by chang-
ing the miracle worker into an eagle
for 1 hour. As an eagle, the character
retains his own Intelligence and
memories, though he interacts with
the world as an eagle would—he can
{ly, screech, and hunt, and has excel-
lent vision. As an eagle, the charac-

ter has a durability rating of 6/6/3.
Once the eagle is knocked uncon-
scious or runs out of mortal points,
the character returns to his normal
form; the damage suffered in the
eagle's form remains when the char-
acter transforms back to normal.

Cloak of Invisibility
Super Power. Relic: DEX; Amazing
quality, base cost 12

When the word of power is spo-
ken, the cloak turns its wearer invis-
ible. While activated, it provides a -3
bonus (7 pts) to all Stealth checks
and adds +2 to the resistance modi-
fiers of the caster for any attacks that
require seeing the target (5 pis).

Strength of the
Behemaoth
Super Power, Extreme Ability: CON;
Good quality, base cost 9

This power increases the charac-
ter's Strength score by as much as 3
(10 pts) for as long as the FX energy
lasts. Every round, this power uses
up 2 points of FX energy. An FX
check is required to activate the
power; degree of success indicates
the actual Strength increase
(+1/+2/43). This FX has a limitation:
In the eold (0° Celsius or less), the
check is made with a +1 penalty (-1

pth

Web Spinneret
Super Power. Overscience gadget:
DEX; Ordinary quality, base cost 2
The web spinneret is an over-
science device worn around the
character's wrist. It consists of car-
tridge cylinders, a touch-activated
firing mechanism, and a high-pow-
ered compressor that expels chemi-
cal webbing from a nozzle. When
activated, the web spinneret fires a
line of superstrong, ultrathin materi-
al that sticks to a distant object. The
webline can be used to swing across
open spaces, aid Athletics-climb
skill checks, or stop falls. The cost is
| FX energy point per use or per 10
meters of line expelled. The line has
a range of 10/20/30 meters (4 pts),
with a +2 and +3 penalty for medium
and long range attempts. An FX skill
check is required to activate; when
FX energy is exhausted, the web ma-
terial must be replenished, which re-
quires a Technical Science-repair
skill check of Good complexity (-2
pts). The webline has an effective
Strength score of 16.

—
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ANIMAL &
ALIEN
STATISTICS

The animals and nenhumanoid
aliens described in this chapter have
the same kinds of game statistics as
heroes do—figures such as Ability
_Scores, resistance modifiers, and
‘skill scores-However, they don't al-
ways "play by the rules” in terms of
“siatistics that are derived from other
values.

For instance, we've given the

- mule a Strength scoreof 1 and a

- Dexterity of 10: It does damage by

- kicking, a form of attack that is relat-

- &d to both Strength and Dexterity.

- butits attack succeeds only on a re-

" sult of 8 or lower. Don't be surprised
when you see apparent inaccuracies
such as these in the descriptions that

. follow—some numbers are purpose-
Iy modified teyield a cleater picture

~of what a certain type of creature is
like.

Ability Scores

In the statistical summaries that fol-

- low; each animaland alien is given

- a single value for each Ability Score.

“These numbersdescribe o typical

- creature of the type. In addition, o

number range is given in parenthe-

ses alongside eachtypicalscore.

- This range, represented by adie roll
added 1o o constant allows youto
create individual creatiures with
Ability Scores that may be highsror
lower than their species’ average:

For exampie; the typical great ape
has a Strength Store-of 16. Youcould,

however, roll d6 and add the result to
12 to create an individualized great
ape, This particular ape would have
a Strength score between 13 and 18.

Ingeneral, a creature’s Ability
Scores con be used as a basis for
comparing the creature to a human;
for instance, a typical great ape is
stronger than the strongest normal
human (whose STH can't be higher
than 14). But the comparison dossn't
always hold frue when you consider
how o creature is capable of using
its Abilities—just because o horse
has o Dexterity of 10 doesn’t mean
it's more agile than an average
humem, who has a Dexterity of 9. Al-
ways toke into account the nature of
a creature when determining whet
its Ability Scores enable it to accom-
plish.

Intelligence and Personality are
treated differently; for these Abili-
ties, the numberrange in parenthe-
ses is preceded by the word
“Animal.” This value is an indicator
of the creature’s lavel of ability in re-
lation fo otheranimals. For instance,
dogs are smart animals—they can
solve mazes, recognize when a
human is angry, and use effective
pack tactics when attacking prey in
the wild. But it's ludicrous to assign a
typieal dog a higher Intelligence
score than a slow-witted human.

Thus; the eniry for a dog’s Intelli-
gence is "INT 3 (Animal 11 or d4+9)."
This means that no dog is as intelli-
gent as a human, but thetypical dog
has an effective Intelligence score of
I I'when attempting o do something
Intelligence-related that on animal
is capable ol—negotialesa maze, un-
derstand a simple comniand, use a

SOLlnd ora g&stl]ff? to communicate
some information. (If you want, you
can roll d4 and add 9 to the result to
determine this statistic for a particu
lar dog.)

Personality works much the same
way for nonsentient animals. Socia-
ble animals have a high Personality
score to reflect the fact that they
work well with each other. But on the
human scale, these animals’ Person
ality scores don't exceed 2 or 3.

Additionally, animals are ex-
tremely limited in their use of en
counter skills; while i
that a dog might intimid
with a growl, or convince a he
follow it to its irapped mast
successiul Intelligence
ty feat check, it makes a lot more
sense for you to dispense with game
mechanics in such situations: Let
players decide it their herces w
where the dog wants them to go

~onceivable

le someone

Qo
with a
mali-

T FE

Attacks and
Defenses
An animal’s or alien’s pr
formis) of attack and innate defens
appear in this section. Use a +d0
base situation die on a check to s
if an altack succeeds. Predators nat-
urally have higher attack scores and
damage ratings than herbivores and
nondaggressive animals. Adjustn
for Strength are already included in
the damage figures

The attack scores listed pertain to
a typical creature of the species; if
you create a creature whose Strength
or Dexterity is higher or lowe
the average, adjust the attac
and damage ratings accordingly
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Skills

Most animals and alien creatures possess a short list of
broad skills (and in many cases, a specialty skill or two)
that work much like a hero's skills. These represent the
innate abilities that an animal or alien creature possess-
es; unlike humans or intelligent aliens, animals can't
learn new skills or improve their scores in existing skills.

A number in brackets represents the creature’s score in
the broad skill or specialty skill that was just mentioned.
For instance, the skill list for the great ape begins with
"Athletics [16]-climb (18]." This means that the creature
has a score of 16 for skill checks related to the Athletics
broad skill, and a score of 18 for skill checks that involve
climbing (which is the same as saying the creature has
rank 2 in the climb specialty). For a particular ape with a
Strength score other than 16, these scores would be ad-
justed up or down as necessary.

Animals in Combat

Animals don't attack just because a human crosses their
path. Rather, these creatures atlack because they're
frightened, angered, startled, or (in rare cases) hungry.
Unless an animal is actively hunting for a meal, it en-
gages in some kind of display designed to warn the hero
oft—such as growling, bluffing a charge, beating its
chest, and so on.

I an animal does stalk a hero, it attempts to use
Stealth in order to surprise the hero. This is a natural tac-
tic of predators everywhere—the closer a predator gets
before its prey notices, the better its chances of killing the
unsuspecting creature.

When an animal attacks a human, it naturally tries to
close with the victim. A large animal'’s first attack, for ex-
ample, is often an attempt to knock its human target tlat,
so that it can easily bite and claw its prey. Refer to the
“Overpowering” section on page 43 in Chapter 3: Game-
masters in Action for more detail. An animal with several
attack oplions can often try one of each (biting and claw-
ing, for example) as a single action.

Few animals fight to the death. Once an animal suffers
substantial wound damage—or even if it fails its initial
attack—it's likely to break off the fight and move away. Of
course, there are always exceptions. Creatures such as
crocodiles and sharks sometimes lack the ability to real-
ize that they've been mortally wounded, and bad-tem-
pered predators such as grizzly bears might lapse into a
state of rage as part of a show of resistance.

AnivAL CoOMPENDIUM

The material that follows is by no means a complete list-
ing of every dangerous creature, but it contains enough
information for you to get started, and serves as a guide
to designing creatures specific to your setting. For ex-
ample, a cougar is basically a great cat that's smaller
than a jaguar or a leopard, so you can use the description
for "Cat, great” and reduce the animal's Strength and
Constitution scores a bit. Similarly, you can use the stats
for “Shark” to create a smaller carnivorous fish such as a
barracuda—secale back Strength and Constitution some-
what, add a few points of Dexterity, and change the resis-
tance modifier vs. ranged attacks to +2 or +3 to reflect the
smaller creature’s improved dodging ability.

Ape, Great

STR 16 (d6+12) INT 3 (Animal 11 or d6+8)
DEX 10 (dB+7) WIL 14 (d4+12)°
CON16  (d4+13) PER 3 (Animal 10 or d448)

Durability: 16/16/8/8 Action check: 14+/13/6/3

Move: sprint 40, run 24, walk 8 #Actions: 3
Reaction score: Ordinary/2

Attacks

Pummel 18/9/4  dB+4s/d6+2w/2d4+2w LI/O
Bite 16/8/4  dd+ls/ddw/dd+1w Lo
Defenses

+3 resistance modifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d4-2 (L), none (HI), d4-2 (En)

Skills

Athletics [16}-climb [18]; Movemenl [16]; Stamina [16}-en-
durance [18]; Awareness [14]-intuition (17, perception
{15]; Investigate [14}-search [15]; Resolve [14].

Greal apes include gorillas and orangutans. In the wild,
they avoid man and only attack if startled or harassed.
These animals are enormously strong and make use of
overpowering (see Chapter 3) if pushed into a fight.

Baboon

STR 12 (d4+10) INT 3 (Animal 10 or d4+8)
DEX 12 (d4+10) WIL 11 (d4+3)

CONB (d6+5) PER 3 (Animal 12 or d4+10)

Durability: 8/8/4/4 Action check: 14+/13/6/3

Move: sprint 48, run 28, walk 8 #Actions: 3
Reaction score: Ordinary/2

Attacks

Bite 14/7/3  d4+2s/d4+1w/dd+3w LI/O
Defenses

+2 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: d4-1 (LI), nene (HI), d4-2 (En)

Skills

Athletics [12]-climb [14]; Acrobatics [12]; Stamina [8]-en-
durance {14]; Awareness [11}-intuition {14], perception
[12]; Investigate [11]-search [12]; Resolve [11].

Baboons can be extremely dangerous animals. They are
aggressive and intelligent, and travel in troops number-
ing in the dozens. A single animal is more than a match
for an adult human, and unlike other primates, baboons
don't always avoid confrontations with groups of humans.

Bear

STR 15 (d4+12) INT 2 (Animal 8 or d4+6)
DEX 8 (d4+6) WIL 14 (d4+12)

CON16  (2d4+10) PER 2 (Animal 6 or d4+4)
Durability: 24/24/12/12 Action check: 12+/11/5/2
Mowe: sprint 50, run 36, walk 8 #Actions: 3

Reaction score: Ordinary/2



Attacks

Bite 16/8/4 d4w/d6+1w/dB+3w LI/O
Claws 16/8/4  db+ls/d4+1w/d6+2w LI/O
Defenses

+3 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: dé (LI), d4-1 (HI}, d6-1 (En)

Skills

Athletics [15]; Stamina [16}-endurance [20]; Awareness
[14}-intuition [17]; Investigate [14)}-search (15], track (15];
Resolve [14]-physical resolve [17].

This entry describes a large brown bear, or possibly a
small grizzly. A polar bear or a large grizzly would have
an even higher Strength score and cause more damage
with its attacks. Given a chance, most bears will avoid
humans. Bears are more likely to attack because they've
been startled than because they're hungry.

Buffalo

STR 15 (2d4+10) INT 2 (Animal 6 or d4+4)
DEX6 (d4+4) WIL 9 (d4+7)
CON 14 (2d4+10) PER 3 (Animal 11 or d44+9)

Durability: 21/21/10/10 Action check: 9+/6/4/2

Move: sprint 46, run 30, walk § #Actions: 2
Reaction score: Marginal/l (Charge: Good/1)

Attacks

Charge 13/6/3  dB8+1s/d12+1s/dBw LI/O
Goreltoss 13/6/3  dbs/d6+2s/dEw LI/O
Defenses

+3 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6-1 (LI), d4-2 (HI), d6-2 (En)

Skills

Movement [14]; Stamina [14]; Awareness [9]-intuition [12];
Resolve [9].

Any wild Earth bovine such as the bison, the water buifa-
lo, or the Cape buffalo of South Africa is represented by
this entry. Different species vary in temperament and ag-
gressiveness; most wild bulfale go out of their way to
avoid humans, but some might stand their ground or
charge if they are harassed. The butfalo begins a fight by
mounting a powerful charge, after which it tries to tram-
ple or gore the offending creature.

