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trapped in to your cockpit, you impatiently

wait for the launch signal. Suddenly,

a surge of energy, a blast of light, and
your 65-ton war machine is catapulted into the
vastness of space. Skillfully, you search the
silent void around you for signs of the intruder:
there!

Thrusters at full power, you bring your massive
railgun to bear, already dodging a hail of missiles
launched by the black exc-armor. As your
opponent’s armored hide buckles under the
multiple hits, its powerplant explodes in a blinding
ball of light. The computer confirms the kill as you
recognize the CEGA emblem on the attacker's
wingman...

The Jovian Chronicles is a new universe sourcebook for
the acclaimed Mekton ll role-playing game. Greatly inspired
by Japanese science-fiction animation, it is the first in a
line of modules and sourcebooks that will take you beyond
the confines of planet Earth to discover a solar system
on the brink of war. Along the way, the players will
interact with a rich cast of characters and possibly alter
forever the destiny of the Jovian Confederation, if not the
human race!
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TO THE JOVIAN
CHRONICLES

ovian Chronicles is an alternate

universe sourcebook for the widely

acclaimed Mekton |l role-playing
game. Greatly inspired by Japanese science
fiction and giant robots animations, this
book will take you beyond the confines of
planet Earth to discover a solar system on
the brink of war. Along the way, the players
will interact with a rich cast of characters
and possibly alter forever the destiny of
the Jovian Confederation, if not the human

race!

To play, you will need a copy of the Mekton
Il rulebook and will have to learn how to
use it. The character generation, technology
and combat rules of that game system are
the basis for the Jovian Chronicles. Having
copies of the Mekton Techbook and Mekton
Empire book handy is also advisable, as
many mechanical designs use systems

described in those books.



The year is 2210. Mankind has expanded into space since the beginning of the twenty-
first century, establishing colonies on or around the various planets of the solar system.

More than a century ago, the governments of Earth collapsed, leaving the planet in a
state of civil war and unable to care for its off-world colonies. The colonies then became
independent, absorbing a steady flow of refugees from the war-torn Earth and surviving
as best as they could.

The war has been over for almost three decades now, and the colonies are now called
the settlements, or “countries”, of the solar system. The United Nations still exist, serv-
ing as a neutral ground for the governments of the various planets. The new Earth
government, hawever, has aggressive policies which threaten the new-found peace of
the solar system.

The tension is building up between most of the settlements and the Earth. For the first
time in two hundred years, space is being militarized. Your players will now enter this
world on the brink of war. Can they prevent it? Or will they cause it?

GM TIPS AND SUGGESTIONS

This book includes a complete gaming universe and a 12-part campaign. You don't have
to play the campaign — the background alone offers rich possibilities for adventures —
but it will ease the burden on the GM and allow you to start playing right away.

A good thing to do would be to summarize the background to the players before starting
a game in the Jovian Chronicles setting. Not only does this put the players “right in the
action”, but it reinforces the anime feel: indeed, most shows have a short description of
their universe at the beginning of the first episode. You will find a sample introduction
in the sidebar, but feel free to use your own. A short recap of the previous gaming
session (“episode”) will do for experimented players.

As stated before, the mood of the Jovian Chronicles is serious. Much like in anime (and
real life), people are going to get hurt and/or killed. Although NPCs will often be the ones
to buy the farm, a player character will sometimes do something that will result in his
death. If it fits into the story, let it happen, but never kill a character because of poor
dice-rolling. This is a cinematic role-playing game, not a roll-playing game! All dice rolls
should be concealed from the players to enable the GM to “fudge” the dice in critical
situations. The same "Act of Fate" can save important NPCs needed in future episodes,
but only if they absolutely have to be present.

Music will also enhance your playing experience. An opening theme song is almost
mandatory: “Force Ten” from the Canadian rock group Rush is suggested, but you can use
any song that is dynamic and fast-paced. The closing theme can be any moody and
sentimental song: we used “Evergreen” from the Gundam 0083 background music. Vari-
ous instrumental soundtracks were used during play, especially the fight scenes; the
choice of music is of course left to the taste of the playing group.

Sound effects can add great flavor tao, if correctly done. Aside fram this, low lighting is
recommended as it reduces chatter among players and provides a great atmosphere.
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The twenty-third century is a time filled
with excitement and promises, as well as
deadly phenomena. While humor certainly
has its place, games taking place in the
Jovian universe should be run with a se-
rious outlook. Players must be aware that
the consequences of a false mave can very
well be fatal to their character. Japanese
animation (or “anime”) 1s often based on
four main elements: War, Death, Love, and
Music. Your campaign will contains at
least the first three and, with a well-cho-
sen soundtrack (see GM TIPS), can have
all four!

Another thing the players and the
gamemaster must know is that certain
artistic liberties have been taken with his-
tory and science as we know them today.
The players will not have to deal with the
mundane (!) facts of space life: fuel, oxy-
gen, orbits, etc. These elements will come
into play only if they move the plot along;
otherwise, they drag down the game and
transform a cinematic, high-action adven-
ture into an evening of dice-rolling, calcu-
lations, and paperwork.




CIVILIZATION AND CULTURE

» ASTRONOMICAL DATA FILES 65437-5
Jovian INSTITUTE OF SCIENCE
NOTES

PLANETARY DIAMETERS NOT TO SCALE

CIRCA 2210 AD | [
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system. While every attempt
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references. Ongoing historical
researches will be used to
update the memory core on a

regular basis.

- Excerpts from the Jovian
Public Access Netwark
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CIVILIZATION AND CULTURE

®&—— OUTER LIMIT
OF INHABITED
REGION

JUPITER

APHELION; 740.9 X 10% xm
PERIHELION: B15.7 X 10% xm
OREITAL SPEED: 13.7 KmMm/s

MARS

ApHELION: 206.7 X 10" km
PERIHELION: 249.7 X 10% wm
ORBITAL SPEED: 24.1 Km/S

VENUS

ApHELION: T1D7.4 X 10% mm
PERIHELION: 108 X 10 «m
ORBITAL SPEED: 35 KM/S

Oraral CyuNDERS Mars Mags JUPTER
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J. L Lagrange theanzes the emstence of the five
gravity points in Earth orbit

Launch of the Sputnik, first man-made satallite
Yur Gagarine becomes the first man in spaca
Apollo 11 lands on the Moan.

Henry Gray patents his “Vivarium™ closad-type
calony design

G: K. O'Neil proposes the operrtype space colony
dasign.

First launch of the American space shuttle.
Solar Fower Satellite 1 test successful
Freedom Station is Jaunched

Prototype fusion engine sustains reaction and
generates power.

Trial flight of the Megaloader, first true spacecargn
First LLS constructed at Cape Canaveral

First pefmanent Moon Base established

Artificial diamond fiber composites marketed
First successful human cloning attempt

Orbital colonies gonstriction begins

NASA/ESA exploration ship “Galileo II” 15 launched
“Galileo 11" amrives in Jovian orbit

First Martian settlement

Jovian Gas Mining Corporation is founded, first
station_built in Jovian orbit

Ares Corporation founded on Mars

First nomad sattlements estabhished in the Asteroid
bait

Project New Earth begins.

Social and environmental pressures cause the
tallapse of several nations. Civil war, epidemy, and
balkanisation provoke a majoy exodus loward space
ani the, colonies,

Provisional Terran government takes refuge in arbit
Mars bacomes independent

First colonization of Venus

Earth |pses any remaining authority over the
coionies. The fall of the last superpowers and the
subsequent loss of their spacefaring capacity cause
the Earth to be isolated

Intermitent civil war on Mars. The Jovian
settiements struggle to survive the harsh conditions
of their envirgnment

First frue axo-armor éntess servica in the JAF
End of the Unification War on Earth
CEGA is founded

Contacts are stowty resumed between settiamants
Beginning of 8 new age of peace and prosperity,

Paace in the solar system, Commerce is dominated
by the powerful Vetusian Bank

Now




MERCURY

Distance From Sun: 57,900,000 km.
Revolution Around Sun: 88 Days.
Rotation: 58 Days, 15 Hours.
Diameter: 4,878 km.

Density: 5.4 x that ol water.
Mass: 3.3 x 10° metric tons.
Escape Velocity: 4.18 km/sec.

Average Surface Temperature:
430 ° C on day side,
-170° C on night side.
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STOVERVIEW

Only a handful of stations orbit the hottest planet in the solar system. Hidden behind the shadow
of Mercury, the inhabitants rely on solar arrays for power and on their merchant fleet for income.

« CULTURE

The Mercurians know very well that their living conditions are precarious and limited. The re-
sources are rare and the environment very hostile, yet they wouldn't live anywhere else. At least,
gveryone leaves them alone,

Living on the edge, the Mercurians are ingenious and hard-working. They also share the same
business sense as the Venusians; indeed, many Mercurians settlers were first disgruntled
Venusians.

« POLITICS

The Mercurians rely on a standard democratic gavernment. Nothing fancy, but it works. They are
the neutral settlement of the solar system, refusing to align themselves with anyone (taking sides
is bad for business). This attitude is tolerated for the moment by the CEGA, although this might
change in the future.

¢« SCIENCE & MILITARY

The Mercurians are specialists of high temperature materials and micro-electranics. They also
have a high expertise in solar power arrays.

The military forces are practically non-existant, as the Mercurians have very little to defend.

« COMMERCE & INDUSTRY

b

Mercury relies chiefly on its large merchant fleet to support itself. Their ships can be seen almost
everywhere in the solar system, carrying anything from people to bulk merchandises. They all bear
the crest of the Mercurian Merchant Guild on their hull.

The Guild is a powerful and shadowy organization, closely resembling the various guilds of the
Renaissance era an Earth. Like its forebears, the Guild oversees transactions, regularizes traffic and
settles arguments between its members. It can also represent them in disputes involving outsiders,
competitors and clients alike

All members of the Guild pay a membership fee and observe the same code of conduct. Double-
crossing the Guild is generally considered a bad idea at best, since it can effectively “black-list”
offenders, preventing them from doing business with the Mercurian fleet.



CIVILIZATION AND

Distance From Sun: 108,200,000 km.

_ Revolution Around Sun: 225 Days.
* OVERVIEW Rotation: 243 Days.

Venus used to be the mysterious planet of the salar system. Hidden beneath an impenetrable cloak Digmetor: 12.100 km.

of gas, its beauty and secrets aroused the curiosity and admiration of Mankind for many centuries. Density: 5.3 x that of water.

This has not changed much in the twenty-third century. The clouds are gone (thanks to terraforming), Mass: 4.8 x 10" metric tons.

ut the intri n n i ! i i
b e intrigues and opulence of the Venusians keep the planet’s old image of mystery alive. Escape Velocity: 103 km/sec.

The ambitious Project New Earth was designed in the early 2070s by a group of Terran corporations Average Surface Temperature:
who foresaw the impending social chaos and wished to emigrate to a better land. Using geneti- y
cally-engineered bacteria, the terraforming process managed to transform the planet's carbon
dioxyde atmosphere into an oxygen one, with the large amount of carbon falling to the surface to
be used by specially designed algae. At the same time, ice asteroids were crashed on the surface
to bring the much-needed water. While this has not created an Earth-like paradise, the tempera-
tures are now bearable for humans in the polar regions, where most of the domed cities are
located.

30 ° C at the poles after terraforming.

« CULTURE

Venusian society is arganized much like the ancient Greece, with its city-states and powerful
leaders. Each domed settlement is ruled by the board of directors of the founding company (or the
parent corporation if it has been taken over). As such, they are more corporate arcologies than true
cities, as the average worker rarely sees (or, more exactly, has to see) the outside waorld.

* POLITICS

Because Venus was colonized by wealthy corporations, the population is divided in city-state under
the control of a given company. In turn, each board of directors sends representatives to the
council, which presides over the planet's foreign affairs. The council is dominated by the most
powerful entity on Venus, the Venusian Bank, a gigantic and mysterious corporation whaose rami-
fications extend far beyond Venus,

« SCIENCE & MILITARY

The Venusians have a fairly high technological level. Although they appear like technology import-
ers to the other settlements of the Solar System, they actually develop many of the iterns used in
the twenty-third century.

The Home Defense Force is rather small, but it is composed of elite soldiers piloting some of the
best exo-armors on the market. It is suspected that the actual size of the HDF is far larger than
the published figures, but no one has managed to prove it yet.

¢« COMMERCE & INDUSTRY

VENLIS BANK

Money is Venus' specialty. They can sell you just about anything, or know somebody who could
Several banks are located on Venus, the biggest and best-known being the famous Venusian Bank.
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Distance From Sun: 149,600,000km.
Revolution Around Sun; 365.25 Days.
Rotation: 23.93 Hours.

Diameter: 12,756 km.

Density: 5.5 x that of water.

Mass: 6 x 10°' metric tons.

Escape Velocity: 11.27 km/sec.

Average Surface Temperature: 18 “ C.
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CIVILIZATION AND CULTURE

« OVERVIEW

Planet Earth was isolated from the rest of the solar system for more than a hundred years. During
this time, the various remnants of governments, corporations and others groups struggled for
power among the ruins of Humanity's cradle.

Upon emerging from this time of darkness, the planet supported a meager four billion people, with
roughly half of its former population either dead or somehow transferred to the colonies. Rising
from the ashes of the previous governments, the Central Earth Government and Administration was
formed to provide a central guide to the emerging Earth-system countries.

*s CULTURE

Even after almost one century of struggles and warfare, the reunification has left the Earth popu-
lation buming with a desire to regain its former status as top dog in the solar system. This has
resulted into an arrogant, stubborn and proud attitude toward all of the colonies’ inhabitants.

Life on Earth is not as easy as it would seem. Even if the CEGA denies it, there are still pockets
of resistance scattered across the planet. In these zones, the civil war has never stopped and the
governement can do nothing but confine the conflicts and prevent them from spreading. On the
other hand, the dramatic reduction of the human population had a positive effect on the ecosystem;
it has started to regenerate after nearly a century of continuous war

¢« POLITICS

The Central Earth Government and Administration is the archetypical nationalistic government. Its
aim is to regain political control over the various human settlements of the solar system. Using the
old histarical argument “we paid to send you up there”, they constantly apply pressure on the other
governments at the UN sessions to join the CEGA and surrender the actual decision-making to the
council on Earth. Up to now, these demands have fallen on deaf ears. Overt military actions have
not been taken as yet, but many believe it is only a question of time before the CEGA puts some
bite into the bark.

* SCIENCE & MILITARY

Much of the technology of the CEGA was developed by the Moon and the orbital colonies during
the Fall. It is fairly advanced, but still a little behind Jovian or Venusian technology: distrust
between the various member-states prevents the free flow of knowledge.

The Terrans spend a great deal of their budget on military projects, from research to actual combat
units. The CEGA prefers to invest in ships rather than in more advanced and adaptable units such
as the exo-armors. This outdated attitude nevertheless produces a fearsome space navy.



CIVILIZATION AND
¢ COMMERCE & INDUSTRY

The civil war depleted the natural resources of the Earth, so the CEGA sometimes has to import ORBITAL

food and minerals. This will have to go on until the biosphere regenerates (using, ironically, _SETTLEMENTS
techniques developed to colonize Mars and Venus). The Terrans dislike their dependence on the
off-world settlements and often try to negotiate the price of the products, or even downright steal
them, using mercenaries to “protect their public image”.

Distance From Earth: between 300 km and L2,
Diameter: between 0.02 and 6 km

The various Terran companies share the arrogant attitude of the CEGA. They request the best rates, Length: between 0.3 and 40 km.
the best mining spots, and so on. This has led to more than one conflict, especially on Mars and in - o ,
the Belt, where the settlers won't let outsiders get the biggest piece of the pie on their home turf. Mass: 10 to 4 x10° metric tons.

Average Inside Temperature: 18 ® C.

ORBITAL SETTLEMENTS

* OVERVIEW

The near space around the Terran system is home to several million people living in gigantic space
stations called O'Neil Cylinders. These space stations orbit the now-famous Lagrange points, the
place in space where the gravitational influences of the Earth and the Moon are equal to each
other (see TECHNOLOGY). Originally research and industrial centers, they grew in size and number
as more and more people fled the deteriorating enviranment of Earth.

After the crisis on Earth, most orbital colonies became de facto independent. The provisional Terran
government took refuge there in 2081. Because of their lack of inherent natural resources and the
vulnerabilities of their homes, the Orbitals (as they call themselves) took great care to remain on
friendly terms with both Earth and the Moon. As soon as the CEGA was formed in 2184, they
petitioned for entry and are now a respected partner in the Administration.

* CULTURE

Orbital society is cosmopolitan and changing. About a fifth of the stations (usually the smallests)
are inhabited by religious or ethnic groups who prefer to be left alone. The rest is more varied in
population,

Several stations are directly owned by corporations, theoretically under the watchful eye of the
CEGA. In practice, the government lets the zaibatsus (giant corporations) do pretty much what they
please as long as they pay their taxes. Indeed, whole stations are corporate arcologies, where the
employees’ lives revolve around the company taking care of them. It is not unusual to observe great
corporate pride in the workers and inhabitants of a cylinder

The stations are mostly of a residential nature, although specialized cylinders do exist. Some are
dedicated to farming, other to tourism, etc. The society in orbit is very peaceful, and the people
living there want it to stay that way.

i
:
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THE MOON

Distance From Earth:

356,395 to 406,767 km

Revolution Around Earth; 27.3 Days.

Rotation: 27.3 Days

Diameter: 3,476 km.

Density: 3.342 x that of water

Mass: 7.4 x 10" metric tons.

Escape Velocity: 2.38 km/sec

Average Surface Tr;mperat'-' C.
o i ) ;

(. |
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CIVILIZATION AND CULTURE

« POLITICS

As mentioned before, the orbital colonies are members of the CEGA. They tend to have a conserva-
tive outlook on things, well aware of their precarious living conditions. As such, they usually
disapprove of strong, overt actions and are often the moderating influence in the CEGA council.

Representatives are elected every five years to represent the various cylinders and deal with the
Orbitals’ problems. In turn, they select 10 of their members to attend the CEGA's general council
on Earth.

¢« SCIENCE & MILITARY

Orbital science is oriented toward space life. They have made great advances in life support,
recycling technologies and spaceship design and operation.

The orbital colonies do not have a military force of their own, but they do have a private police
force which has jurisdiction over all the settlements in orbit. However, most of the space-faring
force of the CEGA comes from ships and personnel supplied by the colonies in exchange for raw
material.

- COMMERCE & INDUSTRY m

The orbital economy is one of service and transformation. The fall of the Earth destroyed many
companies which were subseguently unable to take care of their investments. The business thus
fell in the hands of the Orbitals.

Most of the inhabitants of the orbital colonies either work in the service industry or in the zero-
gravity manufacturing plants scattered in space around their cylinders

All inbound and outbound space traffic is directed at Pyrea, the main orbital spaceport. Pyrea has
larger docking ports than any other station in existence in addition to its zero-gee dry docks orbiting
nearby. It is one of the main crossroads of the solar system and the site of the UN.

« OVERVIEW

The Moon was the first permanent space colonization attempt. The presence of large mineral
resources and ice deposits in the soil made it a logical choice. Most of the lunar colonies were
founded by large corporations to exploit this modern gold mine.

The Moon is a dead world, blasted by meteors and hard radiations. To survive there for any
extended period of time, it was necessary to dig out underground caves and build the actual
settlements there. This was accomplished by using solar-powered laser drills brought to the moon
by robotic cargo ships.

About a million people live on Earth's satellite. The feeble gravity tends to produce tall and thin
people, but the inhabitants are well aware of the danger of low gravity and dutifully train several
times a week in the special rotating stations set on the surface to simulate a 1G environment.



CIVILIZATION AND CULTURE
¢ CULTURE - -

The Selenites live in underground cities named after famous craters where everything is planned and
nothing is left to chance. From birth to death, an individual’s life will be organized and scheduled. The
key words are pride and productivity, and little place is left for imagination and creativity.

The foreign visitor often has the impression that the Selenites are obsessed with work, and this
is partly true. They do have free time, but are not noted for being “party animals”. The only
exception to this is called the Festival, which happens every three months. During three days, all
work is stopped for a 72-hour non-stop party; a three days rest period follows while randomly
designed teams of citizens clean up the mess.

* POLITICS

The Lunar settlements use the same political system as the orbital cylinders. They are also mem-
bers of the CEGA, although this is more for commercial reasons than anything else.

While their existence is generally not known to the public, small groups of rebels are trying to bring
some democracy back inta the Lunar cities, which they came to see as “cages with golden bars”.
They are generally not considered more than a minor annoyance by the CEGA.

. SCIENCE & MILITARY @

The Moon'’s technical level is very similar to the rest of the CEGA, except when it comes to mining
processes. They are the unchallenged experts in that field, training the best mining engineers in
the solar system. Life support research is also fairly advanced, but not as much as the Orbitals’.

Since the Moon is one of the major weapon suppliers for the CEGA, it is home to several military
bases. The fair number of soldiers on leave in the cities nearby tend to give them a somewhat
martial look

» comverce & INnDusTRY [T

The commercial scene of the Moon is dominated by the Lunar Mineral Exploitation Consortium
(LuMEC). Founded before the Fall to supply the necessary raw materials for the ships, drones and
stations, it has managed to maintain its power through the years and the hardships. It is very
powerful, and its leaders may have their own agenda concerning the solar system.

Most of the other companies on the Moon are military suppliers. They are gaining in impartance
because of the current political situation of the CEGA.

LUNAR AEROSPACE CONSORTIUM
The Lunar Aerospace Consortium is one of the pri-

mary military manufacturers of the CEGA. Their pro-
duction facilities near Clavius churn out 6 Syreens
per month, although more than half the assembly lines
are currently retooling for the new Wyvern design.
Syreen production is expected to cease in early 2212,
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Distance From s:m'{ 227,900,000 km.
Revolution Around Sun: 687 Days
Rotation: 24.6 Hours.

Diameter: 6,787 km.

Density: 3.9 x that of water.

Mass: 6 x 10% metric tons.

Escape Velocity: 5.15 km/sec

Average Surfade Temperature:
5° C after terraformation.
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¢« OVERVIEW

Mars is one of the greatest technological projects ever attempted by humanity. To terraform and
transform this desert world into a place where humans would feel at home is a process which
began soon after the arrival of the first colonists, and will probably go on for several more decades.

Most of the early Martian colonists were dreamers, people who wanted to help build an utopia out
of the red dust. The dream was soon crushed by the hard edge of reality, as colonial interests on Earth
threatened to rob the new inhabitants of everything they worked for. A short war for independence
was their respanse, a war easily won because of the weakened state of the nations of Earth.

The independence had a price, however. The Martian Democratic Party (which was already in
power at the time) decided the best way to establish Mars as a social and economic power was
to found a Martian Federation with a strong central government, Not everyone agreed with this,
which led to more wars and the eventual formation of the Martian Free Republic.

¢« CULTURE

Mars is divided in two countries, each with its different way of life: one society is highly controlled,
almost totalitarian, while the other is very carefree

Life under the government of the Martian Democratic Party (commonly refered to by opponents as
“the MaD Party") is controlled but manageable. People adapted quickly to the daily check-ups and
the limited access to outside news.

The Martian Free Republic, on the other hand, allows great freedom to its citizens. Many have
compared life there to the Far-West of old. Everyone is more or less free to do whatever they want,
as long as the security of the state and the people isn't compromised.

Martian cities are built under half-buried glass domes, which sometimes makes them hard to spot:
many travellers get lost and circled a town for hours.

e POLITICS

The Martian Federation effectively claims two-thirds of the planet's surface, as well as the space
elevator protatype. This gives them a lot of power over the Republic, which has to pay a steep fee
to use it

Border skirmishes are frequent, although both sides refuse to commit to a full scale military
involvement. These small conflicts are typically ignored by both governments, even if they take a
terrible toll on the frontier population of both sides. Sand marauders and pirates further complicate
everyday life on Mars.

THE DOUBLE SIDE OF MARS

Mars is a special case in the politics of the solar system

They are the only planet not represented by a unified
government to the United Nations sessions in Earth or-
bit. How long will this situation last is anybody's guess.




CIVILIZATION AND CULTURE [—

« SCIENCE & MILITARY | / @

ARGES CORPORATION

Mars is well-known for its expertise in the field of bio-engineering. The new techniques developed
for the colonization often served as base for even more ambitious projects, like the terrafarmation of
Venus (which relied heavily on bought or stolen Martian science). It is also the only planet in the solar
system possessing a crude orbital elevator, which stretches from the equator to the Martian low-orbit.
Built with the financial help of the Venusian Bank, the elevator is still mostly a prototype, but it does
dramatically reduce the transport cost of the iron ore mined on the planet.

Both of the Martian countries have standing armies, although they are rather small and use
outdated exo-armor designs bought from the Jovian Confederation. The only home-grown machines
used are exo-suits specially built for combat on the surface of desert-like worlds,

« COMMERCE & INDUSTRY

MARTIAN METALS |

Mars uses its orbital elevator to ship iron ore to the rest of the solar system. Because of the low
cost of the materials, several industries orbit the planet, most of them being shipyards. Many of
these orbital industries belong to outside interests.

One of the best known native companies is Martian Metals, a large industrial consortium. MM is
one of the biggest independent corporations in the solar system, employing directly or indirectly
nearly a tenth of Mars’ population.

Martian Metals was founded in 2043, nearly five years after its prime rival Ares. It was originally
a simple mining operation which grew and expanded in domains such as electronics, weapon
systems and shipyards. Unlike Ares, however, it survived the war pretty much intact due to its
neutral policies and weapon sales. The recent addition of the Argyre Factory and its exo-armar
production lines will certainly boost the financial status of the firm even more. Already, Explorers
and Defenders are rolling out at a rate of nearly 1 machine per week. MM also manufactures
several models of exo-suits used by the armies of both the Free Republic and the Federation.

Ares Corporation was founded in 2038 (a
few years after the first wave of coloniza-
tion of Mars} by Terran companies seeking
to profit from the Red Planet's huge re-

sources, especially iron. ARES CORPORATION

When the Ares workers found themselves cut off from Earth during the social uprising of
the late twenty-second century, they settled on Mars for good and Ares Corporation be-
came one of the first truly native industries.

Unfortunately, the company greatly suffered from the Martian civil war and was on the
brink of financial disaster when the president of Ares received a buying offer from the
Venusian Bank. Facing total bankruptcy, he had no choice but to accept the offer.

Under Venusian administration, Ares prospered anew, diversifying its activities to better
exploit the market's possibilities. They were one of the companies that worked on the
space elevator project (ironically, along with Martian Metals — their prime rival). Ares’
main products are metallic alloys, ceramics, electronic components and weapon systems,
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JUPITER

Distance from Sun: 778,300,000 km.

Revolution Around Sun: 11.86 Years.
Rotation: 9.9 Hours.

Diameter: 142,800 km.

Density: 1.3 x that of water.

Mass: 1.9 x 10° metric tons.
Escape Velocity: 59.5 km/sec.

Average Surface Temperature:
-130° C at cloud tops.
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AND CULTURE

s OVERVIEW

The massive civilian colonization of Jupiter was not a planned event. Who would want to live far
from the Sun, in orbit around a planet with no ground, incredible gravity and deadly radiation belts?

The first stations were thickly armored wheels orbiting far from the radiation belts, crewed by
highly paid technicians sending drone ships to gather the precious gas from the atmosphere of the
giant planet. Later, as the problerns on Earth became more acute, thousands emigrated as far as
they could and settled in the Jovian system, building more stations

¢« CULTURE

The vast amount of refugees from the war-torn inner solar system has forced the Jovian society
to expand and find some place for the new amivals. The interior wall of the colony cylinders is
cavered with buildings and arcologies, where space is used to the maximum.

Because of this, the majority of the living quarters in the Jovian stations are small. People’s lives
and family are not centered around home anyway. Most of the time the house or apartment is only
the place were people sleep, sometimes eat, and sometimes throw parties. The working place, a
bar, a public garden are as important for most of the inhabitants as their home. They talk, eat and
play all kind of games in those places.

The Jovians have developed an open-minded, easy-going attitude toward life in general. The close
confines of their homes have forced them to learn how to live with each others, and they are
generally friendly and outgoing. Don't get on their bad side, however. They also tend to be very
intelligent and well-educated.

s POLITICS

The main ruling body of the Jovian Confederation is called the Agara. While each station is self-
govemned by an elected chamber of representatives, external policies and matter affecting all the
settlements are discussed there. A president is chaosen by general elections every seven years to
supervise the Agora and represent the state. The Agora proper is located on Elysée, the largest
Jovian station which also serves as the Jovian capital.

The current president is Alexandra Itangre (see Character Guide), a resourceful and intelligent
woman in her mid-fifties. Mrs. Itangre has been the source of many controversial decisions over her
years in office, but each and everyone of those has been profitable for the Confederation in the long run.

Although all three divisions are equal in the JAF, keen observ-
ers have noted that newcamers to the rank are more likely to

start their career in Gamma Division. This does not cause prob-
lems, however, as rugged veterans are assigned to take care of
the rookies during their first few months in the service. Gamma
is also noted for having the most exo-armors in service, with 12
squadrons using them on a regular basis.




OV ARMOR WORKS

Jovian science is one of the most advanced in the solar system. The inhabitants of Jupiter place
great emphasis on research and development; anything which might make their life safer and more
comfortable is looked into with great care.

