


T

A Few Words from the Editor: ZYhe Lords of
Chaos is a guasi-aPa published five times
each year in January, April, July, September
and Kovember. This Fanzine is NOT intended
to makeé anyy great profit, but to ke run,
instead, primarily for the benefit of the
contributérs. Fee schedules have been
adjusted accordingly.

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

N. C. Shapero

728 South Atlantic Blvd.
Alhambra, California
91803

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

Those individuals who wish to contribute to The Lords of Chaos have several options open:

(1) Print up their zine themselves (copy count 218) and send it to the above listed
address (please prirt on 8% x 11 paper only, please--216 mm x 279 mm for those
out there on the metric system}.

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

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

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

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

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

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

Cost Schedual :
{1) Contributers:

{a} 4 or more pages in the current issue ~- Ffree
{bj 1-3 pages in current issue ~— postage oniy

{2} Non-Contributers

{2} If buying in a hobby shop, pay whatever the man asks

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

{c} If 1-3 pages In previous Iissue -- postage + 75¢

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

[

Unless cotherwise requested, all subscripticn copies will be gent first ¢lass (uswpally
$1.54)

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



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

Zines already held over to issue #14: David Myers, Corona Campaign Notes and
Runecults for same, John Redden, Ramblings, The RuneQuest Prime Rules (Modifications
to the RuneCQuest! rules for the Combined Fullerton Campaign, and several other

zines of interest to the RuneCQuest and Other Suns playing public...

TABLE OF CONTERTS FOR ISSUE NUMBER 12 & 13 (COMBINED ISSUE) 1 July 1881
Cover (Unmtitled) by fita i
Runes in Space by Wicolai Shapero &8
Runes in Space Character Sheets by Nicelal Shapero 2
The pismal Lich #4 by Mike Gunderiocy 2
Beyond the Curtain of Vapors #4 by Cary Martin 13
Update by Kathryn Shaparo 1
You Mean That's One of OURS?I? by Kathryn Shapero 13
Golden bragon %23 by John Sapisnza Jr. 5
Golden Dragon #27% by John Sapienza Jr. 2
colden Dragon #29 by John Sapienza Jr. ) G
133

Magazines of Possible Interst to FRP Camers

Wyfms Footnotes (RuneQuest oriented Prozime - 1¢/word rate) PO BOX 6302,
Albapy, Ca. 94706. Write for information regarding current subscription
rates.

Alarums and Excursions (D&P}: 3965 Alla Reoad, Los Angsles, Ca. 90066.
OC: Lee Gold. APA-zine available to nuon~contributers. $1.58
plus postage per issue. Monthly publication schedule.

pifferent Worlds (RQ, D&D, other FRP}: OFfFfset Proziné avallable from
The Chacsium. See Wyrms Footnotes for address. A MUST FOR TRE
DEDTCATED RUNEQUEST! PLAYER.

* 3 * * * » L * * * * * * * ® * *

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

-= N. 5.



RUNES IN SPACE
BACKGROUND

History

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

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

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

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

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

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

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

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

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

The L'Doran Hegemony is an FTL-starflight society. Contrgravity drives
for normal space and atmospheric fiight are commonplace. Power for a1l common
needs is provided by cheap and efficient total conversion devices. Privately
owned i1 {faster than Tight) starships are common--a vehicle capable of carrying
four to six individuals at & speed of ten light years per hour being well within
the reach of rich individuals {just as private aircraft are today). Planetary
wezther control techniques are well known, and planetary engineering to ovder
is an expensive, though scientifically trivial, project., Time travel, and cross-time
travel are possible, though extremely difficult ({in much the way that space
travel is now}. s : -

Monetary Base

The unit of exchange in the L'Doran Hegemony is called the System Monetary
Unit {or SMU} and is worth roughly 0.02 troy cunces of gold (that is, 1 trey
owce of gold is worth about 50 SMU). Inflation is a factor only in local economies.

HOW TO CREATE A CHARACTER
Characteristics

1. Strength (STR): A character's strength affects the damage he does, how wuch
equipment he can carry, ard what weapons he may uyse, Strength can be imcregsed =
through training up to the rating for the character's Constitution or Size.. - - .
Humans roll for strength om 3D6. N 2 * S

2. Intelligence ' (INT): This is a measure of the character's ability Lo desl ™' -7
with abstractions and his ability to learn from experience. Intelligence for . .-
humans in the general population is rolled on 306.  However, it {is assumed | . T
that the adventurous characters, the spacers, the scientists, the space . .. . -7 -
merchants, are all a cut above average--pre-selected, so to speak. Thus all .
adventuring characters {i.e. all player characters) roll for INT on 2D6+6 (if

they are humans, that is--other species may roll on slightly different dice}.

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

4. Constitution {CON}: This is a measure of the character’s health. It s one
of the most important factors in determining how much punishment {in combat

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

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

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

human characters roll constitution on 2D646.
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Characteristics {continued)

5. Dexterity (DEX}: This is a measure of how fast and how accurately a
character can move and act. Dexterity may be increased by training up to

species maximum. Humans rell for dexterity on 306.

6. Charisma (CHA}: Charisma is the measure of a character's ability to
lead. It is the ability to say "follow me" and find oneself leading a
charge. Charisma is subject to ¢hange {both up and down) depending upon
the success or failure of previous ventures. Humans roll for CHA on 3D6.

7. Size {SI1Z}: This is the combined indicator of the mass and height of
the character. It will, to a small extent, affect his ability to absorb
punishment (and to a much greater extent, his ability to deal out damage
in hand to hand combat). Humans roll for Size on 3D5.

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

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

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

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

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

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

Maximum and Minimum Characteristics

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

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

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

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

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

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

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

SIZ -2 ~1 _ ] +2 +3 #3
POW -1 ‘ +1 +2 +1
END -4 -3 -2 -1 +1

The Reason Why:

SI1Z--As Per RuneQuest
POW--As Per RuneQuest, save that for "favor of the Gods" substitute “oneness
- with the Unlverse“
END--The better trained and tougher the individual, the longer he can keep going
despite what should be killing wounds. The greater the END, the longer
the character can "put off dieing".

Note: unlike the other tables, the bonuses here are in actual points
instead of percentages. . Thus a character with a POW of 21, a.SIZ of 13,
an END of ?6 will have, with a CON of IG hit points of 10+2+1+1 14.
5 Damage -- As per RUNEQUEST
6. Accuracy

Accuracy is the ability to handle aimed weapons (such as bows crossbows,
pistols and rifles),



RUNES IN SPACE Page §
6. Accuracy {continued)
Characteristic Characteristic Roll

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

INT <108 -05% +05%  +10%  +15% +5%
POW -05¢ DB +10% +59
DEX 104 l05% L H05%  +10%  +15% +5%

The Reason Why:

fast he can Tearn to handle complicated and unforgiving weapons. A moron,
for example, will take longer to Tearn to handle a rifle than will a moderately
intelligent individual. : _
POW--Extremes, both high and low, of POW influence the Accuracy because POW is
a measure 0f how the character relates to the Universe, of how "in tune”
he s with the world. _
DEX--The ability to control where 3 weapon points is extremely important in
determining whether or not one will hit the desired target.

INT—-Iﬂte3Iigeﬁce has great influence on how well a character can learn, and how

7. Perception -- As per RUNEQUEST

8; Stealth ~~ As per RUNEQUEST

9. Manipulation -~ As per RUNEQUEST

10. Knowledge ~- As per RUNEQUEST

11. Arts of Love

Characteristic | Characteristic Roll

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

INT ~-10%  -05% +05%  +10%  +15% +5%
POW -05% +05%  +10% +5%
DEX -10%  -05% : +05%  +10%  +15% +5%
CHA -10%  -05% +05%  +10%  +15% +5%

The Reason Why:

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

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

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

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

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

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

In order to determine if the particular training attempt is successful,
take the species maximum in the given characteristic, subtract the current
characteristic value of the character, multiply by 5, and this is the number
that must be rolled at or under on DIO0 for successful training (and one point
characteristic increase) to occur. ‘

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

Training costs and Time

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

Training

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

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

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

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

As per Punefuest with the folilowing modification for medern high-velocity
projectile and enerqgy weapons:

In addition to hit point damage to the indicated target area (which is limited
as per maximum points counted against total hit points as per primitive hand to hand
weapons} damage against total body endurance is done equal to the point total rolled
for the damage of the weapon indicated. When END is reduced to zero (or a minus
number) as a result of such an attack, the character is unconscious and an attack
(as per poison--vs total constitution) is executed, the strength of the attack being
equal to the absolute value of the negative END balance. {Thus a character whose
END has been reduced to -8 will have an 8 point attack rolled against his CON--1if
his CON was 13, say, there would then be a 50+(8-13)x5=25% chance of an additional
8 points of damage vs total hit points, and a 75% chance of 8/2=4 noints of damage
vs total hit points). Further, where E=the endurance of the character prior to
taking the hit, and N=the amount of damage done by the hit, the probability that
the character will go into shock (resulting in death in 12 minutes unless proper
treatment is applied) is D/F.

£
Healing Damage to Hit Locations and Endurance

As per Punefuest. Endurance is recovered af a rate of CON/8 per hour of rest,
CON/4 per hour of sleep. Natural healing does not begin until all END damage has
been recovered.

COMBAT SKILLS
Notes on Combat

The Attack and the Parry: Treated as per Rune{uest

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

Basic Chances

The basic chance for most attacks and parries (as well as most other non-zero
base skills) is 59%.

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

Special Basic Chances for certain weapons:

As per Runeluest with the following additions:

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

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

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

'Parry1ng a critical Hit is as per .RuneQuest (save that it is not possib}e to
parry a blaster bolt, a stunner bolt, or a bullet)at any tim-, let alone when
the hit is a cr1t1ca1 hit).

Fumbles, impales, and parrying of impaling blows as per RUﬁEQGE:L, as well as
.optionatl rules for impaling WEapons and critical and fumbled parries.

Attack1ng from. Advantage:
As per Runeﬁuest subject to the following rev1sionS'

Case 3. An attacker on the ground has only % his normal chance of
successful attack with ancient and hand to hand attack weapons. His
parry chances are not reduced below normal, nor.are his attack chances
with handguns, rifies, or similar medern n1561?e we apsﬂs

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

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

(1) Training: The probabiiity that a given trainiag attempt will be
successful is 100-current skil1+INT (this probability is aiways AT
LEAST equaT to INT), and if the training 13 successful, the increase
in skill is by 1D6%. _

{2} Learning by Experience: The probabil%ty that a character has
learned from using a given skill in the field is 100-current skill+
number of successful uses of the skill+INT {this probability is always
AT LEAST egpa1 to INT), and if the character learns from use of the
skill, the increase d% skill is by 1D6%. Thus, if on one expedition,
a character used his fists 13 times successfully in combat, and his
current skiil was 35%, and his INT was 13, the probability of his
learning from experience after he has had a week to relax and

consider his actions would be 100-35+13+13=514.

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

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

Weapon Training Cost Table (Hand~t0-Hand'wéapens)

Base ¥ Hegpon
20 ﬁxe; 1-H
15 Axe, 2-H
10 Butt
25' Dagger
25 Fist
15 Flail, 1-H
05 Fiail, 2-H
25 Grapple
20 Hammer, 1-H
05  Hammer, 2-H
25 Kick
25 Mace, 1-H
20 Maul
05 Morningstar
10 Pike
05 Rapier
15 Shortsword
15 Sickle
10 Spear, 1-H
20 Spear, 2-H4
10 Swerd, 1-H
05 Sword, 2-H

00-25  26-50
100 159
100 150

50 150
“80 150
50 10
100 150
100 250
50 150
50 150
100 150
50 100
50 100
50 150
10 250
100 250
150 350
50 100
50 100
50 150
50 100
100 150
150 350

Weapon Training Cost Table {Missile Weapons)

Base % Weapon
10 Axe, thrown
10 Bow
20 Crossbow
15 Dagger, thrown
15 Javelin
05 Mortar

00-25 26-50
100 150
100 250

50 100
100 156
100 150
150 350

- Page 9
51#?5 76-1G0 _101+
350 500 650
400 600 800
350 500 850
350 500 650
250 400 550
200 600 800
550 800 1050
400 650 900
350 550 750
400 600 800
350 600 850
250 406 550
500 850 1200
550 806 1050
550 800 1080
650 1600 1350
250 400 550
250 400 550
350 550 750
250 400 550
350 500 650
650 1800 1350
51-75  76-100 101+
300 500 800
500 750 1000
250 460 550
400 600 800
400 600 800
650 1000 1350
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Weapon Training Cost Table (Missile Heapons) {cont.)

Base ¥ Heapon - P0-25 26-50 51-75 76£100- 101+
15 Pistol, recoil type 100 200 460 600 800
25 Pistol, recoilless 100 150 350 500 650 .
10 Pistol, machiine 150 350 650 1000 1350
20 Rifls, slug 100 150 350 500 650
25 Rifle, energy 50 100 250 400 550
20 Rifle, fully automatic 100 250 550 850 1050
05 Rocket Tauncher, Shoulder Fired |

50 100 250 400 550
10 Rifle grenade 160 250 500 750 1000
25 Rock . 50 100 250 400 550
10 Sling ” -100 150 460 600 800

05 Staff Sling 100 250 - 550 850 105¢

Modern Weapons

Unlike the ancient wmisstie reapons, modern weapons are somewhat less
affectéd by conditions of movement of firer and target. Modifications of basic
attack percentages based on situwation are as follows for modern weapons:

Range: Point Blank +35%

Short Range +15¢
Medium Range 0%
Long Range Divide Attack Percentage in half
Extreme Range Divide Attack Percentage by four
Weapon Firing Mode: Automatic Fire -25%
Hide beam (energy pistol) +25%
{uses four charges instead of one)
Gyrosteadied Weapon +10%
Firer is: Braced +08% Target is: HMoving -04%
' Moving -16% Evading ~20%
Evading  -16% Inmobilized +16%
Blinded  -~50% | A Vehicle  +20%

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

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

Projectile Type/Recoil Type

Calibre Damage Range  Cost _
Vel 2D4 100m 150 smy %+G.2 smu<per round)
a2 206 100m . . 200 smu {+0.3 smu per round)
.38 306 100m 280 smu {+0.3 smu per round)

.357 magnum 308 100m 350 smu (+0.4 smu per round)
45 406 100m - 300 smu (+0,4 smu per round)
44 magnum  4D8 ¢ 100m 400 smu (+#0.5 smu per round)

All of the above listed weapons have a six round ammo capacity. All are
assumed to be revolver type. For automatics, increase the cost by 10% for the
mit, do not increase ammunition cost, increase the ammo §lip size to eight
roynds, HMachine pistol versions exist for all calibres 1isted above at a unit
cost twice those listed above--with anmunition drums gontaining forty rounds
of ammunition.

Projectile Type/Recoil Typer-- special slugs

Needler: This pistel fires steel needles at extremely high
velocity (over three kilometers per second). . Though the armor _
penetration capabilities of these needles is extremely poor, should
a needle penetrate, the damage to the nervous system of the target
is considerable (mostly from hydrostétic shock). Damage of 1D4+]
is rolied vs nit location and, if the armor is penetrated, 12D8
damage is dene vs END. RANGE = 80m, COST = 600 smu (+0.6 smu per
round of ammunition -- a magazine for this type of weapon holds
ten rounds). :

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

Enérgy Type/Recoilless Type Pistols

Hand Blaster: 4DG damage per charge. Wounds done by this
weapon are automatically cauterized -- no bleeding. RANGE = 120m,
COST = 550 smy {+1.0 smyu per charge--a magazine typically holding
12 charges). THIS WEAPON WILL DAMBSE ALL TYPES OF ARMOR!
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EFnergy Type/Recoilless Type Pistols {continued)

Sonic Stunner: Damage for this weapon is determined as follows:
A 4D6 attack 15 made vs CON. If the attack is successful, the target
will be knocked out for (22-CON} minutes. If the attack fails, the target
, takes 2D6 damage vs END. RANGE = 40 meters, COST = 1000 smu (0.5 .
smu per round of ammunition--and a typical magazine holds 8 charges). '
This weapon WILL NOT FUNCTION IN A VACUUM, AND WILL HOT AFFECT ARY
INDIVIDUAL WEARING TYPE 3 OR BETTER ARMOR (see Armor and Suits).

Magnetic Pulse Stunser: Does 6D6 END damage. Divide this damage
in half before deducting armor protection for all metdllic armor. .
RANGE = 120 meters, COST = 1250 smu {+1.25 smu per charge -- a typical
magazine holding 12 charges). '

Rifles
Projectile Type/Recoil Type

Calibre Damage Range Cost

.223 long 108+ 200m 600 smu {+0.25 smu/round)
.30 206+1  200m 650 smu {+#0.30 swu/round)
.308 zoe+1  200m 650 smu (+0.30 smu/round)

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

Projectile Type/Recoil Type (Shotguns)

A1l of the shotguns in RIS are assumed to be firing killing loads.
The medium range for shotguns is FIXED at 40 meters--use of telescapic
sights and gyrostabilizers have no effect upon shotguns. All these
shotguns are assumed to be semi-automatic, with eight round capacity.

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

Shotguns €OST = 550 smu (+1.25 per round of ammunition).
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Projectiie Type/Recoil Typé Rifle (continued)} -- Rifle Grenades

Rifle grenade launcher mechanisms attach to any projectile type
rifle {except shotguns). Théir RANGE = 200 meters. COST (of launcher)
= 1235 SMU. COST (of grenades) = 200 smu each, Grenades do 15 + 1D4 -
damage (against hit points) to all within a 10 meter range of the detonation
point -(cut damage in half for each additional meter distance between
target and detonation point] rounding fractions DOWN). Type 3 armor and
better protects against the damage from grenades, but the armor takes
1/2 damage to all locations, reducing its protective capabjlities against
all later attacks accordingly. Grenades do double damage to all targets
when detonated in a confined space {i.e. any completely enclosed space less
than 20 meters across). ' '

If a rifle grenade shot misses its desired location of target, roll
randomly to determine divection of scatter (fell short, fell long, fell
left, fell right, or some combination) and roll 4DI0 for distance, in
meters, that the grenade scattered. A

Rifle grenades may be used for either direct or indirect Fire.
Bnergy Type/Recoilless Type Rifles

A1l of the blaster rifles have the same range, to wit: 240 meters.
Blaster rifles all carry 24 charge capacity when fully charged,.