Cat, Great

STR 14 (d4+12) INT 2 {Animal 9 or d4+7)
DEX 12 (d4+10) WIL 12 (d4+10)

CON 12  (d4+10) PER 3 {Animal 10 or 2d4+5)

Durability: 12/12/6/6 Action check: 14+/13/6/3

Move: sprint 60, run 36, walk 12 #Actions: 3
Reaction score: Good/2

Attacks

Bite L5713 d4w/d6+1w/ddm LI/O
Claws 17/8/4  dd+ls/dd+1w/d6+1w LIO

Detenses

+3 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: d4-1 (LI), none (HI), d4-1 (En)

Skills

Athletics [14]-climb [15], jump [15]; Acrobatics [12]-fall
[16]; Stealth [12]-sneak [15], shadow [15]; Stamina [12}-en-
durance [16]; Awareness [12]-intuition [14]; Resolve [12].

Great cats include predators such as lions, tigers, jag-
uars, leopards, panthers, and cougars. In the wild, they
tend to avoid groups of humans, but it's not uncommon for
a great cat to attack a solitary human.

The statistics above describe a medium-sized jungle
cal—a jaguar or a leopard; lions and tigers are larger and
more powerful, possessing higher Strength and Constitu-
tion scores, as well as causing an additional 1 or 2 points
of damage.

Crocodile

STR 14 (d4+11) INT 1 (Animal 4 or d4+2)
DEX 9 (d4+B) WIL 10 (dd+7)

CON 14 (2d4+11) PER 1 {Animal 5 or d4+3)
Durability: 14/14/7/7 Action check: 12+/11/5/2

Move: sprint 30, run 20, walk 4, swim 18 #Actions: 3
Reaction score: Ordinary/2

Attacks

Bite 15/7/3  d4+1w/d6+2w/ddm Lo
Tail lash 8/4/2 dds/dd+2s/dB+1s LI/o
Defenses

+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6+1 (LI), d6-1 (HI), d4 (En)

Skills

Stealth [9)-hide [11], sneak [12]; Stamina [14]-endurance
[16), resist pain [16]; Awareness [10]-intuition [12]; Resolve
[10}-physical resolve [12].

Crocodiles attack by dragging prey underwater and
drowning it. A crocodile will almost always try to over-
power its chosen target with its first attack and drag it
into deeper water. The animal can only use its tail lash
against a target standing behind il.

Dog, Attack

STR 11 (d4+9) INT 3 {Animal 11 or d4+9)
DEX 11 (d4+9) WIL 12 (d4+10)
CONY9 (d4+7) PER 3 (Animal 11 or d4+9)

Durability: 9/9/5/5 Action check: 14+/13/6/3

Move: sprint 56, run 36, walk 10 #Actions: 3
Reaction score: Ordinary/2

Attacks

Bite 13/6/3  d6s/ddw/d4+2w LI/C
Defenses

+1 resislance modifier vs. melee attacks
+1 resistance moditier vs. ranged attacks

Armor: d4-2 (LI), none (HI), none (En)
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Skills

Stealth [11}-shadow [12]; Movement [9)-race [10]; Stamina
[}-endurance [12]; Awareness [12]-intuition [15], percep-
tion [13]; Investigate [12}-track {16]; Resolve [12}-physical
resolve [13].

Attack dogs are large, well-trained police animals. Most
are trained to overpower fleeing humans and bite their
arms and legs to keep their opponents off balance. It's
possible to train such canines in the use of deadly force.

Elephant

STR 22 (2d4+17) INT3 (Animal 11 or d4+8)
DEX 4 (d4+1) WIL 11 (d4+9)

CON18  (2d4+13) PER 3 (Animal 13 or d4+11)

Durability: 27/27/13/13
Move: run 24, walk 6
Reaction score: Marginal/l

Action check: 10+/9/4/2
#Actions: 2

Attacks

Trample 11/5/2  2d6s/2d4+1w/2d6+2w LG
Defenses

+5 resistance modifier vs. melee attacks

-1 resistance modifier vs. ranged attacks

Armor: d6+1 (L), d6-1 (HI), d6 (En)

Skills
Movement [18]; Stamina [18]; Awareness [11]-intuition {15],
perception [12]; Resolve [111-physical resolve [14].

A rampaging elephant can give even the most combative
of heroes a cause for concern. Domesticated elephants
are unlikely to turn on humans unless they are gravely
mistreated. Elephants in the wild, however, may charge
humans who come too close to the herd.

Horse

STR 16 (d6+12) INT 2 (Animal 7 or d4+5)
DEX 10 (d4+4) WIL 9 (d4+7)

CON14  (2d4+9) PER 3 (Animal 9 or d447)

Durability: 14/14/7/7 Action check: 9+/8/4/2

Move: sprint 80, run 36, walk 12 #Actions: 2
Reaction score: Marginal/l

Attacks

Trample B/4/2 db+1s/ddw/dd+2w LI/O
Defenses

+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6-3 (L1}, none (HI), d6-3 (En)

Skills
Movement [14]; Stamina [14]-endurance [16]; Awareness
[8k-intuition [10]; Resolve [9)-physical resolve (12].

This animal is a typical riding horse. A draft horse or war
horse is slightly larger and more powertful, but slower.
Wild horses and trained war horses have a better attack
score (14/7/3).

STR 14 (d6+10) INT 2 {Animal 8 or d446)
DEX 10 {d4+8) WIL 12 (d4+9)

CON 14  (2d4+9) PER 3 (Animal 9 or d4+7)
Durability: 14/14/7/7 Action check: 11+/10/5/2
Move: sprint 40, run 30, walk 12 #Actions: 2
Reaction score: Marginal/l

Attacks

Kick 8/4/2  dbs/ddw/dd+1w Lo
Defenses

+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6-3 (LI), none (HI), d6-3 (En)

Skills

Athletics [14]; Movement [14]; Stamina [14}-endurance [18]):
Acrobatics [10l-balance [11]: Awareness [12]-intuition [1 4);
Resolve [12}-physical resolve [16].

While a mule isn't as strong or as fast as a horse, it's a
much better pack animal. A mule can negotiate a difficult
trail that a horse might not even attempt.

Scorpion

STR 2 (d4+0) INT1 (Animal 3 or d4+1)

DEX 14 (d4+12) WIL 8 (d4+8)

CON3 (dd+1) PER1 (Animal 3 or d4+1)

Durability: 3/3/2/0 Action check: 14+/13/6/3

Move: run 20, walk 10 #Actions: 2

Reaction score: Ordinary/2

Attacks

Sting 8/4/2 1s/1s/ls Lvo
plus poison (see text)

Defenses

+1 resistance modifier vs. melee attacks
+2 resistance moditier vs. ranged attacks
Armor: none (LI), none (HI), none (En)

Skills
Stealth [14)-hide [16], sneak [16]; Stamina [3l-endurance
[6]; Awareness [8]-intuition [12], perception [10].

Scorpions range in size from creatures no larger than a
human's thumbnail to foot-long giants of the Algerian
desert. Although a scorpion’s sting is rarely fatal, almost
all such attacks are excruciatingly painful, See “Poison”
in Chapter 3: Gamemasters in Action. Consider the sting
of a typical scorpion as an irritant, providing a +3 penalty
to the victim's Constitution feat check. Deadly scorpions
possess a neurotoxin that provides no modifier to the vie-
tim's Constitution feat check. In either case, the onset
time is 2 rounds and the poison's duration is 12 hours.

Shark

STR 15 (2d4+10) INT 2 (Animal 5 or d4+3)
DEX 8 (d4+6) WIL 9 (d4+7)

CON 14  (d4+12) PER 1 (Animal 4 or d4+2)
Durability: 14/14/7/7 Action check: 12+/11/5/2

Move: swim 60
Reaction score: Ordinary/2

#Actions: 3



Attacks
Bite 16/8/4 d6+2w/dB+3w/d4+2Zm LI/O
Defenses

+2 resistance modifier vs. melee attacks

+1 resislance modifier vs. ranged attacks

Armor: d4 (LI), d4-1 (HI), d4+1 (En)

Skills
Movement [14]; Stamina [14}-endurance [18]; Awareness
[9)-perception [12]; Resolve [9]-physical resolve [12].

Like many other creatures, sharks come in a variety of
sizes and shapes. A number of species are basically
harmless to man, but these aren't the types of sharks that
show up in roleplaying scenarios; usually when the he-
roes deal with a shark, they face a hungry man-eater. Use
the statistics above to reflect large hammerheads, tiger
sharks, or even makos or blue sharks.

Snake, Constrictor

STR 14 (d8+10) INT 2 (Animal 5 or d4+3)
DEX B (d4+6) WIL 10 (d4+8)

CON 10  (d4+8) PER 1 (Animal 4 or d4+2)
Durability: 10/10/5/5 Action check: 10+/9/4/2
Move: walk 14, swim 20 #Actions: 2
Reaction score: Marginal/l

Attacks

Constrict 15/7/3  d6+ls/dd+1w/d4+3w LI/O
Defenses

+2 resistance modifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d4 (L1), d4-2 (HI), d4-1 (En)

Skills
Stealth [8}-hide [12]; Stamina [10}-endurance [14]; Aware-
ness [10]; Resolve [10l-physical resolve [14].

Pythons, boas, anacondas, and similar snakes lall into
this classification. Only the largest constrictors (5 meters
or more in length) are dangerous to adult humans.

During its attack, a constrictor tries to overpower its
victim (see "Overpowering” in Chapter 3) in order to gain
a hold on the target, After it secures ils victim, the con-
strictor tightens its coils. The snake gains a -2 bonus on
subsequent attacks made against an individual ensnared
by its coils—but other opponents get a -2 bonus on at-
tacks against the snake while it's holding a victim. A
trapped victim has a +2 penalty on any attempt to break
free using an opposed Strength feat check against the
snake's Strength.

Snake, Venomous

STR8 (d4+8) INT 2 (Animal 5 or d4+3)
DEX 10 (d4+8) WIL 10 (d4+8)

CON 8 (d4+86) PER 1 (Animal 4 or d4+2)
Durability: 8/8/4/4 Action check: 13+/12/6/3
Move: run 24, walk 10 #Actions: 2

Reaction score: Crdinary/1

Attacks

Bite 12/6/3  ls/lw/ddw LIO
plus poison (see text)

Defenses

+1 resistance modifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d4-1 (LI), none (HI), d4-2 (En)

Skills
Stealth [10}-hide (16]; Stamina [8}-endurance (12]; Aware-
ness [10); Resolve [10]-physical resolve {12].

The snake described is a good-sized rattlesnake or cobra,
2 to 3 meters in length. Depending on the species, the
snake's poison is either a hemotoxin (rattlesnake) or neu-
rotoxin (cobra); see "Poison” in Chapter 3: Gamemasters
in Action for details. Snake venom is insinuative, which
means that a snake must penetrate a victim's armor and
inflict primary damage for the poison to affect the target.

The potency of the toxin affects the victim's Constitu-
tion feat check to resist the poison. Depending on the
snake, the modilier to this check ranges from a -2 bonus
to a +4 penalty. Big rattlers possess venom with a +1
penalty, while large cobras have poison with a +3 penal-
ty. The onset time is anywhere from 1 to 10 minutes, and
the duration varies widely depending on the snake.

Whale, Humpback

STR 22 (2d4+17) INT 4 (Animal 13 or d4+11)
DEX 4 (d4+2) WIL 16 (d4+13)
CON 20" (2d6+13) PER 4 (Animal 13 or d4+11)

Durability: 30/30/15/15
Move: swim 40
Reaction score; Marginal/l

Action check: 7+/6/3/1
#Actions: 2

Attacks
Ram 10/5/2  dB8+1s/d12+2s/d4+2w LI/G
Tail slap 10/5/2  dbs/dB+1s/d12+2s LG
Defenses

Good loughness
+1 resistance modifier vs. melee atlacks

-1 resistance modifier vs. ranged attacks
Armor: d8 (LI}, d6 (HI), d8 (En)

Skills
Movement [20]; Stamina [20); Awareness [16]-intuition [18],
perception [18]; Resolve [16].

Whales are the largest animals in Earth's biosphere. The
mighty blue whale tips the scales at over 100 tons, but the
humpback is @ much smaller animal—rarely weighing
more than 25 tons. Due to their size, whales resist damage
as Good targets, causing damage from Ordinary weap-
ons to be downgraded againsl them.

Whales are quite intelligent (for animals); they commu-
nicate by "singing,” emitting sounds that carry for dozens
of kilometers under the right conditions. Most whales
avoid humans, but if heroes manage to make a humpback
mad at them, the animal attacks like a living battering
ram. An angry whale can easily wreck a small boat.
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ALIEN CoOMPENDIUM

This section describes a number of generic alien creature
types to help set the stage for a science fiction game. You
can use these entries or disregard them as you wish.
While it's absurd to assume that every alien world has
creatures corresponding to wolves, bears, or tigers, it's
not too far-fetched to assume that a particular world has
one or two creatures that fill similar ecological niches.