The military were among the first to benefit from the technological advances. The Jovian Armed
Forces' main headquarter is Khannan Station. It had been circular at first, when it used to be a
trade center and port, but a hundred years of additions, modifications, and renovations now give
it a vague shape somewhere between a donut and a very irregular sphere. This is most to the
military's dislike, as the poorly structured base does not fit their criteria. However, Khannan is the
only existing station big enough for the Armed Forces’ needs. Any major rebuilding would make too
big a dent in the JAF's budget, so the station will probably continue to annoy the military minds
of the Jovian generals for quite a long time.

The JAF is divided in three sub-armies, called Alpha, Beta and Gamma Divisions. Each is a self-
sustained army which is further organized into smaller units called squadrons. The squadrons do
not have a fixed composition: the Jovians freely mix exo-armors, spacefighters and exo-suits
according to the mission at hand. The space ships, however, are assigned to a division upon final
assembly and remain with it until they are decommissioned or destroyed. The Jovian flagship, the
“Godsfire”, is assigned to the Alpha Division.

« COMMERCE & INDUSTRY

Most of the Jovian industry is based on Joshua's Station, the second largest station after Elysée
(it is home to over 4 million people). First constructed as a relay station for deep space probing,
it now receives most of the commercial ships visiting the Jovian system. It also acts as a scientific
station from time to time.

It is the only place in the Jovian system where the fine electronics necessary to build ships, exo-
armors, medical equipment and computers are manufactured. Zero-gee factories and work shacks
surround the station, making navigation difficult without help from the station’s contrallers.

All kinds of people meet there: nomads, commercial ships, couriers. Joshua's Station is generally
known as "the wildest place in the solar system”. Anything is available provided you know the right
person and have plenty of credits. The seedier parts of the station are ane of the blemishes on the
otherwise perfect front of the Jovian saciety.

Jupiter's other major industry, gas mining, is done by many multi-circular stations which hang in
Jupiter's high atmosphere at a safe altitude. Enormous balloon-like rings filled with hot stable
hydrogen keep them where they are, with the occasional correction made by powerful fusion
thrusters. Kilometer-long tubes go down from the bottom of the industrial complex toward the
lower altitudes to pump the atmosphere which is both denser and more diversified there.

_ * JOVIAN ARMOR WORKS

JOVIAN ARMOR WORK. Jovian Armor Work is perhaps one of the best
known aerospace company in Jovian space. They

produce all of the JAF's exo-armors in addition to several types of small to large-sized
weapons. Their railgun and massdriver designs are reputed for their reliability, as are most
of their products.

JAW's main factory is located aboard Joshua's Station, in one of the zero-gee facilities.
The R&D department, also known as the Skunk Work, is also located there.
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NOMAD
SETTLEMENTS

Distance From Sun: variable

Revolution Around Sun: variable

Diameter; variable, usually around 2 km.
Mass: variable, depending on mineral density

Average Inside Temperature: 18° C.
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CIVILIZATION AND CULTURE

¢« OVERVIEW

Not all human beings live near a planet. A small part of humanity has decided to live on travelling
asteroids, circling the solar system, always on the move. They are the nomads of this day and age,
and take great pride in their freedom.

Most of the time, a nomad tribe begins its journey by capturing an asteroid and placing it on an orbital
trajectory taking it through the solar system. Once this is done, gravity wheels are built around it, using
the core of the rock for material. The settlement is now ready to accept its new population

* CULTURE

Since the survival of these tribes depends on the work of each and every one of its members, the
social organization is rather rigid. Laziness and rudeness are considered the worst of all weak-
nesses, as there is always something to do in the confined space of the asteroid city.

The nomads are looked down upon by the Venusians and the Terrans, who both consider them as
nothing more than modern barbarians living in margin of established society. On the other hand,
they are always welcome in the rest of the solar system, where their expertise in life support and
space navigation is highly valued.

 POLITICS

Each tribe is directed by a chief, whose title usually varies according to the ethnic or social origin
of the colony. He (or she) is helped by a group of advisers who carry out his arders. While the chief
has absolute authority over the settlement, he still must obey a complex code of conduct to which
all nomads adhere.

¢« SCIENCE & MILITARY

Science is not a great concern of the nomads. Whatever technology they need they can buy or
trade from the other settlements. They are experts in jury-rigging and recycling. Most nomad
technicians can repair a plasma drive or an air conditioner with a few bolts, some chewing gum
and a toothpick

As a rule, nomads are pacific people, prefering to bargain or buy their way out of tight situations
However, a few tribes maintain some spacewaorthy exo-suits for repair and defensive purposes.

¢« COMMERCE & INDUSTRY

As stated before, the nomads don't produce much except food for themselves. They make maney
by carrying other people’s goods across the solar system for a very low fee (compared to that of
a transport ship, of course).

Nomad-raised technicians and crewmen are much sought-after as they are accustomed to cramped
living conditions and constant change of acceleration, both of which are common on merchant vessels



CIVILIZATION AND CULTURE

Pirates are the plague of modern space travel. Most pirate groups have only one or two ships
equipped with outdated weaponry, but this is more than enough to force an unarmed commercial
ship to surrender. A few organizations are based in the Asteroid Belt and in remote stations on or
around the various planets. No central organization exists between the various groups.

These pirate groups are not considered a major threat and very little is done to stop their activities.
Once in @ while, a punitive expedition will be mounted to train some rookies in a real fight.

« SOLAR SYSTEM
(SATURN AND BEYOND)

Jupiter is the outermost major human settlement in the solar system. Beyond it, the cold outer
planets support only scientific monitoring stations, most of which are automated.

Several expeditions have already explored or at the very least visited each planet. Satumn and its
moon Titan have been home to a Intersettlement Geographic Society-founded base for nearly
eleven years now. The voyages of the exploration ship IGS Beagle Il are now famous and numerous
documentaries have been made about them. Unfortunately, the Beagle Il disappeared two years
ago on a routine monitoring mission to Neptune.

[t is highly unlikely that Saturn and the other remaining planets will ever be colonized. They are
just too far and cold to be of any use to Mankind.

HISTORI

Composed of ex-CEGA fighter ; _

Group destroyed August 2187 hy CEGA
cryiser CSS Tacoma,
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— 1 N T R 0 0 U C T I 0 N

CHARACTER

D E S 1 G N S

his section contains guidelines on
designing a character to play in
the Jovian Chronicles setting. It
also introduces several NPCs used in the
campaign. Since it is assumed you already
know the Mekton Il role-playing system,
the character generation rules will not be
repeated here. There are a few modifications
to these rules, however, to fit this

particular universe.

e STATS AND SKILLS

The various stats are still more or less used as in the rulebook,
with one major exception: Maney and Family. This stat will rep-
resent the character's current available money, and not necessar-
ily his family status. It is possible that a rich young heir might
have a rating of 2 if his estate is locked away under the constant
attention of an overzealous legal guardian!

Skills are still linked with the Education stat, but double the amount of skill points given in the
rulebaok. This stat represents what you know and not the actual level of study completed: if your
character slept through all his course at the academy, can you blame him {or her) for having only
24 skill points? Some NPCs will have more than the usual amount of skill points because of their
experience; however, all player characters will start with double the rule-given total. To prevent
abuse, the GM should not allow skill levels beyond ((Edu/2)+2, rounded up) for starting skills

The Psy stat from the Mekton Empire sourcebook is not used since psionic powers do not exist (yet)
in the Jovian Chronicles’ universe. You can still roll it and add it to your other stats as a measure of
the empathy of the character, but you don't absolutely have to do it.

One final thing about stats and skills: all characters born in space (in a colony cylinder) will
automatically receive the following skills at +3: Z-Gee Maneuvers, Survival [space).



CHARACTER

Most of the careers published in the Mekton Il rulebook can be
used as they are with no modifications. However, the players
will tend to be associated with the military. They do not have
to be soldiers, but it is strongly suggested they have a reason
to have access to powerful war machines. They could be tech-
nicians, or perhaps war correspondents who just happened to
learn how to operate an exo-suit.

The actual campaign was designed to be played with any character having a connectian with the
Jovian military, either as enlisted personnel (pilot, technician, medical officer) or contact (merchant,
smuggler, reporter). If not playing in the campaign (or if playing in a home-designed one), the
players can come from just about anywhere in the solar system, although Venusian or Terran
soldiers will be harder 1o play as they often are the antagonists.

LIFE PATH

The Life Path published in the Mekton |l sourcebook can be
used without any problem. The results can be easily fitted in
the Jovian universe by looking at the background. For example,
the “Parents killed in war” result could mean your character's
parents were killed while trying to escape the civil conflicts on
Earth, or in the frontier skirmishes between the two Martian
countries. The possibilities are endless, and sometimes the Life
Path of your character can actually fit into the campaign (see STORY or POSSIBLE SUBPLOTS
in each of the episodes, if you are the GM). Most of the time, the characters will be Jovian citizens,
but they could have been bomn elsewhere. The choice is up to the player, and it can be quite
interesting to discover how a character ended up on Jupiter.

» IMPORTANT NPCS

We now introduce the cast the players will encounter while going through the various episodes.
If not playing the Jovian Chronicles campaign, these NPCs will be available to help (or hinder) the
PCs as they explore the solar system of the early twenty-third century. Keep in mind however that
not all of them will survive the events of 2210.

If the players want to start the game right away, four pre-generated characters are available. They
represent a typical party of two exo-armor pilots, one technician and one reporter determined to
get the truth. If you decide to use your own characters, these can serve as NPCs to spice up the
players’ lives.

s MINOR SUPPORTING CHARACTERS

Also included are many “extras”, the faceless crowd working behind the heroes. They are the
enemy pilots who only get to say “Nooo!!!”, the crewman in the engine room, the guard at the
door. In short, anyone who didn't get a speaking line in the show. Feel free to modify these stats
to individualize your supporting cast (to avoid the dreaded "hey! How many twin brothers does this
guard have?”).
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- I M PO RTARNT NP LS

L « ATT 1 * MONEY: § « BODY TYPE 6 * MA 4

INT 9 * REF &

FEMALE

¢ TECH: B = CO0L

ORIGIN UNKNOWN  HAIR COLDR: BROWN HEIGHT: 5'6" WEIGHT: 134 LBS  EYES: BROWN

AGE42

SKILLS

* Handgun +4 e Fencing +3 e Dodge +3
o Athletic +2 o Hand-to-Hand +4 o Aircraft/Shuttle Piloting +8
o Space Navigation +5 e Space Tactics +5 e Z-Gee Maneuvers +1
* Awareness +4 e General Knowledge +4 » Specific Knowledge (Space) +3
o Extra Language (French)  +8 e Teaching +2  elnfiltration +2
o Shadow/Avoid Pursuit +2  *Survival (Space) +5  eGamble +2
* Gaming (Go) +4 e Jury Rig +2  *Sing +1
* Pick Lock +1 e Lie +2 * Persuasion & Fast Talk +4
e [ntarrogation +3 e Streetwise +4 e Social Skill +2
e Intimidate +3 o Resist Fast-Talk +5  eLeadership +5
e Wardrobe & Style +2 e Personal Grooming +2

BACKGROUND

This tall, aristocratic-looking woman is one of any ship’s greatest assets. She quit the
Earth’s space force when she was thirty, covered in honors and medals, to become a liner
pilot. Nobody understood why, since rumors said she could have become a fleet com-
mander. She is one of the finest space officers available and most people choose to
ignore this “hole” in her life. She is efficient and pretty, with few emotions showing on her
face. She is also an excellent tactician and a challenging Go player.

Aglaée will meet the players in Episode Three, where she commands the ship taking them
to Venus. Afterwards, she will help them escape back to Jupiter. She is a prominent
member of the Society of the Evolved Human, but will never reveal it.

QUOTE
“Not on my ship, you don't!”

»INT- 10 = REF 3 « TECH 10 - COOL 4 L ATT 4 * MONEY = BODY TYPE = MA: 4

HAIR COLOR. GRAY HEIGHT: 5'T' WEIGHT: 180 LBS  EYES: GREY

AGE 62 DRIGIN: EARTH

SEX. MALE

SKILLS

o Rifle +1 * Dodge +1 o Driving +1
* Awareness +3 e General Knowledge +8 e Knowledge (Cyberfink) +8
* Neurology +4 ® Give Lecture +3 o Extra Language (German)  +§
* Programming +3 = Teaching +4  e|nterview #1
* Mecha Design +6 ® Basic Repair +] * Mecha Tech +4
o Jury Rig +3 e Paint +#3 e Relationships +
* Social Skill +5 e Leadership +2 o Wardrobe & Style +2
e Personal Grooming +1

BACKGROUND

Doctor Peyarje is a kind old man which also happens to be one of the most brilliant
scientists alive. His researches in brain/computer interaction have made him famous.
When not warking, he likes to hunt or paint scenery.

Because of his expertise, he was “asked” to collaborate on a secret project involving a
new type of circuitry able to interact with human brainwaves. Since he refuses to see his
discovery used for warfare, he has managed to contact the Jovian embassy on Venus and
ask for help. This will start a catastrophic chain of events and put the players in the middle
of a vast secret conflict.,

QUQOTE
“As you can see, the synapses/couplers interface response feedback
is slightly out of phase.”
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Il M PO RTANT NPTS

*INT 8 * REF: 8 +T i AONEY B
SEX: FEMALE AGE: 21 ORIG § 20 HEIGHT: 58"

« BODY T * MA B

WEIGHT: 145 LBS EYES: GREEN

SKILLS

« Handgun +3 ¢ Fencing +2 » Dodge +2
¢ Driving +1 e Athletic +4  * Hand-to-Hand +3
o Aircraft/Shuttle Piloting +2 o I-Ges Maneuvers +3 e Dance +4
¢ Mecha Piloting +2 o Beam Weapons +1  * Projectile Weapons +1
¢ Mecha Fighting +1 e Awareness +4 e General Knowledge -4
¢ Specific Knowledge (Politics)+4 o Specific Knowledge (Law) +3 e« Extra Language (Japanese) +5
e Programming +#2 e Survival (Space) +1 e Medical +1
¢ Sing +3 o Pick Lock +2 e Relationships +3
o Persuasion & Fast Talk +5 e Social Skill +# e Wardrobe & Styla +3
¢ Personal Grooming +4

BACKGROUND

First-born daughter of Alphonso Cantroni, one of the Venusian Bank's most influencial
directors, Ysa is a frail-looking young lady. Far from being a spoiled brat, she actually
hates her father since she discovered the true nature of the Bank. She has studied politics
and law to succeed him, but she now wants to become a reporter instead.

She has been travelling the solar system for a few months now, the trip being her gradu-
ation gift. Her father offered it to her in hope that she would change her mind, but it has
only strengthened her resalve. She will meet the players on her way back to Venus and
will stick with them for the rest of the journey. Her numerous contacts inside and outside
the Bank will probably save the party's neck more than once. In addition, she picked up
some exo-armor training along the way (from a pilot boyfriend) and will be able to be part
of the PCs’ exo-armor squadron.

GUOTE
“Whether you like it or not, I'm coming with you.”

« INT: 8 * REF | i B LK g L J ] ¥ TYPE & «MA 4

SEX: MALE AG DRIGIN: MOON HAIR HEIGHT. 5'8" EIGHT. 165 LBS EYES: AMBER

SKILLS

» Handgun +2 o Knife +1 = Dodge +1
» Driving +3 o Athletic +2  *Hand-to-Hand +1
» Z-Gee Maneuvers +3 e Mecha Piloting +2 e Awareness +3
e General Knowledge +5 e Specific Knowledge (Mining)+7  * Programming +3
» Shadow/Avaid Pursuit +2 e« Survival (Space) +2  *(Gamble 42
» Basic Repair +4 * Mecha Tech +2 = Jury Rig +6
» Pick Lock +4 » Persuasion & Fast Talk +4 e interrogation +3
» Streetwise +5 e ntimidate +3 e Leadership +71
BACKGROUND

Liis the leader of the largest resistance group on the Moon. Once a mining engineer from
Space Mining Co., he quit when he discovered that most of the profits were going to
either the CEGA or the Terran companies. He strongly believes in the Moon's capacity for
independence.

At first, his fight was more political and economical: he wrote petitions, gave speeches,
etc. He eventually had to go underground for fear of the police, but continued his work
there. With news of the players’ escape, he and his followers will begin their armed
resistance, capturing a small city and offering a safe haven to the ship.

QUOTE
“I refuse to let them exploit us any longer.”

Xavion Chrysvlophax (purchased fromm RPGNow.com)



« INT: 7 * TECH. 4

SEX: MALE

= COOL: B L

5 ORIGIN: EARTH

HAIR

o Oriving +3
® Hand-to-Hand +1
o Specific Knowledge (Terran) +2
* |nfiltration +3
» Spot Hot Story +2
® Gamble +1
e Pick Lock +1
o Interrogation +3
o Wardrobe & Style +2

o Athletic

® Awareness

o Extra Language (Arabi
* Disguise

* Write

e Basic Repair

* Relationships

o Streetwise

+2
+6
c) +8
+1
+5

+2
+3

SKILLS

¢ Dodge +5
* Swimming +2
e General Knowledge +4
® Programming +4
o Shadow/Avoid Pursuit +2
* Interview +7
e Photo & Film +5
o Persuasion & Fast Talk +5
® Social Skill +3
BACKGROUND

A reporter for the CEGA News Network, Youssef has been assigned to cover the Selenites” insur-
rection. However, ever since he managed to persuade the leader of the rebels to let him stay with
them, he has become their voice to the rest of the settlements. This has not pleased his bosses
on Earth, who have disavowed him. It is not stopping him from broadcasting his daily reports from
the rebels’ communication facility.

QUOTE

o REF ¢

EMALE AGE 34

o T B « CO0L 9

IN: MOON

HAIR COLOR: BLOND

HEIGHT: &'

“This is history in the making, and we're part of it!”

« ATT 7 * MONEY 5 « BODY TYPE § .

WEIGHT: 130 LBS

MA &

EYES GREY

* Dodge +3
* Hand-to-Hand #1
® Programming +2
o Disguise +1
® Gamble +1
* Play Piano +3
* Persuasion & Fast Talk +
® Leadership +5

» Driving

® Awareness

*» Teaching

o Shadow/Avoid Pursuit
* Medical

* Sing

* |nterrogation

* Wardrobe & Style

+2
+6
+3
+1
+7
+2
+2
+4

SKILLS

¢ Handgun +1
e Athletic +2
» General Knowledge +6
e Infiltration +1
o Survival {Space) +1
o Surgery +6
» Relationships +2
e Social Skill +5
* Personal Grooming +3
BACKGROUND

the players’ ship.

Less emotional than Ismael Li, Catherine used to serve as his personal adviser and mod-
erator. She is now the representative of the Lunar refugees escaping the CEGA aboard

She is an excellent doctor, highly regarded by all. During her time with the rebels, she
picked up a few military skills, although she would prefer she hadn't. While she appears
cold to most people, she is actually shy and opens up only to her close friends. She likes
to play the piano (or the synthesizer if no piano is available) and sing, although she is well
aware that her skills are far from professional level.

QUOTE

Xavion Chrysvlophax (purchased fromm RPGNow.com)

“Please hold still. This is going to hurt a bit.”



|l M P O RTARNT

* INT: & »REF:7 »TEC C b T
SEX: FEMALE AGE 33 ORIGIN' EAR HAIR COLOR: BROWN

AONEY: &
HEIGHT: &'11*

«BODY TYPE R +»MA 4

WEIGHT: 160 LBS

EYES: GREY

SKILLS

* Handgun +4 +» Rifle +3 e Automatic Weapons +1
* Knife +3 e Dodge +3 ® Driving +2
o Athletic +2  * Hand-to-Hand +5 e Z-Gee Maneuvers +3
* Awareness +6 o General Knowledge 43 e Specific Knowledge (Police }+5
* |nfiltration +2 * Shadow/Avoid Pursuit +3 » Survival (Space) #1
* Gamble +2 o Medical +1 e Pick Lock +1
* Pickpocket +1 * Parsuasion & Fast Talk +3 e Human Psychology +2
* Interrogation +6 o Streetwise +4 e Sacial Skill 4
® |ntimidate +6 e Leadership +4

BACKGROUND

Ansevik is a no-nonsense type of person. She will do her utmost to keep a situation well

in hand, as she dislikes surprises A LOT.

Not much is known about her, except that she came from the Orbital Colonies and is

currently single.

QUOTE

“There is something very weird going on, and I don't like it..”

* INT- 6 * REF % « TECH: 3 = MONEY: 8 « BODY TYPE & * MA: 5
VIALE AGE 36 ( HEIGHT: 57 WEIGHT: 155 LBS EYES! BLACK
SKILLS
* Handgun +2  * Dodge +2 e Hand-to-Hand +1
e 2-Gee Maneuvers +2  ® Awareness +7 e General Knowledge +5
o |nfiltration +1 e Shadow/Avoid Pursuit +1 o Survival {Space) +3
o Write +2 o Interview + e Medical +1
* Relationships +1 e Persuasion & Fast Talk +3 e Interrogation +3
* Streetwise +6  * Social Skill +6 e Wardrobe & Style +1
* Personal Grooming +2
BACKGROUND

Unknown to anyone, Treben is one of the agents of the Solar Police assigned to Mars, His
cover as vice-director allows him to learn a lot of things, which is why he's so interested

by the PCs.

QUOTE
“Now, what exactly happened there?”

Xavion Chrysvlophax (purchased fromm RPGNow.com)



I M PO RTANT NPCS

= INT 7 = REF. & # TECH 2 = cooL 7 # i = MOMEY. R0DY TYPE

SEX: FEMALE AGE 37 ORIGIN: MARS HAIR COLOR: BLACK HEIGHT: 510" WEIGHT: 125 LBS

SKILLS

» Aircraft/Shuttle Piloting +2 = Z-Gee Maneuvers +4 s Dance +1
*Macha Piloting +2 = Awareness +7 » General Knowledge +5
» |nfiltration +1 » Survival (Space) +4 » Medical +2
» Relationships +3 e Persuasion & Fast Talk +3 ~ Interrogation +3
® Streetwise +#2 = Social Skill +5 s Leadership +2
o \Wardrobe & Styla +2 » Personal Grooming +2

BACKGROUND

Yanna's jurisdiction extends not only to the spaceport, but also to the station atop of the
orbital elevator. Her position brings her in contact with a lot of different people from all
over the solar system. Because of this, she was recruited by the Society of the Evolved
Human. She is now one of their most valued members.

Despite her job, Yanna has close ties with the Martian Free Republic and sympathizes
with their problems. She is unaware of the Republic’s darker plan for the orbital elevator

prototype.

QUOTE
“Mars isn’t what it used to be, unfortunately.”

SKILLS

e Handgun +3 * Rifie +3 ¢ Automatic Weapons +2
* Knife +1 » Dodge +3 e Hand-to-Hand +3
e Aircraft/Shuttle Piloting +3 o Z-Gee Maneuvers +1 e Mecha Piloting +3
* Beam Weapons +2 o Projectile Weapons +2 o Mecha Melee Weapons +1
e Mecha Fighting +1 o Awareness +3 e General Knowledge +4
e Teaching +3 e Infiltration +3 o Shadow/Avoid Pursuit +1
o Survival (Space) +5 o [nterview +2 o Gamble +4
e Medical #2 e Jury Rig +2 e Persuasion & Fast Talk +3
e |nterrogation #6 e Social Skill +2 e Intimidate +3
o Leadership +5

BACKGROUND

Renberg is one of the PCs’ superior officers. His sense of humor is rather atrophied, but
his sense of duty fills the void. Very efficient, he expects nothing less than perfection from
the people working under him, but knows when to bend the rules. The only person able
to make him wince is the Jovian president, Ms. Itangre. This has led to all sorts of rumors
about a possible relationship, although there is no evidence to support this.

QUOTE
“Just what do you think you're doing, soldier?!”
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| M PO RTANT NPT §

= INT 6 = REF: 7 = TECH ooL 7 . K 6 = ATT: B = MONEY 5 = BODY TYPE: 8 *MA 4

SEX: MALE AGE: 45 ODRIGIN: JUPITER -OLOR: BLACK GHT &1

WEIGHT: 185 LBS EYES: AMBER

SKILLS

¢ Handgun +3 e Rifle +1 e Automatic Weapons +3
¢ Fencing +3 e Dodge + e Athletic +3
¢ Hand-to-Hand +3 e Aircraft/Shuttle Piloting +5 e« 7Z-Gee Mansuvers +B
¢ Awareness +4 e General Knowledge +4 e Shadow/Avoid Pursuit +3
¢ Survival (Space) + e Gamble +1 « Basic Repair +3
¢ Medical +1 ¢ Relationships +2 e Persuasion & Fast Talk +2
e Interrogation +4 e Social Skill +4 e |ntimidate +3
¢ Leadership +5

BACKGROUND

At first glance a sympathetic and easy-going man, Koudriopoulos is in fact a logical and
closed person who never talks too much and remembers everything he hears. He is a
widower and has one daughter, Madelaine, who causes him more trouble than he would
like,

QUOTE
“I'll see what | can do to help.”

«INT: 8 * REF: 6 « COOL 10« LUCK: 6 = ATT: 7 = MONEY. 10 = BODY TYPE 4 * MA: 4

SEX: FEMALE AGE 55 ORIGIN: JUPITER HAIR COLOR: WHITE HEIGHT: 55" WEIGHT: 115 LBS EYES: BLUE

SKILLS

slie +8 s 7-Gee Maneuvers +5 = Awareness +7
s General Knowledge +6 » Specific Knowiedge (Politics)+5 * Programming +3
s Survival (Space) 4 o Write + * Give Interview +5
s Medical 4+ « Relationships +3 ® Persuasion & Fast Talk +1
s Human Psychology 42 » Interrogation +2 © Sacial Skill +6
s Intimidate +3 » Leadership +1 » Wardrobe & Style +6
» Personal Grooming +5

BACKGROUND

Alexandra ltangre has been president of the Jovian Confederation for 5 years. She is one
of the most powerful persons in the system, politically and economically, as her family
controls the biggest mining and gas corporation of the Jovian system. Her company also
has subsidiaries on Venus, Mars and the asteroid belt. She is fifty-five years old, but her
vitality and energy make her appear much younger.

Power, in all its forms, is her greatest pleasure; however, the one she enjoys the most is
political power. She is constantly scheming for ways to increase her power base, and to
gain more control over the Agora. Only time will tell if she will one day exceed her limits
(that is, if she has any).

QUOTE

“They will make a mistake sooner or later. And then,
they'll have to come to me.”

Xavion Chrysvlophax (purchased fromm RPGNow.com)



I M PORTARNT NPCS

HEIGHT
SKILLS
® Handgun +2 o Rifle +2 * Automatic Weapons +2,
o Knife +3 e Fencing +4 * Dodge 43,
* Driving +3 o Athletic +5 * Hand-to-Hand +B,
* Aircraft/Shuttle Piloting +3 o 7-Gee Maneuvers +4 * Mecha Piloting +4,
e Beam Weapons +3 * Projectile Weapons +2 * Mecha Melee Weapons +3,
* Mecha Fighting +4 ® Awareness +3 ® General Knowledge +3,
e Specific Knowledge (Terran) +2 « |nfiltration +3 * Shadow/Avoid Pursuit +2,
» Survival (Spaca) +2 e Meacha Tech +1 * Medical +2,
® Jury Rig +1  Relationships +3 ® Parsyasion & Fast Talk +2,
* |nterrogation #1 * Streetwise +2 * Social Skill +2,
¢ Intimidate +5 e Leadership +6 e Wardrobe & Style +3,
e Personal Grooming +3
BACKGROUND

Ranho Garand was born on Earth in the early days of the CEGA. A war orphan, he was raised by the
state and truly believes in the CEGA's claim to rule the solar system. The images of devastation he
witnessed in his youth forged a deep respect for the civilian population who always has had to
endure the consequences of conflicts. Vowing to protect the innocent, he later entered the CEGA
Dfficer Academy to graduate at the top of his class.

His spotless service record enabled him to quickly rise in the ranks of the CEGA's armed farces,
which gave him access to the newest combat machines and allowed him to travel extensively.

He has a secretive personality, and even his few friends do not know much about him. Garand is a
man of honor, who will be loyal and faithful once you've acquired his trust (although this is no easy
task). He dislikes killing, but he does so without hesitation if the situation demands it.

QUOTE
“Eventually, the CEGA will prevail.”

»TECH 3 »CODLG »LUCK: 8 «ATT:3 «MONEY:9 «BODYTYPE 7 + MA 6

GE 45 ORIGIN: EARTH HAIR COLOR: N/A HEIGHT: 510" WEIGHT: 165 LBS EYES BROWN

SKILLS

* Handgun +2 * Automatic Weapons +2 * Knife +3
* Dodge +2 » Driving +1  Athletic +1
* Hand-to-Hand +2 ® Aircraft/Shuttle Piloting +4 * Z-Gee Maneuvers +3
* Awareness +5 ® General Knowledge +3 « [nfiltration +1
* Shadow/Avoid Pursuit +2 ® Survival {Space} +1 * Medical +1
* Jury Rig +1 * Relationships +3 e Lig +
® Persuasion & Fast Talk +4 ® |nterrogation +6 ® Streetwise +2
® Social Skill +4 ® |ntimidate +4 e Leadership +3
BACKGROUND

Ruthless and ambitious, Kleb is the man in charge of Operation Methuselah's final phase:
the destruction of Elysée Station. He is cold-blooded, quite at ease with the fact that he
is killing millions of people at the same time he's getting rid of the Jovian government.