Type Damage Range Cost
1 4D8 240 m 1000 smu (+1.00 smu/round)
2 606 240 m 1350 smu {+1.35 smu!roand}
3 806 260 m 2400 smu (+2.40 smu/round
4 1006 2890m 3750 smu (+3.75 smu/round)
5 808 500 m 8000 smu (+4.25 smu/round)

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

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

L

THESE WEAPONS WILL DAMAGE ALL TYPES OF ARMOR!
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Mortaers

The HMINIMUM ranee for 2 mortsr is S50 metere (311 fire beins

indirect)r and the medium ranee limit is S00 meters, Damase iz
40+2D18 ot  to 19 meterss damsse beins cut in  helf for  each
adgitional 2 meters of rance to sround zero. firmor bure 3 sndd

better will rrotect sezinst damsser but will tske half demsce
itself in the rrocess {(as asgzinst erenades), If the shot missess
getermine scatter as per’ srenades: save +that the distznce
soatiered is 1D4 % {(distarnce from moriar to desired tareet)/ 25y
in metersy rounding Tractions ur.

Cost of martaf = ”406& SMills Cost of one mortar shell = 750
SN . ’ . .

Rocket Laurnchers shouldsr fired

The ranse for this unit is 258 peters, Dansee is 2042010 to
a8ll within 1 meter of imrsct roint, firmor tures 3 and  petter
will rrotect sezinst demsse Trom this wearonsy but full domsse is
done to the srmor. This wearon mev be used for direct fire onlu.

Cost of unit = &506 smu, Tost of ore racket = 230 snu.

1

 Accessories

A telescoric sieht costs 220 szau. & curostasbilizer wunit
costs 480 smu. A unirod or birod mournt for brecine & handsun or
g rifle {resrectively) costs 12 smu. Each of these devices adds
one rFoint of encumberasnce to Lthe wezror.

Encuomberances

All ristols have a8 basic encumberance of ones with 4he
gxnertion of the machine ristelsy which have encumberances of
't-NQ .

All rifles have a2 basic encumberasnce of twar  with the
excertion of the trirod mount blaster rifler which hss i
encumberance of twernbtu,

The mortsr hes an encumberasnce of thirtu-five.

The rocket launchers showlder firedys hes an encunbershoe of
five, :

Eates of Fire

ALl wsemi-sutomatic ristols snd vifles fire 2t 2 rate of
AMR, Shoteurs  Tire st & rate of 8/7MR (reloadins the chambers
reguiring 5 BRY. Avtomatic weasrons firve bursts of 2 rounds cnoce
Fer  three strike ranks, The hend held rocket lsunchers maw  be
fired ooee rer melee round onlu. Hortars maw be Tired once per
WELEE TOURC

A4
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TSTR/DEX Keauivémerits

Orele the Shoulder fired rocket bhas & strensth or dewteritw
reauirement asmonk  the modern wEapons. Far +this rarticulsr
weagrony  there is & resuirement  of a 15 strendtih arei 2 13
dexterity. ; ' s R Hnss a Py

Other Notesi

Defense maw mﬁig be BFPlléd aﬁalnst tihe fdllowins two modern

‘fwaapans.i (1} the Taser and (2) the shnulder fired rocket.

fs a3 ryle of thumhs defense oan oniv be sprlied asalnst Fiare
ares affect wearonsy» arnd even then phly when the tardet van see
the prodectile {ar bolte or whatever) coming. Thus defanse may
riot b arrlied aﬁalnst blaﬁtaPSr maching sun firer vrifle +Firaer
ety ete, ' LR G &

Damasece for snoient wesrohs i6 a5 Fer Runefuest.
Armor snd Seitce

Armor Ture RPescrirtion 7 Foints Frotection

. - Bare skin o 8
1 Light Envirormental Suit™ - - 5§
2 Full EV¥a suit [sreace switl 10
3 l.ight Combat armor R §.+
4 Scout Suil LArmoredl _ 24
g Commandg "Suit [Armoredl 30
& Marsuder I 40
7 Marauder IX : 70

Armor  tyres 2 and hicher are seace suits and will rotect
the wesrer zszinst varistions of sressure and temrerature of zero
to 100 atmosrheres srnd 0.1 desrees Kelvin {(nesr shsolutes zero} to
630 desrees Kelvin (over 800 degrees Fahranheat). resrectively,
Armor  tere 1 maw or mey not rprotect the wearer asainst varoum.
In srw  caseys the MAXINMUM temrersture snd eressure rances
#llowatle for ture 1 avrmor dre 200 desrees Kelvin to 400 desrees
Kelvin Urouehle ~180° to +260 desrees Fehrenheitl and 0 to 5
atmosrheres FTESGUrS, Life swrrort and Fower  limitaetions
restrict suit orerationezl time Lo 120 hOours.

Armor  roints protection are for egach individozsl hit  loca-
Liots

Tr order to use the hisher clzsses of zraored suits Diupe 2
arig abovel it is necessare bto train in their voe.

The «kill VAC-SUIT GFFE%TIGN caovers the oreraiion of 5uits
of armor ture 2 and 3 {ands in additions the handline '&f sero-6
manupverxnn in a8 suitd)s This skiil is & Frerecsuisite to learnine
the skills of hardling sne of the hisher armor tupre siiits,; It
must  De  learned to the S0Y skill level bpefore trainins can e
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besunn  in anw of the hisher zraor swuit arerations skills, The
cast of training this skill is as follows:d
ZER/SG/VS/LBG/100+
YAC-SULT OFERATION S4/1060/1508/250/460
A suit of ture 1 or 2 srmor mssses 2 kiloerams rer roint of size.

The skill SCOUT SUIT OPERATION covers bthe oreration of suits
of armor ture 4, The skill COHMMAND SUIT GPERATION covers the op-
eration of suits of armor ture 5. Orne or both of these shills
must be at the S0X skill level or better in order to brain in the
preration of either of the marauder swit skills.

In z2ddition to sraviding rrotectionr scout and commang suits
sdd to movement angd senzordy carabilities of the wsers, The
modifTications 1o user cargbilities sre as followsd

SCOUT ARMOR:

{1) Hovement of 48 2llowed in flieht
{Z) Fuel for 300 melee rourgds of flisht
{3) Sensor with rance 10 kilometerss Grade 5y ECH
arezde % (See section on Bensors . gnd  Electronic
Countermeasures?.,
{4) Strensth mulitirlier of 2
{5) B8ire mulitirlier of 1.1
COMMAND ARMOR?
£1) Movement of 34 allouwed in fliaght
{2y Fuel Tor 308 wmelse rounds of flieht

({3} Sensor with rance 10 kilometerss Grade 7y EEH
arade 7 (See savtion obn Sensors andg EGHM) .

{(4) Btrensth multiélier of 2.5
{5) Bize mulitirlier &f 1.2
The cost of trainine these skiila sre s¢ Tollows:
2a/30/79/100/301+

SCOUT ARMOR OPERATION 58/160/250/408/550
COMMAND ARMOR OFERATION 38/100/250/4087550

A soout suit weighs I kilosrsms ser roint of sizer 3 commsnd suit
weiehs 7 kilosrawns ser roint of size of suwit.

14
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The skill MARAUDER I OFERATION cavers the oreration of suits
of arwor ture &. The skill HMARAUDER II OFERATION covers the
ererstion of suits of srmor ture 7. Marauder . armor is  the
eauivalent of the rouwered srmor in Heinlein's STARSHIF TROOPERS
aor Haldeman's THE FOREVER WaR. In order to besin trainine in its
user one must  have learned sither SCOUT ARMOR  OFERATION or
COMMAND ARMOR OFERATION skills (or both) to the S0% or better
level, Furthery before one can besin treining in Marauder Tupe
I1 orerstiorns one must have MASTERED the shill of orersting &
Ture I HMerzuder suit (i.e. learned the skill ta the 90¥% or betier
level). Harauder suit carabilities are zs followst

MARAUDER TYPE I3
(1) Movement of 27 zllowed in flisht
(2) Fuel for 300 melee rounds of flight

(3) Sensor with rance 10 kilometerss fGrade S5y ECM
grade O (S5ee sectior on Sensors and Electronie
Countermessures).,

(4) Strensth multiplier of 5
(5) Size multirlier of 2.3

(6) Suit armamant-—-Z ture 3 blagter rifles {(mourt=
ed in theé arms of the suit-—treat as surastesdied
and set with telescoric sicght) with 34 charce ammic
racksry  snd 2 Y-rack {use either mdortar skill or
shoulder fived rockel launcher skill derending
uron whether fTirine mode is direct or indirvect)
with 30 missiles (affect of missiles as rer mortaer
shells),

MARAUDER TYFE II:
(1) Movement of 27 esllowed in flisht
{ZY Fuel for 350 melee rounds of flisht

(3) Sersor with ranee 10 kilometerss Grade S» ECH

Grace 3 (See section on Sensors angd ECMY.,
{4} Strensth multipliér of 7.8
(5% Size multiriier of 2.5

{6} Buit srmament-—Z ture 3 blaster rifles (mount—
ed in the. arms of bthe suit-—irest ss surosteadied
and sel with telescoric sisht) with 34 charse ammo
reckss  ard 8 Y-rack (use either morter skill or
shoulder Tired vocket launcher skill derendine
weon whather firing mode is direct or  indirect)

17
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with &0 missiles {sffect of missiles ss rer mortar
shells)y. In additions there sre two helmet mourt-—
ed ture 4 blaster rifle wnite with 36 ﬁharﬁe SHmc
Facka.

The tost of trainins these skille ere ss Tollows!
25/50/75/160/7101+

MARAUDER I OFPERATION  50/7180/356/6080/850
MARAUDER IX OFPERATION B8/150/7400/4650/900

& wmaravder I swit weishs 70 kilosrams rer roint of sizer =
marasuder II suit weiehs 180 kilosrams rer point of size of suit,

Missiles for Y-racks for suit tures & and 7 cost 2500 smu  eachs
arnd have 3 kilometer smedium ranse. The firirs rate is 1 missile
evers melee roursdy or £ missiles every third melee round
(avtomastic reloadineg mechanism will reload one missile tube ear
comrlete melee roumgl. ; s

Suit Basic Sensors

All suits of ture 2 and sbove sre assumed to be sufficientlw
well loaded with telescoricy infra—-reds imace intensifierrs and
other sensorwy &ear &5 Lo be asble te see under virtuslluy anu
stmosrheric CDndltlﬁﬁﬁo Furtherr suit rsdare and sonars wWwill

alloh Lerrain and abdect location even under conditions of com-
slete darvnesﬁ.

Buit Costs
Ture  Cost | Ture Cost
1 2:500 SMU 5 2025500 SMU
o 16+000 BMU & 194467000 SMU
3 225500 SMU 7 205298000 SMU
4 0000 SMU :

N.E.2 Boits of teure 4§ throush 7 mas ot bhe scoeuired leszlly by
civilian rersonnel. Suite of these kind can onle be acouired bw
civilians throush salvese or throueh the black market {at 3 ouch
hisher ihan standard cost--rell 1D4+1 to determine cost multisli-
er Lo arrigl.

Eode &rmor

Name Armor Tupe Ene Frotection Cost

Reflect 1 f.1/1oc 1.0 S 30 SMU/loc
“Hebbine i 0.271loc 2 150 &MU/ loe

Filak 2 0.4/loc 5 - 40 SMU/loc
- Frotek 3 B.é6/10c 7 . &8 BMUSloc
T Bhock 3 C1.8/toe 8 . 90 SMU/loc



RLUNES IN GFACE

Reflect +{wre armor srctection is srecisl-—scainst  imeact
{either ancienlt wesron or madern slus or concussive wearon) it is
extremely woor protectiorn. Acainst lasers and similar enerey
wezronssy (1.2, blasters) it is somewhat more effective. Thus
Reflect armor is 1 soint versus imract or copcussive wearonsr 6
roints of srobtecltion versus enercY WEaFonRs.

Hebbing {(which must be custom Titted to the srecific uvser)
can rrotect the user from exrlosive decompression as well as
rroviding low arade armor erobtectiorn. It maw function in this
fashiony howevers only when worn by non-furbesrinsg crestures.

All forms of boduy armor listed azbove maw be worn underneath
aFace suits, =

SFECIALTIES AND SUBSFECIALTIES IN RUNES IN SPACE

Hithin this sectiorns esch sererzal field is listed firsir and
then esch of the subsrecizlties within that sernersl field are
listed (with comments on the subspecizlties as necessaru).

The base startineg skill level for 3 srecialist is 35X +  INT
+ Knowledse Borws in tiis PRIMARY SUBFIELD withic his ceneral
field. In his SECONDARY SUBFIELDS (211 the other subsrecialties
within the srecialist's senerel field) his base starting skill
level is 1/2 his startine skill level in his erimery subfield
(ercert that if his base Tor the skill rlus the serrrorriste bonus
would reswelit in a8 hicher value thernr this comruted wvaluer his
skill level is the hisher of the tua values).

Bioloay

{1} Biochemist

(2) Biologist (the seneralist)
(3 Biorhusicicst

(4) EBotanist

(%) Ecolosist

{4) Geneticist

(73 Tmmunolosist

(8) Moleculsr Binlosist
{7} Paleontolaosist

(187 Fhermscologist

{i1) Toxicolosist
(12) Xenobiologist

Eusiness

{1} Adminmisltlrator

(2) Bsvrgagining Srecialist

{3} Bribery Specialist

(4} Eusiness Arrznaements Lawder/Semanticist/Srace Lawwer
(2 Pirlomat

17
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Business {cont,?

{6} Economist
(7)Y Orator

Chemistrw

(1} Biochemist :
(£} Chemist (ithe ceﬁerallst}
{3) Geochemist

(4} Pharmacolosist

- Comruter Science

(1) Arrlications Srecislist

{2} Artificial Intellicence Srecialist
(3) Dats Bose Sustems Seecislist

(4} Genersl Froeramming Srecislist
{35) Orerazting Sustems Srecizlist

{4) Eeal FTime Sustems SBrecizlist
(7) Security Sustems Specieﬁist

Criminzsl

{1} Administrator
(Z} EBriberv Srerislist
- €3 Lessl Semanticist
{4} fOrator
{(3) Srecialiet in I wearon

{6) Streptuise Brecialist

Ensineering

{1y Civil Ensineer

(2) Commonications Sustems Encineer
{3 Contrasravity Swstems Ersineer
{4} Comruter Sustems Encinesr

{3) Chemical Encineer

(&) Electrical Frneineer

(73 Jume Drive Sustems Ensineer
{8) Life Surrort Sustems Enunne@r
(9} Mechanical Ensinesr

¢10) Fower Bustems Erngirneer

(11) Robotics Encineer (2lsoc Armorer at 172 shill level)
(1) SBensor and ECH Sustems Eneineer

(i3) &hield Gernerator Swestems Ensineer

{14) MNavel Encinesrine (ship construction)

(153 Hepron Sustems Encinecer
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L.awgar

Line

{1) Rusiness arrzazneempents Lawuer
{2) Credit Lawser

{3) Criminal Lawser

{4} Private Inter—-swstems Lawuer
(5} Frocedural Lawder

{4) Tan Lawwer

Other aress included at skill level EQUAL to the ekill
level of the srimsry subfield are ss Tollows!

{7y History
{8} Leesl Semantics
{9) Space Low

Other aregs AUTOMATICALLY inclioded as SECONDARY
SUBFIELDS sre as follows?

{1D) Eareainins Srecislist

{11} Comruter Science--Dats Bazse Sreciazlist
(12 Dirlomal

{13) Orator

Officer (Dither than Weasronss Communicationsy Securite  or

Alien Contact)

L.ire

(1) Administrator

(2) Astrogator/Naviestor .
(3) Filot K ] _
(%) Tactician '

Other aress AUTOMATICALLY incloded as SECONDARY
SUBFIELDRS ONLY are ss follows!d

(%) Command Blkill

(&) Commarut Suit Oreration

{73 Letal Semsntics

(2 Oratore

(%) Sensor gnd ECH Sustems Oreraltor
{10} Srace lLaw

{11) Hearon Sustems Orerator

Mote Alsol 811 lime officers are treined o the DO0X
level in VAC-SUIT OFERATIONS (or to BASE + MANIFULATION
BONUS» whichever is NMisher i,

Of ficer {Alien Cortsct?

(1) Computer Science-—Dats Base Srecislist
(£} Lonlact Xenclogist

{3y Cultursl arbhrorclosist

{43 Historian

{95Y Lincuist
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Line Officer {&lien Contact) {cont.?

{46 Feucholonsist

€77 Bociodurnemicist

{8) Sireeivise Sreciazlist
(2} Xenolinsuist

(10 Xemorsueholosist

Other areas AUTOMATICALLY included  ss  SECONDARY
SUBFIELDS ONLY are as followsd S

(113 Sdministrator

£1E) Astrosszstor/iavisshor
(13) Commamd Bkill .

(142 Command Suit Orerstion
{19y Lessl Semantics

{i1&) Orastorw

{(17) Pilot

(18) Srace Law

(193 Tacticion

Hote Alsol &il line officers are trained to the S0X
level in VAC-SULT OPERATIONS (or to EBASE + MANIFIH.ATION
BONUSy whichever is hisherd.

Line [Hficer {(Communicsatiorns?