These alien entries are deliberately vague. You should
decide the details about a specific creature of any type—
such as appearance, hunting methods, habitat, and vora-
ciousness. Take these basic statistics and exercise your
imagination to populate your worlds with all kinds of
dangerous critters!

Amphibian

STR 15 (d4+12) INT 1 (Animal 4 or d4+2)
DEX 8 (d4+5) WIL 8 (d4+5)

CON17  (d4+15) PER 1 (Animal 4 or d442)
Durability: 17/17/9/9 Action check: 9+/8/4/2
Move: run 20, walk 4, swim 20 #Actions: 2
Reaction score: Marginal/l

Attacks

Tongue B/4/2 d4s/d4+1s/dd+2s LI/O
Bite 13/6/3  d4+2w/d6+3w/d4m LI/O
Defenses

+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d4 (LI), d4-2 (HI), d4-1 (En)

Skills
Stealth [8]-hide [10}; Stamina [17}-endurance [18]; Aware-
ness [8]-intuition [10]; Resolve [8]-physical resolve [14].

The alien amphibian is a slow-moving, primitive predator
the size of a large crocodile. It may appear froglike or
salamanderlike, or may even resemble a legless, eellike
creature. It hunts from the concealment of muddy rivers or
bogs, using its sticky tongue to snare careless creatures
that venture loo close.

The alien's tongue has a range of 6 meters; if the am-
phibian makes a successful Dexterity feat check, it in-
flicts the listed damage and snares its victim as indicated
by the degree of success of the attack (see "Overpower-
ing" in Chapter 3: Gamemasters in Action). In the next
phase, the victim is drawn lo the creature’s mouth unless
it can match or exceed the amphibian’s degree of success
on a Strength feat check. If the amphibian can't draw its
victim to its mouth, or if its tongue is damaged by any at-
tack, the creature lets go. The amphibian gains a -2 bo-
nus to bite any victim snared by its tongue.

Arachnid

STR7 (d4+4) INT 1 (Animal 3 or d4+1)
DEX 15 (2d4+10) WIL 10 (dB+7)

CON 6 (d4+3) PER | (Animal 3 or d4+1)
Durability: 6/6/3/3 Action check: 17+/16/8/4
Move: run 50, walk 10, (jump 10) #Actions: 2

Reaction score: Good/2

Attacks
Bite 12/6/3  d4-2s/d4s/dd-1w
plus poison (see text)

LI/o

Defenses

+1 resistance modifier vs. melee attacks
+3 resistance modifier vs, ranged attacks
Armor: d4+1 (LI), d4-2 (HI), d4-2 (En)

Skills

Athletics [7]—climb [16], jump [14]; Stealth [15}-hide [18],
sneak [16]; Stamina [6}-endurance [10]; Awareness [10]-in-
tuition [12]; Resolve [10].

Alien arachnids are larger and more dangerous versions
of Earth spiders. The typical arachnid weighs about 20 kg,
and its body is the size of a small dog’s. The creature de-
scribed here resembles a giant woll spider, a leaper that
springs on unsuspecting heroes with bounds of up to 10
meters.

The alien arachnid possesses powerful fangs capable
of injecting a lethal venom. Its poison combines the ef-
fects of a paralytic agent and a necrotoxin, inflicting a +2
penalty to the victim's Constitution feat check to resist the
toxin. The onset time for the poison is 2 rounds, and its
duration is 2 hours (see "Poison” in Chapter 3: Game-
masters in Action). The bite must cause at least 1 point of
damage in order for the poison to take effect.

Arthropod

STR 4 (dd+1) INT 1 (Animal 3 or dd+1)
DEX 15 (2d4+10) WIL 8 (d6+5)

CON 2 (d4+0) PER 1 (Animal 3 or d4+1)

Durability: 2/2/1/1 Action check: 15+/14/7/3

Move: walk 6, fly 60 #Actions: 2

Reaction score: Good/1

Attacks

Bite 10/5/2  d4-1s/d4-2w/ddw Li/o
plus blood drain (see text)

Defenses

no resistance modifier vs. melee attacks
+4 resistance modifier vs. ranged attacks
Armor: none (L), none (HI}, none (En)

Skills

Acrobatics [15)-flight (16]; Stamina [2]-endurance [4]:
Awareness [B-intuition [12]; Investigate [B]-track [12]; Re-
solve [B).

This alien resembles a dragonily of alarming proportions.
Its body is as long as a man’s forearm, and it pursues
warm-blooded prey relentlessly. Like many biting flies, it
regards humans as food. The creature would be little
more than a nuisance, except that it's often encountered
in swarms of hundreds—though only four or five arthro-
pods can attack any single target in a single round.

If the creature’s bite causes at least | point of wound
damage, the animal inserts a feeding tube into the wound
and begins to suck blood, causing 1 additional point of
wound damage per round. [t continues feeding until
pulled off, killed, or sated by consuming 3 wound points'
worth of blood. A hero might dislodge the creature by
using insecticide, jumping into a lake, or getling close to
a smoky fire.



Avian

STR8 (dB+5) INT 2 (Animal 7 or d4+5)
DEX 15 (dB6+12) WIL 11 (d4+9)

CONB (d4+4) PER 2 (Animal 6 or d4+4)
Durability: 6/6/3/3 Action check: 15+/14/7/3
Move: walk 10, fly 100 #Actions: 3
Reaction score: Good/2

Attacks

Talons 12/6/3 dds/ddw/dd+1w LI/o
Beak 10/5/2  d4-1s/d4s/ddw LI/O
Defenses

+1 resistance modilier vs. melee attacks
+3 resistance modifier vs, ranged attacks
Armor: d4-1 (L), none (HI), d4-1 (En)

Skills

Acrobatics [15}-flight (17]; Stealth [15]; Stamina [6)-en-
durance [11]; Awareness [11]-intuition [13], perception
[17]; Resolve [11}-physical resolve (12].

The avian is « large, birdlike predator comparable to a
golden eagle in size and temperament. It's unlikely to at-
tack large groups of humans unless its nest or lair is en-
dangered—although small humans or wounded
characters might attract a hungry avian's attention.

When the avian attacks, it swoops silently at its prey
from great altitudes, gaining a -2 bonus to its initial
Stealth skill check and its first attack. It can only strike
with its talons in this swoop, but in subsequent rounds it
can use both its talons and its beak. The avian fights from
the air and is able to make attacks from different direc-
tions each time it has an action.

Bovine

STR 17 (2d4+12) INT 2 (Animal 7 or d4+5)
DEX 6 (dd+4) WIL 8 (d4+8B)

CON 18 (2d4+13) PER 3 (Animal 10 or d4+8)

Durability: 27/27/13/13 Action check: 10+/9/4/2

Move: sprint 52, run 30, walk 8 #Actions: 2
Reaction score: Marginal/l (Charge: Good/1)

Attacks

Charge 15/7/3  dB+2s/d12+2s/d8+2w LIVG

Gore/trample  15/7/3  dBs/d6w/d6+2w Lo

Defenses

+2 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6+2 (LI), d4 (HI), d6 (En)

Skills
Movement [18]; Stamina (18}-endurance [20]; Awareness
[B)-intuition [10]; Resolve [8].

Bovines aren't merely cows; their family includes much
more formidable animals such as buffalo and wild cattle.
The alien bovine fills a similar ecological niche to its
Earth counterpart. It's a large grazer weighing more than
one ton. Bovines have tough hides or chitinous armor, as
well as a rack of horns, and large slashing tusks.

The grazer typically moves away from large groups of

humans, but if startled or harassed it's likely to respond
with a devastating charge. After its initial charge, the
creature tries to gore, toss, or trample any individuals re-
maining in the vicinity.

Canine

STR 12 (d4+10) INT 4 (Animal 13 or d4+11)
DEX 10 (d4+8) WIL 14 (d4+12)

CON10  (d4+8) PER 3 (Animal 11 or d4+9)

Durability: 10/10/5/5 Action check: 15+/14/7/3

Move: sprint 70, run 40, walk 10 #Actions: 3
HReaction score: Good/2

Attacks

Bite 15/7/3  dB+1s/d6w/dB+3w Lo
Spines 10/5/2  d4-2s/d4-2w/dd-1w Lo
Defenses

+2 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks

Armor: d4 (LI), d4-2 (HI), d4-1 (En)

Skills

Stealth [10]-sneak [12], shadow [12]; Movement [10}-race
[14]; Stamina [10}-endurance (14]; Awareness [14}-intu-
ition [18], perception [16]; Investigate [14]-track [20]; Re-
solve [14}-physical resolve [15].

Canines are fast, intelligen!, medium-sized camivores
with a developed social organization. As pack hunters,
they're aggressive and dangerous, even to well-armed
groups of humans. The alien canine is a canny hunter
that uses sophisticated driving and ambush tactics; each
pack member operates in synchronization with the others,
A typical pack may include ten to twenty members.

Although the physical details may vary from world to
world, a predator of this type generally has a long, power-
ful body, a large mouth full of sharp teeth, and blinding
swittness in the hunt. These creatures’ shoulders and
backs may sport heavy growths of spines, giving them ef-
fective armor of d4+2 against attacks from behind that
use low impact (LI) weapons.

Coelenterate

STR4 (d4+2) INT 1 (Animal 1)

DEX 8 (d4+6) WILE (d4+4)

CON 6 (d4+4) PER 1 (Animal 1)
Durability: 6/6/3/3 Action check: 9+/8/4/2
Move: swim 16 #Actions: 1
HReaction score: Marginal/l

Attacks

Sting (xB6) B/4/2 1s/2s/dd-1w LI/O
Defenses

-2 resistance modifier vs. melee attacks
-1 resistance modifier vs. ranged attacks
Armor: none (LI), none (HI), none (En)

Skills
Stealth [B]-sneak [10]; Stamina [6]-endurance [10]; Aware-
ness [B)-intuition [10].

Al
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Coelenterates are represented by the jellyfish, anemones,
and corals of Earth’s oceans. They are simple, radially
symmetrical animals armed with dangerous stinging ten-
tacles. The alien coelenterate is a free-swimming crea-
ture of the same general type, though it's physically
stronger and more durable. A coelenterate has a tough,
rubbery body trailed by six major tentacles, a ring of eye-
dots around its upper surface, and brilliant, phosphores-
cent markings. It swims using jet propulsion, drawing in
water through a hole at the top of its body and expelling
it through its open mouth on the opposite side.

The coelenterate is weak and slow by most standards,
but each of its tentacles has a long row of stingers
equipped with a deadly venom. This venom combines the
effects of a paralytic agent and a neurotoxin (see "Poison”
in Chapter 3: Gamemasters in Action). The onset time is 1
round, and the duration of the attack is 6 hours. The crea-
ture can only bring two of its tentacles to bear against
one human-sized swimmer in a single phase—unless the
swimmer is below the alien, so that the target could be
enveloped by as many as all six tentacles, or unless mul-
tiple targets surround the alien, in which case the crea-
ture could use up to two tentacles against each target.

Echinoderm

STR 11 (d4+8) INT 1 (Animal 4 or d442)
DEX § (d4+2) WIL 8 (d4+8B)

CON 10 (dB+7) PER 1 (Animal 4 or d4+2)
Durability: 10/10/5/5 Action check: 7+/6/3/1

Move: walk 8, swim 12 #Actions: 2
Reaclion score: Marginal/l

Attacks

Seize 9/4/2 d4-2s/dds/dd+2s LIVO
Bite 12/6/3 d4dw/d4+2w/dB+3w LG
Defenses

+1 resistance modifier vs. melee attacks
-1 resistance modifier vs. ranged attacks
Armor: d6+2 (LI}, d6 (HI), d6-1 (En)

Skills
Stealth [5]; Stamina [10}-endurance [12]; Awareness [8}-in-
tuition (9); Resolve [8].

Echinoderms are represented by the starfish, sea stars,
sea cucumbers, and urchins of Earth's oceans. The alien
echinoderm is a slow-moving predator that resembles a
seven-armed starfish more than a meter in diameter. A
diving or wading hero might stay in one place long
enough for a nearby echinoderm to try to make a meal out
of him. These creatures can alse remain out of the water
for an hour or two. Thus, a character sleeping or resting
on a beach might tall prey to one of these aliens.

When an echinoderm attacks, il tries to seize its prey in
its powertul arms. If the attack succeeds, the prey must
defeat the creature on an opposed Strength feat check in
order to escape. A successiul seize attack brings the crea-
ture's mouth, located in the center of its underside, into
range of its chosen meal. Unlike Earthly starfish, an alien
echinoderm possesses a powerlul triple beak that can
bore through light armor with ease. On each subsequent
aclion, the animal attempts to bite its held prey until the
viclim dies or the echinoderm is forcibly removed.