QUOTE
“l don’t care about casualties. Get them now!”

Xavion Chrysvlophax (purchased fromm RPGNow.com)



= ATT. 2 = MONEY: 7

* BODY TYPE &

* MA &

SEX: MALE AGE: 45 DRIGIN: EARTH HAIR COLOR; BLACK HEIGHT: 5'11° WEIGHT. 165 LBS EYES: BROWN

*INT 7 * REF § * TECH: 7 « COOL 7 * LUCK: 4 = ATT- 4 = MONEY. 7 = BODY TYPE: & *MA S

EYES

SEXN: MALE AGE 47 DRIGIN: EARTH HAIR COLOR. BROWN HEIGHT: 510°

WEIGHT: 160 LES

BROWN

SKILLS

¢ Dodge +1 ® Driving +1 e 7-Gee Maneuvers +3

e Awaraness +2 e General Knowledge +4 e Specific Knowledge (Cyberlink) +2
o Mecha Design +3 ® Mecha Tech + ® Jury Rig +2

¢ Electranics +3 ¢ Programming +3 ® |nvant +2/41

o Lie 0/+2 e Persuasion & Fast Talk  0/+2 e Streetwise +2

o Social Skill +4

BACKGROUND

Roslin and Shayne are the exo-armor specialists sent to the Ares base to supervise the
assembly of the floater-catching exo-armors. The stats to the left of the slashes are for
Roslin, while those on the right side are Shayne's. They mostly remain in their cabin
leaving it once in a while to go check on their precious crates.

The players will encounter them on the “Georgia on my Mind” in Episodes 1 & 2.

QUOTE
“We're sorta... travelling salesmen.”

Although the players will never encounter them, they play a very important role in the
story. From their arcology in New Tokyo, Venus, they actually shape the destiny of the
solar system, That is, when some people don’t come in to crash their carefully designed
plans. Then, they can get real nasty...

QUOTE
“We own you. Better remember that at all times.”

Xavion Chrysvlophax (purchased fromm RPGNow.com)
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= REF & s« TECH: & = COOL: 6 . * MONEY: 4 = BODY TYPE: & * MAB

SEX: MALE ORIGIN: JUPITER HAIR GOLOR; BLOND HEIGHT: 60" WEIGHT. 160 LBS EYES: GREEN

AGE: 72

SKILLS

® Handgun +2  sKnife +2 e Dodge +3
» Athletic +2 = Hand-to-Hand +3 » Aircraft/Shuttle Piloting +1
» 7-Gee Maneuvers +5  =Mecha Piloting +2  ~Beam Weapons +2
 Projectile Weapons +1  eMecha Melee Weapons +1  eMacha Fighting +1
® Awareness 42 e General Knowledge +3  «Knowledge (Philosophy) +3
® Extra Language (Latin) +2 e Survival (Space) 43 «\Write Poetry +2
* Basic Repair +1 e Mecha Tech +1 « Medical +1
» Relationships +1 ® Streetwise +1 » Social Skill +1
= Leadership +2 e Personal Grooming +2

BACKGROUND

Adrian does not fit into the typical exo-armor pilot description. He would often prefer to
be somewhere writing poetry or discussing philosophy rather than fly his Pathfinder (nick-
named “Socrates”). This does make him stand out in the adventurous club of the JAF, but
he doesn’t mind. He is only there to help protect his people.

His parents left their home station of Far Reach for an exploration mission when he was
eight, entrusting him to a kind old friend of the family. It was him who taught Adrian how
to think straight and logically, yet still be open to the beauty of the world. While very
professional, Adrian sometimes panics in combat because of his inexperience and his
inability to deal with a non-linear situation. He is currently single, although he is attracted
to Roxy Fujima. Now, if he could get to actually ask her out...

QUOTE
“Are you sure this is wise?”

= |NT: « TECH: 4 = COOL 8 . 9 = MONEY L YPE 4 = MA: B

* REF 9
AGE 21 DORIGIN

X FEMALE JUPITER HEIGHT. 510 0 LBS EYES: GOLD

SKILLS

¢ Handgun +2 e Knife +1 ¢ Dodge +3
o Athletic +3 e Hand-to-Hand +2 ¢ Z-Gee Maneuvers +4
® Macha Piloting +3 ¢ Beam Weapons +1 ¢ Projectile Weapons +1
* Macha Melee Weapons +1 * Macha Fighting +2 e Awareness +2
o General Knowledge +3 e Survival (Space) +4 o Gamble +1
e Mecha Tech +1 o Medical +1 o Persuasion & Fast Talk +2
e Streetwise +1 ® Social Skill +2 e Personal Grooming +2
BACKGROUND

Madelaine is the only daughter of Konrad Koudriopoulos, Khannan's commander. Be-
cause of this, she literally had to fight both the pilots, who accused her of favoritism, and
her father, who made every effort to make her step down. Her strong mind and tenacious
nature didn’t help, and she was soon paired with another outcast, Adrian Allen. Much to
the surprise of everybody (not to mention their own), they quickly became good friends as
well as one of the most efficient combat teams in the JAF. Adrian is like the big brother
she never had and she interferes a lot in his personal life, much to his despair. Despite
her strong personality, she is shy when it comes to dating, and she has yet to find a
boyfriend.

QUOTE
“Why are you standing there? Come on!”




«INT: B * REF:- 6 * TECH: : 10 +LW E 8 MONEY: 4 = BODY TYPE 5

- MA: 7

SEX: FEMALE AGE 22 ORIGIN 8 HAIR COLOR: BLACK HEIGHT: 511" WEIGHT: 120 LBS

EYES: BLUE

SKILLS

e Handgun +1 ¢ Dodge +3  «Driving +1
¢ Athletic +2 e Hand-to-Hand +2 e 7-Gee Maneuvers +3
e Awareness +2 e General Knowledge +2 e Programming +3
¢ Infiltration +2 e Shadow/Avoid Pursuit #2  elja +2
o Write +2 e |nterview +#3  ® Photo & Film +2
¢ Spot Hot Story +3  * Persuasion & Fast Talk +2 e Streetwise +2
& Social Skill +#2 e Personal Grooming +3

BACKGROUND

Not much is known about Roxy. She prefers not to talk about her past, but her manners
suggest she was raised on Mars. She is of mixed Caucasian and Asian bload, a combi-
nation which tends to further support this hypothesis because many of the Martian colo-
nists are of mixed races. She has a secretive personality, and even her friends sometimes
find it hard to tell what's on her mind.

She currently works as a freelance reporter, travelling from cylinder to cylinder in search
of her next stary. She will not report on everything she uncovers - in her own words, “the
truth is sometimes better left unspoken”. She will not report on petty things, only what she
believes is worthy of the public’s attention. This high moral attitude has earned her many
grateful friends, but also a few enemies.

Her beauty has attracted many men over the years, but she has always turned them
down. However, a young pilot whom she met while reporting on a strange cover-up may
yet soften her attitude.

QUOTE
“There must be more to this than meets the eye.”

*INT:7 = REF: 7 13 l MONEY: &
SEX: MALE HEIGHT- §'2"

« BODY TYPE 9 « MA 5

WEIGHT: 210 LBS EYES: BROWN

SKILLS

s Rifle +2 * Dodge +1 ® Athletic +1
o Judo +3 e Aircraft/Shuttle Piloting +3 o Z-Gee Maneuvers +4
s Mecha Piloting +2 e General Knowledge +2 e Knowledge (Role-playingl +2
& Survival (Space) +3  eMecha Design +1 e Basic Repair +5
s Mecha Tech +5 s Jury Rig + = Streetwise +
© Social Skill +1  [ntimidate +5 e Resist Alcool +1
BACKGROUND

Nick is the typical "nice big guy". He is a bit shy, doesn't know his own strenght, and is
an avid role-player, spending most of his time and money on sophisticated virtual reality
game programs.

He is an excellent technician, able to spot almost any malfunction on an exo-armor just
by looking at it. The other technicians like to tell visitors that his parents were actually
exo-armors (behind his back, of course). This is not far from the truth, as both his father
and his mother are technicians themselves. The crew often consult him when they can't
solve a problem the usual (read: recommended) way.

QUOTE
“See? You stick a 12-inch rubber band in it and it works again!"

Xavion Chrysvlophax (purchased fromm RPGNow.com)
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*INT'5 *REF5 =TECH 3 «COOL B =LUCK 3 * MONEY: 3 « BDDY TYPEL6  * MA &

SKILLS
* Human Psychology +1 » Dodge +1 » Handgun +1
* General Knowledge +2 e Intimidate +4 * Resist Fast-Talk +2
* Obey orders +3 ¢ Buraucraty +3 » Haggle about Details +4
® |pterrogate +3

L EARTH INFE
*INT:6 *HEF 5 TECH 2 COOL:S < LUCK:5 *ATT:6 <« MONEY:4 +BODY TYPEE6 < MA:S
SKILLS
o Awareness +1 o Driving +1 » Dodge +1
* General Knowledge +3 s Knowledge {about their job) +3 o Basic Repair +1
e Social Skil #1

«NT,6  REF- 6 »TECH 3 C «ATT:6  *MONEY.- 4 < BODY TYPES *MAG
SKILLS

* Awareness +1 * Dodge +1 o General Knowledge +3
* Knowledge (about their job) 43 e Survival (space) +2 e Basic Repair +1
* Jury Rig +2

* INT: 7 =REF-6 = TECH. 3 cooL: 5 * LUCK: & *ATT:& = MONEY. § = BODY TYPE &

SKILLS

o Z-Gee Maneuvers +3 e Awareness +1 ¢ Dodge +2
e General Knowledge +3 ¢ Knowledge (about their job) +3 ¢ Survival (Space) +3
o Basic Repair +1 o Jury Rig +2

SINT 7 «REF G TECH: & COOLS »LUCK:& «ATT.6 «MONEY. 3 = BODY TWPEEE »MAS
SKILLS

o Z-Gee Maneuvers +5 e Awareness +2  +Dodge 12
 Knife +1 o General Knowledge +3 e Knowledge (about their job) +3
o Survival (Space) +3 e Basic Repair +3 e Jury Rig +4

o TYPICAL SCIENTIST

«INTB «REFQ «TECH: S COOL 4 «LUCK:S «ATT'S5 «MONEY:4 «BODYTYPES = MAS
SKILLS

o Awarenass +2 * [odge +1, » General Knowledge +5
o Knowledge (about their job) +5 e Programming +3, e Basic Repair +
e Jury Rig +3 o Give Lecture +2, o Write +2
o Sacial Skill +2

«INT:6 «REF:7 «TECH:3 COOL 7 «ILUCK:4 #ATT:5 «MONEY:4 «BODY TYPE 7 «MAG
SKILLS
o Z-Gee Maneuvers +3 e Awareness +4 e Dodge +3
o Knife +2 e Handgun +3 e Hand-to-Hand +3
o General Knowledge +3 ¢ Knowiedge (about their job) +3 e Interrogate +4
o |ntimidate +3 ¢ Shadowing +2 ® Streetwise +3
e Parsuasion +2

POLITICIAN »
«INT-7 *REF @ »TECH: 3 CODL 7 LUCK.5 «ATT. 6 «MONEY-6 «BODYTYPES «MA S
SKILLS
« Awareness +2 e General Knowledge +3 o Knowledge (about their job) +4
e Lie +3 ¢ Persuasion +3 e Negotiate 4
e Give Interview +3 e Social Skill +4

==



* INT: 7 * REF 6 H: 4 = COOL: 6 * LUCK: 4 *ATT:5 = MONEY: 6 * BODY TYPE: |

* MA: B

SKILLS

o Awareness +2 * Handgun +2 * Dodge +2
¢ Hand-to-Hand +3 o General Knowledge +3  *Z-Gee Maneuvers +3
¢ Survival (Space) + e Leadership +3

*INT: & * REF 7 * TECH: 4 = COOL: & * LUCK: 3 * ATT: 6 = MONEY 4 « BOOY TYPE. 7

SKILLS

* Mecha Pilot +3  * All Mecha Combat Skills +2  * Awareness +2
o Handgun +1 * Dodge +2 = Hand-to-Hand +2
o General Knowledge +3 o Z-Gee Maneuvers +3.

« INT & *REF. 6 »TECH & *COOLG =LUCK 2 =ATT:& = MONEY: 5 = BOOY TYPE: | *MA B

SKILLS

¢ Mecha Pilot +3 ¢ All Mecha Combat Skills 42 e Awareness +1
o Handgun +2 e Dodge +2  ® Hand-to-Hand +2
o General Knowledge +3 o Z-Gee Maneuvers +3

e CEGA FIGHTER PILOT e

*INT:6  *REF.G *TECH 4 *COOL 6 «LUCK:2 «ATT: 6 «MONEY 4 «BODYTYPE J «MA 6
SKILLS

e Aircraft/Shuttle Piloting +3 e Projectile Weapons +2 e Beam Weapons +2
* Awareness +1 + Handgun +1 o Dodge +2
* Hand-to-Hand +2 e General Knowledge +3 e Z-Gee Maneuvers +3

*«INT & * REF- & * TECH & = COOL 5 * LUCK: 3 =ATT: 6 = MONEY 3 = BODY TYPE. 7 « MA &
SKILLS

e Z-Gee Maneuvers +3 e Awareness +1 o Dodge +2
© Hand-to-Hand +2 e General Knowledge +3 e« Knowledge (about their job) +3
® Gamble +2

* COMMERCIAL SHIP CR

= INT: & * REF, 6 * TECH: 5 = COOL 4 * LUCK: 3 * ATT 6 = MONEY. 4 = BODY TYPE 6 =MA &

SKILLS
* Gee Maneuvers +3 » Awareness +1 * Dodge +2
* Hand-to-Hand +2 e General Knowledge +3 o Knowledge (about their job) +3

ARMOR

= INT & « REF. 5 * TECH: & « COOL & o LUCK: 5 «ATT:6 = MONEY 3 = BODY TYPE & *MA &

SKILLS

® Gee Manauvers +3 ® Awareness +1 o Dodge 42
* General Knowledge +3 e Knowledge (about their job) +3  * Mecha Tech +3
e Basic Repair +3 e Jury Rig +3 e Gamble +2

* INT: 5 * REF & * TEC * COOL & * LUCK: 2 *ATT: 5 =« MONEY: 3 « BODY TYPE: 7 * MA: &

SKILLS

o Awareness + » Dodge +2 » Handgun/Rifle/Automatic Weapons +2
* General Knowledge +2 o Knowledge (about their job) +2  « Intimidate 43

o Athletic +2 o Resist Fast-Talk +1 o Obey orders +3
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23R CENTURY
SCIENCE AND
TECHNOLOGY

BREAK THROUGHS

cientific progress was somewhat

slowed in its relentless advance

by the tumultuous course of
human history between the end of the

twentieth century and the present day.

The Civil War on Earth and the much more
urgent problem of survival in the colonies
restricted the research to a more practical
level: warfare and recycling. Thus; while
leaps were made as far as emergency
medicine, weapons and spaceship design
were concerned; little or nothing else

received much attention.”

- Anonymous teacher,

Jovian Institute of Science

The technology of the twenty-third century is less advanced than most people would
expect. There are no teleporters, no faster-than-light drives and most common tech-
nological items used would be recognized by a twentieth century human.

The following listing presents the equipment and the technology most often en-
countered. It is classified by scientific fields. Arrow displays present the game
effect and particularities of each.
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The exo-armors (short for exo-skeleton, armored) are the ultimate evolution of the personal combat EXQO-ARMOR CLASSIFICATION CHAR

space suit of the early twenty-first century. Originally no larger than a man, they increased in size
until some of the biggest were nothing less than small ships. This was necessary in order to carry e R L e b b
the enormous amount of fuel, armament, and electronics necessary to accomplish their assigned Exo-Suit |Powersuitdike | Infantry, 510 Tons
mission. Spacefighters remain in use, but their lack of maneuverability (compared to exo-armors) .| Light Combat
confines them to patrol, strike and fire-support roles.

Light | Scout EA Strike, 20-30 Tons
A vehicle is called an exo-armor when its control system is a linear frame (see below). Exo-armors $copng
are usually classified in five categories: exo-suit, light, medium, heavy, and exo-ship. Modium | Trooper EA Various rales | 40-60 Tons
The classification chart gives a general outline of the actual Jovian classification system. The CEGA Assault | Heavy EA Assault, 70-90 Tons
does nat have an official classification because they tend to reserve the use of exa-armar to officers. Amti-ship

Since the other nations of the solar system have only recently begun to use exo-armors, they Eto-flp | Small ship Autiaity 190+ Tang
normally adopt the Jovian classification.

The exo-armors are typical Mekton designs. Most of the systems described in the
Techbook can be used, with a few exceptions (see below). There is no limit to the
amount of space efficiency that can be used, but you cannot reduce the weight of
an exa-armor by more than 25% of the weight before efficiency (base weight) be-
cause of the limits of 2210 technology.

A few rule modifications were used in designing the exo-armors found in this book
(see Powerplant and Flight System below),
_.

TECHBOOK SYSTEMS NOT AVAILABLE IN
THE JOVIAN CHRONICLES SETTING (2210)

e Cloaking (all forms) ® Gravitic Propulsion ® Reactive Shields
e Combiners ® Recon System: Gravity Lens o Techno-organics
® Combiner Weapons ® Refined Armor: Beta, Gamma  ® Teleporters

e Energy Absorbers ® Reflector Systems o Thought Control
e Esper Lenses ® Remote Units (except cable) e Transformers

o LINEAR FIRANE s s e s S

The linear frame is the main control element of the exo-armor. It looks like an industrial exo-
skeleton and completely supports the pilot; it also repraduces his every movement. The exo-armor's
onboard drive computer then interprets the motions and moves the armor's limbs accordingly, firing
apogee motors as needed to compensate. This gives the exo-armor an uncanny maneuverability as
well as a strangely human grace. Additionally, a trained pilot can actually use his body motions
to shift the exo-armor’s center of mass around and change the exo's position without expending
propellant. Veteran pilots are thus often able to stay much longer in battle. All this gives the exo-
armor a definite advantage over the classic spacefighter {which has to fire vemiers whenever
altering its course).

The frame also protects the pilot from shock and strong gee forces, rearienting itself in the cockpit
as needed. Because of these particularities, some special training is required to operate an exo-armor.

Space flight is controlled via special joysticks located near the hand controls (see
illustrations). Again, some training is necessary to fully control the armor, even if
the computer can provide verbal and visual assistance. All relevant information
(IFF, targeting, velocity, eic) is displayed in the special virtual reality helmet worn
by the pilot. The head and the main sensors are slaved to the motions of the helmet,
adding to the “humanity” of the exo-armor.
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» MODIFIED BASE MA & MV CHART

Tons MA MV
1-19 ] -3
0 1 4
30-39 [ -5
40-49 6 -8
50-59 § 7
60-69 5 -8
70-13 4 9
B0-89 4 -10
90-99 3 -1
100-109 3 -12
110+ 2 -13

* MODIFIED ACTION CHART

Man Reflex Mecha Reflex No. Action{s)
2m4 -1io-5 1
S5to? A1 2
B 2107 3
11+ B+ 1

+ MODIFIED FLIGHT SYSTEMS CHART

Tons Pts. Lift neaded Extra pts. to gain 1 MA
1-18 3 1
20-28 3 1
30-3% § 1
40-49 L] 2
50-59 9 2
60-69 9 2
70-719 12 3
80-89 12 3
90-99 15 q
100-109 |18 5
110+ u 6

Fans cost 1 CP per 2 points of lift, but do not work in
space. Base MA: 8

Thrusters cost 1 CP per point of lift, can be used every-
where. Base MA: 12
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[ ____|
o POWERPLANT s s S s

All space vehicles are powered by a compact reactor using a high-energy magnetic “bottle” to hold
a micro-fusion reaction. These powerplants come in a variety of size, from the small engine of the
scout exo-armors to the huge plasma drive of the biggest ship. The Jovian designs are the most
advanced and efficient in existence; heavily shielded, they do not react as violently as do most
other types of powerplants when their core is breached.

Exo-suits and small vehicles use a super-conductive battery instead of a fusion powerplant, as their
size prevents the use of a normal reactor.

To give more variety to the exo-armors’ characteristics, a special MA and MV table
is included. The values listed there replace the ones found in the Mekton Il rulebook
(although you can use the original values if you prefer to stick to the official rules),
The MV was lowered to allow designers to cram more MV improving goodies in
their exo-armor than usual, while preserving the game balance.

There is one major rule change: unlike the original Mekton Il rules, upgrading an
engine doesn't give you extra actions. Extra actions give an immense advantage
over those who do not have them and should be obtained only through special
systems like thought control or V-Max powerbooster (making them truly devastating,
like they should be). However, to balance this and the new MV chart, an updated
Action chart is included. Like the previous table, it can be ignored in favor of the
original Mekton Action Table if the GM so prefers.

The super-conductive battery of the exo-suits is represented by a “cool” powerplant;
all of the usual rules apply nonetheless. “Hot™ powerplants will never be found an
current Jovian designs, but are common in all other designs. This is mostly intended
to give the players a better chance of survival.

o FLIGHT SYSTEM | —

The main type of propulsion system in existence is the plasma drive. Using an inert gas or liquid
as reaction mass (most often helium), it enables the ships and other space vehicles to achieve
great acceleration for extended periods, reducing the travel time between planets to mere weeks
and, sometimes, mere days.

Smaller vehicles, like spacefighters and exo-armors, also use ion thrusters, where an intense
electrical arc ionizes and expels reaction mass at high speed to produce acceleration.

In atmasphere, the flight system of the exo-armors are sufficient to lift and enable them to fly for
short periods of time. Unfortunately, this places great strain on the thruster array, so most pilots
only use their thrusters as jump jets to allow them to cool down periodically.

The mechanical designs in this book use an updated version of the Flight System
Table found in the rulebook. The reason for such a change is one of simple physics:
we all know that for a given force, a small mass will gain more acceleration than
a large mass. However in Mekton Il, three extra points of thruster will add 1 point
of MA, regardless of the actual weight of the machine.

In the new table, small exo-armors need fewer lift points to stay in the air and move
than big ones (this is also a side bonus of reducing the weight of the mecha with
the efficiency process). The gravitic flight system is not included since it does not
exist in the Jovian Chronicles setting. Players wishing to stick to the official rules
need only recalculate the flight speed based on available Lift points.

The exo-armors can fly in atmosphere, although they have all the aerodynamics of
a rock (a BIG rock). The thrusters will overheat on the second turn of flight, shutting
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e ey

down automatically on the third. A Pilot Mecha or Tech roll vs DL 16 will buy an
extra turn of flight, but each roll thereafter has a +4 difficulty modifier (cumulative).
The players should be well aware of that rule, less they fall to their death a little
too often.

@ ATANATIS e

Contrary to what most people believe, space is not an empty void. Micro-meteors, dust and solar
radiations cause a slow degradation of all space constructs. The problem was lessened by the
development of the magnetic screen (see p. 42), but small vehicles and space ships must still be
protected from these elements.

Armor is generally made from a special polymer-ceramite composite with good heat conduction
and limited flexibility. Sometimes, a special mesh of artificial diamond fibers is added for extra
strenght and durability, although this increases the cost of the material.

This is the standard mecha armor found in the Techbook. Reinforced mesh-type
armor can be simulated with Alpha-grade armor.

o ACTUATORS e 0 =

Exo-armors rely on either hydraulic jacks or high-strenght myomar fibers to move their limbs
around. The smaller exo-suits almost never use hydraulics, as myomars are easier to adapt to the
human form and contours.

Some experiments have been made in combining the two in one system for added power, but the
dissimilar ranges of motion of each method are causing more problems than actual benefits.

jacks/myomars can be represented by the higher grade hydraulics available in the

} The actual system used by a limb does not affect game play. Combination hydraulic
Techbook.

+ G-COCKPIT

This is the cockpit of
the Dragonstriker exo-
armor. It is well
representative of the
new generation of exo-
armor cockpit, where the
commen linear frame is
replaced by sensor pick-
ups in the pilot’s seal. The
G-brace is still present to
protect the pilot against

~ violent movements.

Although the most advanced prototypes
were built by the Jovians, this very first model was developed by Dr. P'anm while
he was still on Earth. It is uniikely that they will bacome commonplace in the near-
future due to their enormous cest.
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HISTORY DF THE SPACE WEAPONS

The basic principles of the laser, particle
accelerator and kinetic kill weapons wara
known as early as the twentieth century.
However, the lack of a reliable pawer
source and superconductor materials
delayed the widespread use of this new
generation of tools of warfare until well
into the twenty-first century.

It wasn't until 2003 that tanks began to be

equipped with primitive railguns, often

supplementing it with a standard tank gun.
These early units were bulky, costly, and
took several seconds to recharge their
capacitor bank for another shot. Lasers
were useless as the musty and dusty
atmosphere of the battlefield diffracted
and reduced the mightiest laser beam into
nothing more than a targeting sight.

Space was a different experiance
altogether. Lasers, unimpeded by dust,
could reach their full potential while
railguns and massdrivers often crippled
their target on the first hit, It was during
this time that battle stations were first
equipped with chemical engines enabling
them to change orbit and even make short
trips to the Moon (USSS Eagle, 2009).
Military vessels were systematically build
around a plasma drive as soon as they
became available. Often, ships used two:
one for propulsion and one providing
power to the various weapons. The new
powerplant allowed even smail vehicles
to carry & high-energy weapon system,
thus the birth of the aerofighter.

MECHARNICAL CARTALDOGEG

s WEAPONS TECHNOLOGIES

The weapon categories defined here exist mainly to help gamemasters name the
armament their newly designed exo-armor carries. None have special effects or
bonuses.

o LASERS s s ey s s gy . ey

Acronym for Light Amplification by Stimulated Emission of Radiation, the laser has been widely
used since its development both as a tool and as a weapon, Many exo-armors are equipped to use
at least one type of laser cannon because of its unlimited shot supply and great accuracy,

Unfartunately, the weapon also has two major flaws: all of the beam's energy is concentrated in
one small spot, and the energy conversion factor is rather low. This means that unless the gunner
is @ marksman, the shot won't do much collateral damage i.e. only the section hit will be damaged
This limits the usefulness of the laser to anti-missile and light assault work.

Laser are beam weapons, usually causing less than 3K in a single attack.
Continuous-firing lasers (or “strafing” lasers) often use a Burst Value to
simulate their near-constant fire.

e KINETIC KILL WEAPONG | —

These weapons cause damage by kinetic energy (movement). They are divided in two classes: the
railgun and the massdriver. A railgun uses a single projectile and accelerates it via twin rails
supplying the necessary current along the length of the barrel. Massdrivers use the same principle,
but instead of a single projectile using the rails’ current to accelerate, they employ a series of
magnetic rings to fire a hail of smaller shells. Each impact causes less damage, but the attack is
spread over the whole of the target instead of just a spot. It also allows a greater rate of fire.

Both can use various special effect ammunition, like shaped armor-piercing crystals or even explo-
sive grenades.

Kinetic kill weapons are the Chronicles’ equivalent of the projectile
weapons of Mekton. Railguns are single shot cannons while mass-drivers
are guns with a Burst Value.
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o PARTICLE CANNON |1 ——

The particle cannon (also known as beam cannon) is @ magnetic accelerator designed to shoot ions
instead of a solid slug. They cause damage through a combination of kinetic energy, heat, and
electrical charge. More powerful than lasers, they also cause a lot of collateral damage by frying
and burning electronic circuitry in the target,

Although a very efficient weapon, the particle cannon is one of the most expensive weapons in
existence, in addition to being an energy hog.

Beam weapons causing 4 Kills or mare in an attack are often particle
cannons.

MRS e e e

Missiles are self-propelled, self-guided projectiles. Using saphisticated guidance computers and laser
targeting technology, the missile is one of the most deadly weapons available to an exo-armor.

Various types of warheads are used, from the simple shaped explosive to the low-yield tactical nuclear
charge (although the latter is rather rare and expensive). There are no set standards: some designs
call for a few accurate and powerful missiles, while others use hundreds of small unguided rockets.

Missiles are used as per normal Mekton rules. It is possible to shoot them down
with a projectile weapon or missile(s) instead of parrying or using a laser-based
AM system. This costs a defensive action; the defenser must make a weapon attack
roll with a WA penalty of -3. For each point above the attacker’s roll, projectile
weapons destroy one missile up to their BV (no matter how many Kills they cause
per hit), while missiles destroy one enemy missile per point above the attacker’s
roll, up to (half of total damage of the defensive missiles, rounded down).

o PLAGKA LANDTE o e sy

A recent development in the arms race is the Plasma Lance. The resurgence of hand-to-hand
combat prompted the Jovian designers to upgrade the capacities of the JAF's exo-armors, who
previously had to defend themselves against better equipped opponents like the CEGA's Syreen.

The Lance is a compressed-gas cylinder with an ionizer ejector system at one end. When held by
a specially designed hand, a direct current from the exo-armor’s main fusion reactor is transmitted
to the ejector and transforms the gas into @ giant plasma flame. The overall device Iooks like a
sword made of light and is very effective against armored opponents. Unfortunately, the small gas
supply limits the usefulness of the weapon and the exa-armor must often carry several lances.