(1) Communications Sustems Encineer
{2) Communiecastions Swsltewms Orerator
(3) Cultural anthrorclosist

{4} Linsuist

€3) Psuehologist

(4) Xernolincuist - : : e
£7) rRenorsurhnloaist

Other  aress AUTOMATICALLY included ss  SECONDARY
SUEFIELDS ONLY are as follows! ‘ o

{8 Administratar

{Z) Astrpastor/Navieator
{18 Command 8kill

(L1 Commarndg Buit Oreration
(1Z) Lessl Semsntics

{13y Orstare

{i4) Filot

{15) SBrace Law

{1463 Tactician

Note also! All line officers sre trsined to the 50%
level in VAC-BUIYT OFERATIONS {or to BASE + HQNZFULQTIEN
E{NUSy whichever is higher).
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Officer (Securitu)

€1} Adwmiristratar

{73 Countar~Insursency SP@Qléllst

(3) Counter-Intelligance Srecialist
(4 Criminal Assrehensions Sratiplict
{3) Intellicence Droratlive

Other  aress AUTOMATICALLY included
SUEFEELDS ONLY are ss follows!

(&) Astrosator/Navisstor
{7} Commardg Gkill
(8) Command Buit Oreration

{?) Legal Semantics

{10) Oratorw
(1i) Pilot
{12) 8race Law
(13) Tactician

ay SECONDARY

Note Alsod All line officers are trained to the 50%

level in VAC-SUIT OFERATIONS (or to BASE + MANIPULATION

BEONUSy whichever is hicher?.
Officer (Hearons)

{1) Astrosator/Navisator

{Z) Filot

(3} Bensor grd ECM Sustems Encineer
{4) Sensor and ECH Sustems deaerator
{5} Tactician

{6) Hearan Sustems Engineer
{7} Hearon Sustems Oreratop

Other aress AUTOMATICALLY  included

BUBFIELDS ONLY are ss Pollows!?

(8 ddministrator

{9) Commard Skill

£18) Commernd Suit Orerstion
(11} Leesl Semesntics

(13 Oratorw

{13} Srace Low

=1 SECONDARY

Mote Als All iime uﬁfxcarg are btrained to thée 50Y%
level in Uﬁc SULT OGPERATIONS (or to BASE + MANIPULQ?IGN

BEOMUSy whichever is hicherd,

s
A
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tertisl Arts

A1l martial artists in Runes in Srace have three skills in  which
they are ecuzlly sroficient {(skill = 35% + INT + HpPowledes
bornusl):. These three skills arg as followsi

(1} HMartial Arte——disarn
(2) Mertisgl Arls—-evade _
{3} Martizl Arits--hand-to-hand (karste eauivslent)

Mathemstics

{1} Alsebraist

(2 Analusis Grecialist

(3} Geomeirwe Sreciazlist

(4) Metsmathematiciasn Closics set theorus etc.]d
(5) Btatisticisn or Probabilitye Theorist

(4) Torolosist
Medicine

{1 Tmmonolosist

(23~(i1) Medical Doctor for 10 individual srecies
(123 FPathnloeist

{i2) Pharmacolosist

(13) Psurhologist

{14) Robarsuwehtlosist
(13 Tomicaolosist
{14) Xenocbioclosist
£17) Xenorsucholocist

Nindutan

The minda in Bunes in Sesece are irained ssssssingy ese-—
iongse ssentsy inTiltrators and mertial artists. °

The erimary subfield for 3 mindz character MUST ﬁe sel~
egted from the followinsg list of skilils?

{1} Intellisepnces

{27 Courter-Intelligence :
£33} Compuiter Science =— Secouritye Susteoms
4y Martisl Arts -~ Hand Hesrons
(8) Mariisl Aris -~ Evade

{&) Martisl aris — Disarnm

(7)) Filoting

{#) astrosvation/Nevigation

%) Tacties

Grce the primsry subfield has been choseny 211 the
remsining  skills listed sbove sre tresated as secondsrw
subpfields (startineg 2t 1/2 the initial shill level of
the srimery subfield). fdditionsl secondarws subTields



-
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subfield) are as follows!

initial skill level af

the srimary

Skill Numbher Bkill Ture
(1o Acting Srecial
{117 Camoguflage Stealth
(12} Cheatins Manirulation
{133 Climbing Manirulation
£143 Evaluate Treasurs Knowledse
(152 Harwdeury recoil Accurasey
{167 Handeuns vecailless fccuraoy
{173 Hazndeuns reroilless Acourapuy
(18) Hide i Caver Btealth
{193 Hide Item Hanirulation
(203 Jrime i n " Manisulation
(Z1) Leck Picking "Manirulation
{(22) Listen Percertion
(23) Move Silently Stealih
{24) Figck Fochkets Stealth
£25) KEarid Qdds Czaleo. Knowledse
{24) Ridine Manirulation
(Z7) Sonse Ambush Percertion
(28 Set Ambush Steslth
(29 Shiinc Manirulastion
(303 Srot Cheatins Fercertion
{31 Srot Hidden Fercertion
(323 Seat Trars Farcesrtion
{39 Swimpina Marnirulation
{343 Throws obJect attack
(33 Trackine Fercertion
(346 Vac-Buit Orerztion Hanisuvlaztion
(371 Pendculer Oreration Manisulation
- A fiinda maw ret btredir iny or geely skill soints or shill
gOders  to ane skill not on the sreceeding lists until 311 he has
regehed a2 gkill level of 75% om 8ll skills listed shave and has
regohed the 90X skill level in his primaesry suhfisld.
In asdditions DEX: EMD: ard CON (in that order) must  be
trained

irs rreferance to any obther chavachberistios,

P}
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Flanetoloew

(1Y Cartosrarher

£2) Geolosist

{3) Meteoroloscist

{4) Ooesnosrsrner |
{5} Flanetolosist {the ceneralist?

Phusics

(1) Astrorhusicist

{2) Cosmologist s

(3) General Relativity 8pecizlist (Cavers Jump Fhusics)
(4) Huclesr Fhusicisd

{%) FPhusicist {the seneralist)}

Szrientolocy

(1) Archeolosist

(2} Contact Xenolocist -
(3) Cultural Anthrorologist

(4) Historian

{(8) Lincuist

{43 Phusicel Anthrorolocist

{7} Roborsuroholosist

(B} Sociodunsmicist/Economist (both skills at same level)
(9} Sociclosist

{10) Xernclineuist

(11} Xenorsuchplogist

Boldier

{1} frmorer

{2} Commander {(Commwand Skill) ,

{3} Driver (Vehicular Orerations Skill)
{43 Pilot

{5) Sreciplist in 1 bargdeun angd 1 rifle

(&) Srecislist in 1 hesave wearon
£7) VYmsoc-Buit zrnd Scout Armor Srenizslist

{NES If Item #7 is chosen as erimary subfieldr and the initisl
skill level is S0% or hishery then the soldier will 2lso have the
~ukill of Marsuder I orerstion as & secordizgry seecislis-—i.e.
staertine at 172 his rrimsry subfield skill level.) :

Survival Euxrert

All  skills listed for swevival exrert are beeun bz such
srecialists a3t 3 shkill level of 35% + INT + Krowledse bohus
{excert where the natural base for the skill plus seerorriste
modifiers would result in & hisher skill level--in which case the
hisher skiil level is usedl.
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Burvival Eurert {pont )

C1Y Dlimbh

2 Hide in Dover
{3 Howve Silentlu
{4} Sense Ambush

(G Get Ambush

£4) Bhi

(7} Brot Trars

(8} Swim

€?) Trar Set/Disarwm

£18) Vehiculsr Orerations

SHTILL. DESCRIFTIONS
et ing

This skill is the messure oF the charzoter's abilite to
fool his sudierce~~any audience. It is =2 agasure of
‘his “sbility to rprodect 3 believahle charascterr ouite
rrobably 8 charecter cuite different from himself.

This is 2 BX bsse seecial skills  and the vosts for
training sre as follows!? 1S0/350/71000/14650/2450.,

fAgdministrator

This shkill rerresents the charscter’s familierits with
and understandineg of buresucrstic asencies. It is  an
irdication of his ability to move within the miles of
red tarery sred o meke the rarerwork work FOR hims
itnstead of asainsdt his.

Ire the caese of militare rersonnmely the sdministration
skill eornfers other benefits 25 well,

For esch 2Z5% skill in zdministrations amn officer maw
sttemrt to rush for eromotion of ore subordineste ser
g1y month  weried ardry  iF his administraziion roll  is
successfuly  the subordingts will have a2n extrs  chanee
for eromotion in that seriodrs and will heve s exbirs
0% chsnce of beins eromoton. Similarliuy  an aofficer
maw abttemrl Lo rrevent sromotion of ohne subordinate per
25% skill per gix month reriod--znd if he suceeedsy the
rromotion ochence of Lhat charscter is veducesd Lo 1%,
Evers if he fails im his stiemst to block eromobicons the
rromotion ochances  of  the charsclter are  reduced bu
twenty-f ive wer centile roinbs.

Tis oraer to force the tramsfer of a2 wrwilling
ingiividual do srobher gssienmante it is only necessaru
that Lhe offTicer in auestion SuCCaed in fis

adninistration roll.
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Howevery drn 3ll the shove cases in the militerws 1T the
sithidect of the sdwiniszstrative moves is aware that +the
gotion 1s bheins taken and has an poministretive skill
af’ his owny he maw attemst o black the moves via use
of his ouwn skill. Should he succeesdy s attemert Lo
hisrm bdm throuah the burezucracy fails.

This skiill 1ie 2 0¥ hase krowledee shills asnd  bLhe

iraining costs are azs Tollows!t HO0/186/7700/350/74%0,
Alocehraist

This skill is the wmessure of  the character’s

yrterstesndineg  of thail ares of asthemstics referved to

ge  sleebra, This covers sroaupr theorw (necsssarw  for

RUCLEAR FPHYSICS-~snd & limitins skill fachtor on  that
ghkillys ring theores Tielo theords linesr glsebra snd
matrid theory {limiting fsctors on & charscter's skill
level in the sreg's of ELCONOMICS and SOCTODYHOMICS).

This shkill is 8 {% bese EkKrowledse skilly anid the
trainine costs are as followsd 1006/250/550/71050716040.

Gnalusis Srecizlist

This skill is the measure of the chargetler's
understending of those areas of wathematics referred to
g8 resl srd comelex znalivsisy snd slso messure  theary
{zrd hence rrobability theorwsdr 36 well zs differentisl
eauabians.

The fTollowins is 8 list of srecizlizstion arsess where
the ocharscter is limited +to his skill level a8 &
tzthematical Arielust or his skill level in the
srecialization aress whichiever is LOKERD

(1) Astrogator/Navisstor

{2 Astrorhusicist

{3y Ecolosist

(%) EBEconomist

(3) Meteorolosist Ldifferentisl emustions]
{4} Roborsdoholosist Cdifferential eauationsd

(7) Sociodunamicist Cfor the differentiazl
weustignse:  argd  the méessure srd probabilitw
tLheoru

This skill is 8 0% bkase knowledse skilly and the costs
far treining are as follows! LO0/7250/550/71050/14600.,

Archeolosish
Tnis =skill is the messure of the charasclers sbilitw te

recovstructs  Ffram the ssterizl remsins Li.e. fossil
relicsy artifactcs ared mormamnret e of #rior
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eivilizationsy the nature of those civilizasbtions sBrdg
the nature (Lo & certain extent) of the cresturss that
lived in that civilizabion. The higher +the skill
levels the more the charscter is aihle Lo exdracht in the
waw of ysaful inforestion from 3 set of ariifacts on 3
reculer  suecessful shill rolls i 8 oritieczl skill
rally  the ocharacter should receive virtpellw ¥Full
information == i sddition to countins the coriticsl
roll as 18 successful zerlicstions of the skill when it
comes Ltime to determine skill imerovements st the end
of the sxradiltion.

This skill dis & 8% base koowledse askills ard  the
Lraininsg costs are 2 Ffollows!t 10G/°250/7550/7165071400,

Armorer

Thig skill iz the determiner of thg charascler's abilitw
to rersir or aodife the wesrons and/or combst suits  in
BeT:5. Esch attemprt 3t usinsg the skill recuires one
howvrs and easch successfil reesir attomet reszivrs D10
in woints of damsse to 2 Wesepon ar to 3 siven hit
locatian onn armor [if & eritical is relled in the
rerair rolly  vestors 10100 moirntss and couwnt that roll
as 10 supeessful shill uses rather then 1 in later
determining the probabilite of skill imsrovementl.

fn Armorer mar sssist 8 Robotits Ensineery in rerair of
a8 Robot andy 3% lone a2s there is 3 Raboalics Engineer
Gepcizlist o gssisty his raraic shill is his skill 2s
#n Armerer  or  the skill of the ERoabotiecs Ensineers
whichaver iz lower. If there is no Robobtics Encineer
Srepialist avellabler an Armorer msee stiessst to repair
the robot at L% his Armorver skill. He mway MOT atiemst
o peild or modife an exigting robotes  howeverys unless
e ivs workins together with a& FRobotics Ensineer
Srpcialist.

Tiie 1is & 00X bhese seecisl skills anct the cost  of
trainineg is a2 follows! 180/°754/.580/1050/1480.

Art Critice

This skill is the messure of the charasciter's abilite to
recoanine value in wores of  art. Liks Evaluste
Treassure 1t will 2llow the charzcoter to detersdne  the
ronets market  walue of a2 gpardticuisr siece of z2rt.
Urilikey Evealuaste Tressuree howevery this skill will
allow  the charscter Lo determing what is HWRONG with &
sarbiceisr riece of artwork snds Dy exeroises of  this
shille will enghls  the sriist Lo detereine the
nEeoessary corrective peassures Lo imerove his works

Titie wkill must be legarned to bhe 58% level bheTore  &nw
grbivlt {regssrdless of bhis level of skill in his  arlt)

3
i
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caen aiviensrt Lo tezch sznother  dndividusl, Thusrs an
artist must heve this shkill at B0¥%:, oand hisz sasritistic
6kill a2t 90X before he con law cisim o beineg 2 saster.

This skill is 2 8% base grepigl ehkilly and the cost of
training this shkill is ss Tollowsi SO/7180/7250/5080768086.,

Astrosator/Naevisator

This iz the messure of ithe charscter's shilitw o find
his waey in Jumer Sesce or dMormel Srsee withoul vecourse
to tho shir's navisastional comrueter susioms. Usefull
realliv only when the comeuter syYstems ore dowry It is
then essential.

Hithout this skill Lor if the skill roll is feiled when
the copruter ie downrd the shie will bocooe horelessly
lest i Jumer Srsce -~ roouiving 2001004248 hours  t0
determinge 8 safe return course via comruter after the
comruter i rerzirede or reauirinsg that F460 hours pass
before another astrogstionrevisation roall stismet is
made. If the computor is not rorzirsbler end there is
no astrogstorsnevieator on boards  the shisg will becone
forelessly  lost--~totazlle unsblie to Tind ite  ouin wad
back to 3 safe rort Lit muct git ond waitr and the oraw
gust Fravw that & rassing shir stunbles uron thesd.

Hithout this skill beine avzileble in norasl seraces and
with no navisaticonel computers there is only one chance
irn 2 thousarnd of the ship safely beine ravisaited to ths
vicinity of & slanetsy if there are no rlanets within
two lisht seconds of the shir. If there is 8 elenst
within +two lisht seconds of the shire 2  successfiol
prilotine roplls will being the chip safely to rlanet
orhit Eand then one further successTul one will land
the shir safeluy on the rlanetl.

The exerciseable shill level of Lhis 5ki11 ig limited t
the character's skill in AKALYSIS Lsee dnalusis
Specialist sarlicr in Lhis sectionds

This skill iz & €7 bsss knowiedse shilly ard Lo cosis
for trainins zre as Toliows! 10B7250/550/758L070580,

Astrorhusicist

This skill is 4the messure aof the characters vndorstang-
ire of srud abilitw to use knowledse of that field of
astronomy dezlins with the phusiecsl sard chemical
constitution of celestial bodies. The Astrophusicist
maw  function as 8 Flanstolosist [at 174 skill levells
but his Forte ig the snzlusis of stellar shenonens.
bse of thic skhill will sliow the characier to reasdily
identify stertures af various starsr znd isolaete which
stars arve most likels to rossess slanets habiizble and

34
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ihabhited amone those vieswed,

The astrorhusicist will also be ashle to handle
auestions of stellsr evolution —— and how to accelerate

it. That isr it is members of this sgecizliv that
determined how to CAUSE 2 siar te become 2 nova  ar
SUFETNMOVEy gnd an edercise of this srecizlte is

necessary  in order 1o sucecssstullye vse the Novae wearon
necessary for thie stellasr detonation.

The sxercisesble skill level of this skill is limited
to the eherscter's skill ire ANABLYSIE Lsee Analysis
Speciaiist‘ﬁarliey i Lthis sepctiond.

This skill is z 0F base knowledse skills and the costs
for trainive are 3¢ fTollows: 106/250/550/1050/14600,

EBarsaining

This is a2 5% base skill rossessed bw =211 intellicent
heinss as rer CULTS OF PEaAX. Tha trainine cost for
thie skill is as follows! 150/350/°450/00006/1350

Biochemist

This skill will zllow 2 character to develor HEW drues
with varwine rroreriiesy for essarle 2 srecies srecific
version of the nerve soison HALD~L [see section on
DRUGS 3. Evercise of this 3kill will 2lso 3llow &
character to determing the erohasble effectsz of wvarious
compounds  when asdministered to members of wvarious
srecies {thus providins a cherk en the sraduet of the

Fhiarmacolociste’ eswsrcisess #s well 2% rFrotecting
gsainst rossible srablems from wvnusuzl comeounde Fourndg
on wWarlds heins sxrlored). These uses of the shkill

will tzske 1ID4 weeks and 1DY hours resrectivelglr when 2
bioehemistry jabd is asvailsble ILousdrurle Lthe tine
recuired if only comruler simulation carshilities are
rresent--and reauire 4that somecne make a COMPUTER
SCIENCEu-APPLXﬁﬁTIQHS skill roll in this casel.