Equine

STR 17 (d6+13) INT 3 (Animal 10 or d4+8)
DEX 8 (d4+6) WIL 11 (d4+9)

CON 16  (2d4+11) PER 4 (Animal 12 or d4+10)
Durability: 16/16/8/8 Action check: 10+/9/4/2
Move: sprint 70, run 40, walk 12 #Actions: 2
Reaction score: Marginal/l

Attacks

Trample 15/7/3  d8s/dd+1w/dd+3w LI/o
Tail lash 15/7/3  d4s/dB+1s/ddw LI/O
Defenses

+4 resistance modifier vs. melee attacks
no resistance modilier vs. ranged attacks
Armor: dé-1 (LI), d4-1 (HI), d6-1 (En)

Skills
Movement [16]; Stamina [16-endurance [17]; Awareness
[11]-intuition [14]; Resolve [11]-physical resolve [14],

The alien equine is a large, powerful herbivore with a
horselike build. It has six legs and a long, bladed whip
for a tail. Its body is covered in large, leathery scales or
plates. Due to the equine's intelligence and herd instinets,
natives ol other worlds may domesticate the creature for
use as a pack animal, draft animal, or mount.

Most equines will avoid groups of humans, but might
attack if startled or harassed. This animal is slightly
faster than a mundane horse. It can only employ its tail
lash against enemies attacking from the flank or the rear.

Feline

STR 15 (dd+12) INT 4 (Animal 13 or d4+11)
DEX 15 (d4+12) WIL 12 (d4+10)

CON 13  (d4+11) PER 2 (Animal B or 2d4+3)
Durability: 13/13/7/7 Action check: 17+/16/8/4

Move: sprint 80, run 48, walk 12, (jump 20) #Actions: 3

Reaction score: Good/2

Attacks

Bite 1477/3  d4+1w/d6+2w/dd+1m LI/O
Claws 18/9/4  d4w/d4+2w/dB+3w LI/O
Tentacles 18/9/4  dBs/ddw/d4+2w LI/O
Defenses

+3 resistance modifier vs. melee attacks
+3 resistance modifier vs. ranged attacks
Armor: d4 (L1), d4-1 (HI), d4 (En)

Skills

Athletics [15]-climb (17}, jump (19]; Acrobatics [15]-fall
(18]; Stealth [15}-sneak (19], shadow [19]; Stamina [13}-en-
durance [18]; Awareness [12]-intuition [18], perception
{14]; Resolve [12].

An alien feline is built along the lines of a great cat. It'sa
tast, powerful, large carnivore, equipped with deadly
claws, fearsome jaws, and a pair of long, barbed tenta-
cles that sprout from its shoulders. The feline is not a so-
cial animal; it's rare to encounter more than one at a time.
The feline is a hunter of devilish cunning. It may shad-
ow a party of humans for hours, waiting for one or two



members to split off from the main group. It attacks from
concealment with a great bound, covering up to 20 meters
in a single leap; this leap provides a +1 penalty to the vic-
tim's Awareness check to avoid surprise—above and be-
yond any penalty the feline's own Stealth skill check may
already dictate. Its barbed tentacles have a reach of 4 me-
ters; the feline often uses them to knock down, trip, or pin
an opponent before bringing its claws and teeth into play.

Mantis

STR 10 (dB+7) INT 2 (Animal 4 or d4+2)
DEX 13 (d4+10) WIL 10 (d448)

CON12  (d4+10) PER 1 (Animal 4 or d4+2)
Durability: 12/12/6/6 Action check: 14+/13/6/3

Move: sprint 50, run 30, walk 12, fly 80 #Actions: 2
Reaction score: Ordinary/1

Attacks

Claws (x4) 12/6/3 dBs/dd+ L w/dbw LI/O

Bite see text dd+lw/d6+1w/d4+1lm LI/O

Defenses

+2 resistance modifier vs. melee attacks
+2 resistance modilier vs. ranged attacks
Armor: d6 (LI), d6+2 (HI), d6+1 (En)

Skills

Athletics [10]; Acrobatics [13)-flight (17]; Movement [12];
Stealth [13}-hide [16]; Stamina [12]-endurance [16]; Aware-
ness [10}-perception (13]; Resolve [10}-physical resolve [13].

This eight-legged, insectoid carnivore hunts alone. When
on the ground it travels using its four back legs for loco-
motion; the front four legs (and their claws) can be held
out ahead of the creature’s body so that it's always ready
to make an attack. The mantis uses its clear, large wings
to engage in flight and attack with surprise from above.
The creature's four front legs can attack simultanecus-
ly (in the same phase), but only against a single target. If
the mantis succeeds on two consecutive claw attacks, it
automatically bites its victim in the current phase.

Mollusk

STR 13 (dB+10) INT 2 (Animal & or d4+4)
DEX 11 (d4+9) WIL 7 (d4+5)

CON12  (d4+10) PER 1 (Animal 4 or d4+2)
Durability: 12/12/6/6 Action check: 13+/12/6/3
Move: walk 10, swim 50 #Actions: 2
Reaction score: Ordinary/1

Attacks

Tentacles (x4) 14/7/4 dd4s/db+1s/ddw LI/O
Bite 14/7/4  ddw/d4+2w/dB+1w LvO
Defenses

+2 resistance modifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d6+2 (LI), d6+1 (HI), 2d4 (En)

Skills

Stealth [11}-hide (18]; Stamina [12}-endurance [16]; Aware-
ness [7}-intuition [10], perception [8]; Resolve [7]-physical
resolve [10].

Earth’s mollusks include snails as well as cephalopods
such as octopi and squid. The alien mollusk is an octo-
puslike creature armored with a tough mantle or shell.
Unlike its Terran counterparts, the alien mollusk can drag
itself about on land for short periods of up to 6 hours.

The alien mollusk has a voracious appetite and isn't
afraid to attack an adult human. It can effectively use
four tentacles at one time in combat, preferring to anchor
itself with the rest. The mollusk attempts to overpower
with its tentacle attacks; once it scores a hit with a tenta-
cle, it wraps the limb around the victim and automatical-
ly constricts him in each subsequent action. A hero can
pull away a constricting tentacle by defeating the mol-
lusk in an opposed Strength feat check (the mollusk gains
a -1 bonus because of its powerful suckers), or a hero can
sever a tentacle by inflicting at least 5 points of wound
damage to that limb. (This damage doesn't count against
the mollusk’s overall durability.) Once the mollusk has a
victim secured with at least one tlentacle, it delivers a vi-
cious bite with its powertul beaked jaws.

Nematode

STR?7 (d4+4) INT 1 (Animal 3 or d4+1)
DEX 14 (2d4+9) WIL 9 (d4+6)

CONB (d4+4) PER 1 (Animal 4 or d4+2)
Durability: 6/6/3/3 Action check: 12+/11/5/2
Move: run 24, walk 8 #Actions: 2
Reaction score: Ordinary/1

Attacks

Sting 8/4/2 1s/1w/2w Lo
Blood drain seetext 1w per minute LV/O
Defenses

no resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: none (LI), none (HI), none (En)

Skills

Stealth [14}-sneak [16]; Stamina [6]-endurance [10];
Awareness [9)-intuition [10]; Investigate [9]-track [15]; Re-
solve [9)-physical resolve [12].

The alien nematode is a large, blood-sucking worm about
2 meters long, armed with a paralyzing sting. It lives in
dank fens or marshlands, emerging at night in search of
warm-blooded prey. Although the worm is sightless, it's
extremely sensitive to vibration and can detect warm-
blooded creatures several hundred meters away.

Typically, the nematode attacks humans while they
sleep. It silently crawls up to a motionless character and
stings with its tail, injecting a fast-acting paralytic agent
with an onset time of just | phase. Many victims don't
even wake up before they're immobilized. The worm then
attaches its soft sucker-mouth to exposed flesh and be-
gins to drain blood at the rate of 1 point of wound damage
every 5 rounds. The nematode can drain 2d4 points of
wound damage before it sates itself and detaches.

While the nematode’s bite kills few healthy adults, the
creature instinctively selects weak targets such as
wounded characters and children. Nematodes tend to
congregate in nests of 3d8 individuals.
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Ophidian

STR 12 (d8+8) INT 2 (Animal 6 or d4+4)
DEX 11 (d4+9) WIL 11 (d4+9)

CONB (d4+6) PER 2 (Animal 6 or d4+4)
Durability: 8/8/4/4 Action check: 11+/10/5/2
Move: walk 8 #Actions: 3
Reaction score: Ordinary/2

Attacks

Strike 16/8/4  d4+1s/db+1s/ddw LI/o
Constrict 14/7/4  d4+2w/d6+2w/ddm LI/O
Defenses

+2 resistance modilier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d6+1 (LI}, d6 (HI), d4 (En)

Skills
Stealth [11]-hide [14]; Stamina [8l-endurance [14]; Aware-
ness [11]; Resolve [11}-physical resolve [14].

The ophidian is a snakelike creature the size of a python
that kills through constriction. However, the alien ophidi-
an also possesses a tough exoskeleton with daggerlike
bone ribs that impale prey caught in its deadly embrace.

The creature’s preferred hunting technique is to lurk in
the shallows of a stream or pond and feed on animals
that come to drink. It attacks with a strike of its blunt, ar-
mored head, attempting to stun its prey or knock the vic-
tim into deeper water. In the following action, the ophidi-
an attempts to loop itself around its prey and constrict. Its
embrace can only be broken by killing the creature.

The ophidian is unlikely to attack large groups, prefer-
ring to wait for solitary targets.

Piscine

STRY9 (d4+7) INT 2 (Animal 6 or d4+4)
DEX 14 (d4+12) WIL 7 (d4+5)

CON 5 (d443) PER 2 (Animal 6 or d4+4)
Durability: 5/5/3/3 Action check: 14+/13/6/3
Move: swim 70 #Actions: 2

Reaction score; Ordinary/2

Attacks
Bite 10/5/2  d6s/d4dw/dd+ 1w Lo
Shock 12/6/3 d8s/déw/d]2w Lo
Defenses

+1 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: none (LI}, none (HI), none (En)

Skills
Movement [5]; Stamina [Slendurance [10]; Awareness [7];
Resolve [7].

The alien piscine is a fishlike creature roughly 2 meters
in length. In appearance and temperament, it most close-
ly resembles the great barracuda of Earth. Two long, thin,
whiplike feelers extend from its fins. Piscines hunt in
small schools of live to ten animals, though they don't
employ any cooperative tactics.

While its bite is dangerous, the piscine has a far more

formidable attack at its disposal: Like the electric eel, a
piscine can generate shocks to stun orincapacitate its
prey. The creature delivers the shock through its long fin-
whips, brushing its feelers against the target from as far
as 2 meters away. A piscine can deliver three shocks ina
combat scene belore il exhausts its electrical reserve.

Primate

STR 15 (dB+11) INT 5 {(Animal 8 or 2d4+3)
DEX 13 (dB+10) WIL 15 (d4+12)

CON 14 (d4+12) PER 5 (Animal B or 2d4+3)
Durability: 14/14/7/7 Action check: 17+/16/8/4

Move: sprint 50, run 30, walk 10, (jump 12) #Actions: 3
Reaction store: Good/2

Attacks

Pummel 16/8/4 dB+1s/dbw/dB+2w LI/O
Bite 14/7/3  dds/d6+1s/ddw LI'O
Thrown rock 14/7/3  d4-1s/d4s/d4+2s Lo

Defenses

+3 resistance modifier vs. melee attacks
+2 resistance modifier vs. ranged attacks
Armor: d4 (LI), d4-1 (HI), d4 (En)

Skills

Athletics [15)-climb [20], jump [18], throw [16]; Acrobatics
[13]-fall [14]; Movement [14]; Stamina [14}-endurance [18];
Awareness [15}-intuition [18], perception [18]; Investigate
[15]-search [16]; Resolve [15].

The alien primate is taller, thinner, and much longer of
limb than a gorilla, although it still outweighs an adult
human by 30 to 40 kg. The creature possesses gray, leath-
ery skin with a mane of sliff bristles and hairy patches on
its lower arms and legs.

Alien primates avoid humans in the open forest or jun-
gle, unless the primates outnumber the human by more
than two to one. However, these creatures become ex-
tremely aggressive when detending their lair. Primates
are very social creatures that live in troops or packs of up
to forty members.

Rodent

STR 4 (d4+2) INT 2 (Animal 7 or d4+5)
DEX 14 (d4+12) WIL 7 (d445)

CON3 (d44+0) PER 4 (Animal 13 or d4+11)

Durability: 3/3/2/2 Action check: 15+/14/7/2

Move: sprint 60, run 40, walk 12, (jump 10) #Actions: 2

Reaction score: Good/l

Attacks

Dart 16/8/4  ls/2s/lw LI/
plus poison (see text)

Defenses

+1 resistance modifier vs. melee attacks
+3 resislance modifier vs. ranged attacks
Armor: d4-1 (LI}, none (HI), d4-1 (En)

Skills

Athletics [4]-jump (10], throw [8]; Acrobatics [14)-fall [16];
Stealth [14]-hide [19]; Stamina [3]; Awareness [7]-intuition
{10].