Plasma Lances can be simulated
with the Energy Melee Weapon
rules. All current hand-held
plasma weapons have a set number of Turns in Use (see Techbook, p.18).
Automated or internal systems have no such restrictions,

i i s i
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As time went by, new composite materials
were developed. These super-strong
alloys and polymers could withstand
direct hits, forcing the weapon designers
to go back to the drawing board to search
for new ways to improve firepower. And
not only firepower: as more and more
combat vessels relied on electronic to
protect them, it was simply harder to get
either a weapon lock or a solid hit. New
targeting systems had to be developed,
often at the expense of striking power. For
example, a missile now had to carry not
only its standard tracking equipment, but
also a complete ECCM suite and
sophisticated tactical expert systems.
NeedJess to say, prices were astronomical
then and they still are.

Military forces today still use classical
weaponry for their ground forces: for
example, giving reliable machine guns
instead of costly Iasers ta their foot
soldiers. Hi-tech weapons are reserved for
use in space, although kinetic kill guns
are sometimes encountered on various
military vehicles such as heavy tanks and

exo-armors.




NOTE: THE "EYES" ARE LATERAL SENSORS.
MAIN CAMERA UNIT IS LOCATED UNDER THE
FOREHEAD PANEL.

COMPUTER MAINFRAME AND COCKPIT
HATCH OF THE PATHFINDER EXO-
ARMOR. NOTE HEATSINK ON TOP.
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e ELECTRONIC WARFARE | —

Up until the twentieth century, human warfare had an up-close-and-personal outlook. The lack of
reliable ranged weaponry limited the fighting distance to less than 200 meters, and even then the
various projectiles couldn't do much harm.

The development of the radar and the improvement of the existing weapons pushed back this
distance, and soon the soldiers didn't even have to see their opponent to utterly destroy him.

Unfortunately, armor refinement did not follow the same curve as weapon efficiency. Soon, there
was no way to create an armor plating capable of stopping modern weaponry while at the same
time being light enough to be carried by a fighting vehicle.

A new approach was needed, and soon the stealth principle was the norm. After all, you cannot
hit what you cannot detect.

Each modem fighting vehicle, be it a tank, a spacecraft or an exo-suit, carries a host of defensive
electronic modules. Some break up the radar signature, others interfere with the opponent’s tar-
geting equipment, etc. These modules are built-in, and no vehicle would be designed withaut them.

As a result, combat is once again short-ranged: weapons that could hit an unprotected target
thousands of kilometers ahead now have to be used almost at visual range.

The electronic warfare is a convenient excuse for having giant robots slug it out in
hand-to-lrand combat without the usual flimsy reasons of lost technology, mysteri-
ous particles or a weird sense of honor. But we promise we won't tell if you don't.

This ECM system has no game effect in itself. If the mecha designer wants to build
a specific electronic warfare mecha, he should then buy the ECM system from the
Techbook.

e COMPUTERS  SeERSESSERGR T - namil e iR Raame et oml

Data-processing machines have evolved the most of all technologies. Once simple calculators, they
are now capable of limited intelligence and problem solving. While calling them “sentient” would
be exaggerating, modern computers can often sound very human on the comm system (although
they don't have much imagination and have no sense of humor whatsoever). Relying extensively
on superconductive neural nets and complex expert system programs, they are used as crewmembers
on spaceships and as copilots in fighters and exo-armors.

All space vehicles are assumed to have an Al computer to figure out trajectories
and burn time, freeing the pilot to perform more important tasks (like fighting and

arguing with his opponents). They have no effect on game play, but can spice up
role-playing:

“The present course of action will lead to the destruction of this unit in 32.356
seconds. A course correction is advisable.”

Again, this Artificial Intelligence has no real game effect. If the mecha designer
wants the computer to be able to handle the actual piloting and gunnery, he should
buy an Automation system from the Techbook.
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 SPACE ENGINEERING

The space industry movement of the early twenty-first century and the colonization
boom that followed wouldn't have been possible without the development of the
fusion engine and the plasma drive. Using water (and, later, helium) as a reaction
mass, a ship could lift off from Earth and accelerate for lengthy periods of time
without needing to refuel.

Soon, drone tugs made of lunar ores were sent to the Trojan asteroid groups (see
below) to bring back the much-needed raw materials for the space colonies and the
various ships. They usually operated in pair, one in the rear of the rock for propulsion
and one in front for breaking. Upon arrival in Earth's orbit, other drones separated
them from the rock and refueled them for another trip.

The supplies from the Moon, added to these asteroids’, were used to first build
wheel-type stations, then, later, the larger 0°Neil Cylinders.

e SPACE COLONIES | ——

In the late eighteenth century, French physicist Joseph Louis Lagrange discovered something quite
interesting while studying three-body systems. The problem was simple: calculating the gravita-
tional influence of two masses, like the Earth and the Moon, on a third body in their vicinity. He
found that at certain points, the gravitational forces of the two bodies were equal (but did not
necessarily cancel each other out), creating “stable” points in space. These points actually orbit
their calculated positions because of the influence of the Sun and the other bodies in the solar
system.

The first three Lagrange points are located on the axis linking the two main bodies. The first, L1,
is located between the two bodies; it is the only point where the gravity of the two masses cancel
each other. The second point is behind the larger body while the third is behind the smaller. All
three points are relatively unstable: any perturbation of the satellite along the axis would cause
it to gradually fall towards one of the bodies.

The other two points, L4 and L5, are on the orbit of the smaller body at 60 degrees on either side
of the axis. These are extremely stable points, as demonstrated by the clusters of asteroids found
there, In fact, the latter, called Trojan Asteroids, were used as on-site material for the construction
of the Earth system's cylinders.

Most of the colonies in existence are D'Neil-type cylinders, with the exception of the Jovian
colonies, which had to be built on the closed Gray Vivarium model because of the increased
radiation levels. They are huge cylinders varying between 25 and 40 km in length, usually with
thrusters and zero-gee docking bays at both end. Each is being home to up to 20 million people.

» L5-6 “OSCAR"

“Oscar” is typical of the colony cylinder
found in the Earth system. This particular
- station is the sixth of the L5 group, as indicated
by its identification code.
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' As anybody can guess, living in a space

colony is very different from living on a
planet. The available space is rather
reduced: this suggest a way of life based
on saving energy. recycling and social
acceptance (because if you don't like your
neighber, you got a problem as you can't

. go very far from him!)

As with all places, they are advantages
and disadvantages about living in a space
colony:

ADVANTAGES:

* The weather is regulated. You know
when it's going to rain (the colony
managers announce it, of course), and
you can be sure you won't freeze or
suffocate. Most colonies have a
temperate climate, although a few have
more exolic weather patterns.

e The enviranment is very clean. The
atmosphere is devoid of pollution as all
the industry are located outside the
eylinder. All vehicules use
electric motors, and because
of the high population
density, tidyness s
considered very important.

® Crime is rather rare. There

is no place to run after the

deed is discovered and
the station is sealed
and searched.



DISADVANTAGES:

¢ The radiations are a real danger.
Although each station has
several screen generators and

thick walls, the absence of an o

ozone layer make the inhabitants

potentially vulnerable to high-energy

cosmic radiation.

* The population density is very high. 2?0

square kilometers is not really spacious
for several million people. Multi-stories
houses are very common, but never
above three or four stories (because of
the Coriolis effect).

¢ A colony cylinder is easy to destroy. A
few nuclear warheads will carve a nice
ragged kilometer-wide hole in the
surface, while chemical and
bacteriological agents work wonders in
such a closed environment (the major
reason why the Orbitals are opposed to
conflict of any kind).

e Taxes, and a lot of them. Somebody has
to pay for all the engineers and
technicians keeping the life-support
equipment operative. ;

* Floating in space in a huge spinning
cylinder causes interesting physical
phenomenon (just think abouf the
Coriolis effect). This can be very
unsettling for humans. Some quite
interesting types of psychosis must have
been born form this.

This illustration represent a Mk12 screen
generator, common on

several types of
exo-armor. Note
the two emitter
connectors  on
either side: these
serve to connact
the unit to the

near the surface
of the machine.

acfual emitters

CATALDG

 "ALEXANDRIA II"

This is a typical Jovian colony. The
Jovian cylinders are always of the

clesed "Gray Vivarium” type because
of the strong radiation fields of

Gravity is simulated by rotation along the axis of the cylinder. 0'Neilcolonies have the same
number of ground panels alternating with clear panels to let the sunlight inside using giant reflec-
tors to direct it Gray Vivariums use a special "sunline” running the axis of the cylinder for light,
since the whole station is thickly covered by rocks for protection against radiations and meteors

The cylinders are mainly locations in which (or around which/ the game will take
place. They are much too big to be destroyed by the players, although they can be
damaged. Each 50 x 50 meters section of cylinder wall has 30 Kills (20 K for 0'Neil-
type colonies). Reducing this to zero will result in a hull breach and slow loss of
imterior atmosphere. Special “gaop balls” (Hits value=1) will appear in 1d6 turns to
start blocking the hole until a repair crew arrives. Special event results (like a ship
collision or sabotage) are left to the individual GM.

o SCREENS NS

Early space vessels relied on sensors and heavily shielded “storm room” to protect the crew
against solar flares and other cosmic radiations. The prablem became mare acute while setting up
the mining colonies in Jupiter's orbit: the radiation belts forced the construction of specially
armored stations, very costly and not all that safe.

With the space emigration boom, a solution was found: why not equip each station and vessel with
a magnetic shield generator similar in effect to the field surrounding Earth? Power was plentiful,
and the new equipment stopped almost all harmful radiations. It even had two side bonuses; it
stopped the smallest space debris (which could damage a spaceship) and, more impartantly, it
reduced the effectiveness of the weapons used against the vessel.

The screens do not affect the game. They exist solely to explain why humans can
live near a dangerous radiation belt and not start glowing after a few minutes. They
also help explaining why a multi-megawatt laser or a hyper-velocity slug does not
vaporize an exo-armor on the spot.

This system is free and should not be confused with the reactive shield from the
Techbook. The magnetic screen will only stop radiations and very small particles,
never weapon fire. At best, it will slow it down. Future technical refinements,
however, may make the reactive field possible.

A clever gamemaster will use this to his advantage: a colony cylinder is hard to
destroy, but what about destroying the shield generator?
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o SPACE SHIFPS e s e e S

+ SHIP WEAPONS

Space ships of the twenty-third century are very different from the practical designs used in the | “ekton Empire: Savian Chrenicles
early age of space exploration. Instead of just being a support frame for habitat modules, fuel tanks
and engines, modern vessels sport a thick ablative skin and @ massive architecture designed to * Laser Pulse Cannon; Laser Battery
stand erosion and lenghty acceleration.

© Plasma Boit Cannon: Particle Cannan

Each ship relies on powerful fusion thrusters (called plasma drives) to accelerate at a rate of 1 gee  PSga Moo | Labier:
(the normal acceleration at the surface of the Earth) for half the voyage, then turn around and
decelerate at the same rate for the rest of the trip. Except for a short weightlessness period * Kinatic Kill Cannon: Kinetic Kill Cannon
midway through the trip, the passengers feel a normal gravity during the transfert, much to the
relief of some weak-stomached travellers. When the ship is in acceleration, "up” is toward the ;
nose and "down” toward the engines. The internal arganization of 3 ship is thus very similar to a «Plasma Torpedoes: Hoavy Particle Accelerator
skyscraper, with decks stacked on top of each other instead of following the lenght of the hull like
a plane or a boat. Because of the occasional periods of zero-gee, the furniture has small velcro * Tochyon Accelerator: | Heavy Railgun
straps to tie down free-floating objects.

Missile Bay

| *Thermal Lance: Heavy Laser Cannon

* X-Ray Megalaser Heavy Mass-Drivar

Ships are generally not equiped ta descend on the surface of a planet. Aside from being non-
aerodynamic, they are much too heavy to land on anything bigger than an asteroid, The exceptions
to this is the Moon, were small ships routinely land to transport cargo. To boost them back in orbit,
a special system called Laser Lifter uses a high intensity laser beam to heat special solid boosters : :
mounted under the ship and thus propel it back into orbit. The bridge of a modern spaceship has a
rather peculiar design. It consist of an
enarmous half-sphere covered with high-
definition monitors (much like a state-of-
the-art planetarium), with the operator and
crew siations attached to pivoting mounts
much like a G-cockpit. Each station is
equipped with individual monitors and
controls configurable both to the job and
fo the operator’s taste.
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THE SOLAR SYSTEM

SHIPS OF

Here is a partial listing of ships from all
over the system. This list is neither
complete (the ID numbers were not
included for lack of space) nor completely
representative, but it gives a good idea of
some of the vessels currently in use. A

more complete guide will be forthcoming.

JOVIAN CONFEDERATION

Type

Nome

Godsfirs
Thunderbolt

Flagship
Destroyer

JSS Godsfie
JSS Boxmr
JSS Battleaxe
J55 Brave
J85 Defiant
JS5 Daring
J55 Steadiast

Type

Name

Tengu

Corvatte

Battleship

L Carrier

CSS Arzana
CSS Tacoma
LSS Murban
€SS Zurana
CSS Miyw
LSS Murasame
CSS Harusame
CSS Isonami
CSS Mekami
CSS Aname
CSS Poseidon
CSS Cyclop
CSS Diomede
CSS8 Scylla
C55 Medusa
CS5 Charybdis
CSS Ayase
C55 Mikuma
CSS Iwase
LSS Kumano

COMMERC |

Type

Name

Imari

Agquarius

Cargo

Liner

Tanker

55 El Paso

§5 El Dorado

88 Falcon

58 Julia I

Oid Bucket

Mack

White Crane
Rosales

55 Oueen Mary IV
58 Queen Millenia
§S Island Bird
Georgia On My Mind
SST Alliance

SST Zephal

55T Infanta Helena
55T Orsa

BRICRIU.CLASS

The ships are props and sets more than they are fighting vehicules. For this reason,
they are designed using the Mekton Empire rules, with a few modifications:

1)

2)

3)

4)

Screens are not used, but the screen rating will represent the SP of the hull
instead of the listed SP. Increases cost 200 CPs per extra point of SP, up to
double the original SP.

Staged penetration reduces the available SP by 1 for each hit, just like regular
Mekton armor. Alpha-grade armor is available at one and a half the usual
price. (You would thus add 100 CPs per original point of armor along with 300
CPs for each extra point.)

Star Class weapons are not available. They may be exchanged for weapon
mounts at the rate of 2 main weapon mounts for 1 Star Class, or 4 batteries for
1 Star Class mount.

Main weapon mounts can be exchanged for Battery mounts at the rate of 2
batteries for 1 main weapon. The reverse is not possible, however.

A mecha bay can be converted to two battery hardpoints. The reverse is not
possible, however.
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5] It is possible to equip a ship with a catapult to launch exo-armors and other
vehicles. Such a catapult takes the place of one weapon battery, and cost 100
CPs. The catapult takes no interior space (being mounted on the outside of the
ship) and confers a free movement of 12 MA to a catapulted unit on the turn in
which it is launched. It is accessible via a mecha bay airlock.

6) The names of the various weapons have been changed, although their game
statistics have not. Refer to the sidebar for an equivalency chart.

7)  Once a ship is reduced to 75% of its original damage capacity, it runs the risk
of losing structural integrity and disintegrate on a roll of 1 on a d10. At half-
damage, the risk goes up to 1-3 on a d10. At 25% of its original damage capac-
ity. the risk goes up to 1-6 on a d10. Once all the Kills are gone, the ship is
transformed into a lifeless hulk automatically.

War tends to cause great advances in the medical field out of the need to get trained
personnel back to health in the shortest possible time, and keep them that way.

Medicine in the twenty-third century uses limited genetic engineering to create custom
drugs and viruses designed to specifically treat an illness. It is customary for an indi-
vidual to be gene-mapped at birth to check for any possible disease. This map is often
saved for future references in designing a suitable cure, and is considered copyrighted
by the person.

Limited accelerated cellular regeneration is possible and often used to regrow missing
limbs and organs. It is not a routine procedure, however, and places severe stress on the
body of the patient [see Mekton Il Rulebook, p.54]. Nanoids (microscopic robots) and
various custom-designed viruses are used; the patient is immobilized for the duration of
the treatment.

Cloning is possible. In fact, attemps were made as early as 2027. Using cells from one
or several donors, zygotes were prepared and placed within an artificial womb. Although
it was a success medically, the “bottled humans” (as they were called by the press of
the time) were mentally unstable and most committed suicide in their teens. A popular
hypothesis states that the lack of human contact during their growth in the womb is
responsible for the long-term failure of the experiment. Whatever the actual cause,
cloning is frowned upon by most people and is an almost forgotten corner of medicine.
It is illegal to clone someane without his or her consent.

All the rules in the Medical Section of the Mekton Il rulebook are in effect. ' HEAVY PISTOL . ALTERNATE
And before a player asks: no, it is not possible to clone a character and
thus bring him back to life. Cloning is illegal, period. Besides, since brain
transfer isn’t possible, it wouldn't really be the character anyway...

s PERSONAL EQUIPMENT

All the personal items described in the various Mekton rulebooks can be
used in a Jovian Chronicles campaign. They are not listed here because of
a lack of space. The only items not available are those based on anti-grav
technology. as it does not exist yet in the Jovian Chronicles setting.
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o o T3 T I T 1) T (2.1 T K (T S LT e YA .. PATHFINDER
EHL— u4 PHTHFIN"EH PROBDUCTION CODE! ..ottt itiiieariieeeiian EAL-O4
MANUFACTURER: ...................... JOVIAN ARMOR WORKS

ol Tk GENERAL PURPOSE SCOUT EXO-ARMOR

CONTROL SYSTEM: ......ioiiieiiiineiinir i, LINEAR FRAME

[ 21T 2 o of SR S ST P A 0 L O U0 A SR A o 154 M

1T L 1 9 0 1 0 £ g 8 R 28.4 TONS

PEWEIR - BUANTE Lo oded o 1550 KW

MAIN [THRUBTRRB. ... | Lo feieeoteerbebedonsesatanrasobvioiee e 18

APOGEE MOTORS: ......oovoieeieseeeentteeeeniesesaaes e 17

ARMAMENT: ................. (o1 JOVIAN OPTICS B52A PARTI-

CLE CANNON., 2 MMJ-4 MIS-

! SILES, 2 PL3 PLASMA LANCES
EQUIPMENT: ... ............co0iene SURVIVAL POD, MR-B85 EWAC
SYSTEM, BOOSTER UNIT (OPT.]

+ OVERVIEW

FRONT TORSO CUT-AWAY;

The Pathfinder is one of the oldest exo-armors NOTE HEATSINK ON TOP

in the Jovian military arsenal. A development
of the ill-fated EAL-03, the Pathfinder was found
to be a rugged if simplistic design, easy to
field and maintain. It is now the standard light
EA of the JAF and is used mostly for patrols, 4 .
although its heavy armor and speed make it a - _ | LAMINATED AMOR
useful member of a combat team. Mast new- .
comers are assigned a Pathfinder since the op-
erating interface and onboard computer are very
user-friendly.

Armament is light because frontline combat
was not the primary design requirement. The
Pathfinder carries a Jovian Optic 652A particle
cannan to deal with any threat it might en-
counter, The cannon is mounted on a modular
rack on the right arm, which enables the tech-
nicians to easily replace it with another weapon
{although this is rarely done). As with other
Jovian weapon designs, it is made up of modu-
lar sections for easy repair and upgrade ca-
pacities. In case of unexpectedly strong oppo-
sition, two medium missiles are mounted on
the left shoulder; twa plasma lances are also
available for close-in fighting, stored in thigh
flip-open compartments.

Long range sensors are standard issue on all
models. An interesting characteristic is the blast
shield, which can be lowered to protect the
main sensor array in case of a massive explo-
sion nearby. A medium-range radar and EWAC
system is mounted on the right shoulder to
enable the Pathfinder to find any intruder us-

PARTICLE CANNON NOT SHOWN
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MR-65 EWAC SYSTEM

MANIPULATOR

PRIMARY SHOCK ABRSORBER
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THIS CUT-AWAY VIEW REVEALS
THE INTERIOR ARRANGEMENT OF
THE SENSOR ARRAY IN THE
PATHFINDER'S HEAD UNIT. NOTE
THE HEATSINK MOUNTED OVER
THE ELECTRONIC PACKAGE TO
PREVENT OVERHEATING.

ing either standard radio communication or a
search radar near its patrol trajectory, The
EWAC array is replaced on the Pathfinder-S
{Strike) by a cluster missile launcher for raid
and light assault purposes.

* VARIATIONS

The Pathfinder has been used as the basis for
several specialized exo-armors. In addition to
the aforementioned S version, the Pathfinder
B, LRS and ML are also commonly seen in the
Jovian arsenal.

The B version is the bomber, carrying several
heavy warheads to use against large, slow-
moving targets. It is equipped with large shoul-
der pods to accomodate some extra thrusters
and the missiles. The ML is very similar in
appearance, but has mine-laying eguipment
instead of missile launchers. Few of these have
been built.

The Long Range Support version is also quite
rare, chiefly because it is expensive to pro-
duce. It replaces the EWAC array and the twin
missiles with shoulder-mounted beam cannons.

« SERVICE RECORD

The Pathfinder is the Jovian exo-armor that has
seen the most combat use to date. This is
because its scouting missions often bring it in
contact with pirates and illegal scavengers,
which will oppose the Jovian forces with small
ships-and dated spacefighters.

# Jovian Armor Works
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N ) (SR 1 T T O S |
P B ] 0.1 P s s ot oot o 4 0 1 RETALIATOR
PRODUCTION COBBI ...\ ihesiaiiiratogids gt EAM-O3
MANUFACTURER: ......ooovieiiiin JOVIAN ARMOR WORKS
UBE! ... GENERAL PURPOSE INTERCEPTOR EXO-ARMOR
CONTROL SYSTEM: ..o i LINEAR FRAME
T o 3 0 Y R R O 3 R B A B 155 M
T o P U R R N S 5 5 W P Y O Y 37.7 TONS
POWERPLANT: .............. s bttt fed ekt 1598 KW
MAIM THRLIBTERB ... i covieinisdonssssanssobogiasoorsaqrmoobsprgenions 12
APOGEE MOTORS! ... 0 oooouiiiariiniieasnatennanntereasihbsdodiih 13
ARMAMENT: .........cocoooamnens 1 JAW-11 RAILLGUN, 4 MMJ-4

MISSILES, 10 LMJ-2 MISSILES,
2 PL3 PLABMA LANCES
EQUIPMENT: ..........cccvviiiees SURVIVAL POD

s OVERVIEW

The Retaliator is the standard medium inter-
ception exc-armor of the JAF. Many of the
actual Jovian exo-armor designs are based on | JAW-11 RAILGUN CUT-AWAY
this machine, as its reliability has been proved
many times over [although it isn't entirely flaw-
less: see below). Well-armed and fast for its
size, it can take on opponents bigger than it-
self and still come out on top. The Retaliator is
commonly found in strike teams along with
Pathfinders because of its high speed and heavy
armament.

What this machine is lacking is armor. To en-
sure speed and maneuverability similar to that
of light exo-armors while still carrying heavy
armament, compromises had to be made. The
extra mass needed for weapons and thrusters
came off the limbs armor, much to the dismay
of the pilots assigned to the machine. To save
further mass, the engineers tried to reduce the
size of the thrusters by using a new plasma
injector cone with pre-heating. It worked, up to
a point: because the verniers have to operate
at near maximum level for extended periods of
time, they overheat easily, which can cause a
shutdown {or, even worse, an explosion, in ex-
treme case). Green pilots often bum out the
thruster array on their first sortie with a Retali-
ator, despite waming from the tech crew.

The Retaliator is equipped with the powerful
JAW-11 railgun, a proven modular design able
to send a Lexan shell with metal sabot straigth
through several inches of composite armor.
Because of the rapid wear of the gun's rails,
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NOTE LM.J-2 MISSILES
PLACEMENT
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MANIPULATOR

JOVIAN MECHA FITLE

no more than fifteen shots can be fired before
replacing the parts. Several pilots have at-
tempted to fire once more, only to have the
weapon jam and explode. However, it never
happened before the sixteenth shot. The engi-
neers are still at work on this strange problem.

* VARIATIONS

There have been few modifications to the ba-
sic Retaliator frame over the years, mainly
because building a Pathfinder variant for a given
operational role is much cheaper. To date, only
two versions exist, the Retaliator HA and C
models.

The Commander-type is nothing more than a
standard Retaliator with extra communication
and detection gear. it is undistinguishable from
the standard EAM-03 save for the extra anten-
nae. The Heawy Assault version, however, is
often mistaken for the heavier Vindicatar model.
It adds nearly 5 tons of armor as well as more
powerful missiles. The railgun is also replaced
by an arm-mounted rocket launcher.

+ SERVICE RECORD

Like the Pathfinder, the Retaliator has been
mostly used against pirates in the Jovian sys-
tem. A few were sent to assault strongholds in
the Asteroid Belt in conjunction with units from
the Martian Free Republic, which put both the
standard and HA versions to test

4 Jovian Armor Works
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7107 R e e e e e ot G ol O g, 8 U LAY 0. VINDICATOR
PRODUCTION CODE! ...t ceieesnaaenanss EAH-01
MANUFACTURER: ....................... JOVIAN ARMOR WORKS
UBE: ... GENERAL PURAPDSE HEAVY TRODPER EXO-ARMOR
CONTROL SYSTEM: ...ttt LINEAR FRAME
ST 7 o 10 0 R 1 0 0 A O 0 0 S e e e SO 16.4 M
0T T =y ; (S0 Dt A 1 0 S0 U O NSF Gt AU SO 0 G 85.7 TONS
PEWERBLARIT: bbb dideaietas b s b sen s s e e 1970 KW
CMAIN THRUBTERS: ......ooovvvveiieniseeennn T L 12
APOGEE MOTORS: ....................... 0 £00 1 Um0 s ...28
CARMAMENT: ... 1 JAW-15 MASS-DRIVER W/

JOVIAN OPTICS 54L LASER
CANNON, 2 JDVIAN OPTICS
AM-1 ANTI-MISSILE SYSTEM,
10 HMJ-8 MISSILES, 22 LMJ-1
MISSILES, 4 PL3B PLASMA
LANCES

EQUIPMENT: ... ....... S SO TR ESCAPFE POD, EXTRHA VERNIERS

« OVERVIEW

The Vindicator is currently the most powerful
mass-produced exo-armor in the solar system.
Because of its high cost, it is usually assigned
to proven pilots or squadron commanders only.
The massive armament and armor give the
Vindicator a tremendous advantage in combat.

The Vindicator program was started only two
years ago, in 2208, as a direct result of the
introduction of the Wyvern by the CEGA. The
JAF's generals felt that since the Wyvern was
nearly the equal of the Retaliator in combat,
they needed an even more powerful unit to
stay in the forefront of the arm race.

The Vindicator is such a machine. Although a
bit slow, its massive light missile batteries (lo-
cated on the side of its legs) can easily over-
whelm most close defense systems. The heavy
warheads carried on the shoulders and in the
backpack can even be used to destroy or se-
verely eripple small ships or damage large ones.
A pair of Jovian Optics anti-missile twrrets guard TANK
the exo against retumn fire.

Its most impressive weapon, however, is the
combination mass-driver/laser mounted on the
right arm. The presence of a non-ammunition
based weapon extends the combat endurance
of the Vindicator, enabling it to get rid of small
threats while saving the precious massdriver
ammunition for more important targets.

MANEUVER
VERNIER

[f the Vindicator had only those qualities, it
would indeed be king of the battlefield. Unfor-
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tunately, the development was rushed, leaving
serious flaws in some of the systems. For ex-
ample, due 1o a powerplant sensor malfunc-
tion, an overheat warning sounds every time
the pilot pushes his machine above the normal
operating parameters. Veterans are now used
to the problem, simply disabling the sensor and
relying on their “gut instinct” instead. The Vin-
dicator is also painfully slow compared to other,
smaller machines.

» VARIATIONS

Since the Vindicator is a relatively new design,
no variants were built as of 2210. There are
plans for a commander-type version, but pro-
duction is not expected to begin until late 2211

If the machine proves successful in service, it
will probably be adapted to a variety of opera-
tional roles such as interception, heavy assault
and hunter/killer.

» SERVICE RECORD

No Vindicator has seen true combat yet, al-
though computer simulations and mock battles
clearly established the superiority of the de-
sign. The JAF's high command is considering
sending a few Vindicators to the Belt to help
clear the way for the commercial ships. If these
operations are a success, the Vindicator will
probably be widely used by the JAF in the near
future, albeit in a slightly weaker and less ex-
pensive mass-produced version.