Exercise of this shill will zlsc zllow the character to
FTEFrarTe counteractineg conrourids for  these newly
discovered drucs. Thiis wese of the skill takss 1D4
weeks as Fer sreparation of new drugs [and susdrurle
the time reguireds g5 BDOOVEr if onlvw comeuter
facilities are sveilasble: =2nd no biochemicsl labh is
avaeilasblie]. '

Where not biocharical lab iz svailashler znd fo comruler
Facilities are availabler increzse the itime réguired
Tor uses of the skill bw 2 Tasctor of 20, If & cossuter
is @availabler and no one with COMPUTER SOCIENCE--~
AFFLICATIONS skill is availsble {or the available
rerson dnes oot mshke his o eskill rallle COMPUTER

23
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SCIENCE-~CENERAL FROCRAMMING skill maw he substituteds
ang & sueccesstwl rell in thies shkill will mean an
irncrease of time renuired by onle s fsctor of 10.

Thie skill is 5 0% bese knowledse skilly  ard ths costs
for traininsg sre as follews? 180/250/550/1000/71686.,

Eiolosist {(the seneralist?

This skill is the messure of the characier's sbility ss
g eenerzlist in the ares of bicloew. The solution to
any r#roblem not lieine in ame of the oiher subfields
Wwill be fTeound throush the eeneralist's hnowledee.

This is the catch-2il ares fer 2ll the rroblems that do
not gesile fall inte anwe of the cother caztecories witbhin
the biolosical sciencess and is to ke so itrezted bw the
GM, This shill wazvw be used in rlace of znu of the
other bicloeical science skills 2t 1/4 the stizted skiill
lsvel 25 bionlosgist.

This skill is a % base knowledce skills and the costs
for trainine are as fpllowst 186/7250/0506/71050714600,

Biorhusicist

The biorhusicist in Runes in Srace concerns himself
more with hionics [i.e. internzl medicsl electronicsld
than with biorhusiecs as we eenerzlivw resarg the field
todaw. Put i andbther waye he is g2 @meker and
rerairman of cuboresey and 8 student of the rhusicasl
arnd biclosical rroblems thereoct.

This zskill iss in rarire the determiner of the
character's abilite to repsir or modify the wearonsse
eguirments and body surrpundine samer in the cwbores of
Rurnes i Serace, Ezch atitemrt 3t usineg the shkill
reaguires one hours  and gach successful rerair sitemet
reraire 1016 in roints of demzse Lo & wesaron or Lo 2
Givern hit logation Lif & criticel is rolled 3im the
rerair rells restore IDI00 rointsr and count that roll
as 18 suvucceesstul skill uses rather than 31 in later
determining the rrobebility of skill imerrovementld.

& Biorhuysircist maw sssist & Robotics Eneineer in rerpair
of & Robot and: 25 lons as there is 3 Robotics Encineer
Swecialist to assists his reesir skill is hiz shkill ss
a8 PBiorhusicist or the skill of the Robotics Enginser:s
whichever is lower. If there is no Robotics Ensineer
Srecizlist aveilablesr &5 EBiorhusicist maw attemst to
rersir the robot a8t 174 his EBiorhusicist skill. He may
NOT sttemsrt to build or modifey an existineg rohbots
howevery uwnless he is working tosether with 2 Robotics
Engineer Swecislist.
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Thig idis & 80X bsse kﬁawlﬁéﬁe skill, and the cost of
trainine is as fgiiﬂast 10e/7258/7550/716850 716088,

Botanist
This 5kill is & measure of the character's
urrigrstending of slanl biolosw amens the kriown forms of
rlantiife throushout the Hesemanu. It 4is &lso 2

measure of +the cheragcler's abilite to euicklys srace
details of plent biclosy when dezlins with new ang
vrivsugl  slanbsy discovered on new worids, It will
2llow the character +o determine whichey if  arnus
constitvents of & elant samsrle +thst misht be of
rossible medicinel or commerciszsl value. '

This 1is & B bese knowledse skills and the rcost of
trainine is as fTollowst 100/7258/55071050/14600.,

Eriberw

This skill is 3 measure of the charascter's sbility to
Judee whenr to whome howr  and how muchs to offer s
bribe to an officisl or comretitor in order to  achieve
some srecified end {e.e. setiineg & custom’s folcxal 0
losk the other waw 2t the richt time).

It is 3 zesro based srecisl skilly with {trainineg costs
as Tollowst 100/7250/650/1350/2008,

Buciness Arrancements Lawger

This srecialivw desls with the brosd wae that reorle
oraanize their efforis in 2 coorerative fashion te
enrich themselves. Eorrorate Orsenizationsl lawes the
mesns of creating enltities separzte from their
crestorss  and the whole Tield of Contracts (from mesns
of mak;ﬁﬁ te¢ enforcement) sre contsined hersy 35 are
any  relsted finsncines Lthrouwsh rishits-ss—-z-membher—of-
an—orcarization (i American lauwr Becurities?.
Theorelically the toushest of 211 lesal sustens because
it erarrles with sure firctiens euite oftern.

fs arrlied Lo Ameriean lawr this would pover the areas
ot QCorrorzte Formetions Reorsanizstione arnd Liguide-—
tion. Becurities. Partnershirs, Contracts. Remedies.
gadmirsltu/Duwnerchir-Manzsement .

This skill i 3 zFers based krnowledee skill: =znd the
shill level exercised in bthis skill mse NOT be hisher
than the characters skill in Leszl Bemasntics.

The +trairnins costs for this skill are 28 follows?
100/7236/7550/71000/14080
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Camcufiace

This iz 2 10X bhase stealth skillsr 25 rer RuneBoestlys
and the trainimne cost for this skill is 38 follows!
50/188/7400/900/1350. '

Cartosrarher

This is ihe measure of the character's shill as =
mzster mar maber. It is puite 2 different skill from
the crude mar making Runefuest! shilly entziling shoto~-
interrretation: erecicion draftiner survewingrs etc.

This =skill {(throush its rhoto-interrretation _aSPect)
gay be used (from orbit) {to detect znd isolate festures
of anw rarticular interest to zn exrlorzsiorye rartu.

This'skill is & 8% hase knowledse skillr and the costs
for training are as followsd 100/250/558710620/1600,

Cheatine

This skill is 8 5% base meniruvlation skilly and is a
measure of the character’s shilite to chest Che +trichky
dealinGcs Falming cardssy and similar tricks? in sames of
chance where manirulation of shusiecal ohdects misht
rrove usefuwl in winnine. This skill cen slso be used
as 8 measure of the echeractéer's g2bilitw to carry  out
simrle close-ur macic works such as (the obviocus) card
tricks:s pulline coins °"cut of reorle's ears”y ete. The
trezinineg cost for this skill ist 3S0/150/4068/5060/1350.

Chemical Encineer

The chemical encineer is ithe srecislist in  industrizl
agrrlications of chemical science knovledce. As swuchs
e will be wost fTamiliar with the =rocess and rhusicsl
desicn of laree sczle chemicsl merwfacturing feocilities
amont the chemistry specislists in Rumes in Sraces and
will be pest able to re-oreanize and redesisn same for
maximum efficiency ang wield,

The exercise of this skill will allow the character to
recoenize the functieon of & ehemiczl marufacturine
facilitus gneluze its desiens ghd determine snd
gurlivate the function of the fecilitue--recardless of
whether or not the facility is s5till 180% crerztionaly
and whether or npt the facility is 2 reroduct of

Hecemonic technoleoéu. . The chemicsl ensineer cen  thus
be of inestimable value in agsistine in what ore misht
call industrisl ercheolose on desd worlds with

surviving industriasl fecilities,
This skill is 2 0% hase knowledse skilly snd the costs
for traininse are a8s follows§ 1006/2%0/7550/71050/4600.
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Chemist (the seneralist)

This skill is the meassure of the charscter's sbility as
& seneralist in the ares of chemistru. The sclution to
any  rroblem not lieirs in zne of the ather subfielde
will be Tound throush the seneralist’'s brncwledee.

This is the catech-2311 sres for all the sroblems that do
not easils fall inte any of the other cateanries within
the chemistrus ang is o be so trested by the GM. This
skill msy be wused in rlace of she of the other
chemistry science skills 2t 174 the stated skill level
as chemist.

This skill is s 0% base knowiedse skills, snd the costs
for trainineg are ass . follows! I160/250/550/1050/14060.

Civil Enecineer

This is the skill of desisnins laree structures that
wills wunder grecified conditionss refrsin from Falling
doun Land embarrassing & larse number of encimeerss not
to mention srobsblw killine large numbers af reosleld.
It is also the skill of corstructing said laree
structures to the desien srecifications Givern. It mou
glso be wused for +ihe ansluwsis of existing large
structures (Lo sssist in determining what techrnolosicsal
level was nmecsssere in order to huild therw in the first
rlaced.

This skill is 2 0% bhase krowledee shilly and the costs
for trainineg are as follows! 100/050/558/7/1050/1400,

Climbire
This is &8 TX Dbese wmanirulation skills as Fer
= Runefuestis and the trzinins cocsts for this skill =are

ac follows: S0/100/25Q/°5048/800,

Commarnd Skill
This is the measure of the character's gbility to wueil
*CHARGE!® snd have his subardinstes follow him -

straisht into hells if necessary.

Irn the wilitaryr it slzo is & determiner of the

hase srobabilite of srometion for the chéracter. That
iss the basic srohzbility of sremotion for =2 charazeter
ire the militere iz (180 - (current rark) + {Command

skill)lr so thst an officer with numericsl rapk 112
{rouvehle eguivalient o 2 USN full Lisvtenant) with 3
command skill level of 27X would have 2 base chance of
100-112+47=35% chance of sromobicri. Hhen sromotedr &
eharacter's command skill is reduced by two rercentile
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rointe for each numericel renk he is prromoted Lthuss in
the rFreceedineg examsler 1i¥ the rank 112 officer was
Fromotes by 3 stess in varke to 114 his commandd skhill
would drop Lo §7-248=47-4=41%3,

This is 2 zerc hased srecizi skills and the cost of
trainine dis! 1B0/250/.550/800/105%0,

Communications Susterms Encineer

This skill is & measure of the sbilitw of the character
to dissnose fault ins rerzir or modifu this sarticuiszr

susten on ong of the Hesemoric sracecraTis It is a3l=so
28 measure of the charzcter’s ability ito determine +the
state of reFra2ir {i.e. the sustem  reliszbilitw

rercentase? for this sarticulsr chixr comronent on ane
sracecratt of cosmsearashle desisn to the Hecemonic
sracecvraft on which he has been trained,

an sttemrt at verair reeuires one hour ‘s uninterrurted
timer and 3 successful rersir attemrt will imerove the
sustem’s relishilits by 1Di8 in epercentile points. A
eritical roll on the rergir attemrt will iarrove the
swstem's relisbilite by 1D160 in reveentile roints [and
will count as 10 successful uses of 4the skill for lster
determination of skill imervovement srobzbilitul, It &
rerair roll ie fumbleds voll iIDI00 ssa3in—-if the result
is another fumbler reduce swustesm relisbilitw bw 10100
in rercentile rointsy 2nd if the result is not another
fumbley reduce sustem relisbilits bw IDI8 in percertile
#aints [sustems whose relisbiliivw is thereby reduced
below § are considered vnrerairablel.

This skill is 2 zero based knowledse skills and the
trzinine cost isi 100/250/350/105871400.

Communications Susiems Oreratar

This skill is the shilite of the charscter to orerate
the comrlex communicstions sustems zvailsble in  the
Hecemony, Hithout this skiils the comelex £+ and lone
ranee normal srsce iranscievers can only be grersted bu
comruters——which wust be run by somecne with the
COMFUTER SCEIENCE--REAL TIME SYSTEMSy COMPUTER SCIENCE-~
AFPLICATIONS: or CONMPUTER SCIENCE--DATS EABE SYSTEMS
skills--gt 1/2 +their &kill rercentsege {and with =&
fumbled roll wmeaning that thew have damsced the
delicate eguirment involved: somehow -=~ treat ss normal
eauirment failored.

This skill is 2 zero bssed knowledse skilly and the
trainine cost is! 1B0/FS6/550/1050/1600. K
5 &
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Thig skill is 3 messure of the sbilitu of ihe characier
to diasnose Tault ine rerair or modifu this eariicular
sustem on one of the Hesemonic srzcecratti, It is also
8 measure of the character's zbhilite to determine the
ciate af rerair (iim. the guanten relisbilitu
rercentase) Tor this rarticular shir comronent on By
sracecraft of comrarable desien to the Hesemonic
sracecratt orn which he has been trzined.

A atteart at rerzir reauires gre hour’s uhinterruried
timer and 3 successful rerzir atitemrt will imerove the
sestern’'s reliabilitw by 1D10 in rercentile points, 2
critical roll on the reesir atiemsrt will iwmerove the
sestem's reliability bw 1DI108 in percentile socinte [and
will cournt 2s 10 successful wses of the skill feor iaster
determination of skill imerovement svobabiliiul, If &
rereir roll dis fumbledr roll 1D108 zgoir——if the reculd
is another fumble: reduce sustem relisbility e 1D10%
in Ppercentile rointss and if the result is not srothor
fumbler redure swetzm relishilite bw 1018 in percentiie
sointe [svystems whose reliability is therehw reduced
below § are considered vrrersivrable 1.

This skill is a zero baced krowledee skills snd  the
trainine cost is! L100/050/556/31050/1400,

Comnercizl Lawgerp
See Business Orrareprents Lauder

Comruter Science-—Arplications
This is the wmessure of the character’s skill at
FRoGTamning ard desleninsg scientific grrlications
Froerams to assist in the snalusis of various rrohlems

it the scientific and ermgineering Tields.

This 1s 2 8% based krnowledss skillsy and the training
cost is as Tollows!? 100/250/550/1058/14086.,

Comruter Science-—fritificial Intellisence
This is +the measure of the character’s skill ip
Frocrammingry  desienines and undersiznding the &zrest
machine intellisences that have heen develored irn  the
Hecemory,

Thie is 2 0% based krowledse elills and ithe treininc
eost 1e &% Tollows! 10G/250/556/°1050/1408,

Computer Science-~Datez BEzse Sustens

This is 2 mezsure of the charsctier's 2hilite to ask the
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richt cuestions of the machines in order to et the
desired answers. It is & measure of the character's
abilitew <o *think like 2 machine* in order to rshrase
the oauestion sog that the desired date and ONLY the
desired dats results. The dats handlineg carabilities
of the Hesemonic comroters beine mothine short of
astronomicaly auick reirieval of the keu item Lsuch ag
8 comrarison check be silhouette for shir ture and
recasll of last rerorted laocations of 211 shirs
vorresronding to szid silhouettel recuires an exercise
of this skill. The time reguired for sameorne in this
srecialtvy to  enter the erorer kews to any  given
auestion is six seconds ~-~ for those not +trained in
this skills the time is wezsured not in secondss but in
daxws Or webks. ‘

This is 2 % baseg krowledece skilly and the trainine
cost is 35 Tollows! 100/250/5350/1050/1600.

Comruter Science~-General FProsrammine

This is the skill of comruter procrammine——the abilitw
to write & simrle rraocram to solve 2 simrle sroblem and

debusﬁins SEME . Derentdine uron the comrlexity of the
rroblemy this misht take an hourr & daus 3 weeks or 2
manth. Frosrams maw be ereraved well in advance of

vser but the finsl test is in the use.

A rnon-fumbled fziled use of this skill weans that the
Frogrem will noh run correctlysy bul that it will do so
i an obvious manner [Tone indicatineg that the rrosram
did fail to sroduce the correct resulty hut not ane
resultineg in disastercus conseauences . a fumbled use
of this skill wmesns that the esrogrem will eroduce
errongous  resulis which will either be (8) relativelu
difficult to detectr or (b) totslly disssterous in
their conseauences.

For examerles if sometcne writes 2 proeram desiched to
land 2 sracecraftr and the skill roll is failed (but
rot fumbled)y when the proeram is tried in the fields
the sracecraft wisht land in the wronec rplacer or the
rroaram micht Just ghorty leaving the sracecraft
urharmed but still in orbit. If the skill roll were
fumbledr on the other hands the sracecraft misht crash
destructively when the Program was Tun.

This 1is 3 0% bassed krowledees skilly and the training
cost is as follows! 100/7250/550/1050/1400,

Comruter Science-—-Oreratineg Sustems
This is 2 measure of the charscter's understandins of

the oreratine sustems of 211 of the #&sdor comeuter
sustems currentlw "in vosue® throushout the Hesemory ——
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and what is rezllu mare imsoriznts his ahilite to arrly
that wunderstsndins to both the desisn of rew suctemss
and the efficiernt greration of the current sugtems., It
will ailow him te "crack® 2 few snd differeni sustem on
a8 wunkrown  comeuter twre in 2D x B hours from =
standine atarts sivern that his skill rall is
successtulle made.,

This is 2 0% based krowledece skille srd the Ltraininc
cost is a3 follows! 180/250/550/1056/1400.

Computer Scisnce-—~Rezl Time Sustems

This is the skill in desicns maintenameesy  imelements-
tion and modification of rezal time sustems —— such s
Tlieht softuarer zir traffic cantrol  sofiwsrers tele-—
cammuniications  sofiwsrer ote. This =2kill will 2liow
the character to modifuy a2 desireds suehy a sustem on
the flu, so to sreak Lonce arrrorrizte softuware
security safesuards have been burassedr of course ],

This is g 0X bssed knowledse skilley and the +trainins
cost is 3s Pollows! 100/290/550/1050/1400.,

Comruter Science-~Securitw Sustems

This is the wmessure af the charscter's ahility to
desianr imslements and if nesds ey bupass computer
security susteoss, It will allow him to safesusrd his
owr:  swstem seainst vnauthorized wmodifications aodior
gceessy and will allow bin to Gein unauthorized access
to other machirnes.