The alien rodent is a small omnivere about the size of a
large jackrabbit. It's covered in green and brown fur thet
blends well with its surroundings, making it very difficult
to spot when it's in normal ground cover. It has powerful
hind legs, usetul for leaping to make quick getaways, and
short front limbs suited for digging up insects. Typically,
each colony consists of dozens of individuals sharing a
maze of twisting burrows.

The rodent bolts from almost any conceivable threat,
but it also has a dangerous defense mechanism: a hump
over its shoulders that contains a battery of four poisoned
darts, propelled by an air bladder. The creature can fire
these darts out to 4/8/12 meters (short, medium, and long
runge). Although these darts inflict minimal damage,
they have a powerful, irritating venom (+2 penalty to the
victim's Constitution feat check) with an onset time of 2
rounds and a duration of 6 hours.

Saurian

STR 20 (2d4+15) INT 3 (Animal 10 or 2d4+5)
DEX 3 (d4+8) WIL 10 (d4+8)

CON 18  (2d6+11) PER 2 (Animal 7 or d4+5)
Durability: 27/27/13/13 Action check: 13+/12/6/3
Move: sprint 50, run 30, walk 186, (jump 16) #Actions: 3
Reaclion score: Ordinary/2

Attacks

Bite 22/11/5 2d6w/d4+1m/d6+2m LG
Claw/kick 22/11/5 d4+3w/d6+4w/ddm LI/G
Tail lash 18/9/5 dBs/d12s/dbw LG
Defenses

Good toughness

+3 resistance modifier vs. melee attacks
no resistance modifier vs. ranged attacks
Armor: d6+2 (LI), dd+1 (HI), d6+1 (En)

Skills

Stealth [9); Movement [18]; Stamina [18}-endurance [22];
Awareness [10]-intuition [14], perception [12]; Investigate
[10}-search [12]; Resolve [10}-physical resolve [16].

The alien saurian is a large and deadly predator, having
the size and build of a dinosaur such as the allosaurus or
gorgosaurus. A saurian isn't quite as big as a tyranno-
saur, but it's faster and smarter, and equipped with teeth
and claws that would put a T-rex to shame.

Despite its size and bulk, the saurian is moderately
stealthy. It prefers to find a patch of good cover—a grove,
thicket, or boulder-fall—and wait for prey to wander with-
in range of a quick, deadly rush. It can strike with a terri-
fying bite, a kick from its sickle-clawed leg, and a
whiplike tail lash against anyone behind it. Saurians are
extraordinarily fearless and bloodthirsty.

Trilobite

STR8 (d4+6) INT 1 (Animal 4 or d4+2)
DEX 12 (d4+10) WIL 9 (d4+7)

CONB (d4+4) PER 2 {Animal 6 or d4+4)
Durability: 6/6/3/3 Action check: 9+/8/4/2
Move: run 30, walk 10, swim 10 #Actions: 2

Reuction score: Marginal/l

Attacks

Bite 10/5/2  d4s/ddw/dd+2w LI/O
Acid jet 10/5/2  d4w/d4+2w/2d4+1w LG
Defenses

+1 resistance modilier vs. melee attacks
+2 resistance moditier vs. ranged attacks

Armor: d4+3 (LI), d4+1 (HI), d4+2 (En)

Skills
Stealth [12)-hide [14]; Stamina [6}-endurance [10]; Aware-
ness [8]-intuition [12]; Resolve [9].

Trilobites were a group of arthropodlike animals that
vanished from primeval Earth before the rise of the di-
nosaurs. They were armored with an articulated shell,
somewhat similar to modern horseshoe crabs. The alien
trilobite shares the general appearance of these ancient
animals, but is considerably larger and more advanced.
It's more than a meter long and nearly as wide, with
dozens of small, clawed legs usetul for scultling about in
shallow waters or along nearby coasts.

The creature has a small reservoir ot extremely potent
organic acid that it squirts through a snoutlike projection
on top of its shell, This stuff has a range of 6 meters and
Good firepower, cutting through most armors with ease.
The trilobite can use this attack form once every 12 hours.

Ursine

STR17  (2d4+12) INT5 (Animal 14 or d4+12)
DEX 11  (d4+9) WIL14  (d4+12)

CON 16  (2d4+11) PER 4 (Animal 13 or dd+11)

Durability: 24/24/12/12 Action check: 15+/14/7/2

Move: sprint 60, run 40, walk 10 #Actions: 4
Reaction score: Good/2

Attacks

Bite 20/10/5 daw/d4+2widd+4w LG
Claws 20/10/5 dbs/ddw/db+ 1w LI/IG
Defenses

Resistant to toxins (see text)

+4 resistance modifier vs. melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d6+1 (LI), d4+1 (HI), d6 (En)

Skills

Athletics [17]; Movement [16]; Stamina [16l-endurance [20];

Awareness [14]-intuition [16]; Investigate [14}-search [16],
track [16); Resolve [14]-physical resolve [20].

The alien ursine is a bearlike creature covered in thick,
loose folds of tough hide. It has claws and teeth of extra-
ordinary sharpness. Its baggy hide gives it a clumsy,
slow-moving appearance, but there's nothing awkward
about the ursine’s ability to deal out damage in a fight. In
addition to its great physical power, the ursine is quite in-
telligent. It employs a variety of ruses, distractions, and
cooperative tactics in order to close with its prey. Ursines
almost always hunt in twos or threes, taking turns driving
prey toward each other and sharing their kills.

The ursine is virtually immune to most known poisons
and drugs, gaining a -4 bonus on any Constitution feat
checks called for by exposure to various toxins.
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ABILITY
SCORES

The AD&D system rates initial char-
acter Ability Scores on a scale 0f 3 to
18, while ALTEENITY grades them from
4o 1B during initial hero generation.
Consult the table below ond record
the character’s new Ability Scores:

ADED Alternity
34 4
56 5
7 B
8 7
8-10 8
11=12 B
, 13-14 10
: 15 11
18 12
17 13
18 14
13 15
20 16

Remember that 14 represents the
highest maximum Ability Score for
humarn-herces in the ALTERNITY game.
Han AD&D character's Ability Score
converts to anumber higher than 14,
youmust reduce it to 14.

RACE

| Obviously, o-human converts over to
. o human, but there’s ene change you
l should be oware of: Humans of a me-

dieval fantasy setting acquire Ani-
muaol Handling instead of Vehicle
Operation,

Demihumans convert to-aliens,
with the modifications fo their base
broad skills and special powers.

Dwarves

Dwarves receive the lollowing broad
skills ai no cost:Athletics, Stamina,
Knowledge, Awareness, Resolve, and
Interaction.

Magic and Poison Resistance:
Dwarves gain an increase of +2 to
their resistance modifiers against
Arcane Magic and Faith FX specialty
skills (see Chapter 16: Optional
Rules). Dwarves also gain a -2 bonus
to Constitution feat checks caused
by poison-and radiation:

Defensive Skill: Dwarves add +2 to
their resistance modifiers against
melee attacks or unarmed attacks
from humanoids 3 meters or taller in
height.

Infravision: Dwarves ignore any
penalties that apply in situations of
low illumination or total darkness—
provided there are objects producing
variant radiant heat in the area.

Mining Skills: Dwarves possess a
special Will-based broad skill that
allows them to check for the follow-
ing phenomena:

Detect grade or slope

Detect new
construction

Detect sliding/shifting
walls orrooms -1 step bonus

Detect stonework traps.
pits. and deadfalls

Detect approximate
depth underground no modifier

-2 step bonus

2 step bonus

no modifier

Elves

Elves receive the following broad
skills at no cost: Athletics, Melee
Weapons or Primitive Ranged Weap-
ons (player's choice), Stealth, Knowl-
edge, Awareness, and Interaction.

Charm Resistance: Elves gain an
increase of +4 to their resistance
modifiers against all Arcane Magic,
Faith, and Super Power charm or
sleep FX specialty skills (see Chap
ter 16: Optional Rules for more de-
tails), as well.as charm- and
sleep-like mindwalking powers

Infravision: Elves ignore any
penalties that apply in situation
low illumination or total darkn
provided there are objects producing
vatiant radiant heat in the area.

Secret Door Detection: El
a -2 bonus to their [nvestigate—
search checks. If the elf doesn't have
the Investigate skill, he gains this
step bonus to his untrained skill
rolls.

gain

Gnomes

Gnomes receive the Athletics, Stami-
na, Manipulation, Knowledge,
Awareness, and Interaction broad
skills at no cost.

Magic Resistance: Gnomes gain
an increase of +2 to their resistance
modifiers against Arcane Magic and
Faith FX specialty skills.

Defensive Skills: Gnomes add +2
to their resistance modifiers against
melee attacks or unarmed attacks
from humancids 2.5 meters or taller.

Infravision: Gnomes ignore any
penalties that apply in situations of
low illumination or total darkne
provided there are ebjects producing
varignt radiant heat in the area

Mining Skills: Gnomes gain a
Will-based broad skill that allows
them to check for the following phe-
nomena:
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Detect grade or slope
Detect new
construction

-2 step bonus

-2 step bonus

Detect sliding/shifting

walls or rooms -1 step bonus
Detect stonework traps,

pits, and deadialls no modifier
Detect approximate depth

underground no modifier
Halflings

Halilings have the following broad
skills at no cost: Stamina, Stealth,
Knowledge, Awareness, Hesolve, and
Interaction.

Magic and Poison Resistance:
Halflings gain an increase of +2 to
their resistance modifiers against
Arcane Magic and Faith FX specialty
skills. Halflings also gain a -2 bonus
to Constitution feats caused by poi-
son and radiation.

Throwing Bonus: Haltlings gain a
-1 bonus when using Athletics—
throw. If a halfling doesn't possess
this skill, he receives the bonus to an
untrained check.

Infravision: Stout halflings ignore
any penalties that apply in situa-
tions of low illumination or total
darkness—provided there are ob-
jects producing variant radiant heat
in the area. Mixed-halfling infravi-
sion negates up to +2 penalties for
near or total darkness.

Half-Elves

Hall-elves receive the lollowing
broad skills at no cost: Athletics,
Stealth, Stamina, Knowledge, Aware-
ness, and Interaction.

Charm Resistance: Halt-elves gain
+2 to their resistance modifiers
against Arcane Magic, Faith, and
Super Power charm or sleep FX spe-
cialty skills (see Chapter 16: Option-
al Rules for more details) as well as
charm- and sleep-like mindwalking
powers.

Infravision: Half-elves ignore any
penalties that apply in situations of
low illumination or total darkness—
provided there are objects producing
variant radiant heat in the area.

Secret Door Detection: Hall-elves
gain a -1 bonus to their [nvestigate-
search checks. If the hall-elf doesn’t
have the Investigate skill, he still
gains this bonus to his untrained
skill rolls.

CONVERTING
CLASS TD
PROFESSION

The next step in the conversion
process is selecting a profession that
corresponds to the character's class.
The suggested guidelines and spe-
cial notes are listed below:

Fighter — Combat Spec

Paladin —> Combat Spec

Ranger —> Combat Spec
Cleric —> Diplomat
Druid —> Diplomat
Thief —> Free Agent
Bard — Diplomat
Mage —> Tech Op

Specialist Wizard —> Tech Op
Fighter

If the character is a weapon special-
ist, he should select a specialty skill
which represents the weapon type in
which he specializes for his Combat
Spec attack skill bonus. For example,
if a fighter specializes in the long
sword, he should assign his special
bonus to the Melee Weapons-blade
skill.

Paladin

Paladins retain several of their spe-
cial benefits, as shown below. Pal-
adins must select the Faith perk
during conversion.

Detect Evil: With a successful
Awareness check, a paladin can de-
tect evil intent at up to 20 meters.

Saving Throw Bonus: Paladins get
a -1 bonus when resisting any kind
of damage; this applies to Constitu-
tion feat checks against hazards.

Disease Immunity: Paladins re-
ceive a -3 bonus when resisting
disease.

Healing: Once per day, paladins
may heal 1 wound box per level by
laying on hands. They can also cure
disease once per week for every 5
levels they possess.

Magic: Paladins can use magic at
9th level and higher (see the “Magic”
section below).

Ranger
Rangers must select the Investigate-
track and Stealth skills during char-
acter conversion. Class benefits
translate in the following fashion:
Two-weapon fighting: If the ranger
wears armor with an aclion penalty
of +1 step or less, he can fight with a

weapon in each hand at no penalty.
Heavier armor negates this benefit.

Tracking: Rangers gain a -2 bonus
to all Investigate-track skill checks,
and automatically gain 1 rank in In-
vestigate-track for every 3 character
levels (3rd, 6th, 9th, etc.) they pos-
S5ess.

Species Enemy: Against one type
of enemy, the ranger gains a -2
bonus to attack skill checks, but the
ranger suffers a +2 penalty to any
encounter skills he atlempts to use.

Animal Handling: When a ranger
uses this skill, he gains a -1 bonus
for every 3 character levels (-1 at 3rd,
-2 at 6th, etc.) he possesses.