J Jovian Armor Works
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|
7 ¥ R RIS oo R O I s s e i ¥ T A R O 5 v 1 PROMETHELS
PRODUCTION CODE: .. L.yl e b dede b b fadina s EAX-CA
MANUFACTURER: .. ............. bt JOVIAN SKLINK WORK
UBE: ..., EXPERIMENTAL HEAVY EXO-ARMOR
- CONTROL SYSTEM: ... ookt ke e on d CIOOKPIT| WASAT
HEIGHT: ._........ 558 0 A1 1 0 00 0 L 1 168.2 M (20.8 M W/SA)
CWEIGHT: ...l B4 TONS (B1.8 TONS W/SA)
- POWERPLANT: ... 3508 KW (8652 KW W/SA GENERATOR)
MAIN THRUBTERS: ... ooioeeraieieinianneaneees 14 (48 W/SA
. APOGEE MOTORS:|...... BENVARRANDERE a5 +12 W/SA)
ARMAMENT: ....................2 PLASMA INTERFACE DE-

VICES, 2 FLASMA LANCES. 1
BEAM CANNON/STORM AT-
TACKER ADD: 2 HEAVY BEAM
CANNONS, 80 JSB-1 MISSILES,
1 PARTICLE SCATTERING GUN,
2 CRUSHER CLAWS

« OVERVIEW - EQUIPMENT: . .....o.o CAT SYSTEM, ESCAPE POD.

The Prometheus was originally intented to be ] .
the prototype of a new generation of exo- P . .
armors which would be more efficient, better
armed and faster than their predecessors. As o b

construction progressed, however, several ex-
perimental systems were added to the basic
frame of the machine, making it a one-of-a-
kind wonder, too costly to be reproduced.

Although greatly ressembling the earlier Path-
finder and Retaliator, the Prometheus is a totally
redesigned vehicle. The engineering team chose
to put the emphasis on maneuverability and first-
sight-first-kill capacity at any angle of attack.

To maximize use of the weapons and flight
systems, the cockpit uses a vectoring/self-cor-
recting computer, With the recent addition of
the highly experimental CAT control apparatus,
the Prometheus essentially allows the pilot to
perform most flight/fight operations without re-
lying on slow manual controls, thus greatly im-
proving the response time. Use of the new G-
cockpit help negates the violent inertial stress
associated with the high maneuvering capacity
of the EAX-C1.

The impressive weaponry includes two experi-
mental plasma interfaces. These can change
the function of their emitter arrays to serve
either as a beam cannon or a non-limited
plasma lance. If successful, these are expected
to become standard issues on future Jovian
officer units.
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MANEUVER VERNIERS

THRUSTER UNIT

HEAD UNIT CLOSE-UP
NOTE LARGE SENSOR ARRAY
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* VARIATIONS

The Prometheus is unique in its ability to use a
large “suit” of extra armor called the "Storm
Attacker” configuration. It was added to the
project’s requirements after intelligence reported
that the feasibility of large (80+ tons) exo-armor
was being studied by the CEGA engineers.

Instead of redesigning the whole unit to coun-
terattack this new developement, the Skunk Work
team chose to equip the Prometheus with addi-
tional bolt-on armament. Missile launchers were
mounted on the main body in large armared
housings, while a pair of powerful beam can-
nons provided the main punch. Large claw-arms
extend out of the missile units for close combat
— plasma lances would have been preferred, but
the energy requirements proved too great. A par-
ticle scattering gun was mounted instead.

Although the bulk of the extra weapon sys-
tems would normally affect the Prometheus'
performances, it is not so. Additional boosters
virtually negate the mass, even improving the
acceleration rate when used. If those thrusters
are put out of commission, all weapon housings
can be jettisoned in seconds, leaving the
Prometheus undamaged and unburdened.

+ SERVICE RECORD

Being an experimental unit, the Prometheus is
not expected to see combat. Computer
simulations have clearly shown that in the
hands of a capable pilot, nothing can resist its
sheer firepower and speed. Still, the military
high command refuses to commit it to any kind
of operation, deeming it "too valuable to use”.
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» OVERVIEW

The Explorer was originally a Jovian Armor
Work design which the JAF sold to the Martian
governments in the late 2180s. It is representa-
tive of the first true exo-armors and as such is
not very sophisticated.

The Explorer, original Jovian code EAL-02, was
used by the JAF from its introduction in 2175
(when it replaced the EAL-01, the first EA in
existence) to its gradual replacement by the more
advanced EAL-04 Pathfinder, The machines still
in service were gradually transfered to the
Martian Free Republic army, although a few
ended up as the first exo-armors of the Martian
Federation (by a twist of fate — the nomads
responsible for delivering them simply sold their
cargo to the Federation for a higher price).

Eventually, Martian Metals, a mining and heavy
equipment company, began producing a home-
grown copy which was almost identical to the
original Jovian design. The name was retained,
but the identification code was changed to
MEAL-0Z, the M standing for Martian.

The machine has not changed much over the
years. Except for the Martian-build computers
and communication systems, everything is
pretty much the same as it was when the Ex-
plorer served with the JAF. The armament is
still of Jovian manufacture, although a few units
spart home-grown designs instead of the JAW
railgun (this happens mostly with Federation
exo-armors, which use the Ares RJ-3 railgun -
a pale copy of the original weapan).
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» VARIATIONS

Since the Martians have so few exo-armors,
they have been forced to adapt them to vari-
ous operational duties. The most common vari-
ant is the Desert Fox, a ground version of the
standard Explorer equipped with air filters and
slightly larger feet far better efficiency in the
desert dust. it is used as heavy support for the
exo-suited troopers on the battlefield.

MR-25 EWAC SYSTEM

» SERVICE RECORD

As the Explorer serves in both Martian armies,
it was inevitable that a confrontation between
two exo-armors of this model would occur. In
2194, a group of Federation soldiers, out on a
wargame operation, “accidentally” crossed the
border and found their way into the Republic's
territory. As defending troops approached, the
f : Federation's lone Explorer "mistook” them for
RAIL GUN \e/ /¥ \ _ their game adversary and opened fire. As the
\ fight took dangerous proportions, a Republic
Explorer was sent as reinforcement.

The resulting fight lasted nearly three hours as
the opponents were evenly matched. The Fed-
eration pilot finally made an error and his bat-
tered machine was vaporized when its reactor
went critical. As the heat of the incident died
down, formal apologies were exchanged and
the first and only Explorer vs Explorer confron-
tation was relegated to a dark corner of Martian
history.

HEAD UNIT CLOSE-UP;
NOTE FRONTAL AND
LATERAL SENSOR ARRAYS

MARTIAN METALS

MEAL-02 Exmorer

Description

VArious Views
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Like the Explorer, the Defender was originally
a Jovian Armor Work design sold to the Martian
governments. The initial project was started at
the same time as the Explorer project, which
may account for the visual similarities of the
two machines.

In the summer of 2173, the military asked for
two new classes of exc-armor to replace the
EAL-D1, which was fast becoming obsolete. One
would be the next “light” EA, while the other
waould be the first of a new “medium” class,
better suited to more dangerous missions. As
time went by, both engineering teams ended
up borrowing a lot from each other in an at-
tempt to speed up the design process. Thus,
the planned rocket bays were replaced by Ex-
plorer-style missile canisters when a reliable
lnader couldn’t be miniaturized enough to fit in
the Defender’s leg units.

The Defender is early flights proved the overall
soundness of the design. It served in the JAF
for the same period of time as its smaller breth-
ren Explorer, and was also sold to the Free
Republic after its tour of duty in the Jovian
forces. At first, the Federation couldn't get their
hands on the new unit, much to their despair,
until a commando team successfully stole the
plans and some test data from the Martian
Metals plant in Republic territory in 2191, Soon
after, Ares Corporation became the second
manufacturer of the MEAM-01.
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*» VARIATIONS

Like the Explorer, the Defender is the basis for
several operational variants, many of them
related to combat in the dust of the Martian
Desert. The best known versions are the Camel
and the Rifleman.

The Camel places the emphasis on desert
survivability. As such, it is equipped with air
filters and extra reserves, as well as a reliable
and rugged massdriver. The missile canisters
are replaced by disposable packs of short range
rockets strapped to the side of the legs.

The Rifleman is primarily a long-range support
machine. Sporting a large backpack-mounted
railgun, it is not equipped with the desert pro-
tection system of its brethrens and must be
carefully monitored by a nearby tech crew
during a battle. This is usually only a minar
annayance since it is generally used far from
the actual battlezone.

« SERVICE RECORD

Like the Explorer, the Defender has been in-
volved in a number of minor conflicts along the
borders. To date, no Defender has been lost in
combat by either side.

Rumors abound that the Federation will possi-
bly replace their Defenders with the new CEA-
05 Wyvern (which, ironically, is based on the
Jovian design) in the coming year, but they
have not been confirmed yet
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MP-21 SRBERTOOTH TIGER

+ OVERVIEW

The Sabertooth Tiger (commonly referred to as
simply “Saber”) came to be in late 2184, when
the Federation felt the need to replace their
aging "Hunting Tiger" exo-suits. These had
been in use for nearly twenty years and, de-
spite upgrade following upgrade, were now
completely obsolete by modemn battle stand-
ards. The Federation military design section
worked closely with technicians from Ares
Corporation to design the new unit in the least
amount of time possible (Federation officials
wanted the suit for the centennial of the inde-
pendence). After a mere six months of design-
ing and testing, the Saber was distributed to a
few elite units of the Army, The Saber would
not see mass-production before 2192 however,
when it became the standard mechanized in-
fantry unit of the Federation.

The Saber, although smaller than its predeces-
sor “Hunting Tiger", is still just as bulky, with
big slumpy legs and arms. [ts armor is espe-
cially thick on the lower legs, thighs, shoulders
and torsa, with angled plating to help deflect
incoming projectiles. Articulated areas are pro-
tected through the use of heavy composite
cloth, flexible yet tough, which also doubles as
protection against sand infiltration.

+ VARIATIONS

Several specialized versions exist, the best
known being the engineering suit. Most of the
other variants differ from the MP-21 by their
armament only, replacing the autocannon with
a rocket launcher or any of the modern infantry
weapons. A few were also modified for crowd
contral.

« SERVICE RECORD

The Sabertooth Tiger is routinely used as a pa-
trol and crowd control unit by the Federation. It
is also used against pirate raiders and has been
involved in several military operations.

The Saber has recently been sold in massive
guantities to the CEGA. It is expected they will
be deployed on Earth and on the Maon.

""" FI1LE
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HG6-43 SAND STALHER

I
 DVERVIEW

The Sand Stalker is the Martian Free Repub-
lic's best known exo-suit. Light and very agile,
it is mostly used for border patrol and lightning
strike.

The need for a new, more efficient exo-suit
appeared in 2192, when the Federation started
mass-producing the Sabertooth Tiger. Studying
the known specs of the Saber, the Republic's
engineers discovered that the design could be
much improved upon.

By using a new type of armor, composed of a
sandwich of Ti/Al/fiber-reinforced plastic, the
projected weight of the suit was decreased
substantially. Although it was lighter, the armor
plating was actually more resistant and flex-
ible than the ane used on the Saber. The over-
all frame was also made lighter and smaller to
allow operations in urban areas. Because of
the suit's new dimensians, @ more ergonomic
layout was chosen, leading to a design made
of curved plates and flexible composite cloth
which was very comfortable and easy to use.

Powerful fan thrusters are placed in the
backpack. The air intakes are located in the
backpack itself and on both side of the torso;
a heavy dust screen protects the dual turbines
from the desert dust.

* VARIATIONS

Since the Sand Stalker is an exo-suit, it can
use practically any man-sized weapon, leading
to an enormous diversity of models. A commaon
variant uses the large Ares RU-30 rifle which
fires caseless, sabot-discarding rounds.

» SERVICE RECORD

The Sand Stalker entered service in late 2194
at the Chryse outpost. Since then, it has seen
a lot of action, being part of virtually all of the
Republic's military operations.

A few have fallen in the hands of pirate bands
over the years, but these are generally poorly
armed and inadequately maintained.




CEA-01 SYREEN

s OVERVIEW

As the seftlements resumed contact with Earth,
the newly-formed CEGA was amazed by the new
war machines they saw. They were a little
waorried as well. The Syreen was hastily designed
to be a stopgap measure to the recent colonial
advances in exo-armor technology. Using an old
OTV (Orbital Transfer Vehicule) model, the CEGA
technicians built a legless and crude craft capa-
ble of defending itself in hand-to-hand combat
as well as carrying anti-ship missiles.

Although actual models use a custom designed
booster, the onginal prototypes of 2186 were built
around decommisioned OTVs. This caused endless
problems [as well as one explosion) before the project
leaders finally decided to build new chassis for the
vehicles. Because of the onginal nature of its propul-
sion syster, the Syreen is capable of high accelera-
tion, but suffeers from poor range and maneuverability.
The latter was improved by the recent addition of
vectoring plates to the main nozle. These plates
need constant attention however, and many techni-
cians complain they are spending too much time on
them

After several successful simulated ambushes in
the Asteroid Belt, the vehiculle was dubbed
Syreen for its appearance and its ability to lure
opponents into @ well-prepared trap using its
ECM pod. The pod was too costly to use on all
EA, so it was later decided that only the officer
variant would carry it on the production model.

The most amazing piece of equipment is surely the
Active Close Defense Laser System (ACDLS for short),
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a computer-guided, variable range laser array com-
posed of four independently focusing lenses. These
serve as the Syreen’s main ranged weapon, except
when an opponent approaches the Syreen within 25
meters: the computer then automatically takes over
and fires at the new threat. This is beginning to
cause problems as Syreens routinely open fire on
friendly units, acting on misread IFF signals.

« VARIATIONS

Being a jury-rigged machine built only to be re-
placed by more advanced designs, the Syreen
was never adapted to other operational roles.
Apart from the Commander type, which carries
an ECM pod on the back of its head, no varia-
tions were constructed.

All Syreens share the ability to use the SOBU-1
rocket booster to launch from a ground facility
to low orbit. The ACDLS is covered and cannot
be used while the booster is attached, however,
the pilot must first jettison his SOBU to fire.

+ SERVICE RECORD

The first incident involving Syreens occured dur-
ing the testing period when a small pirate cruiser
mistook the CEGA team for prospectors. The
pirates were quite surprised when what they
thought to be mineral-gathering shuttles turned
out to be a pack of dangerous combat vessels.
Needless to say, the cruiser was vaporized after
only a few seconds of combat.

After the Syreen officially entered service, things
calmed down. Other than police and patrol duty,
the machine never sees much action nowadays.
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CER-05 WYVERN B s s e
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- OVERVIEW

As the Retaliator was gradually introduced
in the JAF's front line units, the CEGA
Council decided they needed a new, more
madern exo-armor design to face it. Al-
though efficient, the most recent updates
of the Syreen were hopelessly outclassed,
so the research was oriented in a new
direction.

First, arrangements were made with the
Martian Federation to buy two of their old
Defenders. These were moved with great
secrecy to the LAC base in the Tycho Cra-
ter to be deassembled and studied. Then,
using the basic frame as a guide, the
engineers set out to create an exo-armor
which could stand against current Jovian
designs and win.

The head unit was completely redesigned,
scrapping the front and lateral sensor
arrays of the Defender and replacing them
with a single large plate. Although this
somewhat limited the field of vision of the
pilot, it was easier to maintain and made
room for an anti-missile system as well as
two massdrivers for close combat. The
armor plate covering the neck unit was
retained for additional protection.
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HEAD UNIT CLOSE-UP;

NOTE NARROW SENSOR PLATE,
ANTI-MISSILE SYSTEM AND CLOSE-
DEFENCE MASSDRIVER

It was decided that a large railgun would
provide the main firepower, even if the
ammunition supply would be limited.
Unfortunetly, the hip missiles had to be
dropped to clear some tonnage. The leg-
mounted missile canisters were retained
but the light rackets were replaced by more
powerful ones. A pair of medium missiles
completed the armament.

* VARIATIONS

Although the Wyvem is a recent design, several
variations are already into production in an ef-
fort to modemize the Armed Forces as fast as
possible. The most commonly seen modifica-
tion is the CEA-05R, which replaces the railgun
with a large rocket canister for massive bom-
bardment capacities.

Itis unclear whether the CEGA plans to make
the Wiyvern their standard exo-armor, but it
is likely that it will not replace the faithful
Syreen and Gnome for at least a few years.

» SERVICE RECORD

The Wyvern has not seen true combat yet, but
wargames with Venusian HOF troops have
proved the soundness of the overall design. Its
only major flaw is the lack of an energy-based
main weapon system, which greatly limits the
operational range of the unit.
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il S
s OVERVIEW |
This fighter actually dates back to the pre-CEGA
days of the civil war, when it was used by
several factions for quick orbital strikes.
Launched from the ground with a booster pack,
the Gnome is equally at ease in space or in
atmosphere; it is even capable of unaided
reentry. The design is simplistic, easy to re-
pair, and can lauch from virtually any flat sur-
face. This characteristic was made possible by
the addition of a mission adaptive wing for
maximum lift. The original cackpit had a bub-
ble canopy, but it was replaced around 2175
by a set of sensors, giving the pilat more pro-
tection than before. The armor plate covering
the cockpit can be ejected via a set of explo-

sive bolts to allow the pilot a normal, albeit
limited, view of the outside.

The armament was originally composed of three
air-to-air missiles, but Gnomes from the 10C
version and up usually use railguns and a re-
tractable missile bay on the back of the fuse-
lage. This bay replaces a fuel tank, but both
create a distinctive “hump” which give the
fighter its name

« VARIATIONS

Over the years, several variants appeared to
fill widely different operational roles such as
interception, escort, recan, bombing, etc. The
CFB-10H version carrying heavier missiles and
laser-guided bombs is commonly used, although
it is much slower than the rest of the CFB-10
series. Also in wide service are the 10B twin
seat trainer, the 10R photo-recon unit and the
10J ground attack plane.

« SERVICE RECORD

The Gnome was first used during the early days
of the civil war to knock out orbiting battle sta-
tions and prevent them from being used against
ground targets. Today, exo-armors are preferred
as they are generally more agile.

On a planetary surface however, the situation
changes as the exo-armors lose their ability
to fiy. Thus, most planets maintain a force of fight-
ers o act as a first line of ground-side planetary
defense.

Xavion Chrysvlophax (purchased fromm RPGNow.com)

MECHA FI1LE

NEAIMIE S ... .0 oo ideiibataauntiabadasiamobatrassssbinesivsbogoanasorsys GNOME
PRODUCTION CODE: ........icvvviiiiioviasriiieiisiiiies CFB-10D
MANUFACTURER: .............. NORTH AMERICAN AEROSPACE
GROUP
U] - U o o R e e S e i 148 Ny i o e o o ASSAULT AND ALL-WEATHER
INTERDICTION
CONTROL SYSTEM: .........................STANDARD COCKPIT
LI 11T e g TPt o S SR R S SN PO e S PR AP e GOP SO SRR I S Rt 1283 M
WEIGHT .. cavessidriesiete dosannepsdasnasey svsie st ssesanresy 24.5 TONS
POWER PLANT I ...t iiihiben e s fiarshsasaasirsaies 878 KwW
MAIN THRUBTERS: ..[... ... 0 ciiibiaasiaa eyl 1
APDGEE MOTORBE: . .....c.cconiivtiaingriinrrataissiers desnmibedsdosles 12
ARMAMENT: ...........c.cocimaen 2 RAILGUNS (VARIODUS MANLU-

FACTURERS), 10 MEDIUM MIS-
SILES (WARIOUS TYPES).




JOVIAN MECHR FILE _-

CXE-O01 DRAGONSTRIKER

+ OVERVIEW

As the work of Doctor Agram Peyarje progressed, it became clear that his “cyberlinkage” could be
used to control a machine with incredible efficiency. The Council thus deemed Dr. Peyarje con-
scripted and put him to work on a practical version of his equipment which would be used on the
highly secret Dragonstriker Program.

The result of this program, the Dragonstriker, is a one-of-a-kind experimental model designed for maximum-
performance, long-range heawy assault and combat. Fast, thickly armored and anmmed like a cruiser, it does
desanve its name. Aside from being one of the most powerful space-fighting machines ever built, the Dragonstriker
is also the first to be equipped with the CAT system (see CAMPAIGN for more information), which boosts the
performance of the pilot by reducing the control interface response time.

The highly advanced CAT system is installed in a G-cockpit instead of a linear frame to counter the tremendous
G-load inherent to heavy combat. This G-cockpit has no actual articulations (aside from manipulator controls)
and relies instead on the sensor pick-up of the CAT to move the exa-armor’s limbs.

The Dragonstriker is also equipped with the Maximum Sweep™ high-resolution digital optical
relay, giving the pilot a nearly wrap-around field of vision as well as providing him with visual cues
to increase his awareness.

To maximize the use of the CAT/Max Sweep™ system, the armament carried by the Dragonstriker is
equal in firepower to what most small cruisers are using. The main punch is provided by four continu-
ous-firing beam cannans, located on either side of the exo-armor's main booster unit. Although very
powerful, they are a bit inaccurate and are better used on slow-moving targets. For extreme situation,
four low-yield Mk 35 fusion warhead missiles are mounted on the shoulder units.

For fighting against smaller opponents such as exo-armors, four linked 30 mm vulcan cannons are
mounted in the chest area, just above and on both side of the cockpit. Another two 30 mm cannons
are mounted on the head, facing the rear to prevent any rear-arc attack. Additional protection is
assured by a pair of shoulder-mounted laser turrets for anti-missile use. Finally, a pair of high-
intensity laser cannons are mounted in the booster pointing to enable strafing attacks. The
Dragonstriker isn't helpless in hand-to-hand combat either, as the tips of its fingers are equipped
with reinforced claws able to tear through the toughest armor.

The whole project is shrouded in the greatest secrecy, although some rumors have started to filter
out. Only one prototype was built because of the enormous cost of the design.

+ VARIATIONS

Since the Dragonstriker is a one-of-a-kind prototype, no variations were ever built. There were a
few proposals for a mass-produced long range bomber version, which would have added more
missiles at the expense of both the heavy beam guns and the costly CAT control system, but it is
unlikely that such a costly design will ever see the light of day even if the Dragonstriker performs
up to CEGA's expectations.

« SERVICE RECORD

The Dragonstriker has not been used yet. Since the whole project is highly secret, the military
authorities prefer to keep it hidden until absolutEly needed.
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Abraham J. Marshall,
Head Technician,
Dragonstriker Project
LAG/VAC Testing Facilities,
Tycho, Moon

February 12, 2210

To: Admiral Russel E. Kieb, 1st Escort Fleet

Re: Progress Report, Dragonstriker Project
Subject: Final Pilot Selection

The Dragonstriker is now nearly completed. We en-
countered a few setbacks during the delicate adjust-
ments of the Cyberlink Activated by Thought system,
but most of the bugs have been worked out. | do
believe it was unwise to let Dr. Peyarje attend the
Solar Scientific Convention during such a critical
phase of the construction, but | understand the need
to keep up the public image. Nevertheless, his reluc-
tance to work with the team lately has been respon-
sible for many production delays,

Now 1o the matter at hand, We have been conduct-
ing tests to isolate those among our exo-armor pilots
who can focus their thoughts enough for the system
to be able to read them. So far, only four pilots have
reached my minimal requirements. You have to un-
derstand that the sensor apparatus is still quite crude
and that only an exceptionally disciplined person can
effectively use both the CAT and the Maximum
Sweep system,

The finalists are, in order of test score;

1) Ligutenant Ranho Garand 97%

2} Lieutenant Alberto Monteya 92%

3) Captain John K. Montgomery ~ 89%

4) Lieutenant Louise Calabrese 85%

Our final choice has thus been Lieutenant Garand.
He is an extremely loyal soldier and it is my pro-
found belief that he will make the people of Earth
proud and strong.

However, we still have but one unit. As soon as Dr.
Pevyarje comes back, | intend to direct our researches

__on refining the sensor definition to lower the piloting

requirements. As usual, | shall keep you informed of

the results.

e J. oy

Abraham J. Marshall
Head Technician
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NAME: .. aocnnidalaniiaaran sl g DRAGDONSTRIKER
PRODUCTION CODE: ............ci00iiiiieiinnianies N e o CXE-O1
MANUFACTURER: ...................... VENUS AEROCORPR / LAC
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6 30 MM VULCAN GUNS,
2 MEDIUM LASER CANNONS,
4 MK 35 FUSION MISSILES,
2 ANTI-MISSILE TURRETS,
2 CLAW-TIPPED HANDS.
EQUIPMENT: ...................... CAT SYSTEM, ESCAPE PFPOD,
DETACHABLE BOOSTER
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THE JOVI AN
CHRONICLES

CAMPAIGN

he Odyssey of 2210 and the sub-

sequent Battle of Elysée should

be marked as two of the most
important moments in the history of the
Jovian Confederation. Although many details
will forever remain obscure, their social
and political influence would affect the entire
solar system’s evolution for vyears to

come...”

- Anonymous Teacher,

Jovian Institute of History

« PLAYING THE CAMPAIGN

The campaign is a good way to introduce players to the universe of the Jovian Chronicles. It
contains 12 episodes which are meant to be played sequentially. An episode doesn't have to be
played in one night: indeed, some of them may take a few game sessions to get through, while
others will just zip by. Because of space restrictions, only the outlines of each episode are pre-
sented here; it is up to the GM to flesh them out.

Each episode has been divided in several sections for easy reference. Summary quickly recaps the
action (including the events influencing the story without the players’ knowledge) while the Stary
section describes in detail what is happening in that particular episode. The GM should try to
incorporate the Lifepath of the PCs into the stories; a good way to involve the players even more
could appear as a result.

Since players will rarely follow a scenario, a few Episode Goals dictate when and how they will

move from one episode to another. This will give a lot more breathing room to the GM and enable
him and the players to explore several side stories.
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Sets, Props, and Cast are pretty much self-explanatory. The various sets can be found in appen-
dix, while the cast and props will be found in the chapters respectively called Character Guide and
Mechanical Catalog. Sometimes, a ship will qualify for both Props and Sets; it is then listed only
in the Sets section.

The last section is called Possible Subplots. These are elements that will allow the gamemaster
to customize the campaign for his players. They mostly present annoying problems or plot twists
that will keep the players busy and entertained if the main action is getting a little slow.

WARNING! The following is a brief outline of the main plot which will undoubtedly be of help
to the GM. If you intend to be a player in this campaign, stop reading now or you will ruin your
fun. Indeed, knowing the plot in advance would make the whole adventure pointless.

It is a known fact the CEGA has aggressive external palitics. The CEGA main council aims to bring
back the whole solar system under one federation, which would be governed from Earth (of course).
Already, the orbital colonies and the Moon are members, while Venus and Mars usually go where
the CEGA goes. At least, that's the facade, one the CEGA main council unfortunately believes in.

The truth is, the council is just a puppet in the hands of the Venusians. The Venusian Bank is
probably the most powerful economic entity in the Solar System: with stocks in several important
companies (and sometimes in well-placed people), they effectively control Venus. They are careful
to hide this, however, as well as the fact they are also a very powerful political entity in the Solar
System.

The Bank maintains a network of spies to inform it of the various events happening in the settle-
ments. A month before the adventure begins, a group of Venusian technicians (secretly experiment-
ing a new type of control circuitry for exo-armors in the Jovian atmosphere) reported they attracted
a large “beast” floating nearby. As the creature was brought back to Venus, experiments revealed
it could produce a very small amount of serum which extended the life of various test animals.
Needless to say, the Board of Directors was greatly impressed and began devising a plan to build
a secret base in the Jovian atmosphere, knowing that the Jovians would never let them exploit the
beasts for themselves.

The plan was greatly endangered when one of the supply ships from the Ares base around Mars
was discovered by a Jovian patrol. If it wasn't enough, the inventor of the "bait” circuitry had had
defection in mind for a long time. What the Bank doesn't know (yet) is that he managed to send
a plea for help to the Jovian Embassy on Venus...

Now, on with the story!

« PROLOGUE

A mysterious ship on its way to Jupiter is intercepted by a group of young exc-armor pilots on
patrol. After a lengthy cat-and-mouse chase, the intruder is destroyed. Analyses reveal that the
ship probably came from Mars.

The Agora refuses to get the Jovian Confederation invalved, simply sending a note of protest to
the Martian government. President itangre, however, secretly contacts a group of loyal officers and
asks them to find out the truth behind the incident.

The prologue can be played as an optional introduction for the various players. Exo-armor pilots will
actually fly the mission, while technicians will analyze the ship's wreck. A reporter could become
friend with the pilots, learning about the incident. The possibilities are numerous.
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- THE FLOATERS T

The floaters are ane of the anly living species bigger
than viruses outside Earth’s ecosphers. Thay are gi-

. ant reppelin-like animals full of gas that float in the
* Jovian atmasphere. Discovering them a few waeks

ago has been really unexpected, but not as much as
when somebody discovered they were singing tire
same way Earth’s whales do. it was really a twist of
fate that this song was made up of radiations similar
to those emitted by the CAT test circuitry of the
Venusian team.

The biggest surprise was yet to come. Analyzing the
chmeal' make-up of the captured specimen, the

of the Jovian environment. [t worked the same way
on test animals, effectively extending their life. Unfor-
tunately, the compound was 1o complex to be syn-
thesized and each floater seemed fo produce only &
minor amount of it during its life cycle.

* THE CAT SYSTEM

The Cyberlink Activated by Mnﬁn brainchild
of Doctor Agram Peyarje, a leading scientist studying
brain/computer interaction. Using a 30 real-time ma-
trix scanner to follow and transiate the brain patterns
of its human operator, the CAT can effectively boost
the performance of the machine fo which it is con-
nected, The pilot also receives feedback in the form
of carefully induced micro-electrical currents which
complement the information received by more con-
ventional means. The CAT replaces the usual control
apparatus of the machine.