This is a (0% based krowledse skills and the trziniocs
cost is 2z follows! 100/250/550/1050/1480¢,

Contact Xernoleosist

This is the clsssical *First Contact® A, Hig is the
skill of euickle and accurstelu Jjudsins how the other
side will reacty based on arr slmost surernatural telent
for eplavineg hunches successfulls, '

These srecizlistis are well wversed in the art of
reaceful contaet with other intellisent Iifefoarmses and
are extremelw well versed in all the arrroaches  theat
have been iried ia rasis hoth suncessfull and pot.

This is slsoc the skill of *euessins® the culiurzl mores
of a previouslw unbknown arous ziceesstulle afier onliuv 2
brief =seriod of observation.

‘The consecuences of failed rolls Cminoer misintersretzs-

tionsd or fusbles [hiunders that lead to bipod beine
srilled] are toc obvious: not to mentiocn numerousy Lo
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Tist here.

Thisz skill is a zero based PERCEFTION skiil: and the
cast of traininag is? 1B0/3ISGALG00/1AS0// 2650,

Contrasravity Svstems Engineer

This skill is = measure of the abiltity of the character
to diasnose fault in, rerair 2r modify this rarticular
svstem on one of the Hememonic spacecratt. it 'is also
a measyre of the character”s akility to determine the
state o fF repair {i.e. the svstem reliabiiity
rercentagel For this earticular shir component an  anv
spacecraft of comparable desisn to  the Hegsemonirc
spacecratt on which he bhas been trained,

A attemvt at repair resulires one hour’s uninterrupted
time: and & successful reeair attemet will imProve the
svitem’s reliability by 1DIO in rercentile roints. A
critical o1l on the repair attemet will improve the
svstem s reliability by 1DLOQC in rercentile points [and
will count as 19 successful uses of the skill for later
determination of skill imerovement probabilitsl. I a
repair roll is fumbled, rollt 10I0CO asain——if the result
iz ancther fumble, reduce svstem reliagbiliity by 10100
in rercentile roints, and 1§ the result is not anocther
Ffumble: reduce system reliability by 1010 in Percentile
roints [svstems whese reliability is therebky reduced
below Q are considered unrepairablel. ;

This skiill is 2 zero based knowledge skill: and the
trairing cest it 100/ 250,950,/ 10304 1600, :

Cosmoelogist

The science of cosmology is that brahch of astronomy
which deals with the origin. structure: and srace~time
relationebhire of the universe,

The cosmalasist. then: is eminently sualified o scive
probltems relating to the theory behind the temporals
raratemroeral, or sprace~twistins drives in use in the
Hevemorny.

The exerciseable skill level in this field is  lTimited
by the character s skill in the fields of boeth GEOMETRY
AND TOPOLOGY .,

This skilY is a zere bkased knowledas =skills and the
frainins cost is: L0/ 250/550 /1050 1400,

Counter—-Insursency Specialist

The counter-insurgency seerialist is an  individual
skilled in dealins with the rebelss revolutiomaries.
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and terrorists with a cause that trouble the separate
system governments in the Hegemony.

Succesafil arrlication of the skill will aive the
character infoarmation as to the erobable actions taken
{or to  be taken) bv any such rebels under the known
conditiens in the campaien environment: 25 well as the
best possiblie resronses. Precisely how much information
iz provided by the GM sheould depend uecn hew skilled
the character is. and on how carefully the elaver
Fhrases any aoestions of the GM.

This skill is a zero based knowledse skill,. and the
trainine cost is: 100 /250/550/71020/ 1400,

Counter—Intellinence Specialist

The counter—intellisence asment in Runss In Space is  an
expert in  the art of recosnizing inteliisence asents
tar what thev are. He is a sev uprPen other spies.

In anv encounter with a potential azent. a skill ratl
in this skill successfully made means the OGM should
erovide suyfficient additional infermation that it be-
comes clear to the plaver that he is in the presence of
a sPy, Further. in such a situatien, the character is
assumed To have recogsnized the fact as well.

This =skill is a zero based knowledoe skill., and the
trainina cost is: 100/ 280/550/7 10507 1 00,

Craedit Lawver

This iz the arertionment of cwnershir area of law.
Future ownershirs will be balanced agsainst possession

in the pPresent and the rast. &11 Prorerty will
gssentialiy ke dealt with in  this Taus, ircludins
Fatents and Copvrishts, The use of a Poassession is

aaverned here acceordinsg to who cusaht to be rewarded far
the cost thev eaid. Most of the le=al action wili take
#lace here 1n termg of volume, as erarerty rights
chan®e hands in the marketrlace.

The areas in current American Yaw that F311 within this
catemary  include commercial lendings. mortzases: all
fipancial iaw {rules of money awnershiel: wratents.
copyrishts, bankruetoy, zates and pavments,. propertys
and inheritances.

This skill is a zero based koowledse akiil. and the
shkill level exercised in this skill may MNIT be hisher
Than The characters skill in Lesal Semantics.

The training cogsts  for this skill are as  faollowss

LG/ 200G/ RGO/ 10D0/ LAGO
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Criminal Gprrehensions Seecialist

The speciaiist in this are=2 i1s the s«uintessential
detective, Apptications of this skill will &iiow the
character (if successful)} to determine the facts of anvy
avent €from Tthe phyvsical evidence {(if such is at all
possiblel. Arrlicatians of thisg skiil will alsoe allow
the character te determine whether or noat it is  Tikelw
tand hHow likelw it is) that a eiven witness (i.e. anv
sther character —— elaver character ar otherwise} is
tellins the truth. This latter methad of appivina this
ski11 mavy onlvy be used where the character is familiar
with the species of the witness (GM mav decide how
familiar the detective must bed.

This skill iz a zera hased knowledme skill. and the
training cost isd 1QG/290/550/ 1050/ 1600,

Craiminal Lawver

The bBalancing of individual interests awmainst societal
rorms of behavier. It will usuvallv have sociely as the
injured party-—but I place Tort law here. The most
commen  law  fFor individuals te be involved with——it
Balances vour risht to swins your fFist and my noseé. on
the simpPrlest level. Faijures of dutv would be another
sybstantive area here.

Cavered areat from current American faw inciuvde torts,
enviraenmental protection law. anti-trust law. miltitarvy
law.: angd redistributive law.

Thiz ckill is a rero based kKnowledse skill, and the
girill level exercised im this skill mav NOT ke hisher
than the characters skill in Lesal Semantics. :

The training costs fer this skill are as Ffollows?
100/ Z50/550/ 1050/ 1600

Cuttural Anthropoluosist

These spPecialists are able toe determine. hased on ob-—
servation of the members of an existinz civilization,
the nature of those intellisences. and the nature of
their societr. The hiasher the skill ltevel:. +the maore
the character is able to extract in the wav of useful
information from a2 set of observaticons on a2 resalar
successful skill rell. tin a critical skill roll, the
character should receive virtually +full information ——
in additiaon t9o countins the critical roll as 10
sucressful arplications of the skill when it comes time
te  determine skill  improvements at the end of the
g=xredition.

This scskill is @ O% base knowledse skill: and the
trainine costs are as follouws? 100/290/5350/1050/ 1600,

P R
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Cunnilinaus

Thiz pParticular sexual skill is the measure of the
character's ability teo send his sexual Fartrner inkto
convulsive fits of ecstasy by "ooinz down®™ on her.
This skilt is arplicablie acrass sprecies Tines, of
course, thoush at only /2 skill lTevel.

kase Arts of Love skilils and tha trainine
1Mows: 150/35Q/1000/16507/265

Trainins in  this skill is awvailable from courtesans.
In sacieties where such individuals are memhers of the
underworid, a successful  STREETWISE roll will  be
necessary in order to locate them.

Dirlomat

The dirtomat is the master of nesaotiation, the master
of the compromise. The skill of dirlomacy is arrlied
in much the same way as ORATORY. save that instead of
beinz convinced of the ftruth of someone’s woards, the
target of the dirlomat s skill is  instead convinced
that he should alter his actions. that he should act as
susgaested by the diriomat (or that he should refrain
from actineas, in acrord with the dirlomat s wishes and
arsuments).,

A character with the dirlomacy 5kill mav attempt to

resitst the skill uwse of ancther character (he simpPlvy
need roll at or under his own skill rPercentagse on
LDigo) .

The dirlomacy skil1l will not gause a character tao act
in vielation of anvy deeprlwy held beliefs, thoeuah it mavw
cause him to hesitate before actine. For example. if a
dirlomat were to work his whites on a pacifist and a
vicolent thus, he misht oot be able to make the rmacifist
fiwht to erotect himself, But the dierlemat misht be
able to make the thus refrain  from attackins  the
pacitist {(at least for the moment).

This 1s a 04 baccd ORATORY skill. and the traininse cast

iz as follows: SO/ER0/1000/ 1400/ 2650,

Ecolomgist
This srpecialty  deals with that branch o SCLIEnCE
concerned  with the interrelationshirs 0of organisms and
their environments, It is the study of the totality aor
Fattern oo retations between orzanisms  and their
EnvirenmEnt (which. OfF  COurse. includes the sther

corzanisms present).

This skil) allows the specialtizt to determine Freciselw

a5
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rattern of rpelaticns betwesen arsanisms  and their
enviranment {which- af Clr s, inciuges tThe ather
araanisms presentd.

This =i:il11 allows the swecialist o determine procizelw
the effects uron the natural enviranment of anpy desired
course of action {(e.=, Eitlting off all predators for =z
Biven herbiverosus speciss will resuld in & bLloom  of
that species——and subsesuent mass starverions). The
skill Jevel eworcised in tThis ekiil ic Jimited by  fhe
character's  skill level in BOTH the SNALYSIS SPECIALTY
¢ -

in mathematics 4ANDO  either $he CLOIFUTER ,ZIFN C"m
AFPLICATIONS skill  ar the CoOOFPUTER 3
FROGRAMMING skill.

This skill ds & zers based knewlodes akill, and  the
cast af Trainins this  skiild iz ol fellows:
AOD/LG0/ 200/ 1000/ 1200

Economist

This is the =5kill of Judsine the cLanoizls COnSeSNUences
of any aiven s=t of actions. Iv 121711 alge old the mer—
cantile PU's in Judsineg corrsoily which most orofitable

trade commoditios will be ond by how muci.

The exerciseable sk

i1 fevel of this skill is  limited
bw  the character s shkili in ANGLYSIS AN QLGERRA [See
those srecialtties gariier in thla sectionts and by the
charac—-ter s skili in  COMFUTER S IENMCE {ewither
AFFLICATIONS or GENERGL PROGROMMING?.

This skill is & 94 base browlaedoe skill. ang e coasts
for training are as fallows: 1O/ 2L /95 371000/ 1600,

n

Electrical Ensinecer

This Ffield is The study of glectrical ond electrenic

SYstems. As such. the charscter s skill is The measure

af  his  abkility to analwvze. diasnose  Fault ips and

desian such systems. it is ajss =2 measure of  the

character s ability to  determine  the funcrional
i

i
carabilities of zome alien =lectronic asysihem —— withouf
actually firing the bloody thiny ur and finding oot the
hard wav [thoush an & fumbled roll while wicemptine ta

analvze such & svstem, the GF miehi woell consider
assuming that the artitact was trissercod into action ——

ar destrovedd.

Im addition this slkiil

is 3 measure of thwe ablliiby of
the character to diasnose fault ing rerair ar modify
this Farticuiar  svystem non one  of | ths Heoemonic
‘spacecratt. It is alsa & measure of fThe character's
abiiity teo determine the state of reesir {i.o. the
svstem reltiability Percentasme) for this particuiar shipe



RUNES IN SPACE

svstem’s reltiability by 1010 in percentile pPaints, 43
critical roall on the rerair attemprt will imerove the
system”s reliability by 1D100 in percentile points [and
will count 23 10 successful uses of the skill for Yater
determination of skill impProvement probabilityl. If a
rerair roll is fumbled: roll 10100 asain——if the result
is another fumble. reduce svystem reliability by 1D10CO
in percentile pPoints: and if the result is not ancther
fumble. reduce svstem reliability by 10 in Percentile
roints [svstems whose reliability is thereby reduced
below O are considered unrerairablel.

This skill is a zerc based knowledose skill, and the
training cost isi:  1QO/ZS50/550/1050/1600.

Evaluate Treasure

This is a 5¥ base knowleduse skill, as rer Runpefuest!?,
and the frainins costs for this skill are as ¢followss
100/ 250/550/800/ 1050,

Fellatio

This particular sexual skill is the mezsure of the
character’s abilitv to send her sexual partner into
convulsive fits of ecstasy by "soins down? on him.
This skill is applicable acroess seecies lines., af
course, theugsh at onivy 1/2 skill level.

This s5kill is aisec a measure of the character’s abiltity
to supPress the =as reflex. and to deal with apprropri-
ate minor species related difficuities invelved in this
particular osral sexual act [avoiding the prohlem of the
barbs on the H"'Reli orzan or the bone in the Altani
organ, for examplel.

This is a 8% base Arts of Love skill. and the trainins
cast is as follows: 150/350/10007 1650/ 2650,

Training in this skill is avaeilzable from couptesans,
In secieties where such individuals are members of the
ungerwcerld, & successfuyl STREETWISE roll will be
necessary in order ts jecate them.

First Aid

This skill will! allow a character to stop bleeding. and
cure 1IB2 points damase in anpy siven hit leeation. It
is a species srecific skill: so it must be learned from
base for each different species. One minute is needed
Per uze of the skill {and this skill mavy not be used
twice ¥or the same Tocation).

A criticai ratl in this z2kill results in 2032 paints of
cure to the indicated location. as well as countine faor
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ten successful uses of tho s3kill for the rursase of the
skill improevement roll at the ond of the exreditieon.
If <the critica? results in restorine & Bitroints to a
tocation. this will mot reattach o severed 1imb. or
heal a ruined Timbk back o usedful conditian, A Fumbled
roll results in an additional IDE moints damsge beins
done to the Tocation. and 204 EMD damase 28 well.

The base value for this skill ig 3% in the character’s
Lwn sPeciez.  ang OF bzsze in 211 athers. It is a know-
lTedee skill! and trzining costs ared S0/L100/7200/7300/7400

Forgery

recosnizing  samnl. 2 BucCo w1 uage of this skil?l
would. for oexamrit, allew the character to sroduce fake
ship's Papers.

This iz the skill of producing fale documents (or in
c 1
-

This is a B% base manzpu?a%imn akilli: and the trainins
cost ist  BO/ISO/SO0/E50/1200.
Trainine is availabie in %h 1 onivy frem twoe
gourcas~—~the sovarmment intolli T4 Bgrvicess and from
the underworid. Hher seekinoe inine ¢rom the sovern—
ment, it iz necessary to have dhat tha sovernment would
resard as a lezitimalte roason For learnine this skill.
To Find =& feachar in %the underworld. a successful
STREETWISE roll will be nosessarvy.

General Relativity Srecialist (Covers Jume Phvsics)

The ehysicist whese srecialty is senerel relativity is,
in the terms of tho =mame. an exeert in the shveircs of
black holes: sravity in senerai. and the Fhivysi¢cs of the
FTL  JumpP spzce used by the otarshirs of the Hegemonvy.,
In addition. he will be Familizr with the theories of
muttirle time tracks. and the theory behind Time and
cross time traved.

Familiar with the ehivsics of wsravitys the phvsics of
space-time travel: fthe senerzl relativity srecialist
will be eof srestest valus on astirophvsical research
missicons where the understandine of such obscure fieids
misht well save tthe sxradition. LFer exampie. throush
his understanding of blaclk Holesa. he misht be able to
Pplot a course for o shie —— apparentliy trarpred in a
rotating charsed hlack hale —— that wauld iead to

safetvl,
The exerciseable skiil levsl in ¢his gciality witi be
Timited to <the skill tevel of *he charac%er in the

Cfield of GEOMETRY.

This skill iz & O% bpased knowledse skill. and the custs

A,
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for training are as follows: 100/ 250/550/ 1050/ 1600,

Geneticist . -

This skill indicates the character s vnderstandine of
the science of genetics. Success+ul applicatien of
this skil?l wiil allow the seneticist +o ireconstruct
the arpearence of animals from any small intact samrla
{via doine a sene mar, and then develorinz the creature
in simulation on 2. computer) or %o recreate the
creature itself from the small aenetic samprle. In
addition, a successful application of this skill will
2llow the character to ALTER the zenetic structure of a
creature in  any desired fashion CLsuch bicliozical
ensineerine is only permitted on unintellisent 1life
forms in the Hesemonv]d.

Applications of this skill resuire from ID3 davs (for a
computer reconstruction of an extinct lifeform) to 1D8
vears (for the alteration of the menetic structure of a
rlant to extract and refine molvbenum from the soil,
SAY ). :

This skill is senerally limited in exercisable skill
level by the character‘s skil! in COMPUTER SCIENCE ~——
AFPPLICATIONS. If 2 srecialist in COMPUTER SCIENCE —-
APPLLICATIONS i3 available to werk with the seneticist,
the skill Tevel! of the meneticist witl only be lTimited
to the maximum of his skiii or the comruter scientist s
skil1l (whichever is hisher) in APFLICATIONS.

This skill is a O based knowledse skilils and the costs
for trainine are as follows: 10G/250/550/1050/1600,

Gecchemist

Geochemistry is defined as that science which deals
with the chemical compositicen of and chemical chanaes
in the crust of a elanet, and the related chemical and
geclogical sroeperties of substances, The geochemist
skill is of use to those adventurers gttemptine to lo-
cate depusits of valuable materials on rlanetary sup-
faces without goins to the ftrouble of drilline every-
where on the rlanet.