Magic: Rangers can use magic,
beginning at 8th level. See "Magic”
section for more details.

Mages and

S5pecialist Wizards

A wizard's major power is the ability
to employ spells (see the "Magic”
section for more information). Thus,
wizards receive the Arcane Magic FX
broad skill {or free. In addition, wiz-
ards can wear any armor that does
not inflict an action check penalty
(for example, the CF coat) and still
cast spells.

While most wizards possess mini-
mal weapon skills when first con-
verted, they may acquire any new
skills and wield any weapons once
they leave their homeworlds.

Specialist Wizard Saving Throw
Modifier: When a specialist wizard
uses an Arcane Magic FX specialty
skill from his preferred school, the
target suffers a +1 penalty to resist
that specialty skill (see the "Magic”
section for more details).

Clerics

Magic is the chief weapon of the
cleric: see the "Magic” section below.
Clerics cannot use weapons that
spill blood, so Melee Weapons-blud-
geon weapons remain their first
choice. Stutter weapons and any
other weapons that only inflict stun
damage are also acceptable. Clerics
must select the Faith perk during
character conversion, and they re-
ceive the Faith FX broad skill free.

Druids

Druids must select the Life Science
broad skill and the botany and zoolo-
gy specialty skills during the conver-
sion process. They use magic,
described below, and retain the sev-
eral special benefits.



Identify plants, animals, and pure
water: When a druid uses botany or
zoology to identity lifeforms, he
gains a -1 bonus for every 3 levels.

Pass through overgrown areas: At
3rd level, the druid automatically ac-
quires the Movement-trailblazing
skill at no cost.

Thieves

Thieves must select the Stealth and
Manipulation broad skills during
conversion, and they must buy at
least 1 rank in Athletics—climb. There
are no other special conversion notes
for thieves.

Bard

All bards must select the Entertain-
ment and Manipulation broad skills,
as well as at least 1 rank in Athlet-
ics-climb. Bards gain the ability to
cast wizard spells, beginning at 3rd
level (see the "Magic” section for
more details).

Influence reactions: Bards gain a
-1 bonus for every three levels (-1 al
3rd, -2 at 6th, etc.) to any encounter
skills they attempt to use alter a suc-
cessful use of their Entertainment
skill.

Inspire allies: If a bard chooses to
inspire his allies in combat, all af-
fected characters gain a -1 bonus to
their attack rolls and a +1 increase to
their resistance modifiers. The bard
must play for 3 rounds to inspire his
friends, and the effects last 1 round
per level,

LEVEL

A character’s level in the AD&D
game system is translated directly to
his level in the ALTERNITY game. For
example, a drd-level paladin be-
comes a level 3 Combat Spec. The
character is entitled to all the addi-
tional skill points or achievement
benetits appropriate for his level. For
example, a level 2 character has 6
extra skill points to distribute, a
level 3 character has 13, a level 4
character 21, and so on.

Hit points, THACD, and saving
throw scores vanish.

In general, high-level AD&D char-
aclers tall into the "Advanced He-
roes” rules (found in Chapter 2: Hero
Creation) for starting characters at
higher than level 1. They'll have
more broad and specialty skill slots
available, and more skill points to
distribute.

Level Advances

From the moment when an AD&D
character becomes an ALTERNITY hero,
he no longer advances as an AD&D
character. No level-based benetits—
such as new spells, special fol-
lowers, or new class abilities—
acerue. Whatever powers and abili-
ties the hero possesses at the time of
conversion are all that he's ever
going to get; benefits provided by the
Avterniry rules are pertectly fine.

SKILLS

Refer to TABLE P5: HERO STARTING SKILL
Pomnts in the Player’s Handbook, and
check the hero's new Intelligence
score. This gives you the total num-
ber of broad and specialty skills the
hero may have, along with the num-
ber of skill points available. After
purchasing any skills mandated by
the hero's class or weapon skills, you
should have some "leftover” skill
points to spend. Use these to round
out the character’s skills, converting
as many of his nonweapon proficien-
cies as you can.

There are three general guide-
lines you should follow in converting
nonweapon proficiencies (NWP) to
skills:

» [f the NWP name matches the
name of an existing skill (Swimming
to Movement-swim, for instance)
converl the AD&D proficiency direct-
ly. You may have to buy a new broad
skill in order to {ind a match in the
specialty skills.

P 1f the NWP doesn't have a corre-
sponding skill, use your best judg-
ment and try to select skills that
parallel what the character previ-
ously had. For example, Charioteer-
ing could easily become a specialty
under the Athletics broad skill.

P 1f there seems to be no corre-
sponding skill, try to find a skill that
relies on the same Ability Score as
the nenweapon proficiency. For ex-
ample, Weather Sense could convert
to a specially skill under Physical
Science. If none of these work, draft a
new broad skill description.

Depending on the character's Intelli-
gence and level, it may be necessary
for him to lose a few skills in order to
make the conversion. Choose non-
weapon proficiencies that are least
important to the character concept
and get rid of them for now.

Combat Skills

Choose the broad skills that the
characler must acquire in order to
wield weapons in which he has pro-
ficiency. Almost all characters will
be proficient in some kind of melee
weapon, so they'll need the Melee
Weapons broad skill. Many charae-
ters should also select the Primitive
Ranged Weapons broad skill. If a
character specializes in an unarmed
fighting style, he should select Un-
armed Attack or Acrobatics—defen-
sive martial arls.

Heroes with unmedified THACOs

better than 20 should purchase | spe-

cialty skill rank per 2 points of im-
provement in the weapon or
weapons they typically use. For ex-
ample, a 7th-level fighter has a
THACO of 14, which is 6 points better
than a 20, If he uses a long sword, he
should purchuse Melee Weapons-
blade 3.

Remember, higher-level charac-
ters must pay for the skill levels they
acquire. For example, starting with
blade 3 costs 9 skill points (2+3+4=9)
for a Combat Spec hero.

MAGIC AND
SPECIAL
POWERS

Magic is generally not the mainstay
of a science fiction setting. Thus, the
default conversion rule is as follows:
Magic simply doesn’t work in the
ALTERNITY game. If a wizard, cleric, or
other magic-using character adven-
tures in an SF setting, they can’t ac-
cess their magical spells and
abilities.

However, many people will want
to include magic in their campaigns.
You can include magic in your uni-
verse by utilizing the FX rules found
in Chapter 16: Optional Rules. This
allows you the {lexibility of magic,
while maintaining an SF feel.

Before magic-using heroes can
cast spells, they must purchase ei-
ther the Arcane Magic or Faith FX
broad skills. Converted wizards and
priests receive their respective FX
broad skills for free. Then, they must
converl their existing AD&D spells
into FX specialty skills.
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CONVERTING
SPELu:AsTEns
AN A MAGICAL
UNIVERSE

Conversion rules for AD&D charac-
ters are as follows: A character re-
tains any spellcasting or magical
abilities he had under the AD&D
rules, replacing them with FX abili-
ties. Al the time of conversion, each
character receives a number of skill
points with which to convert AD&D
spells into FX specialty skills accord-
ing to the following progression: wiz-
ards, clerics, druids and specialty
priests receive 7 points per level,
rangers receive 5 points per level
above Bth, and paladins receive 5
points per level above 9th. For ex-
ample, a level 4 druid has 28 points
to spend on FX specialty skills. Con-
verted characters cannot use these
spell points to purchase other non-
FX skills—though they can use their
regular allotment of skill points to
buy FX specialty skills.

Mugic-using heroes must spend
their skill points on converting spells
to FX abilities. A player must exam-
ine each spell and pay all costs nec-
essary to convert it to an FX ability.
Thus, high-level spells and spells
that inflict great amounts of damage
cost more than low-level ones.

Because of the nature of the FX
rules, many AD&D spells will not re-
tain their maximum effectiveness, or
they will cost too much to pur-
chase—forcing the hero (especially
high-level wizards) to lose a good
number of spells. You can choose to
grant spells to the heroes at a frac-
tion of their cost (or at no cost at all),
depending on the amount of magic
in your campaign. However, you
should enforce the total point cost
when heroes wish to purchase a new
FX specialty skill. In this way, you
can regulate the influx of magic in
your science fiction setting.

Converting
Nondamaging
Spells

For most nondamaging spells, you
must apply your judgment to deter-
mine the costs involved. [n general,
a 2-point penalty in the AD&D sys-
tem is roughly equal to a 1-step
penalty in the ALTERNITY rules. Thus,

a spell that improves the caster's
Armor Class by 2 should instead in-
crease his resistance modifier
against physical attacks by +1.

Other Spells

Other spells have their normal ef-
fects as much as possible—for ex-
ample, a knock FX specialty skill
could open an electronic lock as eas-
ily as a stout bolt, while the silence
15" radius FX specialty skill does just
what it should. For purposes of Hit
Dice affected, an ALTErNITY character
or creature has a number of Hit Dice
equal to its level (for characters) or
one-halt its Constitution (for
creatures).

# Example: Marlo is in the pro-
cess of converting an AD&D mage
over to an ALTERNITY hero. Currently,
she is evaluating the magic missile
spell. Using the FX rules, she creates
the following FX specialty skill de-
scription:

Magic Missile
Arcane Magic, Conjure spell: WIL;
Ordinary quality, cost 9

This specialty skill allows the
caster to manipulate energy into
small bolts or “missiles” that inflict
Ordinary Energy (En) damage. The
caster makes a skill check against
this specialty skill to determine the
amount of damage: Critical Failure,
missile attacks a random target;
Marginal, d4-2w (minimum 1); Ordi-
nary, dd4-1w; Good, ddw; Amazing,
dd+1lw.

This skill functions at the ranges
of 10, 20, and 30 meters. The caster
receives a -1 bonus to his skill check
at short range (10), no modifier at
medium range (20), and a +1 penalty
to his skill check at long range (30).

A hero receives one extra missile
at skill ranks 3, 6, 9, and 12. Thus, a
hero with magic missile 6 can fire
three missiles in a single combat
round (one each phase, with the re-
mainder firing on the last phase of
the round).

After designing the specialty skill,

Marlo checks Table G71 in Chapter
16 to figure out the total cost of the
skill. She determines that the magic
missile specialty skill costs 9 points

to buy. Of course, she could add trap-

pings to the skill to lower this point
cost.

EQuUIPMENT

The equipment list for PL 1 to PL 3 in
the Player’s Handbook is short; the
game is intended to reflect modern
to far-future roleplaying. There are a
few weapons and armoers that can
translate directly—for example, the
spear, short sword, broad sword,
leather armor, chain mail, or plate
mail.

Where possible, use the statistics
as given. For example, if an AD&D
character happens to wear plate
mail, use the stats for plate mail. If
the match isn't perfect, loosely trans-
late the hero's equipment to match. A
long sword and broad sword are
similar enough to use the same stats
in while studded leather armor is
pretty close to normal leather armor.

You can also tweak the weapon
and armor lists to get the exact stats
you want. For example, a two-hand-
ed sword is somewhat larger and
more powerful than a broad sword; if
you simply add +1 or +2 to the broad
sword's damage ratings, you'd have
something approximating an AD&D
two-handed sword. Similarly, band-
ed mail is a little better than chain
mail, so a suit of banded mail might
ofter a modest increase in protection
over the normal chain mail slats.

Magical Items

Use the Super Power-enchanted
relic FX rules for building magical
items.