Game Effects: the CAT is & primitive version of the
thought control system presented ia the Mekiton
Techbook. M i far less dangerous to operate, but can
still fry the brain of the pilot given half a chance. The
CAT has the following effects:

1) Regardiess of the exo-armer’s current MV, it re-
ceives a +1 bonus (which may increase this factor
above tha normal 0 maximum).

2) The exc-armoer receives ene additional action per
tum regardiess of its current number.

3) Because of the active feedback device, the pilot
suffers one Hit directly to the head for every six Kills
of “intermal” damage sustained by the exo. Head gear
and helmet offer no protection,

The CAT system’s banuses do not apply when an exa-
armor is piloted by an artificial intelligence. Such
bonuses may only be obtained by linking a human
operator to the system. No more than one CAT may be
installed on one machins.

The CAT is a X.25 cost multiplier system and requires
no CP space.




SETS:

Khannan Base: the simroom, the PCs'’s guarters or the
bar, a conference room,

The “Georgia on my Mind”, 8 commercial ship bound
for Mars;

PROPS:

A Tew Jovian exo-armors (at least one per player, GM's
choice)

Any personal equipment the PCs managed te smuggle
aboard the ship.

CAST:

Commander Renberg, Jovian Armed Forces officers,
Roslin and Shayne, other Jovian pilots, the crew of
the ship.

EPISODE GOALS:
- Maintain the secret IDs through the trip;
- Discover who and what the ship is carrying;

POSSIBLE SUBPLOTS:

- A Player Character already knows one of the engi-
neers.

- Someone an the ship knows the character and is
threatening to blow his/her cover. i

EP I § 0

MYSTERY SHIP
T N —

After some warm-up simulated combat, the players find themselves “volunteers”
for a secret mission to Mars. They travel aboard a standard space liner/cargo when
they discover that the ship is not exactly as ordinary as it seems.

This episode will give the players a chance to get to know their characters and
generally use them in many different situations. Depending on the gamemaster and
the style of game he is running, this episode can be either short or very long.

The adventure opens as the PCs (all of them, including the non-pilot characters!) fight a desperate
battle in space against Jovian exa-armors. One by one, the players will get “killed”: the GM should
pass out notes explaining to the “dead” player that this was only a simulation, although he cannot
mention it to the others. Once everybody is out, the whole scene is revealed to be a simulation
to determine the outcome of a wager: who's the best pilot? A group of senior Jovian pilots will
exit their simpod with a wide grin, saying to the players that they now have to wash their exo-
armors from head to feet. They exit the room laughing in good spirit, inviting the losers to the
nearest bar to “help them drown their sorrow”. They even offer to buy!

The PCs exit the room and head back to their quarters to clean up. They can also go directly to
the bar. Either way, after some drinks and fun, the military players are summoned to a conference
room. Being off-duty, they have no idea of what to expect.

A group of officers receives them and secures the room. Commander Renberg does a quick recap
of the “Intruder Incident”, and then asks the PCs to go to Mars secretly to “snoop around” under
fake IDs. When the players ask why a highly trained specialist isn't sent instead, the embarrassed
officers answer that this is not an official mission, and it will be easier to "explain” their presence.
“Besides, the whale mission will probably be nothing mare than a fun cruise. We do nat expect
anything to pop up.” After the briefing, the non-military players will find excuses to tag along with
them.

Two weeks later, the players board the "Georgia on my Mind”, a commercial liner/cargo cruising
through the solar system. As they settle down, they begin to enjoy their trip.

To the PCs’ surprise, something does turn up as the ship transporting them is also carrying what
seems to be spare exo-armor parts. If the players are not inquisitive enough to look for trouble, they
will eventually stumble on clues by accident until they finally get the idea.

The plot thickens when the PCs discover that the crates are absent from the ship’s manifest, and
two passengers reveal themselves to be Terran exo-armor engineers...

SPACE NAVIGATIOMN - —

In space, there is no friction and only gravity, inertia and velocity affect your move-
ment. Each ship is thus limited by the output of its engines and the amount of
reaction mass it can carry. Couple that with the fact that the distance between the
planets are enormous and that the slightest error will put you thousands of kilometers
off-course, and it is clear why space navigation is such a delicate task.
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Most of the travelling between planets is done when the orbital trajectories require
the least transfer time, so as to consume the least possible amount of reaction
mass. Such opportunities are called launch windows.

Not everyone can wait for a favorable launch window, however. As a result, com-
mercial ships make regular runs through the solar system, ensuring that at least one
ship will be available at all times near wherever you are.

Another possibility for transportation are the many nomad colonies orbiting the Sun,
Most have a set orbit, much like that of a8 comet (only much more spherical in
shape), which brings them back through the same places at periodical intervals.
This enables cargo or passengers to be moved from planet to planet with a mini-
mum of energy (a shuttlecraft only has to match the velocity of the colony for a short
time). That is, if you don't mind the cramped living conditions and long travel times.

THE WORKSHOP OF
THE GOD OF WAR

By the time they arrive in Martian orbit, the players have figured out what the mysterious
crates are about. As they attempt to learn more about them, they quite literally stumble
upon a secret assembly line disguised as a factory. Meanwhile, the Bank's directors find
out about the scientist’s message.

This episode has a lot more action in it than the previous one. Tension will be running
high as the PCs have the impression they are close to solving the whole affair. Which
is very far from the truth...

Having discovered the nature of the cargo carried by the ship, the PCs attempt to find more about
them. This could include interrogation of the crew, search of the engineers’ cabin, infiltration of
the cargo bay, even seducing one of the engineers. Their investigations all point to an Ares
Corporation ceramic plant high in orbit above the planat.

Upon arrival in Martian orbit, the crates are transferred to a small tug waiting nearby. The PCs can
either "borrow” a shuttle from the “Georgia” (or the orbiting spaceport) to follow the mysterious
crates, or find a way to stowaway in the tug.

Once docked, they infiltrate the Ares station anly to discover partially assembled exc-armors of a
model they've never seen before. They are large, ungainly monstrosities equipped with vestigial
legs and oversized grappling arms. A successful Mecha Tech roll vs. DL 12 or a General Knowledge
vs. DL 20 will offer the following information {one per successful roll):

1) the shoulders have some sort of attachment points built-in. Could be used for attaching lift
cables, or a parachute.

2) the strange bags stacked nearby look like high-resistance balloons.

-_ ..... _ _ —_— -

The "Georgia on my Mind”;
The Ares Corporation factory.

PROPS:

Any personal equipment the PCs managed to smuggle
aboard the ship.

A tug, a small shuttlecraft (opt)

CAST:
The craw of the factary (use Ship Crewmen), the Terran
engineers (if they are still around).

EPISODE GOALS:

- Discaver the existence of the secret factory;
. - Destroy the exos and the factory fopt);

- Getting on the pick-up ship.

POSSIBLE SUBPLOTS:

- the shuttle {or the twg) has & malfunction;

- they are discoverad st a critical momeat;
- they are trapped as the station is about to explode.
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3) the exos all carry a weird electronic pod connected to the cockpit.

At this point, the PCs can choose to escape with the infarmation, or try and destroy the factory.
Whatever they do, the gamemaster is encouraged to make this a high tension episode, as they
dodge the guards and the security systems. He should adapt the difficulties to his players to
maximize the danger while still giving them a chance.

Upon escaping. the PCs are to proceed to a rendez-vous point where they will meet the pick-up
ship. Should they be captured and unable to escape, a rescue team from the pick-up ship will come
to their help at the beginning of next episode, breaking them out and taking them back to the ship.

ARES 4 ST ATIOMN s i = e S

Ares 4 was one of the first purely industrial colonies put in orbit around Mars. It is
in fact a huge floating factory crewed by its own inhabitants.

The station is composed of a long cylinder with a rotating gravity ring around it. The
actual production facilities are located in the center cylinder under zero-gee
conditions, with enough machinery and storage space to make Ares 4 semi-
autonomous. Since lots of merchandise have to be moved, two sets of docking bays
stand ready to receive the cargo ships bringing in the raw materials and moving out
the finished products.

Three shifts of workers share the round-the-clock operation of the factory. While
one is on duty, the other two remain in the rotating ring under an almost-normal
gravity of 0.8 g at all times. Since most of the machinery is automated (and the lack
of gravity makes moving anything trivial), the crew is composed of around a hun-
dred persons for the whole station.

= ERPISODE 3:

GODDESSES

SETS:

The “Beautiful Dreamer”, 8 mercenary ship bound for
Venus;

The Venusian spaceport.

PROPS:

Any personal equipment the PCs got from the previ-
ous episodes;

The PC’s exa-armors (opt.)

CAST:

Aglaée DesSources, Ysa Cantroni, Venvsian Custom
officers, the ship’s crew.

EPISODE GOALS:

- Maintain the secret [Ds through the Venusian Cus-
foms,

- Supervise the transfer of the exo-armors (opt)

POSSIBLE SUBPLOTS:

- one of the player characters knows someone on the
ship/at the spacepart.

- the exo-armors are almest discovered/damaged in
the transfer.
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The players might think that they have solved the mystery of the Jovian intruder, but they
are just beginning to uncover a vast operation. Following their intervention, the Bank's
directors choose to alter their original plan for a much more ambitious one, codenamed
“Operation Methuselah”. Meanwhile, the “Beautiful Dreamer”, an independent commer-
cial ship, comes to pick up the players and take them to Venus for the second part of the
mission.

This episode is much more centered an role-playing. The PCs will start to learn more
about each other and meet several key NPCs during the trip. The gamemaster should use
this episode to set up any planned personal subplots for the hapless players.

Following their success (or failure) on the Ares station, the PCs make their way to the rendezvous
point, where they board the "Beautiful Dreamer”, a customized commercial ship. Once aboard, they
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are briefed by captain Aglaée DesSources. |t would seem a high-ranking scientist, Doctor Agram TACTICAL JSS DAKAR DS.21
. - i 3 : g GUNNERY PORT TURRET
Peyarje, wishes to defect and has managed to contact the Jovian Confederation at the risk of being TARGET ACQUIRED

discovered. There seems to be a connection between the mysterious electronic pods found on the
wreck of the intruder ship and the work of Doctor Peyarje, so the ship heads for Venus.

The transfer will be rather lengthy, allowing the PCs many opportunities for personal interactions.
The captain, Aglaée DesSources, seems to know much about them; this should be enough to make
the players uncomfortable, although DesSources really is on their side (but they have no way of
knowing this yet).

The ship carries a few travellers. Most notable amang them is the beautiful Ysa Cantroni, which
might cause the hormones of many to flare up... This trip should be anything but dull. In case of

unexpected trouble, the PCs’ officers sent them their assigned exo-armors, smuggling them in the |8 oy
Venusian system via a ship flying under the Mercurian flag. They will arrive roughly at the same 348,298 052/018

time as the PCs, and will then be transferred to the “Dreamer”.
SUNIDENTIFIED
% KM/S ?

The PCs disembark at the Venusian main spaceport. Ysa will ask to accompany them, since she

suspects that something fishy is going on. Whether or not the players agree, she will hook up with |
them later ' - # TENGU CLASS
: / 32.8KM/S 0.0
348,/298 052/01

VENUS' BABYLON SPACEPORT "

The Babylon Spaceport Complex is made up of two main parts: the orbital terminal,
where spaceships dock, and the ground terminal, which resembles a normal airport
(except for the fact that a normal airport doesn't have launchpads).

The Spaceport is one of the oldest constructions of Venus. It was built from 2086 to
2088 to receive the many ships that were bringing in the colonists. From the original
reinforced concrete surface grew a small city dedicated to space travel, with ex-
tensive repair and maintenance installations.

The weary traveller is not forgotten, however: complete recreation and housing
facilities are available on-site, with prices ranging from the very affordable to the
hideously expensive.

A section of the airport is reserved for the Home Defense Force's use, although it
mostly serves as a staging area for the visiting allied troops. A number of Gnomes
and Syreens with atmospheric boosters stand ready to be launched at all times, in
case an invasion force would get through the orbital defenses.

+ EPISODE 4:

FLY'BY-NIGHT > WARNING <

NEW IR TRACK
EXO-ARMOR DN
RAPIO APPROACH

The players have arrived on Venus. They must now infiltrate the Solar Scientific Conven-
tion and manage to get Doctor Peyarje out without anyone noticing. What they don't iy
know is that the Bank's directors are allowing them to escape, putting up only token 334,289 208/
resistance. The pursuit fleet will be led by Ranho Garand, who will become the players’ |
main antagonist for the rest of the series.

Two main NPCs are introduced in this episode: Doctor Peyarje and the players’ nemesis,

Lieutenant Ranho Garand.
SYSTEM ECCM ACTIVE
STATUS I-K-L BANDS JAMMED
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SETS:

The Venusian spaceport, New Tokyo, the convention
hall, the "Beautiful Dreamer”, around the docking sta-
tian in orbit

A shuttlecraft, the PCs' Exo-Armors, one Syrsen w/
booster for Garand, one Gnome Fighter per CEGA pi-
Jot.

CAST:
Doctor Peyarje, Lieutenant Garand, Aglaée
DesSo Security Guards, Typical Sci CEGA

Fighter Pf!n;f;r l’a;n one per pilot player).

EPISODE GOALS:

- contact Doctor Peyarje;

- @scape from the convention centre;

- reach the shuttle and protect the escape.

POSSIBLE SUBPLOTS:

- ona of the player characters alraady knows Garand
or doesn't know him and starts fo socialize witl fim;

- the shutthe has a matfunction which must be repaired
before taking off.

- the “Beautiful Dreamar” is stuck in the docking sta-
tion, and it needs more time/has to blast its way out.

D E

Upon arriving in New Tokyo, the players will quickly determine that the best place to
hook up with Doctor Peyarje will be the annual Solar Scientific Convention. With all the
publicity surrounding the event, neither the CEGA nar the Venusians would dare to openly
oppose them.

DesSources will arrange convention booking for the group, leaving them a little time to
wander in the city. They can also do a little research on Peyarje, possibly figuring out the
link between him and the circuitry they saw on the Ares factory.

The players attend the convention. One of them will probably notice a tall officer in CEGA
dress uniform talking to several people. This is Ranho Garand, one of the top exo-armor
pilots of the CEGA. Security is tight, and the tension quickly rises as the players formu-
late a plan to escape.

Having contacted Doctor Peyarje, the PCs must now manage to get him to the ship.
DesSources (or one of the players) will have a shuttle waiting for them at the airport.
Fearing that he might not make it, Peyarje gives a small computer disk to the players,
telling them to get his log to the Jovian government should he be killed or recaptured
during the escape.

The PCs put their plan into action. Whatever it is, the gamemaster should put up a lot
of resistance: ideally, a car chase through the busy streets of New Tokyo would be best.
If none of the PCs have the Driving skill, Ysa will appear out of nowhere and take the
wheel of the getaway car. She will get back with the players at the convention if their
escape plan should turn out differently. No matter what happens, Ysa will find a way to
prave herself to the players and remain with them.

The shuttle will blast-off with anly moments to spare, closely followed by a flight of
CEGA Gnomes and Garand's personal Syreen. Upon reaching the ship, the PCs will have
to fight their pursuers to give the ship enough time to escape the docking station. Much
to their surprise, Ysa proves herself to be a very good exc-armor pilot. Once his squad
is severely depleted, Garand will retreat with the survivors. This fight can easily carry
over to the beginning of the next episode to create a cliffhanger as the ship exits the
docking bay.

SOLAR SCIENTIFIC CONVENTION /e ——

The Solar Scientific Convention is held every four years. It is the Nobel ceremony’s
space age equivalent, where every noteworthy scientist presents the results of his
newest researches.

The Convention is held in a different settlement each year, to allow scientists with
limited travel possibility to attend in person at least once in their life. Often,
researchers which cannot be present follow the many conferences via holographic
transmissions. They can even set up “meetings”, where they record their questions
and comments and have them transmitted directly to special meeting rooms. Direct,
real time communications would be preferred of course, but the speed of light
makes this impossible as a radio transmission may need several hours to travel
between planets.
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MOONLIGHT

Upon escaping, the players set out on a return trajectory to Jupiter. Unfortunately, they
have been branded as terrorists by the CEGA, who moves its fleets to intercept. Caught
between hammer and anvil, low on fuel, the players have no choice but to vector toward
the Earth system. When all seems lost, a group of Lunar rebels offers them a safe haven.

Continuing from the cliffhanger of the last episode, “Moonlight Sonata” will force the
players to use their wits and plan ahead. Tension will be running high, and the gamemaster
is advised to keep it that way.

Venus nor the CEGA will let them slip away quietly. The Venusian government (actually, the
Venusian Bank) uses its influence to force the CEGA main council into sending an interception fleet
from Earth, while the CEGA/HDF fleet already on Venus will pursue.

The players will quickly realize this. If not, then DesSources will point it out to them. At maximum
burn, a fleet from Earth will cut their trajectory in a few days, forcing them to burn up the
“Dreamer's” precious reaction mass for numerous course changes.

At this moment, the fastest ships of the pursuit fleet manage to get within weapon range and
attack. An exo-armor squadron is launched, led once again by Garand. They will try to disable the
players’ vessel, retreating as soon as the fight goes badly for them. Low on reaction mass, the
ships cannot pursue the PCs for the moment

After fighting their way out, the crew will realize they have no choice but to vector near the Terran
system, and, in doing so, fall in the hands of the main CEGA fleet coming up to meet them. A few
nerve-raking days go by while everyone tries to find a way out.

When all hope seems lost, a message is received by the communication officer. It seems a Lunar
rebel group offers a safe haven (at least for the time being) to the hapless Jovian ship. Now, all
the PCs have to do is avoid the blockade and land their ship on the Moon. Although this is
technically possible because of the Moon's feeble gravity, it will put severe strains on the hull,
possibly preventing them from ever leaving. Unfortunately, they do not really have a choice.

EARTH SPACE NAVY | ——

The CEGA generally prefers to rely on the brute force of its fleets rather than the
more precise spacefighters or exo-armors.

The Space Navy is divided in six main fleets, each being a completely independent
entity with its own support division and administration. A fleet is directed by an
admiral who leads the operations from a “Nemhaim™-class battleship. An overall
flagship for all six fleets is on the drawing board, but production problems and
budget cuts may prevent it from ever becoming a reality (much to the relief of the
other governments of the solar system, no doubts).

I E

SETS:
The “Besutiful Dreamer”, deep space.

PROPS:
The PCs's Exo-Armars;

The intercaption fleet (corvettes, light carriers, a few
Syreen exo-armors)

CAST:

Aglaéa DesSources, Doctor Peyarje, Ysa Cantroni,
Lieutenant Garand, the crew of the ship, CEGA exo-
armar pilots.

EPISODE GOALS:
- survive the intercaption fleet’s assaull;
- fand the ship sefely on the Moon;

POSSIBLE SUBPLOTS:
- the ship sustains engine damage;

- one of tha NPCs is hurt and needs rapid medical

attention unavailable on the ship.
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SETS:

The underground city of Copernicus, the “Beautiful
Dreamer”, the Laser Lifter station.

Weapons for the PCs, Sabertooth Tiger exo-sults for
the assault forces, space suits for everyons, possibly
some mining equipment.

CAST:

Aglage DesSources, Ismael Li, Ibrabim Youssef,
Catherine Glit. the crew of the ship, several Lunar
colonists, the CEGA's assault forces (use Grunis).

EPISODE GOALS:
- reach the underground city;

- organize the defense of Copernicus, and later the
retreat;

- escape from the Moon.

POSSIBLE SUBPLOTS:

- the ship landed far from the rendezvous point. delay-
ing the rebels” arrival;

- one or more PCs must help Li with the Laser Lifter.
Whether he (or she) survives is up to the GM,
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of fast frigates and destroyers. Fleets Four through Six are the main warfleets and

} Fieets One through Three are classified as escort fleets, with a large complement
are stationed in the Earth system.

« EPISODE &:

ON THE RUN AGAIN

SUVIMARY

After a near-crash on the Moon's surface, the PCs catch their breath. Unknown to them,
they have played right into the CEGA’s (and the Venusians’) hands. Their presence will
give the CEGA a long-awaited excuse to wipe both the players and the rebels off the
face of the Moon.

The players thought they were safe, but the sudden attack should quickly bring back the
tension. This episode will be an emotional one, as some newfound friends will have to
die to protect the PCs’ escape.

After the near-crash of last episode, the crew quickly camouflages the ship under layers of Lunar
dust. They are helped in this task by the rebels, who arrive shortly after the ship. The time factor
is very important here, so everyone should be on their toes.

Once the “Dreamer” is hidden, they will follow the rebels in the underground mining tunnels
leading to the city of Copernicus. A small group of technicians will remain behind to prepare the
ship, refuel it and attach the special booster rockets needed for take-off.

Having been offered a safe refuge by the Lunar rebels, the PCs take some time to rest and lick their
wounds. They meet Ismael Li, the rebel leader, as well as several key NPCs. This part of the
episode is heavy on role-playing, and can be drawn out at the GM'’s (and the players’) convenience,

The relative peace does not last. The Lunar government, under CEGA's orders, assaults the under-
ground city held by the rebels to kill two birds with one stone. The Saber exo-suits prove to be
more than a match for the rebels, who are steadily losing ground.

The fight goes badly, and soon the order to evacuate is given. Ismael chooses to stay behind to
operate the Laser Lifter System which the ship needs in order to escape the Moon's gravitational
field. He will be killed by the assault forces, but manages to activate the system before dying. The
GM should make sure the PCs witness this, possibly by a last-minute transmission (accompanied
by a suitable dying speech).

The surviving rebels and their families are brought aboard the ship, effectively transforming the
“Beautiful Dreamer” into a refugee craft. The Laser Lifter boosts the ship back in orbit. The domes
of Copernicus will then explode, killing everyone still inside.

LASER LIFTER SYSTEM I —

The development of high-powered laser arrays made possible the Laser Lifter Sys-
tem, an economical way of boosting ships out of a gravity well.

The LLS is composed of two main elements: a high-output ground-based laser and
a series of small solid fuel booster rockets. The boosters are attached to the craft
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and are then ignited by the energy of the laser, sending the vessel back in orbit.

Present technology limits the weight to a few hundred tons, so using it for boosting
anything bigger than a small cargo ship out of the Earth’s gravity well is out of the
question. It is possible on the Maon, however, where the combined thrust of a
spaceship’s engines and the boosters are enough to beat the pull of the Moon's
feeble gravity.

There are actually eleven LLS in existence, eight of which are on the Moon, The
other three are located on Earth, at the old ESA Base at Kourou in French Guinea,
at the Cape Canaveral launch centre, and near Tokyo, Japan. Three more systems
existed on Earth, but they were destroyed during the war.

« ERPISODE 7:

DECOY DUTY

« SUMMARY

Having escaped from the Moon, the players once again head for Jupiter and home. Their
evasion enraged the CEGA and surprised the Bank. Three full fleets now vector toward
the hapless “Beautiful Dreamer”, who has no choice but coast to conserve its reaction
mass. When all seems lost, DesSources proposes a desperate plan that might very well
wark... If the players are willing to put their lives on the line.

Still under the shock of the Lunar tragedy, the crew of the ship must evade the pursuit
fleets if they ever want to see the Jovian stations again. This episode provides great
opportunities both for role-playing and action.

The sudden deaths of so many friends and relatives has been hard for the people on board the
“Dreamer”. Catherine Glit soon finds herself silently elected as the new leader of the Selenites.
Everyone mend their physical and psychological wounds as best they can.

The various radio reports confirm that the chase has resumed. To make a show of force, the CEGA
has committed a third fleet to the pursuit, hoping to catch the fugitives before they reach the outer
limits of Martian space. The "Dreamer's” reserves are insufficient for the evasive course correc-
tions required, and the crew find themselves trapped in the same situation as before.

To increase their chance of survival, DesSources proposes a final course change and a desperate
plan. The PCs will fly their exo-armors on the ship’s current trajectory, carrying a decoy simulating
the "Dreamer’s” characteristics. Meanwhile, the crew will shut down everything except life sup-
port and use some insulating foam carried in the cargo bay to create a shell around the ship,
disguising it as a mining asteroid and continuing on an altemate course toward Mars. Once the
pursuit fleets make contact with the decoy, the PCs will have to use their wits and their machines’
performance to escape the now-gxhausted CEGA ships.

The gamemaster should then let the players ponder the situation for a while. If they don't go, the
ship will surely be destroyed along with everyone on board. On the other hand, they might very well
die out there, and the ship might not even reach Mars. Between a slim chance and no chance at
all, the decision should be easy, but the gamemaster is advised to role-play this to the hilt between
partisans of the plan and people wishing to surrender.
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« EPISODE 7:

SETS:
The “Beautiful Dreamer”, deep space.

PROPS:

The PCs’s exo-armors, g ship decoy, the pursuit fleets
{a selection of ships and exo-armors)

CAST:;
Everybody on board the ship

EPISODE GDALS:

- Successfully draw the pursuit fleets away from the
ship:

- Survive the encounter.

POSSIBLE SUBPLOTS:

- the decoy malfunction moments before the players
are to enter the enemy's sensor range. i must be
rapaired before then or all is lost




+ EPIS

SETS:

The “Beautiful Dreamer”, a docking station in orbit
around Mars, the orbital slevator, the city of Utopia,
the office of Payl Treben,

PROPS:

Whatever equipment the PCs choose to bring with
them, Remember the Customs’ check for weapons!

CAST:

The crew of the ship. Martian Custom officers, Yanna
Summer, Paul Treben, Martian colonists

EPISDDE GODALS:
- gef same rest for the PCs;

- convince the go to

POSSIBLE SUBPLOTS:

- 8 person in the group meets an old acquaintance on
Mars.

- the PCs are attacked by a group of sand marauders
while travelling.
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The exa-armors will be equipped with large external fuel tanks for their extended run while the
crew starts preparing the foam. The goodbyes will be emotional. Most people present do not
expect to see the PCs alive again.

The fleets will catch up with the players soon after. Their reaction mass supplies nearly empty, the
ships will not be able to pursue any further. Now, all the PCs have to do is dodge the massive
firepower deployed against them and reach the rendezvous point alive.

DECOY UNIT ot e e 0 (o e e s s 0

With the large amount of electronic counter-measures on the modern space battle-
field, it was only natural that some decoy units were built to simulate a ship’s
characteristics.

The modern decoy unit is a simple box filled with sophisticated computers, emitter
arrays and holographic projectors. The ECM equipment reproduces the electronic
signature of a specific ship while a fine particle mist serves as an “anchoring”
medium for the holo-projection.

The whole apparatus can be operated by one crewman, although most military
models have a dual cockpit (one pilot, one ECM operator). They are designed to
induce the enemy in error, then are jettisoned, allowing the crew to flee the battle-
field using the cockpit escape system.

Stats: Hits=20, Escape Pod=10 hits/12 MA, Shadow Imager 1 (Holo), Cost=100,000 Credits

= EPISODE 8:

RED PLANET

The decoy operation worked, but only at great cost to the group. Its reaction mass supply
once again low, the “Dreamer” must stop in Martian orbit for refueling. This pleases the
Bank to no end, as they did not think they could get to the next part of the plan: the
eradication of the Martian Free Republic. At this point in the campaign, the UN's doubts
about the whole “terrorist crisis” will push them to investigate the PCs’ group.

After the frenetic pursuit of the few last episodes, the players will now get a chance to
rest and deepen some personal relationships.

After narrowingly escaping death last episade, the PCs use the last of their reaction mass to meet
with the "Dreamer”. The reunion is a very happy event. Friends and lovers are united again. The
ship now enters Martian space, where it should be safe for the time being.

After securing the ship to a docking station for refurbishing and refueling, the PCs take a shuttle
to go down to the planet in hope of getting the protection of the Free Republic for the ship's Lunar
refugees. Don't farget to mention the incredible view of the space elevator through the shuttle's
windows!

Their passage through the Customs is facilitated by Yanna Summer, the spaceport director. She has
been instructed by the Society of the Evolved Human to keep an eye out for them. She will arrange
for a meeting with the vice-director of External Affairs, Paul Treben.

_____ - z8
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The gamemaster must now negotiate the refugees’ fate with the players. Paul Treben is in fact a N\ TACTICAL  BEAUTIFUL DREAMER

MNAV, HEAVEN STATION

SolaPol agent, and he will try to learn the most about this band of troublemakers’ odyssey. He will ASO ORBIT APPROACH
be surprised to learn about the assault on the Moon: the official version of the incident is an - -
accidental decompression. This will complicate (or simplify) matters: most of the people on the ship
are considered dead and/or missing. After the meeting, Treben will contact his superior (Luka
Ansevik] and report what he learned.

The rest of the episode is left to the players and the GM's whim. The PCs can explore the city,
do some sightseeing, and generally get themselves even more deeply involved in their personal
relations. Far more action-oriented groups, an attack can be mounted by sand pirates on a border
town which the players are visiting.

After a few pleasant days on Mars, the players learn that the CEGA's fleets are heading to Mars
once more. DesSources will remind them that even if Mars is considered neutral ground, the
Martian Federation has close ties with the CEGA. The soaoner they leave, the better.

SOCIETY OF THE EVOLVED HUMAN |

Not much is known about the mysterious Society of the Evolved Human. It seems to
be a sort of fraternity {or rather sorority, as nearly 60% of its members are female),
somewhat reminiscent of the Freemasons of old Earth. lts members can be found in

all levels of society, but fewer will be found among the lower classes.