This skill is a OZ based knowledse skill, and the costs
for training are as fellows: 100/250/550/1050/1600.

Geometry Srecialist

This skill is the measure the charocter’s understand-

ing of the areas of mathematics invelved in euclidean

geometry, differential seometrys, and differential mani-—
T Ffolds, ‘
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5 i Bane knowisds “itl, and the costs
training are s F@1 ous: LOO0/250/BS0/10T0/ 1500,

The s2ologist in Runes in Space iz 2 student «f the
Plantelesy of terrestrisl tvee maride, His sditd wild
eneble him Yo rradict surthavabes and the like: and tao
serve &5 a wenernliist ©o Boswer any suestions  of the
pegoiosy of fTerresirial fvee elanste.

This slill is 2 QY bhasas knowledne skilt: and the costs
STratd Followss: 100/250/550/ 31050/ 14600,

This is & B% buse stroaith skill. #53 per Runelluest!, and
the ‘trainine cecte fFor this skill re As  follows?
SO/ L50/500/9007 L B30,

Hide Item

This is & ig¥ bas
RuneQues?ti, and the +
as Ffollows: LG/ 230/5

€& manirylatiasn
raining costs for
Sﬂf;@aﬂfiéaﬂ

Historian

This gkil1 is the measurs of the character’s knowledse
and understanding of The mast events that have shaped
the Current Hesemonic socisiv. And it is a measure of
the character s ahility %o recall the key fact that
miant bhears sav. on the identifi cation ¢f an ancient
artifect of some kind,

i

o

This ski

£ B EZeros based krowledge zkills and the
trainine cos &

LOQ/2B0/TBGAL0S0/ 1600,

T

ko

i

=

Immunniagis:

The immuncicsist is the varistr of biciemist or medical
doctor whose specia’ty is the immUne reseonse svatem of
the wvariocus known Yifeforme of the Hesemonvy, He will
be an empert inm the field of zilersies and their trest-
ment ~~ a fact That wmakes him EATREMELY valuablie.

The unrieasant and sometimes vialent. reactions  of
socme 1ife ferms to alien substances ffop examPrle, the
unuysual rezcticns that some bhumans have ta bee ztinags)
are this specialist s meat, With some individuals
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{rPrerhiars one in  one hundred) there is an alilergic
rezponse to other of the intelligent life forms in  the

Hegemany. Simitarliy. perhars one individual in  ane
hundred will be incaracitated bv some new altien protein
un a newly discovered world. It is the task of the

immunclosist to deal with this sort of problem.

This s5kill is & zerc based knowledse skills and the
trainine cost igs 10CG/250/950/10507 8600,

Intellisence OpPerative

Jume

The intellisence operative is the expert in not beins
roeticed by athers — the expert in assumine a role and
inn beins believed. The level of this skiil mavy alsc be
taken to be a measure of the character s ability to be
the “"James Bond” tvre sy —— and set awavy with it.

This skill is a zero based knowledse skill, and the
trainine cost ist L00/250/550/105071600.

Drive Svstems Ensineer

This skill is & measure of the abilifty ¢f the character
to diasnose fault in. rerair or modify this rparticuiar
svstem on one of the Hesemonic srpacecraftt. It 'is alse
a measure of the character’'s ability to determine the
state of rerFpair (i.e. the svstem reliability
rercentase) Ffor this particular shir comrenent on  anvy
spacecraftt of compParablie desisn to the Hememonic
spacecraft on which he bhas been trained.

An  attempt at rerair resuires one hour’s uninterrurted
time. and a successful rerair attemet will imrrove the
svstem’s reliability bv 1O in rercentile roints. a
critical roll on the rerair attemet will imProve the
svatem’s reliability by 10100 in rercentile points Land
will count as 10 successful uses of the skill for later
determination of skill improvement probabilityd. If a
rerair roll is fumbled: roll LULIGO asain——if the result
is another fumblies reduyce svatem reliability by 1D100
in percentile points, and i1f the result is not ansther
fumble, reduce system reliabiiity by 1010 in percentile
peints [svstems whoese reliakiltity is thereby reduced
below O are considered unrepairableld.

This skill is a zero based knowledse skill. and the
trainine cost ist IQOG/Z50/550 71050/ 1400

Jdumping

This is & 15% base manirulation skill. as pPer
Runetluest!, and the training coasts for this skill are
as follows: SG/I0G/150/250/400.,

4%
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Lesal ZSemantics

Lesal semantics is the skill of readins lesalese and
translating it inte terms understandable to the lavman
(reads the absoijote idict). It is the abiiity to
recosnize from the legal document all  the immediate
lezal and soecial ramifacations of same. Agnd it iz the
ability to "read the Fine print® in a lesal documeni so
ag ftoe not be trarped by  same. Atternativelys this
811 will allow the character to create the lezaless
document: suitable for bafflins poor witless lavmen.

Thisz s5kill iz a 0% base knowledse skiltil: arnd the costs
for training are as Follows! BO/IQL/ZRO/S00/500.

Lite Surrert SBvstems Ensineer

This skill i= a measure of the abkility of the character
to diasnose Fault in. repair or moedify this rarticular

avstem ¢n one of the Hememanic sracecrast,. It is alse
& measure of the character s zbility to determine the
state of repair {(i.e. the svetem retiability

rercentase) for this rarticular ship comranent on  anvy
sPpacecraft of comparable desien to the Hesemonic
sracecraftt on which he has been trained. .

fan attemrt at rerair resuires one hour s uninterrurted
time: and 2 successfyl rerair attemrt will improve the
gsvstem’s reliability by 10 in percentile ecints. (&1
critical roll  on the reezir attemet will imerove the
system”’s reliability by 10100 in rercentile points Land
will count =2s 10 successful uses of the skill for later
determination of skill impravement probabilitvl. If a
repalir rail is fumbled. roll 10100 asain—-if the rasult
ig another fumble, reduce svstem reliabiltity by 1DIOO
in percentile paints: and if the result is not ancther
fumble. reduce svstem reliability by iD1Q in percentile
roints [svystems whose reliability is therebv reduced
below Q are considered unrerairghliel,

This skill is a feroc based knowtedse skill, and the
training cost is?  100/2S50/550/105071600.

Linauist

The Tinsuist in Runes in Seace is & master of the mador
known lansuases of the Hesemont. He may initiallwy
read: write: and sreak one lanzuase per Point of INT at
a skilt ievel ewual to hizs skill as a tinsuist.
Further. given AGNY bkrnown lansuase he mavy learn that
tansuase from ANY character with whewm he shares =a

o commen lansyase at the assured commupication level st a
rate of 1D0& (in percentile points skiil level) for each
week that he makes a successful roll in his linsuwistics
skill.

=0
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This skill is a 0% base Knowledse skill, and the costs
for trainina are as follows: 18G/350/4650/7 1350 /2000,

il.isten

This is a ZBY base rperception skill, as per Runeliuest !,
and the training costs for this skill are as follows?
SQLIO0/ 280/ 8300/550,

Lock Picking

This is a 5% base maniruviatien skill. as Per
Runetiuest!, and the training cosis far this ekill are
as follows: 150/350/650/1350/2060.,

Mar Makins

This is a iU% base manirpulation skiii. as préa -
RuneQuest!: and the trainipns costs for thic skill are
as follows: S[OA100/7130/2907400.

Martial Arts —— Dizarm
This skill mav allow a character to disarm an arponent.

it an oepponent fails his attack with =a hand~to~hand
imPpact wearon, and the martial articst makes 3 success—
ful rParrv:. the martial artist mav attempt to disarm his
arronent. If his disarm roll succeeds, roll an attack
85 rer average of STR and DEX of martial artist (round
fractions ur) vs STR «f oPronent —— if successfuls op—
ponent is disarmed.

If the martial artist does not attack in a siven melee
reund:  he may attempt to use his disarm skiil. If his
dizarm rell succeeds. rall an attack as rer averase of
STR  and DEX of martial artist f(round fractions up) vs
TR of opponent —— if successful, his opPonent is dis-—
armed.

This skill is a 0% based PARRY skill: and the casts of
training are as follows: 250/550/1050/1400/2100.

Martial Arts —— Evade

This is the skill eof heins where the melee blow,
Bullet, aor bilaster belt isn t. It is the enlv skill
that will allow a character to dodoe a missile that he
couldpr’t normally see comino.

A& successful use of this skill will alicw the martial
artist to evade ONE incomins bilows resultins  in  no

damazme beina  taken bv the martial artist, Critical
hits o9raze =—— doins a randem pPercentase of nmormal
damase {roil 100 —— unless the evade rall is =&

il |
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critical alsc. in which case azain no damase is done.
The skill must bhe empPloved before the piaver is told
whether the blow {(or bullet or blaster boltd has "hit"®
orr nots and the specific attack asainst which the
martiai artist is emrloving his evade skill must be
sPrecitied in advance of the rolil.

This skill is a 0% based DEFENSE skill: and the costs
¥ trainins are as follows: Z250/550/1050/1600/2100.

Martial Arts —— Hand-to-Hand {karate eauivalent)
This skili is the art of using one’s bedy earts as
effective offensive wearons. it aliows the character

to strike twe hand/fist bleows or  rwoe elhow blows
fduring the same strike rank? AND kick as well {provid-
e¢¢ he has sufficient strike ranks). Damaszes and lensth
of body wearons: are as faollows?

Elbows 104 L.ength ©
Hand/Fist ing+j Lenath O
Kick 101 Lenath 0.5
Knees ins ensth ©

This skill is a 0% base ATTACK skill, and the trainins
cost izt ZEM/SB0/105CG/1600/2100.,

Mechanical Ensinger

The mechanical ensineer is the sPecialist in industrial
arplications of the knowledse of mechanical svystems.
As  such he will be mast familiar with the erocess and
Prhyvsical desizgn of Jarse scale manufacturine facilities
amans  the srecialists in Runes in Space, and will  be
best able to re—orzanize and redesisn same for maximum
efficiency.

The exercise of this skiil will allow the character to
recasnize the function ¢f a manufacturins Ffacility,
analvze its desizn, and determineg and durlicate the
function of the faciltity--resardiess of whether or not
the facility is still 100% orerationals a&nd whether or
not  the facility is & product of Hesemenic techncicav.
The mechanical ensineer can thus bz of inestimable

valuge in assisting in what one misht call industerial
archeolosy on dead worlds with survivine industrial
facilities, :

Thiz skill is a 0% base knowledsee skiil, and the costs
fur trainines are as +ollowss 100/200/550/7 1080/ 1400,

Medical Doctaor

The medical skill is a srecies specific skills applic—
able at 1/2 skill level to 2 sPrecies with CLOSELY re-—

52



RUNES IN SPACE

lated pPhysiaoloav,.

The decter mavy. throush successful application of his
skill, keep a character alive for twe minutes who would
agtherwise have died "instantlv". Rereated uses of this
21Tt will thus allow a docter to keer an  injured
Fatient alive horefullw lonas encush that he can  be
taken to sureircal/advanced medical facilities. :

nce an indured character has been taken to a pPlace
where medical facilities are available. the medical
skiil will allow the doctor foc restare 206 damasge in
aone location for each successful use of his skill.
Each attemprt at such restoration will take one hour.
and a failed roll on & critically indured ratient {i.e,
one  who would normalliy be dead at this eoint} results
in the death of the rpatient if the docter cannot roll
i/2 his nermal skill level in a second roll. A fumbled
medical skill rall results in a 206 attack vs COM  of
the patient. and immediate death of the watient if he
was criticalliy indured.

Without medical facilities. a medical doctoer may still
use his skill as a rerlacement for the first aid skill
far the srecies in suestion. with the excertion that
the renalty Ffor a fumbled skill rell is only 172 as
great as it would nermally be for a failed first aid
siill roltil.

This skill is & 0% base knowledse skill:. and the costs
for trainins are as follows:? 150/ 280/550/ 1030/ 14600,

Meltamathematician [Yowic: set theorys etc.d

The metamathematician is the student of the fundamen—
tals of mathematics., He is the student of mathematical
tasics, set theorv, and such. And be is: by his nature.
something of a philosorher, fs a primary subfields
this will resualt in a character becoming somewhat use-—
less in  the real! worid, but theny, ne one has ever
accisad metamathematicians of bkeins particularly
useful.,

This is a O% base knowledse skill. and the casts far
trainins are as followss 1S50/250/550 7/ 1050/ 1600,

Meteoralaomist

This skill measures the character’s understanding of
weather svstems on beth terrestrial worlds and  Jovian
tvre z2as giant rlanets. In additicn. it is a measure
of the character s understanding of how te alter the
weather svestem of a planet to conform with some desired
state usins the weather coantrel esuirment availlable in
the Hesemony. Meedless tno savs use of this skill will
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2ilor the character to pPredict the weather on any world
sgiven ponitor data from westher sateliites,
Thag esxercireable skill Jevel of this skill ic limited
ta  Eho améwatt@r’ skill in ANALYEISE fses Snalvsis
Erecialist earitier in this sectianl,
Thiz s%311 is & O base knowledese skill: and the costs
For training are 4s Foliowst LOG/280/7330/ 108071600,
Molecular Bigiponist
Thiz skill is as per the CENETVICS skilil. that it
i3 met limited by the character’s slill X cemprutar
seiene {aprpiicationst. It is. instead: lTimited by the
character’s =kit] in CHEMIZSTRY {zee¢ thy Chemizi-
eneraliist cartier in this sectind.
Thiz is & 0% bacse knowliedse skili, anﬁ the costs For
training ere 2 folicwszi  A0O/250/8550/ 80071050,
Move Diltently
This ig & DX bhase steslth skill: a3 por Pupsfiussti. andg
the Training casts  fFor thisz siili are o8 foillowst
B0 IB0/ 400/ 6005800, ’
Musical Instrument
This ki1 ig the measure of the character s ability to
rlay = specific musg icai instrument. At kil lgovels up
throush 24%, it is more = measure of the character’s
ability to eroduce noise with the given musical instru-
ment. Bifter the 25% jevel] has been reachsed. it is
zeouRcd that tho character can play the instrument com-
retently (thoush perhars not Particuiariy rleosinelivl.
Thisz skil! iz & manieuiation gkill's O% base, ond the
training costs are as followzs 100/ 300/ P00/ 18300/ 21006

feval Ensingering (shir constructiond

This 50111 iz a measure of the ability of the charac sr
te dizgncese faulit in. repair or modify this partice.ar
svstem wone of the Heg eﬁoﬂ;c spacecrart. It iz alegz &
measurs of the character's ability to determine the
state af rEPRERLIT {i.a. tha svatem reiiahil ity
rercentaser  for this rarticular shie compPgnent on onv
sracecraft of comparablie desismn to the Mepemanig
sracecraft on which he has been trained.

This =zkill alsc aliows the character fto repanir  damas.
done 1in the Form of hit eoints to various hull rplates
ar- secvions of shis, A successiul reralir attemet will
restore 1010 damawse. & oriticel rell will restors LDLOD

L=oF
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damase roints [and count as 10 successful uses of the
8Kil1l: and a fumble will cause an additional 1D1O
damase to the indicated area [affected area for repair
attempt is a ssuare section of material 3.0 meters onh a
sidel.

An attemet at reralr reésuires one hour s uninterrupted
time, and 4 successful rerair attemert will imerove the
svatem’'s reliabitity by 1010 in percentile paints. 2]
critical rell  on the repair attemprt will imProve the
system”s reliability bv 1DICQ in rercentile roints [and
will count as 10 successful uses of the skill for later
determination of skill imrrovement eprobabilitvl. If a
rerair roll is fumbleds: roll 1DI0O aessin~—if the result
iz another fumbler reduce svstem reliabiltity by 10100
in percentile points, and if the result is not anocther
fumble: reduce svystem reliability by 1010 in percentile
roints L[svstems whose reliabiltity is thereby reduced
below O are cunsidered unrerairableld.

This skill is 2 zero based knowledme skills and the
trainineg cost iss 100/ 280/880/ 1090/ 14600,

MNormil Sex

This is the ability to perform the pormal sex act with-
out makins vourself look like a complete blaody Fool.
At the 235% skill level. the character is able to per—
form most normal activities satisfactorily without the
necessity of makine a roll in the skill. Complicated
manguvers will. however:. reauire a skill foll. A
successful skill roll indicates & better than normal
rerformance, a2 critical roll indicates that the rartner
has been sent off to cloud cuckeo Jand in a fit of sex~
val ecstasy: and a fumble indicates that the erisade
was a UCOMFPFLETE disaster.

This skill is aprlicable across species lines. thoush
enly where the body tvpes are roushly compatible and at
onlty 172 skill level.

This skiil iz a 20% base Grts of Love skill. and  the
training coszts are as Ffollows: ESOISEOJIOQGflﬁﬁﬂJEBSG.

Trainine in this s8kill is available From courtesans.
In societies where suych individuals are members of the
underworld, & successfyl BTREETWISE roll will . be
necessary in ordeéer to locate them. ’

Nuclear Phvsicist

The nuctear physicist in Runes in Srace is a student of
subatomic rarticle phrsics as well as a student of the
fission, fusicn: ahd total conversion wearens and ener—
Sy surpply svstams,



The exerciseable skill level of this skill is iimited
to the character’s shill as on M.GEBRAIST fzee Aloebra-—
ist eariier inm this sectionl.

This gkill is = 0% base knowiedse skill: and the costs
for trainine are as follows: 100/230/550/1050714600,

Geeancsrarher

The cceandsrarher: in addition to beins the oceansoins
metecrolicesist and seolowists & student of the physics
Cand  chemistry of the seas: is somethins of a marine
Biclomist as well.