FANTASY
HEROES IN A
Mobpern GAME

Traditional class roles of AD&D char-
acters are likely to change as they
adapt to the ALTERNITY system. For ex-
ample, the hit points and fighting
abilities of the fighter and the mage
won't be that much different, but cler-
ics are no longer the first aid kits of
the party—especially if they lose
their magical powers. A good role-
player will pick up on this shift and
portray his character accordingly.
How does a priest of Odin reconcile
his beliefs with the fact that he no
longer receives spells? Can a wizard
turn his inquisitive mind to the study
of science? Encourage your players
to think about how their characters
perceive this change in the universe
around them.
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Infantry tactics specialty 89
Information retrieval 79, 157, 167
Inspire specialty 101

Intelligence 20, 33

Intelligence feat 74, 79
Intelligence increase 127
Intelligence skills 74-78, 78-90, 230-233
Intentions (spaceship combat) 158
Intentions (vehicle combat) 132, 134, 200
Interaction broad skill 81, 100
Interface device (computer) 152
Interludes 40, 80, 120, 214
Interrogate specialty 79, 93
Interview specialty 81, 100
Intuition specialty 39, 78, 92
Intimidate specialty 81, 100
Invention specialty 77, 89
Investigate broad skill 79, 93

Jump specialty 70, 67
Juryrig specialty 77, 89
Key concepts 9, 8
Kinetic shield specialty 233
Knockout rank benefit 69
Knockout, fatigue damage 53
mortal damage 53
recovering from 82, 84, 94
stun damage 52
wound damage 52
Knowledge broad skill 75, 81
Knowledge, specific skill specialty 75, 83

Land mine 180
Land vehicle specialty 76
Language specialty skill 75, 83
Last resort points 112, 38, 59, 126
allies and sidekicks 91
villains 80
Law broad skill 76, 83
Law enforcement procedures specialty

Laxans (new species) 26
Leadership broad skill 81, 101
Levitation specialty 234

Life Science broad skill 76, 84
Lifting objects 70

Lockpick specialty 72, 72

Mainframe 152, 153, 154

Management specialty 91

Maneuvers, vehicle 135, 136, 198
modifiers to skill checks 135
spaceships 158-159, 210

Manipulation broad skill 72, 72
Maps, local and strategic 189

in three dimensions 190
Marginal success 14, 63
Martial arts 70
Mechalus 23-25
Medical gauntlet 152, 153, 154
Medical gear 135, 137-140
Medical knowledge specialty 84
Medical Science broad skill 76, 84
Medical skills 149
Melee attacks, general 44-46
Melee weapons (PL 0-PL 4) 171, 172

(PL 5) 172

(PL 8) 172-173

(PL7)173

(PL 8) 173-174
Melee Weapons broad skill 70, 69
Melee Weapons rank benelits 68
Memory, computer 151
Memory hamess 153, 156, 168
Menace program 161, 165
Mental resolve specialty 79, 94
Microcomputer 152, 153, 155
Mind blast specialty 236
Mind reading specialty 231
Mind shield specialty 236
Mindwalker 221, 229
Mindwalker careers 236-237
Mine (explosive) 180
Mirror image program 161, 165
Miscellaneous gear 136, 145-147
Mo?gm Ranged Weapons broad skill

Monetary award 112, 126, 127
Money on hand 129
Moral attitude 101, 37, 121-122
Morph specialty 229
Mortal damage 54, 53
Motivation 101, 37, 119-120
Movement broad skill 73, 76
Movement 40-42
all-out 41, 55
combat 41, 55
interplanetary 156
interstellar 155, 185-186
mounted 41
overland 40, 56
penalties 41
strategic 40
Multiple attackers 44
Multistrike 68
Musical instrument specialty 93
Mutant origin 214
Mutants 219, 213-214
Mutation drawbacks 222-225
Mutation points 214-215
Mutations, advantageous 215-222

Nanocomputer 152, 153, 155, 240, 244
Natural healing 54

Navcognition specialty 232
Navigation broad skill 77, 86
Navigation, surface specialty 77, 87
Networks, computer 157

NIJack 153, 155, 244, 245
Nonprofessionals 89

Notebook (computer) 152, 153, 155

Objects, damaging 55-56, 69
armor 56
fire 59
lifting 70
toughness 56
Oblivious flaw 87, 108
Observant perk 85, 105, 127

Obsessed flaw 87, 108
Obstacles 122

Old Injury Hlaw 87, 108
Open skills 64

Operating system 152
Operator programs 159-162
Optional rules 218-229, 33
Overland movement 56
Overpowering 43, 69

Parachute, using a 58
Parrying 45, 69
Penalty reductions 216
Perception specialty 39, 78, 92
Peripherals (computer) 153, 155-156
Perks 30, 83-86, 112, 36, 103-107, 126
Personality 20, 33
Personality feat 80, 96
Personality increase 127
Personality skills 80-81, 96-101, 234-236
Pharmaceulicals 138-139
Phases 38
Phobia flaw 87, 108
Photo Memory perk 85, 105, 127
Pholokinetics specialty 234
Physical resolve specialty 79, 94
Physical Science broad skill 77, 87
Physics specialty 87
Pickpocket specialty 72, 72
Pilot's station 159, 208
Pistol specialty 73
Planets (designing), general 194-203
climatology 200
environments 197-198
geology 200
life 201-203
oceanography 199
orbital characteristics 196-197
physical chemistry 198
types of 194-196
Planetology specialty 87
Plasma jelly (explosive) 180
Plastic explosives 180
Player's role 9
Point blank 47
Poison 59-60, 222
Poor Looks flaw 87, 109
Postcognition specialty 232
Power martial arts specialty 70
Powered armor specialty 66
Powered weapon specialty 69
Powertul Ally perk 85, 105, 127
Powerful Enemy tlaw 87, 109
Precognition specialty 232
Prepared (o avoid surprise) 58
Prepared charges (explosives) 80, 184
Pressure, almospheric pressure 64-65,

Prestidigitation specialty 72, 72

Prevailing conditions 200

Primer cord (explosive) 180

Primitive flaw 87, 109

Primitive Ranged Weapons broad skill

73

Processor (computer) 151

Professional equipment 135, 140-141

Professional gauntlet 152, 153, 154

Professions 28-29, 10, 30-32

Programming specialty 75, 80, 151, 167

Programs, computer 159-167

Programs, loading 152

Progress Levels 184, 44, 130-133, 162
and travel 186

Protection protocoels specialty 77, 88

Psionic Awareness perk 86, 105

RIONI
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20

Psionic energy points 228
Psionics 220, 228-236
Psychokinetics specialty 234
Psychology specialty 76, B4
Psychometry specialty 232
Pyrokinetics specialty 234

Race specialty 73, 77
Radiation 62-64, 52
Ramming (with a vehicle) 201, 204
Ranged attacks 46-48
ammo expenditure 47
iriendly fire 46
point blank 47
suppressive fire 50
Range between vehicles 133, 139
Range between spaceships 156, 157
Range modifier 49, 50, 73
Ranged Weapon attack modifiers 73
rank benefits 75
Ranged weapons (PL 0-PL 4) 175, 178
(PL 5) 178
(PL B) 178-179
(PL 7) 179-181
(PL 8) 181

Ranged Weapons, Modern broad skill 73
Ranged Weapons, Primitive broad skill

73
Rank benetits, purchasing 69, 112, 63,
126

Reaction block 44, 71
Reaction dodge 45, 71
Reaction parry 45, 68
Reaction scores 37
Reasoning challenge 122
Recovery (from damage) 53, 54, B2,
54-55

fatigue 54, B2, 55, 94

mortal 54, 54

stun 53, 62, 54

wound 54, 54
Reference program 161
Reflexes perk 86, 106, 127
Rejuvenate specialty 230
Repair specialty 77-78, 80
Repair, computer 80
Repair, spaceship 163
Reputation perk B6, 106, 127
Resist pain specialty 77
Resistance modifier 34, 32, 49, 50
Resistance modifier vs. skills 35, 51
Resolve broad skill 79, 94
Ritle specialty 73
Robots 222, 169
Roleplaying rewards 102
Roleplaying style 43

Salchel charge 180
Scenes 120, 212-213, 12, 4547
boosters 213-214
Scratch-built explosives specialty 81
Search specialty 79, 83
Secondary damage 51-52, 54
mortal 54, 53
wound 53, 52
Security broad skill 77, 88
Security devices specialty 77, 88
Seduce specialty 81, 100
Sensors (equipment) 136, 141-142
Sensors specialty 89
Sensors station 160161, 208
Services 147-149
Sesheyan 25-26
Set explosives specialty 81
Shadow specialty 73, 75
Shadow armor program 161, 163

Shadow armor 2 program 161, 163
Shadow form program 161, 165
Shadow form 2 program 161, 165
Shadow weapon program 161, 163
Shadow weapon 2 program 181, 163
Shadows, gridsuit 158
Shields, use of 45
Ship Record Form 154, 255
Sidebars, general note 7
Sidekicks 91-82
Signature equipment 31, 111
Sing specialty 99
Situation die 33, 11
Siluation die modifiers 47, 50, 62
Situation die steps 12, 48
Situations, types ot 53
Skill checks 35, 62
complex 36, 68, 62, 151
single 62, 151
Skill costs 61, 64-65
Skill packages (careers) 111
Skill points 34, 61
Skill points, spending 36, 125
Skill rank benetits 63, 63
Skill scores 67, 10, 62
Skill situation modifier 50
Skills, broad 67, 61
free B8, 34, 61
improving 125
purchasing 30, 34, 125
purchasing high ranks 31
selection 29
Sling specialty 74
Slow flaw 87, 109
Small business specialty 74, 79
Smart GIDs 158
SMG specialty 73
Sneak attacks 50
Sneak specialty 73, 75
Social status 106-108
Sound 38
Space opera SF 182-183
Space tactics specialty 89
Space vehicle specialty 76
Space vehicle statistics 197
Spaceship combat, general 157-163,
208-211
boarding 160
maodifiers to skill checks 160
narrative style 158
surprise 158
visual style 158-159
Spaceship compartments 140, 205-209
computers 140, 168, 169
damage 162-163
engines 140, 210
repair 163
systems 140, 205, 208
weapons 140, 209
Spaceship construction 139-155
Spaceship maneuvers 158-159
modifiers to skill checks 159
Spaceship scale 158
Spaceship, general 139-163
armor 148, 149
capital ships 162
customizing 154-155
hulls 139
maneuverability 144
Record Form 154, 255
systems 141-154
weapons 152-154
Specially skills 67, 35, 61
Species, new 24-28
Spending money 129

Spineless flaw 87, 109
Stamina broad skill 61, 73, 77, 105, 108
Star sectors (creating) 190
Star syslems (creating) 191194
Stardrive 146, 155, 86, 210
Starting funds 130
Starverlion B0
Static program 161, 166
Stealth broad skill 50, 72, 74
Stealth skills rank benefit 75
Stored memory (computer) 151
Street knowledge specialty 79, 95
Street Smart broad skill 79, 95
Strength 19, 32
Strength and demage 40, 69
Strength feat 63-70, 63
Strength increase 127
Strength resistance modifier 106
Strength skills 63-70, 63-70
Stun damage 53, 51
Subdermal NlJack 153, 156, 240, 245
Success, automatic 35, 48

degrees of 34, 12

marginal 12, 63
Suffocation 61
Suggest specialty 236
Super Power FX 225-226
Supercomputer 152, 153, 155
Superconductor technolegy 179
Superheroic SF 183, 184, 225-226
Supporting cast, general 88-35

action checks 37, 48

allies 31-92

employees 92-94

experts 94-95

followers 92-94

nonprofessionals 89

sidekicks 91-92

teamwork 48-49

templates 96-99

villains 80
Suppressive fire 50
Surface navigation specialty 87
Surge program 161, 162
Surgery specialty 85
Surgery, cybernetic 85, 239-240
Surprise 42, 58

modifiers 42, 43

spaceships 158

vehicles 134
Survival broad skill 74, 78
Survival gear 136, 142-145
Survival training specialty 78
Swim specialty 58, 73, 77
System astrogation specialty 87
System Operation broad skill 77, 88, 166

T'sa 26-28

Tables, general note 7

Tactics broad skill 77, 89, 203
Talents (psionic) 221, 228

Taunt specialty 81, 101

Teach broad skill 80, 95

Teach, specific field specialty 95
Tech Op 29, 10, 32

Tech Op careers 116-117
Techniecal challenges 123
Technical knowledge specialty 90
Technical Science broad skill 77, 89
Technothriller SF 183, 44
Telekinesis broad skill 233
Telepathy broad skill 234

Temper flaw 87, 109

Temperature extremes 65, 52
Templates, supporting cast 96-99



Threaten (combat tactic) 50
Throw specialty 67
Thrown weapons 47, 57
Time frames (SF settings) 177-178
Time travel 182
Tire specialty 236
Tough as Nails perk 86, 106, 127
Toughness, general 52

of objects 56, 174, 190
Trace program 161, 162
Track specialty 79, 93
Trailblazing specialty 73, 77
Trained vs. untrained 67, 68, 63
Transfer damage specialty 230
Transfer program 161, 166
Traps 122
Trauma pack 135, 139-140, 243
Travel 184-186, 148, 149
Treatment specialty 76, 85
Two weapons, attacking with 51, 57
Types of situations 59
Typical trader record sheet 206

Unarmed Attack broad skill 70, 69, 105,

Unarmed Attack rank benelits 69
Unarmed attacks 43-45

No.
G1: Age Categories by Species

Untrained 63
Utility programs 164-167

Vehicle combat, general 132-137, 198-204

appropriate skills 137
modifiers to skill checks 135
narrative style 135
surprise 134
visual style 135

Vehicle maneuvers 135, 136, 198

Vehicle Operation broad skill 72, 76,

198-201

Vehicle scale 134, 135, 203, 204
Vehicle tactics specialty 89
Vehicle vs. character combat 204
Vehicles (PL 0-PL 5) 193, 195

(PL 6) 195-196

(PL 7) 196-197

(PL 8) 198

accessories 127-129

armor 132

used 197

weapons 130-131
Vigor perk 86, 106
Villains 90
Virus program 161, 166
Vision, range of 48, 39

TABLES

Page No

G2: Random Abilities by Profession

G3: Random Abilities by Species
G4: Advanced Herces

21 G36: Spaceship Systems
.................................... 23 G37: Solar Cells

Water vehicle specialty 76
Weapons, general 41
accuracy 43
failure 45

Weapons, attacking with two 56, 68, 104

Weapons, electrochemical 180
Weapons, spaceship 152-154, 209
Weapons, thrown 47, 57
Weapons, vehicle 130-131
Weapons compartment 140, 209
Weapons specially 89

Weren 28-30

Will 20,33

Will feat 78, 90

Will increase 127

Will resistance moedifier 106, 109, 230

Will skills 78-80, 90-95, 233-234
Willpower perk 86, 107, 127
Wireless NlJack 153, 156, 240, 245
Wound damage 53, 52

X3D 153, 156, 244

Xenology specialty 76, B4
Xenomedicine specially 86
Zero gravity 62, 56, 216
Zero-g training specialty 71
Zoology specialty 84

23 G38: Ship Maneuverability ...,

G5: Buying Skills at High Ranks ........
P10: Skills & Resistance Modifiers

GB: Degrees of Success

a5 G41: Starfall Distances

G7: Detection Modifiers

G8: Visual Detection Ranges

31 G39: Ship Acceleration & Cruising Speed
.................................. 31 G40: Photon Sails

35 GA42: Spaceship Armor
39 G43: Shipboard Computer Systems ...

39 G44; Spaceship Weapons

G45: Spaceship Opening Range

G48: Spaceship Opening Speeds .......
G48: Losing Control of a Spaceship ...