The SEH members make no secret of their involvement with the group, although ORBITAL INGERTION

they do not advertise it either. Most often, they carry a small, inconspicuous item g YRS
of jewelry with an owl engraved on it (the owl! being the symbol for wisdom for the
ancient Greeks) to recognize each other.

Other than promating goodwill among Mankind and helping other members, the
general goals of the Society remain unkmown.

+ EPISODE 9:

STAIRWA YRS
TO HEAVEN

AREOSYNCHRONOUS DRBIT .

SUVIMARY

Although the Free Republic is considered neutral ground, Garand will still try to get to | ._
the players. They must resume their journey, taking the orbital elevator to return to the W] STRE
“Dreamer”. They are helped by the Republic, who sees this as the perfect opportunity to
destroy the major advantage of the Martian Federation: the elevator itself!

This episode will give the gamemaster a chance to stage a gigantic catastrophe from
which the players (and Garand) will narrowingly escape.

The PCs bade farewell to the people who chose to remain on Mars. Severa Lunar refugees decide

to keep going all the way to Jupiter: Catherine and lbrahim (assuming they are still alive) will SYSTEM MARS DREITAL CONTHOL
belong to that group. Getting back in orbit with the shuttle will prove impossible, as the various SATN NAV LOCK CONFIRMED
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*+ ERPISODE 39:

SETS:

The city of Utopia, the Martian desert, the orbital el-
evator, the “Besutiful Dresmer”.

PROPS:

Whatever the players brought with them, pressure suits
for everyone, a sand roller, Garand's Wyvern, a hand-
ful of Sand Stalkers.

CAST:

Yanna Summer, Ranho Garand, Guards, Commandos
{use Guards stats),

EPISODE GDALS:
- survive the trip through the desert;
- escape aboard the elevator,

POSSIBLE SUBPLOTS:

- samd marauders attack the players on their way ta
the elevator;

- the commandos are lasing. and the PCs must help
them gain control of the place;

- the commandas need help with the computer secu-
ritias code, breaking and reprogramming them.

e
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spaceporis are under close scrutiny by CEGA agents, Yanna points out that the elevator will be
faster and safer because it is normally only used for shipping iron ore.

She will then provide the group with a sand roller. They will have to cross a few hundred miles
of Martian desert before reaching the elevator station in Federation territory. There, the Republic
will make sure they can get back up, although Yanna refuses to say how. The trip can be uneventful
or rocky at the gamemaster's convenience (see SUBPLOTS).

As they make their way toward the elevator's bottom station ("Hell”), they will learn that a CEGA
ship has arrived a few days before. Meanwhile, Martian Free Republic commandos get in position
at both elevator stations, getting ready to take control of the place as soon as the PCs arrive.

As they come in view of the station, the PCs suddenly find themselves under attack by a CEGA
Whyvem. This is Garand's exo-armor, who has been waiting for them to make their move all along.
Frenetic dodging and frequent Driving rolls will bring the players to the station safely. As soon as
the Wyvemn appears, a few Sand Stalkers will leave the station to keep it busy while the players
begin their ascent.

The PCs are on their way back up, but government forces have gained control of the bottom station.
They can't stop the players from escaping, but they can send Garand up with the next elevator car
to try and stop them before they transfer to their ship.

The PCs arrive at the top station only to be greeted by a furious firefight. The commandos are
holding their ground as best they can here, and they motion the group to use a small escape raft
to get to the "Dreamer”

As soon as the players escape, the commandos activate the charges they placed in Heaven,
sending the top station flying through space. As its support is destroyed, the elevator cable begins
to fall, slowly at first, then faster and faster. Garand uses his exo-armor to punch himself free of
the doomed elevator, but the players quickly lose sight of him.

Later, they observe the catastrophe from the “"Dreamer's” bridge. The elevator is more than one
and a half the length of the planet’s equator, and wraps itself around Mars. The damage caused
by the impact is incredible, as the white-hot diamond-fiber cable slams into the red dust at several
times the speed of sound. The gamemaster is encouraged to put on some grandiose music and
describe the devastation with much details, leaving the players numb with horror as the episode
ends

ORBITAL ELEVATOR |

The Martian orbital elevator is the prototype of the future gateway to the stars. It
was made possible by centuries of research into the field of metaliurgy., materials
and electronics.

Mars was chosen as the site of the first elevator because of its low gravity and high
mineral resources. Construction of the lower station began in June 2189 and was
completed a year later. This “anchor” point covered an area of nearly four square
kilometers. “Heaven”, the top station, was brought and prepared for the guideline
installation from 2190 through 2192, when the guideline was brought down by a
special robot shuttle, Once this was secured, actual building of the elevator started
from the bottom station, jokingly nicknamed “Hell". By the winter of 2195, test runs
with the elevator cars were routinely performed and the elevator was deemed
ready to open officially on February 1st, 2196.
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« EPISODE 10:

THE RETURN HOME

m

After the fall of the elevator, the players know that the attention of the whole solar
system is directed toward them. The CEGA must now let them finish their journey, lest
the UN approves sanctions against Earth. However, the Bank has already moved into the
second part of Operation Methuselah.

This episode balances the last one with the relief of the return home and the mourning
of lost friends. No one will believe, however, that the CEGA (in fact, the Bank) will let
go so easily after so much effort. Unfortunately, they are quite right.

Following Treben's report, the CEGA receives a stern warning that the Copernicus tragedy is now
considered an act of government oppression. Thus, the UN has declared the group legal refugees,
meaning the CEGA cannot pursue them anymare without fear of economic sanctions from the rest
of the settlements. The "Dreamer” finally re-enters Jovian space. As the ship docks at Joshua's
Station, the players can't help but wonder what the whole operation was about

After some downtime to rest, the PCs are debriefed by the officers that sent them to Mars a few
months ago (which now seem like years). Commander Renberg congratulates them on their safe
return, or, if Doctor Peyarje didn't make it, commends them for their efforts.

Putting together what they know (greatly helped by Doctor Peyarje or his personal log if he's dead|,
the Javians finally reconstruct the whole story. A CAT-equipped probe will soon after confirm the
presence of the Floaters. It is advised to put on some New Age music and describe the beauty and
majesty of the creatures to the amazed players, as they watch the Jovian atmosphere and its
inhabitants through the cameras of the probe.

Meanwhile, (but the players are not aware of this) Garand is picked up in Martian orbit by the
CEGA's Special Operation Fleet. After being debriefed, he is ordered to destroy the Jovians' exo-
armor facilities near Joshua's Station using the newest CEGA prototype: the Dragonstriker! He
expresses some concem for the possible loss of civilian lives as well as the fact that he will be
masquerading as a STRIKE agent. Admiral Kleb rudely dismisses him.

The players escart Doctor Peyarje (or his log) to the Jovian exo-armor research facilities, also
known as the Jovian Skunk Waorks. They get to see for the first time the newest exo-armor model
of the JAF, the EAH-01 Vindicator. Several Vindicators stand ready as if waiting 1o be assigned to
duty. In a remote corer of the facility, the Prometheus Project’s result lies, his computer waiting
for the genius of Doctor Peyarje to bring him to life (as it is the closing vision of this episode, the
players will only get a glimpse of the Prometheus, which should be enough to get them excited
about the next episode!)

UNITED NATIONS,/SOLAPOL. | —m—

As the countries of Earth were falling apart, the United Nations maved to orbit to
remain neutral. Surprisingly, the UN did survive the war unscathed and with its
authority intact.

The UN of today serves as a neutral arbiter for the nations of the solar system.
Although it does not have a standing army, no one would openly defy it because of
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« ERPISODE 1

SETS;
The “Beautiful Dreamer”:

A Jovian Station: an office. the players” quarters, a
bar, an exo-armor hangar.

PROPS:
A few Vindicators, the Promatheus.

CAST:

The crew of the “Dreamer”, Commander Renberg,
Jovian Armed Forces officers, Jovian technicians.

EPISODE GOALS:

- Pisce togather the whole story and confirm the ex-
istence of the floaters.

POSSIBLE SUBPLOTS:

- Any personal problem the GM can think of for the
players: their girlfriend has not waited for them,
somebody died while they were away, eic.




» EPISODE 11:

SETS:

An exo-armor hangar, deep space, Elysée's external
surface.

PROPS:

The PCs’ exo-armors, the Prometheus, Garand's
Dragonstriker, sample exo-armors, thruster packs (6).

CAST:

Garand, Kleb, Carl DeMers (use Jovian Pilot stats),
various pilots and grunts.

EPISODE GOALS:
- Get rid of or convince Garand of helping the players:
- Deactivate the thruster packs.

POSSIBLE SUBPLOTS:
- ¥sa reveals Garand as being her pilot mentor.
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the Solar Police. Far more than simple peacekeeping agents, the people of SolaPol
are highly trained specialists closer to secret agents than actual policemen. They
are the UN's eyes and ears and sometimes its hands (but there is no evidence of
this, of course).

« ERPISODE 11:

TIME BOMB

The second part of Operation Methuselah is in full swing. A stealth CEGA fleet, led by
General Kleb, has been travelling parallel to the players to the Jovian system. Using
Garand and his Dragonstriker as decoy, they plan on decelerating Elysée with thruster
packs, causing the station to enter the atmosphere and burn up along with the Jovian
government. This will leave the Confederation leaderless and an easy prey for the “peace-
keeping” forces of the CEGA.

A race against time is on, as the players must defend Joshua's Station and still realize
what's going on at Elysée.

The Dragonstriker leaves the exo-armor bay of the CSS Scylla for its search and destroy mission.
Inside, Garand is still uneasy with the nature of the mission, but he pushes on.

As the players admire the Prometheus, the technicians make the final adjustments to the CAT
control system. Suddenly, the screeching sound of a siren rips through the air: intruder alert!

The Oragonstriker meets the first wave of defending units. The Jovian machines are no match for
the awesome firepower of Garand's machine and are easily dispatched. The players decide to take
matter into their own hands and climb aboard the Vindicators. The GM should let the players
choose the pilot of the Prometheus (probably the best pilot of the group). It's time to put on some
fast-paced music as the PCs’ exg-armors launch from the station’s catapults into battle!

Meanwhile, unknown to Garand and the players, Kleb's fleet is busy installing the thruster packs
on the hull of Elysée. An ECM ship prevent the station’s inhabitants from calling for help while the
few exo-suited defenders are easily dealt with. All except one, who manage to escape with his
badly damaged Pathfinder.

Cut back to Joshua's Station, where the players do their best to counter the deadly attacks of the
monstrous enemy exo-armor. Suddenly, the survivor of Elysée (his name is Carl DeMers) arrives to
warn the Jovian forces at Joshua's Station of the attack on Elysée. His exo-armor is too badly
damaged, however, and explodes as soon as the message is delivered. The players must now
either convince or get rid of Garand to reach Elysée, but he must survive for the final episode.

As the players arrive at the Jovian capital, they can see the flames of the engines pushing the
station to its doom. The CEGA fleet are still there, but they are not supposed to get involved any
further. Each engine will have to be deactivated manually by the players (roll DL 20 vs. Basic Repair
or Mecha Tech or Jury Rig). Exo-suited troopers bearing the colors of STRIKE will try to prevent
this from happening.
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This episode should end with a dramatic moment. A good thing to do is to leave the players in a
seemingly lethal situation which will be taken care of at the beginning of next episode. For
gxample, an enemy exo-armor points its gun barrel at them, but it is blown apart by defensive fire
before it can shoot.

STRIKE D e I o O e

Many groups would like to see humanity united again under one government. STRIKE
is perhaps one of the most dangerous of these groups.

STRIKE was formed a few years after the foundation of the CEGA by a group of
disgruntled Terran senators who realized that the Venusians were in fact the real
leaders. Because of this, they believe the CEGA is not suited for the leadership of
the solar system and neither is anyone except themselves. They cause random acts
of terrorism, trying to scare the United Nations into official reconnaissance.

« ERPISODE 12:

S TARLIGHT

SUVIMARY

Continuing on the cliffhanger of last episode, the players must reach Kleb's fleet and
prevent them from completing the station drop.

This is the climatic final battle, where the presence of the Prometheus will probably turn
the tide. Many NPCs (maybe even PCs) will die or be wounded, with any personal
conflict resolved in the middle of space.

engines, the Jovian engineers attempt to bring it back in its proper place.

Seeing this, Kleb realizes he has no choice but commit the CEGA fleet and destroy the station's
thrusters. They must also deal with the Dragonstriker, as Garand now fights to defend the civilians
of Elysée. The battle is joined as the ships open fire and release their deadly cargo of exa-armors.

Garand manages to get a comline through the jamming to the Scylla: he demands explanations for
the treachery he is seeing, not believing his people could commit such an act of mass murder. (The
players can eavesdrop at any time during the following conversation as Garand retransmits eve-
rything to them.)

Kleb laughs and confronts Garand. He explains the Council's situation, how a select group of
executives ordered the attack to get rid of a potentially dangerous political rival. What is the cost
of a few thousand Jovian lives compared to the CEGA’s rise in power? And they are not the only
ones who think that the Jovian Confederation is a threat: the Venusians accepted to finance the
construction of the Dragonstriker, the very machine Garand is piloting right now,

Enraged, Garand attacks the fleet, destroying several ships and scores of exo-armors. Kleb panics
and reveals that Garand's machine is equipped with a self-destruct device which he will use if
Garand do not stop his assaults. As a reply, the Dragonstriker collides with the Scylla, gripping its
hull with its mighty claws and pumping shot after shot in it just before Kleb pushes the button.
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« ERISODE

_. SETS:

Deep space, Elysée Station.

The PCs’ exo-armors, the Prometheus, Garand's
Dragonstriker, the CEGA Fleet (T Poseidon-class ship,
several corvettes, destroyers and light carriers), exa-
armors of both sides.

CAST:
Garand, Kleb, Exo-armors pilots of both sides.

E’m I.'iDﬁLS:
= Prevent the station from crashing:
- Destroy the attacking fleet

 POSSIBLE SUBPLOTS:

- Kleb is a personal enemy of ane of the players,
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The entire vessel is engulfed in flames. As the explosions die down, nothing remains but stellar
dust.

All the ships nearby suffer from the backlash of the explosion, including the players (who receive
just enough damage to make them sweat a lot and limp back to base). The battle of Elysée is aver

A space station is an enormous thing, generally placed in a very stable orbit to
prevent frequent course corrections. To send one of these monsters crashing on a
planet, one needs to decelerate them to cause its orbit to slowly decay. After a few
revolutions, the station will eventually hit the upper atmosphere and partially burn
up, with huge chunks slamming into the ground at high speed. Needless to say, this
would kill everyone aboard.

E PI L OGU E

The Elysée Station has been saved and is now back in its proper orbit. Unless he has been killed
during the odyssey, Doctor Peyarje will settle on Jupiter and continue his research there.

The PCs can now get some well-deserved rest, as the population cheers their newest heroes. On
Earth, many government officials are summarily discharged, with full investigation by the Solar
Police pending. As for the Bank, the directors must now sit back and consider the failure of
Operation Methuselah.

The credits roll up as the players cangratulate each other. A different, more victorious theme music
can be used to end this final (?7) episode. Before the players leave, however, read this to them:

“The camera pans from a full screen shot of Jupiter to the remnants of the battiefield. Ship
and exo-armor wrecks litter the place, dark reminder of the fight only hours before. The
camera focuses on one particular wreck: as it comes closer, you recognize the dismem-
bered form of the Dragonstriker. One final detail strikes you before the screen goes dark:
the cockpit pod is open... And very empty.”

- What happened to Garand?

- Will the Bank retaliates?

- Will a general war erupts on Mars?

- What will be STRIKE's reaction?

- What do the Society of the Evolved Human want ?

The answers to all this, as well as more background information on the CEGA and the Jovian
Confederation will appear in the Jovian Chronicles Sourcebook: The Replica Syndrome.
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NUMBER 0F REMOTES

Tarai CosT PER REMOTE

This design uses the Jovian Chronicles rules for MA, MV and Action Bonus.

11 WIAPON INFORMATION

HIN Wa Rttt Kitis Danail b At Cost
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BASIC SPECIFICAT

Torso HS o M5 a 4 My
Head s 3 5 5 3
5 s & g5 3
| MigMdm | M = - — 2 GROUND MA
Left Arm M 5 & 5 3
= = = =
i MS = - FUGHT MA
& Mo 5 3
ACTION BO
* TONNAGE
| ToTAL G KiLLs
— - MiCHA REFLEX RANGE
Power Plant | MW 12 Cool 2
70
*Ammo Massdr. | 10 7 7 Standard
Laser Cannon Inf. | 4 55 E
AM System inf 3 2 LA AM only, Fragile
M-Smm Inf 3 3 EA AM onky, Fragile HynRrAULIC TYPE DAMAGE BONUS
[ Light Missiles 18 | 27 27 | Special *9LL. 9RL
Heavy Missiles 10* 5 53 | Special | *47,3BLA 3RA
Plasma Lance 5 2B 28 | L Hand OTHER ADDITIV
Plasma Lance 5 |28 28 |L Hand | SYSTEM ,
Plasma Lance 5 2B 2.8 | Hand Escape Pod 1 o Last chance!
Ptasma Lance 5 |28 28 | R Hand Space Protection 3 Q Fine-tune the unit for space uss
Link : ] Light Misslles
Loft Hand NI 1 LA Link & | O Heavy Miaailes
Right Hand NA | 1 1 RA Limk 3 | o A System
46.7 16

Verniers

+2 MV (4T, 3LL. 3RL)

This design uses the Jovian Chronicles rules for MA, MY and Action Bohus.
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REMOTE WEA INFORMATION
WEAPON wWa RANGE KiLLs

wor | [EEER Tons)
JEFFICIENCY]

FinalL WEIGHT

SERVO

ToTaL SPa

T MA

THRUST LOCATION

TYPE ARMOR.

TROL RANGE

RANGI

MULTIPLIER

PER REMOTE

ADDITIONAL REMOTE SYSTEMS

Damack SHOTS

LocATION

CosT




BAsIC &

Torso M| & -] -] MS a & 14 o
Hoad Ms | 4 4 4 | ms a & 0 =

Right Arm | MS 5 5 5 Ms a & n
= - — GROUKD MA

Left Arm MS 5 6 [ Ms a (=] 1
Rightleg | M5 | &5 5 5 Ms a & 1 s
lahleg | Ms| 5 | & 5 | M5 | a 6 I maahs o
-1= ACTION BONUS

Power Plant | MH 16 16

ECIFICATIONS

+1 [O)

_3

18

+ TYPE
_64'- CosT
4251 KilLs

RANGE

Gom

Wiapron WA RaNGE Kmis. Dam Swors: CP
Beam Cannon . Hand s
Plosma Interface | - | - | 7 to) | 20 | 85 [2xeas|1A®A| 3 | Fortfolioz
_ *AMGuw* | a] & 4K 72) -~ | AM variate
*Plasma Lance® | +2| Melez| - | 2K @) =
*Sniper Gun® 1| 15 4K, {10) . = H CosT Kills:  SPACES DAMAGE Bonus
Plasma Lance | 1| Meoles| 2 6Kk 5 | 28 L. Hand | 28
Plasma Lance | "_':_ | Meles| 2 Bk 5 |28 2 R Hand | 28
Left Hand 1| Melee| 1 | WAL Y 1 LA | O Gluick, Handy T OTHER ADDITIVE SYSTEMS (ECM. ETC.)
Right Hand +1| Melze| | 1| NAL Y 1 RA o Quick, Handy SYSTEM Cost. SPace.  GAME EFfecTs & NOTES
[Command Armor Wapofis Escape Pod | © | Lestchancel
Missiles 2] 51 1 w | 80 |29 1 3.9 Tle) l ) H Space Protection 1 o Fine-tune the unit for space use
ScaorBoam | 1| 2 | 2 | 2k | it [(26) 36 | 1) | 4 | 60°Wdehuge | Eficioncy | 75 | O | verriers
Claw 1| Melee| 4 4K | NIA| 1 T(c) 1
Claw 1| Melee] 4 4 | NA 1 1 =f‘{.,;- 1 T N . B .
Beam Cannon Al & 6 B Inf. | 4.6 1 1 -‘(ﬁ.,] fa] Warm-Up 1
BeamCannon | 1| & | & | ek | inf 46| 1 | 56 | LA | 2 | WarmUp!

CoMMAND ARMOR

LocATION ARMOR CONTENTS

Misslles, Scatter Beam,
Claws, Thrusters (+2 MA)

LA ) 1 S MS 4 5 Hemvy Beam Cannon

RA i 5 Me 4 5 | Hesvy Beam Cannon
20.7 Weapons ]
45 Thrusters T

MULTIPLIER SYSTEMS

STEM CosT  SPACE GAME EFFED

CAT X.25 o +1 Action, +1 MY, & Int. = 1 Hit to the head
Verniers xe 15 +8 MV (1T, 2RA, 2LA, BLL, BRL)
Xes

Tacmcal NoTes

SPEcia NoTes

This design uses the Jovian Chronicles rules for MA, MV and Action Botus.
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1 MULTIFLIE
BasE WEIGHT
|AFTER MULTIPLIERS}

EFFICIENCY

(EFFICIENCY)
FiNAL WEIGHT
SCALE
0 WEIGHT
REMOTE OR ALLY
MOR COST:
Total Cost
WEIGHT

(WITH COMMAND ARMIDR |

MATIDN

REMOTE BubLiinG InF

MOVEMENT TP Jet | Jet
ST OF ] a S &
(INAL THRUST 6 | 42
12 4
=~ 2
05
TOTAL G 21 |45 |
ToTAL SPACE 7 1
Torar MA 18 +2
TL e

IMAT

SERVID TYPE KiLLs

ROL RANGE

ARMOR

10N RANGE

WiRE C

NUMBER 0F REMOT

ADDITIONAL REMOTE SYSTEMS

ToTaL C REMOTE

REMOTE WEAPON INFORMATION

WEAPDN WA RANGE

KiLLs

DAMAGE SHOTS

Locamon

Cost




GE BONUS

GaME EFFECTS & NOTES

Last chancel

o Fine-tune the unit for apace use

RA, detegts unite in 8 2km radius

SERVD. TyPE S KiLLs: TAKEN ARman:  TYPF cP
Torso | | 4 4 4 LW 5 z
Head £ 1] ¢ ! 5L 5 1 2
" | 3 3 5 =1 1 o]
Right Arm 2 2 4 Sl = UMD MA
Lett Arm 2 2 5 1 3
3 3 S S 1 4
-—wtu' g i 5 FLIGHT MA
Left Log | 5 | 3 3 SL 5 1 4
N Bonus
1
MicHA REFLEX
Power Plant | S | 3 Hats! 3
X
WEAPON WA RanGE: KiLLs: SHOTS
Railgun 0| & 3 3K s .5 Z RA 1
*Ammo Railg | 0 5 3 T 2 Standard
MissileCanister | 1| 5 | 1 | ® 1 1 LL 1
1 1" 1 | RL 1
1k 2] 1 1 T
3 2K 2 |os 05 LA 05
1 w o WAl 1| 1 LA 2] Quick, Handy
1K Mia | 1| i RA 0 Guick, Handy SYSTEM 03
| Escape Pod 1
] Space Protection 3
RadioMadar An. 5

TotaL CosT 3

COMMAND ARMOR
LocaTION ARMOR

TYPE CLass:

CONTENTS

MULTIPLIE

SPician NOTES / TACTICAL NOTES

This deslgn uses the Jovian Chronicles rules for MA, MV and Action Bonus.
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COST (w/0 MULTIPLIERS)
BASE WEIGHT
| AFTER MULTIPLIE

IWITH COMMAND ARMOR)

REMOTE CONTROL IN

oL MULTIPLE

REMOTE Bunni

MovEnE

GOST 0F

ADDITIONAL THR

EFFiCi

TotaL €

TOTAL SPAL

Total MA

THRUST LOC

ATION

SERVOD TvPe KiLLs ARMOR:

CP

T MULTIF
REMOT

DOIMIONAL REMOTE SYSTEMS

Rinorr W

8N TMATION

WiEArGN WA RAME

DaMAGE

SnoTs:  LocATION

cosy




Torse HS 10 10 i HS =Y 5 15
— i = — - S My
| Head S 3 3 = B e
Right Arm | © 4 | = 7 .
| Tant. L NI S T IND MA
| Left Am | | 4 4 7
Right Leg HS = é 1l ¥ia
= e I
[ el | 5[ 6 | 6 [ :
— - —t— e ACTION BOMLUS
- —_]_ — | ToTAL
| — l M CHA REFLEx Ramat
Power Plant |+ 1] 5 Hote! 5 S e
82
BeamCannon | +1| & [ 4 | 4| i | 4| 4 EA 4
Missile C. [a] 5] 1] 1 L 1
Missile Canister | 1| 5 | 1 | 1 L 1
Light Missiles | +2| =& 1 1¥ T |
S | ! _|, —
_Left Hand +1| Meles| 1 L | WA || 1 V1T A [e] Quick, Handy
Right Hond * Melae % WA 1 i | ra o Gluick, Handy
| — —

ToTAL CosY

A 205 /0 MULTIPUIERS) g MOVEMENT TYPE

i\ BASE V T 5 COST OF SYSTEM:
{AFTER MULTIPUE 9 ADDITIONAL THR

EFFICIENL C

| Costi = SPACE (C

== _‘_ — i | — ____ o e -. Euuul

MULTIPLIER SYSTEMS
SYSTEM CosT

GAME EFFEcTs & NOTES: REMoTE CONTROL INFR

SPACE

CONTROL MULTIPLE
[ (HE
—_— . _il p———— —
T T R | I — OFER
. | | o . RANGE COST
- ——J——] REMOTE
NNECTE

NLInSE IF REpBAGTES

Toral Gr RimnTe

This design uses the Jovian Chronicles rules for MA, MV and Action Bonus.
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T HP-21 SRBERTOOTH TIGER

= (=] 3 =]
LY. . My 5
Head LW 2 LW S 2 |- 4
@'_“"“ & 4 1 odll i i i L __yi GrRouND MA 12
Lett Arm 5 4 | 4 4 LW s 2 | e
1 F 4 =] = 3 | w7
Rightleg | = | 4 | 4 | | 8 | s |3 | W Fucitma S
lefileg | 5| 4 | 4 4_44’7 L s [ 7 | i

— —_— — ACTioh BONuS o
S T
I I 2
- _ |
PowerPlant| S | & & Cool 8 ]

WEAPON. Dam, SHOTS

WA RANGE: KILLS:

Tri-barreled AC
*Ammo AC 2 Standard
Grenade Louncher] 1| & | 4 | 4R | e 18 | LA 2 |
*Ammo GL T 1 | 10 [aa] 48 T | 1 | urett _
l.ur{:u‘lut—i o meleel 2 [ 20| it [ 1] T (Y T
Laser Cutter +1 | Meles 2 2K |t 1 1 | LA | 1
Left Hand 41| Meles| 1 1K NiA |1 B 1__K l [#] OTHER ADDITIVE SYSTEMS (ECM. ETC )
Right Hand 4|| Males| | 1K WA | 1 | BA | O Clulck, Handy SYSTEM Cost: SPACE
| Fire-Tune the unit for space
i i N 2 o Frotection against dust angd heat
T r i1 = ]
]
= | = |
| N N |
S| — 1l - — |
- — ]: — i
182 5
MOVEMENT
| | | " fi } ADDITIONAL
| =
N N S - TataL MA
= ~ ) RemoTe C | LOCATION
- = o o Conam.
] IWITH CoMAMAND ARMOR

MULTIPLIER SYSTEMS

S¥STEM COsT  SPACE GAME EFFECTS & NOTES oL INFORMATION

CoNtROL MULTIPLE

ConNTROL RAR

(1] DN Ran

|
|l RANGE MULTIPLIER

ADpimioNAL REMOTE SYSTEMS

REMDTES
W REMOTE

SPeciaL NOTES / TacTical NoTES

This design uses the Jovian Chronicles rules for MA, MV and Action Bonus.