The exaﬁcise%b?e skill level of this skill is. in con—
seRuenGCe. Timited by  the charzcter's zkiil tevel in
#ach of the foilowine fiszlidss

{1} Bialagmy (the zeneralist cateacrvy)
{2} Chemistry {the seperalist rcatesory)
{23 Eomputer Science~—frwiications

{4} Ecolosvy

15} Phvsics (the seneralist catesory}

This skill is a 0% base knowledse skill, and the costs
for trainins are as follows: AD0/&00/200/1000/1200

Oratory
This is & 5% base cratory skill. as eper Runeflugstt,
and the training costs for this skill are as Ffollows:
150/250 /100067 &80/ 2650,

Faleontolamsist

 FPaleontolomy is the branch af seclogy that deals with
the studv of eprehistoric forms of tife throush the -

Catudy  of Fossil elants and animais. A such, it is
. sroured with the other biclosical sciences in Runes in
SRACE.

The specialist in this fieid will throush successful
application of hiz skill: be able +to Ffird Ffoszsil
remains and then, with a secend successful arriication
of his skill, determine much {if not all) cf the nature
of the life form reseonsible for said fossil remains.
(The wrecise amount of irnformation that the GM @ives -
out should be a prarortional to both the skill level of
the <character and how well the plaver rolled on the
skill arprlication rolll.

Fossil rindins arplications of this skill showld take
204 davs-—-analvsis of remzins found should take 304
hours on critical roallss 3OD20C hours op  nen~critical
sgyccessful ralls. PER FOSSILIZED CREATURE. [Noter max-
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imum work davy for scientists is assumed to be 12 hours
out af 247,

This is & zero based knewledse skills and the cost For
training jiss 10D/ 25/350/ 1050/ 1600,

Fatholosigt

The eratholosist is a student of that ares of wedicine
deveted to the study of the nature of diseases: their
causes and svmrtoms. and especially the sfructural and
functioenal chanses caused by disease.

The Patholosist”s skilis will aliow him teo determine
the cause of death of a member of & familiar SPECies:
or of & species similar to one with which he is
famiitar. A& familiar species is one Ffar which the
Fetholooist has a skill as medica! dockgr for &t &
541 Tevel of 25% op higker. Tie patholeogist mavy
arrly  his skiill to s species which he is nod familiar
with if that species is similar [hv 0O decisionl to one
in which his skill a2z & medical! dactor 15 BOY or
Fiahar,

The Fathoelesist s skill will alse allaow him to detect
(en a successtul skiltl rell) a4 disesse = ond ajlow him
tee ddentify same (i it is ane kKnown ta Hesemonic med-
ical scienced. and to select the arPrrorriate treatment
(thoush 1if the freatment called fap invalves sureasery.
he must rely uron either his own medicatl doctor  skill
For thet srecies, or he must brief a medical doctor Far
the species invalved:,

This is & zero based knowledse 5kilt: and the cost for
training izt 1Q0/25/SS0/1080G/1400,

Fharmacoelozist

The FPharmacolesist in Runes in Srace is a student of
the rrererties and the art of preraration of varicus
dryss, £8¢e section on Druss in Runes in Seace for
further details,

"This is a zero based knowledse skilil. and the cost fopr
trainins ist  100/25/550/10S0/ 14600,

2.

Fhvsicis
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Thiz skill iz the measure of the character s ehility a5
a weneralist in the arsa of physics. The soiutiaon to
any  problem not lieins in any of the other subfislds
willt be found throush the seneralist s knowiedse.

This is the catch—all area for all the eroblems thgt ﬁﬁ
ot gasily Fall inte anv of the sther rateseries within
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the physicss and is te be so treated by the GM. This
gkiil wmay be used in place of anvy of the other Phvsics
science skiiis at 1/4 the stated skill level as
rhysicist.

This skiil is & C% base knowwledse skill: and the costs
for training are as follouws: 10/ 250/3507 1080/ 1600,

Fhvsical Onthrorolomist

This skiil is the measure of the characters ability %o
determine, based on ephyvsical artifacts of an existins
civilizatien. fThe nature of the creatures that live in
that civilization. and their rrobable cultuyre. The
Righer The skill Tevel: the more the chargcter iz able
toe sxtract in the way of usefui i 'ﬁﬂ from a set
af artifacts on 2 resular sUCcessFul T reli. gn 2
critical skitY  roll. the character should receive
virtuaily Full information -~ in ad n te countins
the oritical roll as 10 successful apslications of the
sikil] e it comes time T determing skill
improvenents &t the end of the exredition.

This skiil ig @ 04 base knowledse skills and the
treining costs are 55 folicuwe? 100/ 2R0/580/ 10806/ 14600,

This is a 3% base stealth skill: zs rer Runeluest!: and
the traininz costs fFor this skiil are as folloyst
OO/ 2E0/ERG/ Q005 1050

This skill is the measure of the character s ability to
contral and mansyver seracecraft or aircraft i
divficult situatians {landins: docking, special
maneyversd, eto, )

In combat: & successful pilotins roll means a reduction
in the rrobtabiltity ¢f an osrFronent syccessful iy
attacking the riloted craft. For eack 25% in skill {ar
fraction thereof} ABIVE 25%,. reduce all orronents”’
chantes of scoring 2 hit that melee round by §ive
percentilie Points,

"In pormai. urhurried situations: where there are no
distractiens f{such asz bad weather in the case of a
planetary landins, or combat in the case of a dockins
maRneuverldl & skiil of Z9%Z or better will suarentes a
cafely comrleted mansuver. fAs  such mROCUVErs are
without risk for pilots with 75% or better skill: the
skill e does not count For skill imrrovement rolls
aftaer the exredition.
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A failed skili rell in Filotins means that the desired
maneuver was not carried out successfuliv.e In the case
3f a Yanding. this means that the shirp crashed -—— but
no one was indured {(theush dependin® on  Frecise
circumstances. the GM mav wish to assisn some damase to
the landins ship itsels). A FUMBLE in 3 Piloting roll
means  that the eilot comeletely lost cantrol of the
craft for a brief instant. In the case of & fumblie:
the craft will be damased (if the situatien allews Ffor
suych to have happened) and a ZECOND roll is made: and
if the reseit is anether fumble. all aboard must make
(ZxPUW} as a percentaszse ¢r die [serisus crashl——those
who are net kKitled take 4D10 END damase, If the second -
reld is not a fumble, &1 zboard will still take 4010
END damase.

This is a % base knmﬁ?edse skill. with tTraininzs costs
a2 follows: 100/7250/5580/800/7 1050,

Planetologist {(the seneralist}
The Planetelazist (the seneralist. that iéi kandles all

the 1Tittle eeolozical/rlanetolesical probliems that deo
et Fit nicely into any of the other subfields of the

seneral Planetoelasy study. He can handle problems deai-— -

ins with both terrestrizl AND Jovian tvyre worlids, how-
ever: unlike the gseclosist gseneralist who is limited to
terrestrial tyre worlds in his ereoblem solivino.

The seneralist may substitute his skill for anv of the
ather subszrecialities within the overall rlanstology
spacialty at 174 his normal skill level. ;

This is a 04 bhase knowledse skill: and trainipns cost is
as fallowst 1QG/ZT0/5380/1050/1600,

Foetrvy

At the Z23%% Yevel in this skill: the charscter is a2ble
ta pProduce pleasant Peetry on a successful skill  rell.

At skill  tevels ue throush Z4%. & successful roll
merely rroduces something recognizable 25 an attemet at
poetry {and it rewmuires a critical at this ltevel of
skiti te pProduce pleasants reasonabiy cemPretent
Pagtryl.

The time resuired rper attemet is (100G/skill levell) in
hours. Thus at 20% it will reauire four hours per
attemrt at roetrv.

At 2TA+ skill Tevels g critical roll indicates that the
raem is an excellent {and sossibliv saleable) wriece aof
work.

Thizs skill is a 0% base PERCERPTION skill:, and the cost
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FQOSZBQ/DN0S 1050/ 1600,

refers
refers o the
belans tofare
offowe duties to different
g here belons onlvy to  the
sapective societies have oniy
advantage
af  Taw
how is

1
who

Law.,
ividuals

g of the other areas

e ¥a This law will have great
sipce they are the ones
the stransest suirks will

nder one svstem are valid and
ther——relvandry and epolvaamy

in America would be recompized for a Saudi, etc.? The
sreatest rewuirement here is knowledse of the business
arr rPractical reauirements of the rpeorle involived. and
an gpenness of mind greater than the porm.

In current American law: this would cover the areas of
Private internmational law. arbitratiorn: nationality o
immisratiocon law (most of the above as thev affect a
siven deal. from both lesal systems. vetl and

&0
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caomrarative Law.

This skill is a zero based knowledse skills and the
skill Vevel exercised in this skill mav NOT be hisher
than the characters skill in Lesal Semantics,

Frocedural bLawver

These are the reorle who practice determination of the
taw. and whe resolve the controversies by operation of
Yatg. It is the study of the rules that severn the
substantive Jlaws——hence the actual study and eractice
of rescliution of factual situations. The srecialtist
determines how to decide what the rishts. duties.
cbhtisations ares how ther are to be shown te the szorle
involved, and how they are to be enforced as well by
societv. Of all the areas: it may be the smreatest art
and the least trainable: fopr it is entirely inderendant
of any factual ssttine but must ke arrlied to all.

In modern Bmerican law. this specialty would cover the
areas of civilt srocedures. evidence. frial advoraovs
administrative or bureaucratic law, &l litieation:
genstitutional and source iaw. Tegistiations” meaninge.
and rublic international law.

The training costs For thiz skill are as ?a!?&wﬂﬁ
1CG0/2RG/TT0/ 1050/ 1400

Favcholoeist

This skill is the measure of the character s ability of
suyantitatively Judge and analvze rersonal bahavioer and
mental attitudes of an individual of any of the Enown
speciess AND PROJECT LIKELY ACTIONS OF THE INDIVIDUGHL
UNDER GIVEN SETS O0F CIRCUMSTARNCE.

Thus. & psvchologist who makes his skill roll: will be
zbtle toe make emredictions of the form “IF we do X+ the
odds are that Mr. /. beins = member of thus and such 2
‘srecies who I will aszume te be sane (for the moment)
can be exerected To do Y. Z: We or T". Of courses by
the Harvard Taw of animal behavior f{(as asrlied to
raorlial. the subdect misht do  scmethinz sntirelw
cutside the predicted ranse of behavior. Houvever. the
M should keer such cases te an ahsolute minioum.
Furthers if the elaver rclis & critvical on the oskill
rells  he should be sivern full and complete information
resardina  the sazcible responses (or mental state) ok
the subject [as well as countine the critical as 10
successful uses oF the skill for later determination of
zkild imProvemenitl.

This skill iz alse 3 measure of the character s asbility
te cure psvchelesical trauma of wvariocus kind——az well

61
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a8 diaaness their sresence.
This =skill iz a2 zero based knowledae skiils and the
training cost is 2g foliowsnd LOO/2EQ/ 850/ 1080/ 14600,

Rarid Qdds Caiculaiisn

This skill indicates the charas=tor’s abiltivy to suickly
dudee  the {true odds in any seme of ChanNCS. It wiil

ailow him to detsrmine the sroper actians Yo take in
order that the odds fever bim: noet the housc gry if no

sych  ceurse of action exists in *he zame in auestions

the skill wilt allow hiim %5 determine the rroper action
to maximize his prabable return.

Thias skil] iz 3 % base Knowledse gkitl. and the
Training cost is as folilowed  SBO/L00/ BB/ L00/850.

& manirsiatian skill: otheorwise treazted
gtls. and the training costs far this
tows:  SO1SC/3R078500/650,

fhis skill is szsentially the same a& the rsroholomy
ghiil grtert That the subdects knowsn are the
artificial inteliliisencess the thinkino. tiving rchots
thet a@xist in the Hesemonic socistvy. Tha EXERCICEABLE
SILL LEVEL dn  this skil! WILL BE LIMITED to THE
WQAQVuﬁ OF THI® SKILL and ELITHER the skill lewvel in the
ANALYSIE subfieid of maThematrics O COMPUTER SLIENCE-
ARTIFICIN INTELL I GENCE.
Thizs =skild ig & zero based knowiedse skiil, and the
training cest is as follawsi  100/290/550/1050/71600,

Raobotices Ensinesr (2isc &rmorer at 1/7 skill JTewvell

Thiz skill! iz 2 amsessure aF
to diasncse fault in. erad odify the robots in
nee  in  the MHegsemonv. it is aigse a messure of the
character's ability $o determine the state of resaie
(i.e. the svystem reltiability rercentase and/or the
ameunt of damase done Yo a miven joratioen) for a  robot
leither of Hesemenic desisn or of comparable desian to
the Hesemenizc robots which he has been trained to
rerairl,

he apitity of the charascter
e
%

He may also serve a8 an Aromorer at 172 his normatl skiil
Tevel or it a sescialtist &rm¢rcr ig present he mav
sssist  the Armerer {and function at his skill jevel as

4 Roboticz Tneineer?.

o
i)



An attemrt at rerair resuires one hour’s

time

reERa
roll

10 =
af &
fumb
fumb
FErC
snd
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uninterrupted

»  and a successful repair attemrt will imerove the
svastem’'s reliability by 1010 in percentile moints. o
ir 1010 damise to 2 siven locatiocn. % critical

an  the reralr attemrt will improve the svstem”s
retiszbility by 10R100 in rercentilte points or repaic
10100 soints damases as arprorriate Land will count as
ocessful uses of the skill for later determination
Kilt imrrovement probabilitvl, I¥ a2 rerair roll is
ted: roll 10300 avain——if the result is ancther

e, reduce systam retiability by 1D10D

in

entiie roints: far do BLOD damase to ane lorationld
i the result is not ancother fumble. redycse srsbem

religbkitity bv 1D10 in sercentile soints Lor  do 10310
damased [sveatems whose reliabkility is thereby reduced
below ©: or damased fto moere than 5 times original hit
reitit: are considered unrerairablel.

This skill is a zero besed knowledse skills and the
training cost is:  100/250/5%0/1050/ 14600,

Seduction
This
twis
ittt
hf.Si
SE

The

dap
as f

gki11Y is the measure of the character s abitity to
t eother intellisence’s ‘“arsund the character”s

e finger.® It is5 the character s zmbility to

et

hers aor its way throush an arplication of sexual
attraction ({(or throush working with the farget be

al drives in some manner or obtherl,

ins s

siil level is modified by circumstance in order to
determine the value which must be raolied on DIO0 in or—

for the seduction to bhe successful. Moditier
ollows:
(3} Taraset is a different species = —100%

(2} Tarset is of incorrect sexual arientation
{¢.8,: character is attemptineg a hetercsexual
seduction of a homosexual. or a homosexual

seduction of a heterosexual) = -50%
(32} Target iz a mated memher oF @ MORCDEMOUS
sPgfies = -754%

€4y Tarzet comes #from a culture with sitrons

taboos rrehibitine such activity = —50%
These modifiers are applied against the base
T I+ the result is 0% or lesss the attempt

teve

ALWAYS be unsuccessful.

HOWEVER if the tarset of the seduction has emp

the
zrE

skill of seduction, he/she mavy not be allowe

v 211 of the modifiers ltisted above. any mod

A3

& are

skill
wiil

loved
4 To
ifier



that invelves an =act in which the ftarget acted as

seducer may noet be asplied to  protect the targer
against seductian. Faopr exanrle. if the taroset had in

rast sedyced cother individuals of a different sPecies,

hesshe counid noet empioy that medifier toe erotect

amainst seduction by members of those srpecies which had

provided subldects §for his  {(the currant tarset s}
B

seduction skills in eagt.

Thiz skill is & 0% baosed Arts of Love skiil, and the
trainins costs are as Followsnt EQAERGALO0GALAS0 /2650,

Teraining in thiz skill is available from Couriesans.
In soecisties where such irndividuals are members of  the
underworid, & syccessfuel STREETHISE rodl will  be
necessary in arder fto tecate Them.

This is a 5% bass percestion skill: &8 rer HuneBuest!s
with trainins costs o Ffollowst IS0/350G/650/7 180071500,

Sensar and ECM Svystemzs Ensinesr

o

in

This skit? iz & measure of the ability of the character
to diasnose fauitt in. rerFair or modify this particular
system on ong of the Hesemonic spacedradt. It is alse
a messure of the character’s abiliiy tTo determing the
state o F rersit (i.€a the svestem reliabitity
rercentasel  fFor this particulars ship comPenent on  &ny
sFracecratt of comprarable desien to  the Hesemonid

spacecratt on which he has been frained.

An  attemet at rerair resuires ane hour's uninterrurted
time. and a successful rerair attempt will imerove the
evstem's reltiabiiity by IDIC in mercentile rpoints. (21
critical rol? an the rerair stitempt will improve the
svstem s refiability by 1DLIGO in percentile points Land
mil? count as 10 successtul uses of the skiltl Ffor later
determination of skitl improevement erobabilitvi. if a
reraicr rall is fumbied: roll L1DIO0 aszin——if the result
is ancther fumble:. reduce svatem relighiiity by 10100
in rercentilte points. and 1¥ the resuit iz net ancvther
Fumbie:. reduce svetem reliabiltity bv 1010 in percentils
Ppuints I[svstems whose retiability is therebv reduced
below O are considered unrerairablisel.

This s54il1l is a zero hased knowledme sKill: and the
trezining coest ist 1OOFZEG/DRO/IGEOS 14600,

o

rd EOM Swatams Greratar

This sk111 is the measure of the character’'s ability to
aet the most cut of the sensar and slectronic counter
measures equirment availahle o him. In the event of a



Polefomin  Bow bfgioe

sUCCessful swiil rall. for  each 287 in skild {or
fractien thereeofi OBOVE 25%, increase the GRADE of
SENSOR  SYSTEM beins emploved by ONME ar increase the
GRADE  of the ECM svstem (for the purrPose of detecting
eppesition cradtt. and hidins from them. respectively)
Fsee section an Sensors and ECM in  SHIP CONZTRUCTION
tater in these rulssli.