G58: Stars in @ SYSIEM v sessssssssssssssssens

G70: Faith FX Specialty Skill Costs ...
G71: Arcane Magic & Super Power .....

FX Specialty Skill Costs

G9: Exhaustion 40

P13: Overland Movement 40 G46: Spaceship Detection Range
G10: Mounted Travel 41 G47: Space Detection Modifiers
P20: Accuracy by Range 47

G11: Terrain in Combat 49

G12: Visibility in Combat 50 G50: Compartment Hit Location
G13: Object Armor 56 G51: Alien Artifact Form

14 Beidd Damages s mimamiiaiimiaimatii dit 57 G52: Artifact Purpose

G15: Electrical Damage 58 G53: Alien Artifact as Perk .........
P15: Impact Damage 58 G54: Alien Artifact as Flaw
G186: Fire Damage 59 G55: Artifact Powers

G17: Poison 60 G56: Artitact DrawBacks

G18: Gravity 63 GS57: Starfaring Campaign Scale
G19: Radiation 63

G20: Radiation Effects 63 G59: Single-Star Systems .........
G21: Breaking Obijects 69 G60: Multiple-Star Systems
G22: Buying & Selling 74 G61: Orbit Tracks

G23: Employees 92 GE2: Planets

G24: Experts 93 G63: Moons

G25: Starting Social Status 106 G64: Planetary Environmentis
(F26: SOt SIahis zisis wmiawim e, 107 GB5: Oceans

G27: Challenge Time Frame 121 GE6: Climate.

G28 Vehicular Accessories 128 G67: Landforms

G29: Vehicular Weapons 130 G68: Lifetorms
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Ship Design
Record Form

Hull size:

Maneuver
rating:

Ship name:
Acc:

Hull type:
Cruising

Captain's name: speed:

Starfall
distance:

Dur:

Hit on:

Dhur:

Hit on:

Damage

Type Damage

Defenses:

_  Power plant:

Sensors: Communications:

Computer(s]:

Other equipment:
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= name.

| information. Abili-

—~ altered by perks,

members presented in published adven-

tures and accessories, this statistical form has been provided. For the sake of example only, this character

R

;-_5‘\'.'- g

makes use of all the optional rules in the Player’s Handbook: psionics, cybernetics, and mutations.

e

The character's

.___-:..—"E—_'

— | also listed.

Here are species, profession, and achievement |
level. For Diplomats, a secondary profession is

Ability Scores are |

| cybernetics.

the next piece of
ty Scores may be

achievement ben-
efits, mutations, or |

Durability, action
check scores,
movement rates,
actions per round, |
reaction scores, 5
and last resort
points are deter-
mined from Abili-
ty Scores, but may
be altered by op- |- /-
tions. ==

|
-

Attack forms list
an appropriate
skill score, dam-
age, and type.

= E £

A complete list of

“| DEX, CON, INT,

_| roman type; spe-

the character's
skills in order of
their related Abili-
ty Scores (STR,

WIL, PER) appears
here. Broad skills
and scores (using
a +d4 base situa-
tion die) are in

cialty skills and
scores (using a
+d0 base situation
die) are in italic.

|is listed here.

Cyber gear, if any,

TR e

are listed here.

Advantageous
mutations and
drawbacks, if any,

— | Psionic energy points: 6 =
-| Cyber tolerance score: 3/3/2

| l1lmm ch pistol

Yatril Tor represents the culmination of years of re-
‘| search into constructing the perfect diplomat. A |
tall, handsome human decked out in fine designerf—z
clothes, he's a pleasant, if oily, administrator who's |
| subject to bouts of anger and fury that hamper his |

Alongside Ability
Scores appear re-

for each Ability.
Resistance modi-

Yatril Tor
Level 1 human Diplomat (Mindwalker)
{STR 8 [+1] INT 12 [+1]
DEX 11 [+1] WIL 11 [+1]
CON 9 PER 11

Durability: 9/9/5/5
Move: sprint 18, run 12, walk 4
Reaction score: Ordinary/2 Last resg
Perks: Tough as Nails, Psionic Awareness

{ Flaws: Bad Luck, Temper (moderate)

Action check: 12+/11/5/2 |
#Actions: 2 |

fiers may be al-
tered by perks
and skill rank

‘ -
> benetits.

If a character has
cyber gear or

= | Attacks
| Unarmed-braw! 9/4/2 dds/d4+1s/d4+2s
12/6/3 d4+2w/d6+2w/d4+1m HI/O

Defenses
CF softsuit: d6 (LI), d6 (HI), d6-1 (En)

Skills
Athletics [8]; Unarmed [Bl-braw! [3]; Modern [11]-

= 4 pistol [12]; Vehicle Operation [11]; Stamina [9];

Knowledge [12]-language (English) [15]; System
Operation [12]; Awareness [11]; Culture [11}-diplo-
macy [12], etiquette (Terran Empire) {12]; Interac-

| tion [11}-charm [12], taunt [12]; ESP [123smind read- |
‘| ing [13]; Telepathy [11]-suggest [12]. =

Gear

= Comm gear, first aid kit, computer gauntlet, suit- |
| case, formal dress, vacuum mask, English—Gerrnd\\'
| dictionary.

Cyber gear
Cyberoptics

Mutations

/| Enhanced Intelligence, Wild Immune System

performance in delicate negotiations. This failing

Lo

psionic talents,
appropriate
scores are here.

Delfenses can be

the most common
delense, lists val-
ues against low

energy damage
(En). More unusu-
al or exotic de-
fenses, such as
ablative screens
or deflection in-

~ | ducers, may be
listed as well.

| talent’s psionic

{ skills are listed at

the end, in Ability
Score order.

found here. Armor,

A Mindwalker's or ..

Noteworthy equip-
ment appears
| here.

| was never more apparent than when he served ... |

provides facts on
background, be-

| havior, and ap-
| pearance.

The text following | -
{ the character's
| statistics typically [

e
sistance modifiers |




System Record Form
Inner sustem 2 |5tar name & class

1 hex= 0.2 AU L Orbit Planet type Moons

Middle system
thex=1 AU

Orbit Planet type

Planet type Moons |

ALTERNTY 15 & registerec) troce s cvwreed by TSH. i NHSE TSR, Inc. All nghts reserve Prevrnission granted o photocopy for personal use



256

ACKNOWLEDGMENTS

Playtesters

In-House Playtesters: Steve Brown, Michele Carter, Bruce Cordell, Dale Donovan, Bruce Heard, Duane
Maxwell, Steve Miller, Jeff Quick, John Rateliff, Sean Reynolds, Cindi Rice, Steven Schend, Ted Stark, and
David Wise.

Out-of-House Lead Playtesters: Steve Bartell, Ronald C. Bedison, Daren E. McCormick, Mark S, Middleton,
Martin L. Shoemaker, Jon Spinner, and David Zinn.

Out-of-House Playtesters: Alok Ajmera, Shirley Anthony, William C. Anthony, Ben Van Atta, Joan M.G.
Baggaley, Ken Baggaley, Edward H. Blaylock, Daniel Bourgeois, Jacob Brown, John Bunnell, Gregg Burke,
Lisa Catarelli, Joshua E. Canary, David B. Clopper, Michael A. Cofon, Daniel L. Cooper, David Cotton,
Dean Cranney, Steve Crockett, David Cumbo, Paul J. Cumbo, Amanda Cunningham, Michael L. Curran,
Brian K. D'Allaird, Troy Daniels, Christopher "Hrothgar” Dilworth, Steven Dunn, Terance L. Eldred, Ted
Evans, Diane B. Friel, Richard Gannon, Carl Garner, Ed Gibson, David J. Goehrig, Mary Goehrig, Arty
Golding, Shane M. Good, Jenafer Hamilton, Paul Harper, Tim Hernandez, James R. Hunton, Deborah
Hunton, Elizabeth Iannotti, Robert W. Iliff, Matthew Jacobs, Michael Jones, Richard H. Keen Jr, Matthew
Kershaw, Kyym Kintel, Robert M. Linehan, Billy Littlepage, Amanda Lytle, David F. Manns, Lee McClurkin
11, Andrec McCormick, Rian A. McMurtry, Kent L. McNeillie, Nick Meredith, Keven Miller, Peter Miller,
Timothy Molineux, Johan Naylor, Rick Naylor II, Cory Nielson, Tanya Nielson, Jeremy Noyes, Charles H.
Patterson Jr., David Phillips, Jason Price, Todd Robinson, Douglas A. Roth Jr., Michael V. Serafini, Adam D.
Schwaniger, Michael Sims, Jared Snedecor, Patrick "Haethcyn” Spenner, Kenneth Swanson, Alexander
Yao, Eljay Wharff, and Craig Wormuth.

References

——. Astrologicus Galaxy Simulation Software. Logicrucible, Inc., 1995. http://www.logicrucible.com.

——. Encarta Multimedia Encyclopedia. Microsoft, 1994,

——. The Planets, ed. Byron Preiss. Bantam Books, 1985.

Bova, Ben. Space Travel. Writer's Digest Books, 1997.

Clute, John, and Peter Nichols. The Encyclopedia of Science Fiction. St. Martin's Griffin, 1995.

Dickinson, Terrence, and Adolf Shaller. Extraterrestrials: A Field Guide for Earthlings. Camden House Pub-
lishing, 1994,

Gallant, Roy A. National Geographic Picture Atlas of Our Universe. National Geographic Society, 1994.

Gillett, Stephen L. World-Building. Writer's Digest Books, 1996.

Gribbin, John. Unveiling the Edge of Time. Harmony Books, 1992.

Hathaway, Nancy. The Friendly Guide to the Universe. Penguin Books, 1995.

Hawking, Stephen. Black Holes and Baby Universes. Bantam Bocks, 1994.

Hazen, Robert M., and James Trefil. Science Matters. Anchor Books, 1992.

Henbest, Nigel, and Heather Couper. The Guide to the Galaxy. Cambridge University Press, 1994,

Kepner, Terry. Proximity Zero, 2nd edition. The Bob Liddil Group, 1995.

Meauldin, John H. Prospects for Interstellar Travel. American Astronomical Society, 1992.

Moore, Patrick. Atlas of the Universe. Rand McNally, 1994,

Nahin, Paul J. Time Travel. Writer's Digest Books, 1997.

Ronan, Colin A. The Universe Explained. Henry Holt and Company, Inc., 1994,

Sagan, Carl. Pale Blue Dot. Random House, 1994.

Schmidt, Stanley. Aliens and Alien Societies. Writer's Digest Books, 1995.

Thorne, Kip. Black Holes & Time Warps. W.W. Norton & Company, Inc, 1994,



S R N 0 F Y

Science Fiction Roleplaying Game

by Richard Baker and Bill Slavicsek

As the scene opens . .. hostile alien vessels converge on a
starship in the distant reaches of space . . . scientists-and
doctors examine the dying victim of a mutant strain of bacteria
+ - . heavily armored space marines discover an ancient artifact
on a desolate world . . .

IMABINE THE FUTURE—ONE EPIC AT A TIME!

This roleplaying game provides a framework for all kinds of
contemporary to far-future science fiction adventures. The
Gamemaster Guide, the companion volume to the ALTERNITY

Player’'s Handbook, contains everything needed to moderate the
ALTERNITY game, including:

® Rules for creating memorable supporting characters,
adventures. and campaigns for any SF setting.

A “Fast-Play” chapter that teaches the basics of moderating
the game and provides a starting adventure.

Starship construction rules and a tactical space combat system.

Comprehensive star system design rules, including stellar
classes and planetary environments.

More than 30 aliens, creatures, and dangerous animals to
use as opponents.

Templates that quickly bring supporting characters to life.
# Guidelines for designing new alien species and alien artifacts.

Adventure triggers to spur your imagination and ignite the action.

* A complete index for both the Player’s Handbook and the
Gamemaster Guide.
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