DanaGE SHOTS

LocaTion  CosT
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a 3
W
2 | 2 B s |z .
Right Arm LW 3 3 LW ] 2 ™
3 0 MA
LenAm | W | > | =3 3 | s | 2 il
o Right Leg LW 3 3 3 Lw 5 2 "
- - FLGHT MA
[ oMl [ | 3 [ 3 3| W | 8 |2 TR
— ACTion Bonus
I KILLS:
] | L
PowerPlant | = | [ & | P Cootid RANGE
com
WeEAPDN WA RAaNGE KiLs: Dam Swars. CP i
Loc
Gatling Gun i 2 Autofire, BY3 =
*Ammo Gal. 20 | 46 46 T 2 | standard
Breiaa = = s e W SPACE
L 4] & 3 3K ' 12| 04 13 | R Hand i
*Ammo GL 10| 38 32 T 1 Burst 1
HYDRAULIT TYPE
Lsift Hand [ Melee| 1 | 1K | WAL I 1 LA 0 Auick, Handy
Right Hand + | Malea| | | A 1 EA o Quick, Handy
2 AE EFFECTS & NOTES
Desert Protection
= = =
- } :
| I ! ]
® 2

EnsT [EFFICIENCY)

ToraL SPAC
TOTAL MA

REMOTE L ) LGLE

£ BUILDING INFORMATION
TYPE KilLs:  ARMOR

RANGE

WIRE (

NUMBER OF REMOTES

ER REMOTE

Thie deslgn uses the Jovian Chronicles rules for MA, MV and Action Bonus.
HEMOTE W

WEAPON ) 3 SHOTS: Locamon: CosT
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T¥PE

SERVO

SPACES

KILLS

TAKEN ARMOR.  TyPi

WEAPON

WA: RANGE: KILLS:

Dam

SHOTS: CP

MV

GROUND MA

FUGHT MA

ACTION BONUS

Co

ToTal

KiLLs

MECHA REFL RANGE

SPECIAL

CFB-100 GNOME

DamaGt Bonus

DTHER ADDITIVE

A, ETC.)
GAME EFFE(

Last charce

CommanD ARmOR
LOCATION ARMOR

SPALES

W0 MULTIPLIERS)

WEIGHT

T {AFTER MULTIPLIERS]
EFFICIEN

REMOTE COST ITOTAL FOR ALL

AMAND ARMOD

SYSTEM

Cost

MULTIPLIER 5Y5

SPACE

TOTAL

GAME EFFLCTS & NOTES
Natural Form (+2 MA, -ZMY)

TOTAL WEIGHT

(WITH COMMAND ARMDR

Remare ConT INFOI

CONTROL MULTIPLE SERVD

MOVEMENT TyPE
T OF SYSTEM

ADDITIONAL THR

NG IN ATION

TYPE KiLLs

ArmoR:  CP

NOTES

ConTROL RANGE
(143

This design uses the Jovian Chronicles rules for MA, MY and Action Bor

F REMOTES:

PER REMOTE

us.
REMOTE WEAPON INFORMATION

Wearon WA RANGE Kius;

DAMAGE SHoTS.

Locamion. Cost
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TAKEN. CP

ARMDR

TYPE

Emr?lam M T | &

WA

WEaron RANGE: KiLLS: Dam: SHots: CP

KiiLs

RANGE

_ Heavy Missiles | 2| 1« 0.8 : *ILA, IEA
Medium Missiles| 1| & 3 16 | Special | 16 | "3LA, 3RA
Light Missiles | +1| = 1 Special | 05 | "ZLA, ZRA
ACDLS 7 || 5 T 5 | Portfolio2
*Laser* +1| B 4K (2.6) BY3 ) HYDRAULIC TYPE Kilis:  Spaces DamMAGE BoNus
“Close Detf.* | Malee | er | &) AF1
Left Claw + | Malag 1 L3 NIA i LA o Guick M5 (ECM, e |
Right Claw +1 | Meles| 1 R | NAL 1 1 RA o Gulck ] CosT SPAce  Gami EFFecTs &
- Last chancel
= — Fine-tune the unit SpPace use
| B o Heeatvy Missilee
J— 0 Medium Missizs .
| | | - o Light: Missiles ]
S ! I
HH | :
CoMMAND ARMOR
LOCATION AlMOR TyeE CLass SPALES ce COMTENTS
T 2 5 5 Thrusters {+ SMA)
[ — [ i | 18 | Thrusters .
i ENCY)
s il FINAL WEIGHT EHHICIENCY
| ) SCALE
- ! TOTAL SPACE
ToTaL MA
- REMOTE THRUST LOCATION
[ W

MULTIPLIER SYSTEMS

SPACE GAME EFFECTS & NOTES

SYSTEM Cost

| (53] o Holo 3, Officer Type only (1031 CFs)
M2 Space Type
— i —| =

This design uses the Jovian

Chronicles rules for MA, MV and Action Bonus.

CONTROL RANGE
OPERATION RANGE
RaNGe

MULTY
REMOTE

ARMDR:  CP

WEAPON INFORMATION

WEAPON wa

RanGE

Damace

SHOTS

Cost
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Ty PE TAKEN: CP

SERV KILLS: ARNMODR TYPE

FLIGHT MA

ACTION Bon

TONNAGE

Torad

FCHA REFLEX

Pawer Plant | MW

Wiaron

Starndard
AP

Machine Firg, B

Dam

SYSTEM
Escope Pod

MS (ECM, eTC |
GAME EFFECT

Space Protoection

Fine-turie the unit for spaca use

Link

[} Head Magadrvers

MuLr

SPACE

SYSTEM

GAME EFFECTS & NOT

This design uses the Jovian Chronicles rules for MA, MV and Action Bonus.
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EFHICIE

FinaL v

Toral

REMOTE

CoNTROL M

COST 01

ADDITIO

F BUILDING INFO
TweF

T —r—t—r—
 — — -




— ) DN H A NI 10000 o — -

Basic SPECIFICATION { Y

KiLs Taken. CP ARMOR TYPE P
9 CE(-01 DRAGONSTANER
Head ww| & [ e [ 6| ns | [75 | »5 o
Right Am | wmw 7 7 [P Hs [ a [75 [ ms Fonic
LeftArm | Mw 7 7 | 7 Hs | a |75 | us bt
RightLeg | MW 7 7 | 7| Hs | a [75 ] m5 o a
Letleg | vw | 7 7 [ 7] s | a [75] us SR
|! | l ALTION BONUS
|I TONNAGE
— 1 [ 1 .
|
Power Plant | AH 8 8 Cool+1 18
125
WA RANGE Kitts  Dam SHOTS
| Machine Fire, BVE
“Ammo Quad Standard
_"IW Vulcan Machine Fire, BYV3
*Ammo Twin Standard

M35 Missiles | 2| & 3 | 3k | 4 |44 42| 186 |Special | € Muke, Blast 1 *2LA, 2
AMSystem | +2| WA| 1 | (3| i [ 34| 12| 48 | LA 1
AM System .?‘[ Nal 1 | @ | et [ 34 12| 48 BA 1 AM Orly, Fraglle

AM Only, Fraalle

Claw Hand +1 | Melee| 2 2K | N/A | B8 56 LA o Quick, Handy, AP GAME EFF
Claw Hand + | Meleg| 2 2K | NiA | B8 5.6 EA 0 Cluick, Handy, AP Escape Pod 1 Last chancel
! ! Space Protection 35 0 | Fine-tune the unit for space use o
Command Armor Weapops | | Link 3 o Mizsiles
BoamC.Clustor | 1| & | 1 | 8k | Inf |216] 63| 277 | Tie) | 9 | 6O0°Wide-Angle, Fragle Link Z | 0 | feserCamonsle) |
LasorCannon | 0| & | 1 & | Inf | 126 17 | 1 17 | Bv2 Efficiancy 75 | O | Verniars
Laser Cannon | 0| 5 | 1K, inf. | 126 17 Tic) 17 | Bv2 = __

MOVEMENT TYPE

0 MULTIPLIERS)
CONTENTS B WEIBHT
Beam Carnon Cluster, Lassr AFTER MULTIPLERS]
| | Cannons, Thrusters (+2MA) EFFIEIENEY | T0

& Thrusters C , NCY)
302 Weapons WEIGHT
SCALE
_! ALED WEIGHT

SYSTEM

ADDimionalL THRUST

SPace (Cos
EFFICIENC

ToTalL SPace

RemoTe Cost (Te

CoMMAND ARMOR CoS

ToraLC
b6.2 ToTAL Wi

IWITH COMMAND ARMOR]

MULTIPLIER SYSTEMS

E EFFECTS B NOTES L 0L INFO 1] REMOTE BUILDING INFO!
+1 Action, +1 MV, BK Int. = | Hit to the head SERVO TYPE Kilks  ARMOR

Varniars 7 20 +7 MV (4T, 2H, TLL, TRL)

SPALE

BAS!
NOTES

ConTROL RANGE

TION RanGt

This design uses the Jovian Chronicles rules for MA, MV and Action Bonus.

WEAPON INFORMATION

WA RANGE KiLLs DAMAGE SHOTS: Locamon: CosT
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ARmOR:  TYPI cP ToTaL IFICATIONS
— - - —_ —+— GROUND MA
FLIGHT MA -
|
I
BONUS
— i —1 MECHA REFLEX R
WEAPON WA: RANGE: KiLLs: Dam: Shots: CP: EFF: CosT Lot SPACE.  SPECIAL

- — |

COMMAND ARMOR
LOCATION ARMOR

) MULTIPLEERS | MOVEMENT TypE

TYPE Ciass SPACES CONTENT

EFFICIENCY
Tartal

TOTAL S

REMOTE (
CommanD ANMOE
TaraL C

MULTIPLIER S¥S
Cast

E
SPALE

M5

SYSTEM

GAME EFFECTS & NODTES REMOTE E BUiLDInG INFOR

Con ) TYPE

ADDITIONAL REMOTE SYS

SPECIAL NOTES | TACTICAL NOTES

REMOTE WEAPON INFD
WEAPDN WA: RANGE:  Kis DAMAGE

LOCATION

SHOTS
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NAME : JSS GODSFIRE MAP KEY

CLASS : FLAGSHIP SEC. DESCRIPTION
1 Outer Hull
2 Engineering Hull |
3 Sensor Bay _
4 Crew Quarters
5 Officer Quarters Bl
6 Main Bridge

- 7 Mess Hall, Lounge

EXO-ARMOR @ 8 Forward Bay
9 Heavy-Duty Elevator
10 | Armory, Machine Shops
11 | Rest & Recreation, Sick bay
12 | Technician Quarters
13 | Pilot Quarters
14 | Main Exo-Armor Bay

Perhaps the most advanced vessel in service today, the Godsfire is a perfect example 15 | Engineering and Weaponry

of the Jovians' considerable skill in ship-building. Apart from being unusually large, ite | 16| Plasma Drive

considerable armament and exo-armor-carrying capacity makes it capable of sustain- . Escape Pods

ing prolonged battles with an excellent chance of survival. The most striking item on this

ship Is the massive weapon block holding both particle acceleratore and the heavy
railgun unit. Although this reduces the protection available to the guns, it actually 4
eases the maintenance and will allow the ship to be upgraded effortlessly in the future.

Length: 268 meters

Crew Complement: 40 Officers, 200 Crewmen, 140 Service Drones, 20 Als
Number of ships built: 1

Number of ships active (2210): 1

. Y,

HuLL WEAPON MaAIN
KiLLs BATTERIES WEAPON

ARMOR SP TOTAL MOVEMENT
CREW ALLOWANCE

DPTIC APO SENSORS : 400
BX PARTICLE CANNON 20K 4 - | 1 - - - 1200
ZX HEAVY PARTICLE ACCELERATOR TOF. 4 2 20 - - 1400
1CHEAVY RAIGUN BOK 3 2 20 - B00
+1CIDL 200
X CATAPULT 0 | 400
EXTRA SENSORS 200
EXTRA ARMOR (+4] BOO
1 ¥

PMIEETEN! 1200 @
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NAME : JSS DEFIANT

CLASS : THUNDERBOLT (DESTROYER)

SEC.

MAP KEY

DESCRIPTION

Length: 210 meters

Mumber of ships built: 42

.

Mumber of ships active (2210): 4

1

As the Jovian Confederation grewinimportance during the twenty-second century, the
need for a sturdy and inexpensive defense vessel appeared. The Thunderbolt class was
the answer. Thunderbolte are now guite common in the Jovian Navy. The forty-one
existing ships (the JSS Lancer was lost due to a powerplant malfunction in 2126) are
divided almost equally between the three JAF Divisions, Alpha having fifteen, Beta
twelve and Gamma the remaining fourteen. The ship's overall design is a departure from
the standard Jovian design philosophy. The lack of exo-armor bays as well as the low
reaction mass reserve somewhat reduces the ship's survivability, although the arma-
ment is heavier than what one would expect on such a small vessel,

Crew Complement: 4 Officers, 12 Crewmen, 40 Service Drones, 4 Als

[

|1 Outer Hull
2 Engineering Hull
| 3 Missile Bay :
| 4 Crew Quarters P
| 6§ |OfficorQuarters |
6 Main Bridge
7 | R&R. Mess Hall, Sickbay |
8 | Weaponinery and Sensor Array |
9 |Engineering |
Human {i'[m cm) 10 Extra Fuel Tank
11 | Plasma Drive
o |EscapePods |

WEAPON
BATTERIES

MAIN
WEAPON

ARMOR SP

TOTAL
CREW

MOVEMENT
ALLOWANCE

OPTION/ WEAPONS

MNAME

Dam

X MisSiE Bay 2 - .
2(KINETIC KiLL CANNON | 30k | 4_‘_ T % [ - | - | 600
| OXPARMCLECANNON [ 2ok | & | - | O 200
EXTRA SENSORS 200
FEL TR =)
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NAME : CSS ARZANA
CLASS ; BRICRIU (CORVETTE)

decade.
Length: 165 meters

Number of ships built: 82
\:«‘umbcr of ships active (2210): 67

The ships of the Bricriu class actually predate the formation of the CEGA. The “Bricriu”,
first vessel to bear the name, was launched from Dock 3A at the L5 point in 2134, |v
was the first patrol ship commissioned by the Orbital Colonies to defend the cylinders
In case the war “spilled out” of the Earth atmosphere. The ships proved to be
exceptionally sturdy and rugged, and so the desigh was not retired in 2160 as originally
planned, but merely updated with modern equipment. The original scatter missile
launchers were replaced by the now familiar kinetic kill canhon clusters when the CEGA
took over in 2184. This lowered the firepower in favor of greater range and accuracy. The
Bricriu class is expected to be replaced by a new, more advanced design in the next

Crew Complement: 2 Officers, & Crewmen, 10 Service Drones, 2 Als

TOTAL
cP

WEAPON
BATTERIES

MAIN
WEAPON

# OF BAY

ARMOR SP

Tons

ToTAL
CREW

MOVEMENT
ALLOWANCE

1X KINETIC KILL CANNON
+2CIDL
EXTRA MA (+4) o

& 10

200

400

——

200

)

s —

MAP KEY
SEC. DESCRIPTION
1
2
__3_ | Sensor Array |
8 | R&R Mess Hall Sick bay |
| s | Main Bridge p—
6 | CrewQuarters
7 Arm-.:E_::
8 Cargo Bay
9 | Engineering |
10 Plasma Drive .
[ ]

Escape Pods
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NAME : CSS MURASAME
CLASS : HACHIMAN (DESTROYER)

OVERVIEW

These medium-sized destroyers are the workhorses of the CEGA's Fleets. The first
three Hachiman class vessels entered service In 2124, quickly followed the year after
by ten more. The Hachiman class used to have a bad reputation among crews because
of the so-called "Dark Summer™ of 2197, where no less than three ships were loss due
to what was thought to be a plasma drive malfunction. It was later revealed that the
ships had been sabotaged by STRIKE agents working at the naval base of L2-4. Once
they were discovered, the incidents stopped and the Hachiman rapidly regained the
confidence of the Terran military. One more ship was lost while fighting pirate forces in
the Asteroid Belt.

Length: 216 meters

Crew Complement: & Officers, 55 Crewmen, 35 Service Drones, 4 Als
Number of ships built: 38

Number of ships active (2210): 34

] J

TOTAL WEAPON MAIN # OF BAY
ce BATTERIES WEAPON

ARMOR SP TOTAL MOVEMENT
CREW ALLOWANCE

OPTION/ WEAPONS

NAME Pow EFFECT SHOTS

2X MisSILE BAY 40K, 2 - 10
"2 KINETIC KILL CANNON 20, 4 o
2X LASER BATTERY 0% 3 0
EXTRA ARMOR (+2)
EXTRA MA {+2) o

MAP KEY
SEC. DESCRIPTION
1 | Outer Hull
2 Engineering Hull
3 |SensorArray
4 Missile Bay
5 Crew Quarters
6 Officers' Quarters
1 | Main Bridge
8 R&R, Mess Hall, Sick bay
9 Weapon Bay
10 | Engineering
11 | Plasma Drive
[ ]

Escape Pods
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NAME : CSS SCYLLA
CLASS : POSEIDON (BATTLESHIP)

MAP KEY
SEC. DESCRIPTION

1 Outer Hull
2 Engineering Hull
3 Sensor Ar‘ra; |
B Missile Bay
5 Officer Quarters
6 Main Bridge
7 R&R, Mess Hall, Sick bay
] Pilot Quarters
9 Exo-Armor Bay
10 Machine Shop, Armory
11 | Weaponnery
12 | Engineering
13 | Plasma Drive
The pride and joy of the Earth space fleet, the “Foseidon™class battleships form the = Escape Fode o
backbone of the CEGA spaceborn might. These ships were commissioned only two years —
after the formation of the CEGA and represent the height of modern shipbuilding
techhiques. As a concession tothera pid!y spreading use of exo-armors Inwarfare, the S|

Foseldon-class was hastily equipped with redesigned fighter bays, enabling the ship to
transport & exo-armors. The latest addition to the class, the C55 Medusa, was (

completed in December 2204 and was immediately assigned to the Second Escort ?’{ N\
Fleet. The other ships of the class include the Foseidon, Scylla, Diomede, Charybdis and L3
4]
(s}
(7]
.
(8]

Cyclops.

Length: 225 meters

Crew Complement: 25 Officers, 165 Crewmen, 95 Service Drones, 15 Als
Number of ships built: &

Number of ships active (2210): &

N, /

TOTAL WEAPON MAIN # OF BAY
CP BATTERIES WEAPON

11200

ARMOR SP TONS MOVEMENT
ALLOWANCE
25000
UPTIO APO SENSORS : 400 ®
| L
AX HEAVY LASER CANNON BOF. 5 1 20 : a 2000
X MISSILE BAY 20K, 2 : 0 - - 1600
EXTRA ARMOR +2 400
EXTRA SENSORS 200
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NAME : CSS MIKUMA

MAP KEY

CLASS 2 TENGU [ESCGRT CARH'ER; SEC DESCRIP“UN
1 Outer Hull
2 Engineering Hull
3 Missile Bay
q Crew and Filot Quarters
5 R&R, Mess Hall, Sick bay
6 Main Bridae
7 Machine Shop e
8 Exo-Armor Bay
9 Armory
10 | Engineering, Sensor Array
1 Flasma Drive
. Escape Pods N
OVERVIEW
As the CEGA began to realize the tactical usefulness of the exo-armors, the Fleets'
lack of adequate vessels to carry these new weapons into combat became evident. The
Tengu-class was thus commissiored in 2196 and put in production as early as 2201.
The primary concerns of the ship's designers were speed and range. A large twin drive
assembly was mounted on the hull along with big reaction mass tanks. This left little
place for the exo-armors bay, which can only handle two machines in standard, routine / \
missions. The ship can carry more in an emergency as proved by the CSS Pinta during L2
the Belt Trial Accident of 2202. The Pinta's crew had to fit seven Syreens In her bay (3]

when the exo-armors’ own carriers were destroyed in a collision, leaving the pilots
stranded in epace.

Length: 250 meters

Crew Complement: & Officers, 18 Crewmen, 32 Service Drones, 4 Als

Number of ships built: 15

Qumbar of ships active (2210): 13 /

WEAPON MAIN
BATTERIES WEaron

ARMOR SP TONS ToTal MOVEMENT
CREW ALLOWANCE

OPTION/ WEAPONS SENSORS :

NamE Dam CHO KiLLs

3X MISSILE BAY - &

EXTRA MA {+4] | | ki

+1 CiDL 200 m
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NAME : SS DAIBAN
CLASS : DAIKOKU (CARGO SHIP)

1 Outer Hull
2 Engineering Hull
3 Sensor Array
4 Officer Quarters
5 Main Bridge
6 RE&R, Mess Hall, Sick bay
7 Crew Quarters
8 Forward Cargo Bay
9 | Heavy-Duty Elevator
10 | Machine Shops
11 | Main Cargo Bay
12 | Passenger Quarters
] 13 Engineering
“Daikoku” class ships share a sturdy and common desigh that date back to the earliest ® | FEecapeFode
phases of the commercial exploitation of space. It s used by virtually every settlement
of the solar system, particularly by Mercury's commercial fleet.
its large cargo bays are readily accessible through an enormous hatch on both side of
the hull. These have forced the adoption of structural braces to compensate the [ w
inherent weaknesses of such a design. Other than this oddity, the ship is quite plain and
ordinary.
Length: 345 meters
Crew Complement: & Officers, 24 Crewmen, 180 Service Drones, 20 Als
Number of ships bullt: 235
Number of ships active (2210): 198

- 7

WEaPON MAIN
BATTERIES WEAPON

ARMOR SP TONS TOTAL MOVEMENT
CREW ALLOWANCE

OPTION/ WEAPONS SENSORS : 200

Name

EXTRA BAY (+2)
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NAME : GEORGIA ON MY MIND
CLASS : INARI (COMMERCIAL LINER)

MAP KEY

SEC.

DESCRIPTION
Ou_t_cr Hull

Engineering Hull

Sensor Array

| Officer Quarters -
5 | Main Bridge B

Crew Quarters

R&R, Mess Hall, Sick bay

Lounge, Garden, Observatary

Passenger Quarters

Fassenger Quarters

Engineering

leave a spaceport at lese than full capacity.

necessitate an atmosphere.
Length: 200 meters

Number of ships bullt: 24
Number of ships active (2210): 22

Ne

Crew Complement: & Officers, 100 Crewmen, 80 Service Drones, 12 Als

The spacious passenger lounges and cabins take up the whole center portionofthe ship,
Just above engineering and before the crew section. Cargo is carried in two huge bays /'
located on either side of the main hull, each having a separate life support system from
the rest of the ship. This allows the economical transport of goods which do not

12 | Plasma Drive
13 | Cargo Hatch

1
The Inari-class liners have been touted as “the most efficient commercial ships In _1§_
existence”. Indeed, their double role as cargo and passenger liner rarely allow them to .

Cargo Bay

_Extra Fuel Tank
Escape Pods

WEAPON
BATTERIES

MAIN
WEAPON

ARMOR SP

10000

TOTAL
CREW

MOVEMENT
ALLOWANCE

OPTION/ WEAPONS

NamE DamM RV
EXTRA MA [+2)

CHO

SENSORS :

KiLLs

200

|
|
|
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NAME : SST PRINCESS OF THE STAR
CLASS : AQUARIUS (TANKER)

MAP KEY

SEC. DESCRIPTION
[t owerrur
| 2 | Engineering Hull

4 Crew Quarters

]ﬁﬂ Bridge.

5
b R&R, Mess Hall, Sick bay
%L] Engineering =

[ 3_+ Sengor Array, Observatory

8 Plasma Drive _
9 |HelumTank
* | Escape Fods

!

Ships of the Aquarius class are a common sight to the citizens of the solar system.
The original design was based on the cargoes of the early twenty-first century, and it
has changed very little since then. Its limited reaction mass capacity makes it useful
for short to medium range transport only.

The Aquarius is designed to be used as a modular cargo ship, with special hardpoints g N\
mounted on either side of the hull to attach cargo pods. These pods are usually tanks
to carry the liquefied gases used as reaction mass in modern ships,

Lenath: 90 meters
Crew Complement: 2 Officers, 4 Crewmen, 12 Service Drones, 2 Als
Number of ships built: 120

Number of ships active (2210): 107

TOTAL WEAPON

MAIN LA
CcP BATTERIES 0

Wearon 0

ARMOR SP

ToTAL
CREW

TonsS MOVEMENT

ALLOWANCE 0

_ (6]
b2
N
- ! (8]
OPTION/ WEAPONS SENSORS : 200
NamE x | 4ILLS SHOTS

EXTRA MA (+2)
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MAP KEY

NAME : BEAUTIFUL DREAMER
CLASS : PRIVATEER

SEC. DESCRIPTION
1 | Outer Hull B
2 Engineering Hull

| 3 [sensorArray.

1I_Ofﬁc,ar' Quarters

4
1 5 | Main Bridge
6 | CrewQuarters

7 | R&R, Mess Hall, Sick bay

R | Passenger Quarters
|9 |FowardBey
10 | Armoary

11 | Machine Sho-p
12| Engineering

13 | Plasma Drive
14 | Railgun
15 | Cargo Hatch

At first glance, the "Dreamer” is an old and ordinary cargo ship, one of the many
travelling the solar system. Appearances can be deceiving, however, as this ship is in 16 |CargoBay

fact a highly customized vessel capable of long range travel and even heavy combat. Its 17 ' Extra Fuel Tank
side section has been reinforced with structural braces and thrusters to allow landing ] '
on asteroids and small stations. The actual origin of the ship is somewhat nebulous,
but itisvery similar to the merchant vessels built by the Martian orbital facilities in the ( \
late twenty-second century. Only two things are for sure: the actual "Beautiful
Dreamer” Is very different from its original layout, and how it ended up with its current
crew is a complete and utter mystery.

® | Escape Fods

Length: 270 meters

Crew Complement: 4 Officers, 50 Crewmen, 130 Service Drones, 16 Als
Number of ships bullt: 1

Number of ships active (2210):1

N J

TOTAL WEAPON MaIN # OF BAY
cp BATTERIES WEAPON

10000

ARMOR SP TONS TOTAL MOVEMENT
CrEw ALLOWANCE

) SENSORS : 400

CHO
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e
CLASS :

MAP KEY
SEC.

DESCRIPTION

e |-

|H'h-l§'l
|

Sl

-
-

R
|
|
|

_

WEAPDN MAIN # OF BAY
BATTERIES WEAPON

ARMOR SP ToTAL MOVEMENT
CREW ALLOWANCE

DPTION/ WEAPONS
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CAREERS..........ccooiimrieiiaisssesianreenrn s vasn Y
CAT SYSTEM .........coevvnvinnnnires 52, B5, B8, B1

CEGA (CENTRAL EARTH GOVERNMENT
& ADMINISTRATION] ... w10, 12, 13, B8
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EXO-ARMOR CLASSIFICATION CHART ............35
EXPERAT SYSTEMS, .................. SEE COMPUTERS
EXPLORER, MEAL-D2 .............................. 54, 90

————

GARAND, RANHO.............cccccveevennncnn.... DB, B5
GNOME, CFB-100 .........ccoccoevenvvvinrinrnennn. B4, 84

JAF [JOVIAN ARMED FORCES] .
JAW [JOVIAN ARMOR WORK] ..

JOSHUA'S STATION ........ccovennne,

17
— 17

s 17
.16

KINETIC KILL WEAPONS ..........

KOUDRIOPOULDS, KONRAD ......
KOUDRIOPOULOS, MADELEINE ..

17

28

LAC (LUNAR AEROSPACE CONSORTIUM)........13

LLS (LASER LIFTER SYSTEM) ..................

L, IBMAEL .............oo00n

11, a1
... 38
43, 78
.23
21, B8
...35
13
13

MARTIAN DEMOCRATIC PARTY .......cooevvnrnns
MARTIAN FREE REPUBLIC ........

.14
14
14
TR SRRP AL |

MERCURIAN MERCHANT GUILD .....

MOOIFIED ACTION CHART ...........cccoooinnnnn.

e 72, B2, B4



NANDID, SEE MEDICINE
NEURAL NETS, SEE COMPUTERS

O'NEIL CYLINDER ......ocvcmivnimniiimiinmimnnn: 171, @1
ORBITAL SETTLEMENTS ...

DUTER SOLAR SYSTEM .......ccocvvnnnieniininnnninnne: 18

PARTICLE CANNON ........cooirrumrenriinnanrimeearn s 38
PATHFINDER, EAL-04
PERSONAL EGUIPMENT ..........oonviciininiicnini. @5

PEYARJE, DR. AGRAM ............cocociiininrnnnnen. 22
PLAYER CHARACTERS, BUGGESTED ...............21

POSEIDON-CLASS ..........occoconiiinnnn ...104

PROMETHEUS, EAX-CT ............ccoeeveeee... 52, BB

REGENERATION, SEE MEDICINE
RENBERG, REGIS ...........cccoocvninicciinnniainnnen 28
ROSLIN AND SHAYNE .............cccooiiniieninnnen.. 28

W.m@

SABERTOOTH TIGER, MP21 ................... 5B, 82
SAND STALKER, HG43 ........cccovenvnreennnen. 58, 93
SOCIETY OF THE EVOLVED HUMAN ........78, 79
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SOLAR SCIENTIFIC CONVENTION .................... 74
SPACE SHIPS, MODIFIED RULES..........ceeenen

2

SPACE SHIPS, WEAPON CHART ..................43
STATISTIC (EDUCATION, PSY) ......ccovvrneereennns 20
STOAM ATTACKER, SEE PROMETHEUS

SUMMER, YANNA ......oooovvrrrericrisisisinnsinns 28
SUPPORTING CHARACTERS .........cccccvivvvnvannnna 38
SYREEN, CEADT .....cooemeviininnsnnnnserennneesa.. B0, 85

THUNDERBOLT-CLASS ......cooomvinnnrninnensrnnene. 101

UNITED NATIONS ......ccooviininnnnnncnniieennen 12, B

VENUSIAN BANK ..........ccoceeceiennnnnnn. 8, 28, 68
VINDICATOR, EAH-01 .....cooovivivnnriciannnnnnn, 50, BB

WYVERN, CEADS .......cccocccinmnienimnanninnne, B2, BB

YOUSSEF, IBRAHIM .........oooviinmirinmnnnsnnnnn. 28

TACTICAL
PROJELCT

TIME:
LOCATION

EUROPA INCIDENT

LATE SEPTEMBER |
RETAILER NEAR YDOU
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