This skill is a O% besed PERCEPTION skill:. and the
training cost is? IG0O/2%0/550/7 1400,

Zet Ambush

This is & T base steaith skill: as per Runetiyest! with
trainine coests as follows: 100/ 1507300/ 300/ 5040,

Bhield Generstor Svstems Emginesre

This skill i3 a measurs ¢f the =bhility of the character
te diasnose fauld im. remair or modify this Farticular

2vstem on one of the Hesemohic spacecraft. It is aiso
a measure of The character s ability te determine the
stata ef reRrair €l the system retiability
rercentase’ for fhis particular shir comeonent on  anvy
spacecratt of  comparables desisn ts  the Hesemanic

spacecratt on whiszsh he has been trained.

o attemet a Fair resuires one hour’s uninterrurted
time: and a successful reeair attemet will imProve the
s¥stem”s reliability by 1010 in percentile points. [+
critical  rolld on the rergir gttempt w2ill improve the
gystem’s reliability by 1000 in percentile poinits Land
will ceunt a5 10 successful uses of the skili for loter
determination of skill! imerovement erobabilitvi. If a
reFair roll is fumbled. roll 10100 asain-—if the resylt
ig ancther fumble, reduce svstem reliability by  1DR1OO
in percentile points. and if the result is et anather
fumble, reduce svystem reiizbility by LDLIO in rercentile
roints  {svetems whose reliability is therebry reduced
belew U 2re considered unrerairabliel.

B e N
+ [l i

N7
L O

This skill is & =é¢ro based knowledse skills and the
trairving cost izt [QOG/250/5507 108071600,

Singing

This =skil? is the art of Producins rleasins zixunds and
Froducinn desired emotional resronses in ones audience.

Ue through the 294 level: a successful roll indicates
that the sinser has  turned in a pan—Painful
Perfoarmances and has mandgsed to stav on key L(for the
mast Fart) throushout the madority of the parformance.
A critical rell indicates that the sinser has turned irn
2n acceptable performiance.



BT skili Jevels of 30% and chover o SuCCess T
dicates thalt rhe 53&%&? haz erroduced rleosi

angd his/her/its sudience will fesd in #s wey choated i¥
thery had raid money %g fistenm Tto the rerforonce. &
critical roll at this skill level indicates that the
simger has sroeduced a ftrulvy Dovino Pertornence: and the
apdience will bhe cmotional =ultiy in izdherifits hands.

Foid Em—

Thiz is o D% SPECESS. skills a@ﬂ the trainins ootz are
23 follewst IO0/3009/90C07/ 9007200,
Bliips
This iz & manircliaeltion eRitl whese base vories Bith the
srenies., Host srecies have the skill st 5% bazae,
Sowe. Vike the Gitani. have i€ at o 259 base. Treat
thiszs 3ki¥1 =22 sagivalént to Horsepamnshivr/Ridine in
Runelfiesstts sz %”~% b iding 2bout on some
incredibly @Em% k' = in endpovoring o
o2ke & feal of entirely too fFast
GO @ Sho Eﬁ%ﬁ?é@ HQM?&%EF €EF i ofF norron steiss
ofF waod.
The zosf of freiminn 2E1T ist EOSISOIISDISODIETO,
Bociedvnamicisd
The skiITT in suciedvnanire is o measure aof the
charscter s ability fto judso the actiens of & asgristy
nder siven conditisons Chroush Fho arriication of
mathezatics Te aw uvndorstandions of imtellicent 1ife

fores. Hari Sslidon of Isszc Qsimov's FABTATION series
micht b taxen azz the archivral oodel of the
secicdvnamicist.

& Y reil will seion the character snsuwers
te <«wugestion ¢ the form. MIF the Humans scoesry  the
wortds cure ¥ clieimed by both them and the B Beli.
what are the four {or Fivel most likelwy COnSevRenCes?”
In thizs rarticular exzgerlces ence the Frobabie resuits
were devermincd: their sreciso probabilitics could then
be deterninad By rrther repeated surcessiyl
arpiications of the skiil.

The ewerciscable skill Tevel of +his zlill is limited
by  the character s skill in SUSLYSIS, BGEPRS: and
STATICTICS/APROEBORILITY THEEY .

iit iz oniv arriicabie
dunls, ong cananst be used
inulie character,

o laroce masses of
@it tThe actions

This skill kncwiedse skills. ond The costs
@

ws2 Lo EDRSTS0 L0507 1600,
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Secioloaist

The skill in secigloswy is a measure of the character’s
ability to Judse the actiens of a society under given
conditions throush the arplicatiorn of insisht and an
understanding of intellisent life forms rather than an
arplication of mathematics to same.

As a resulf, the auesticns that a sociclomist mavy ask
must be more detailed. and more of the YES-NO-MAYEE
varietv than those asked by the sociodvynamicist. Qur
eartier examrle in socicdvnamics would hecome, *"if Tthe
Humans occupy the worlds cureently claimed by both them
and the HReli,. would the H'Reli organize and o to
war?Y The answer would then either be ves: no.
#robablv vezs. pProbably noy or "who knows® [answers of
this last form are to be ussed srarinaliv. or not at alls
unless the skiil roell iz failedl.

This skill is only arpiicable to large masses of
individuals: and cannot be used to predict the actiens
of a sinsle character.

This skill is a 0% base kneowledss skill: and the costs
for training are as followss L0/ Z50/5350/7/ 1050/ 1600,

Sodomy

This is the mzasure of the character s ability to
rerform anal intercouse gither without eain te herselfs
o without causing eain to his partner {(as the case
might bel.

This skill is a %% based Orts of Love skill, and the
training costs are 2s followss 100/ Z80/8507 105071600,

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

Space lLaw

This is the measure of the character s understandins of
the wmilitary and deep srace reguiations that sovern all
Hegemonic | exploratory and intersteliac transport
activities. # successful use of this skill will also
provide the charactsr with infermation as to the most
tesal wavy of gaing about doing what he wants to do (if
there is such 3@ wavl. i

This skill is = Q4 ba

se knowledse skills and the costs
for training are as Fol

Tows:  S0O/100/25Q/7500/200,

&7
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Srat Cheatins

This =skill is a T4 base rerception skill, and is a
measure of the character s ability to detect the use of
the CHEATING eikill, A successful use of the skill will
give an indication of who is cheatings tut not
Precisely how he is sainz about it——a critical roall
means that the character knows EXACTLY how the cheatina
is being carried out.

The trainine costs  fFor this zkill  are as  follows:
/100 /350/600/2506.

Seat Hidden

This is a 5% base perception skiil: as per Runelluest!,
and the ¥raining costs Ffor this skiil are as follows:
S5Q/150/3530/84530/600,

Srot Trae

This is a 5% base percestion skill, as Per RuneBuest'.
and the trainine casts for this skill are as Follows:s
BO/130/ 350450400,

Statistician or Probability Theorist

The combined areas of statistics and erohability will
Bive the srecialist an insiaht intoe the determination
cf odds {in Sames of chance) and will enable him to
rrovide the tools needed by the sociodvnamicist in
order to do his Job.

This combined area of study is a ©O% base knowledag
5kill and the costs for trainine are as follows:
100Q/250/550/ 1050/ 146450

Streetwise

The streetwise skill provides & sort of a “sixth sense"
forr troubkle detection, It allews the character to
Yemell" trouble comine his way before it hapsens when
he is workinsg the shadvy side of the street.

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

It will enable the character to spat  the undercover
rolicemans the street hustler whe is wplannins on
settine him ur ¥For a sucksr in a confidence Jobs: and
spot similar such ftrars in the woerld bevond the iau.

SDuccessful yse af this skil?l wiltl alsa allow the
character to FIND searie (and tvres of pecrle) that he
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needs to find in the underworid. For aexample:l You
want to find an exeert forser to produce fake shirp’s
PRFErs?T A successtul use of STREETWISE will find the
forser——and another successful use wiill tell FOR  SURE
if he is acipg to try and rip vyou off: And 50 on.

This is a O4 base SPECIAL skill. and the costs  for
training are as follows: 100/250/550/800/ 10530

Swimming

This is a manirulation skills but the base values for
this s5kill vary from species to spPecies. Dtherwises
this skill is as rer RuneBuest!. and the trainins coests
for this skill are as follaws: BO/100G/1850/200/250,

Tax Lawver

The risht of the arour to levy on the individual. The
costs of dealing with ar orsanized saociety not  your
own. The price wvou ray for sovernment. It will be THE
MOST COMPLEX LEGAL SPECIALTY of all and require a hiash
intellizence (at Ieast a i5), as a specialization...
but not as a “secondarv” subfield.

In American ltaw,. currently. this would cover anv
gsovernmental monev—satherins.

The +trainins costs fFor this skill are a5 followst
SO0/700/1000/1300/ 1600,

Tactics

In the case of a shir-to—-shirFr ensasement. for each 2G%
in skill {or fraction thereof) above 2Z9%: & successful
rall in this skill will reduce &Ll chances of orpPonents
hittine the ferce caommanded by S% and IMPFROVE all
chances to hit by the force commanded by 5%4. The skill
roll mavy anly be attempted once per melee round. and
ohice suyccessfuls the effects continue fFor the remainder
of the meliee fand no Ffurther rolls may be attemprted
durina that shir-to-shir engapementl.

In sround ensasements. a successful appliication of this
kit will allow the unit commander to  increase  his
chances of a successful ambush, o a suyccessful sanse
ambush by 5% per 25% orF fraction thereof above 2Z35%
skill level. Used in this fashions enlvy one attemprt at
the skill rell mav be made per ensasement.

Essentialivy, this is the skill of small unit ensasemant
and ig useful at the sauad or Platoon Jevel on the
sround or sinwle shiPp to sauvadron of four te six shirs
in srPace.
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This is a éZ base knowledse skill, and the costs  for
training are as follows: 1OQ/250/950/7 1050/ 1400,

Taste Analvrsis

This 15 a 0% hase percertion skills, as per Runeluestt,
and the trainins costs for this skill are as follows:
180/ 330/ 6807 1 350/ 2000,

Tarslaooist .

The terolosist iz the mathematician whos accordins to
the tale: cannot tell the difference between a coffee
cur and & de-put [since opne could theoretically be
rushed inte the share of the other without tearins or
cutting either chisctls In more mathematical terms.
the ftdérolozist & the student ¢f the properties of con-
tipugus functions on certain specially defined SPACES.

Due 1o the mathematical nature of the universe as
defined for Runes in Spaces this rarticular branch of
mathematics is of utmost imeertance in understandins
the structure and orisin of the cozmos.

Successful  aeplications of this skill will enakle
characters to increase their understandins of the.space
in  which thevy are forced to travel {(the Jump space in
which the torolesical —— the share — prorerties differ
dramatically from what is commonly referred te as “the
real  world" and in which effective faster than lisht
travel is rossible).

This skill serves as & limitinz facter im the exercise—
able skill level of the character in COSMOLOGY.

This skill is a 0% krnowiedse skill:, and the costs for
training are as follows: 100/2S0/550/1050/1600,

Toxicoelogsist

The toxicolosist in Runes In SpPace is an expert in  the
treatment of pPoisons. An arplication of this skill
will allow the toxicolosist to identifyv any Known |uick
actine ePoison immediately from external symPtoms, and
any  other poisens From hlocd or lymeh sample. o
medicatl telemetry data from the wvictim. A second
aPrPiization will alicw the toxicolesist to  treat 1D6
Piscon damase per 25% or fraction thereof in  skill
tevel. When the precise poison is already Known., the
first successful apelication of the =kill will allow
the towicolasist to treat the Paisan,

In the event that the poison is a Freviously unknown
GneE s ar  the First skill relid iz ¥failed {the one
hecessary  for  ildentification of the poisan) a second



RUNES IN SPACE

skill roll will. if successful, still allow some treat—
ment te take elace. In this case: a successful skill
roll will result in treatment of 104 poiscn damage ser
23% in skill (roundins fractions DOWNG)Y.

This =kill mavy bhe arplied for the Purpose of treatment
only  once Per week per victim per individual rcase of
roisoning  (thus, theushk the texicelnzist misht not be
able to retreat anm old roison problem immediatelvs he
would stiil ke ahle te treat anvy new Poisoning problems
encountered by the same individual)l. This Purrese mavy
ke aperiied for the purpose of identifvins the poisan
ance pPer davy  Pepr victim per  individoal CRABSE af
FOleoning.

This is & 04 knowledse skills and the costs for
trainine are as follows: LOD/2o0/8T0/ 1050/ 1600,

Trackins

This is a 104 base Perception skill. as rer Runelluest!,
and the trainins costs for this skill are as +ollows:
SULOG/ 2507 400/ 550,

VYehicylar Orerations
This s5kill is the measure of the character s ahility ta
control and maneuver simele sround vehiclies,
hovercratt, otc, It 15 stherwise treated 25 wer ridins
in RunsQuest!,

This skill is a 15% base menirulation skill, and the
costs For training are as follows: SOL1IS0/350/500/7650,

Weapon Svystems Ensincer

This skili is a measure of the akilitvy of the character
to dissnose fault in- repale o modify this pacrticuiar

svstem on ane of the Hesemonic sracecratt. It is alsc
3 measure of the character's ability to determine the
state oF reralir {i.@. the avatem reliability

Fercentased forr this Particular shir comPonent on  any
spacecratt of comrarable desisn to  the Hesemonic
srpacecraft on which he has been trained. i

an attemrt at rerpair resuires one hour s uninterrupted
times and & successful repair atbtempt will imerove the
svstem’'s reliabilitv bv 1DLI0 in percentile points. a
critical rall on the repair attemet will imerove the
sveztem’s reliability by 10100 in rercentile Points fand
will count as 10 successzful uses of the skitl for later
determination of skill improvement probabiiitvi. If a
repair rall i fumbled. rell 10100 asain—if the result
is ancther fumble, reduce svstem reliabkility by 1DIOQO
i Frercentile points, and i¥ the result is npot ancther
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fumble. reduce svstem reliabiiity by 1010 in rercentile
Foints  [svestems whose relispility is thereby redyced
helow O are considered unrerairablel.

This =skill is a zero based knowledse skiil. and the
trainine cost iss 100/ 200/8530/7 10507 1 600,

Wearon Svatems Orerator

The character's skill as a wearon svsetems cperator is
the measure of the character's ability to gcoentrel said
wearoen svstems and to kit what he wants to hit.

Hisz base chance of hittine a moving tarset is esual te
his skill in this area: and will &e moedified by circum—
stances pt the battle {(atteacking shir maneuver, defend—
ins shir maneuver: ¢fcl.

The number of wearors pods that the operater can
control is  #2ual to hiz skill Tevel divided by Z35»
roundineg fractioens up Lthus with 24%: he could control
gnie unit,. with 26-50%. twoe units. with D1-75%: thres
units: and sc onl.

This is a 0% base Knowledse zkill. and the costs fFor
training are as follows: (00/250/550/1050/1600.

Xenohiolomist

The =encbiclosist is the exrert in wierd and unusual
ifeforms., He iz: s¢ to sreak. the expert at the auick
analvsis of the random new beastvy that has decided +to
try  to eat the airlock mechanism. Successtul use of
this skill resutts  in disciosure of whatever cute
trick/trar the GM has laid for the plavers in the form
of & new beast. This skill mav alsoe be used to ferret
aut any pPossible commercial uses of a new lifeform.

This is & 04 base knowledse skill, and the costs for
training are as follows: 100/230/950/ 1050/ 1600,

Xenelinsuist

The Xenolinsuist in Runes in Srace is not so much &
master of the kEnown lansuases: but instead is an expert
in the art of jearning toetally new Tanwmuames,

The =enclimsuist does not need $o have & COommon
lansuase with assured coemmunicaticen te do his Job. He
is able to learn the fundamentals of a new languase at
a rate of 1010 in epercentile points per successful roall
irells allowed at one davy intervals) for the fipst 1S5
davs that he is exposed to willins teachers of the
Tansuass ffter the ¥first fifteen davs. 1f there is
assyred communication level in the new lansuases he
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learns from then on at the same rate as the lTinsuist,

From simplv listening in on communications between
other intellisences in an unknown Tansuagse. he will
learn a new languase at a rate of 1D& in  pPercentile
Points per successful roll (allowed ornce Per week).

This skill is a O% base FERCEFTION skill. and the cosots
tor trainins are as folicws: 150/ 3T0/10007 1480/ 28650,

Xenorsvyochologist

The xenorsvchologist functions as per the psvchologist.
save that he must make & skill roll in his specialty in
erder to determine if he is able te understand the new
species he has Jjust encountered sufficiently weil to
arrliy  the behavior rprediction function of his skill.

He mavy oot aeely  this skill te attemet te¢  cure
revchalosical trauma in 2 member of a new srecies until
he has arrlied his skill successfully te (1) determine
the basic nature of the species. and (2) diasnose the
Ppsvcholosical rroblem correctivy and (3) determine the
correct  course of treatment {(which is net the same as
carrving  out that treatment. Meediess te savs such
actions wav net be carried osut successfully unless the
character has bad sufficient exposure to sané: MoR-
neurotic members of the srecies to form 2 scund base
fer Judesment [ereciselv how many individuals this
constitutes is up to the GMI.

This is & O% base PERCEPTION skilil. and the costs for
training are as foliows: 150/3530/71000/ 1650/ 24650,

DRUGS IN RUNES IN SFACE

Arry known  drus may be prepared by an  exercise of the skill
PHARMACOLOGY  where the seecies to take the drus is ofe that the
the rpharmacclosist has studied (thus the PHARMACOLOGY skill ig
reduced to the skill level of the medical skil] for the species
in agestior, or the skill in =encbiclosv, whichever is HIGHER).
The rpharmacelosist mav. however, work tosether with a medical
doctor  or =erobiclosist and be lTimited only br the dorctor s or
the #enobiolosist’ s skill.

A failed skill roll durins the preraration of a drug results in a
duse of the drus which will not have the desired offect [at the
same times there should be no side effectsl, If the skill roil
iz FUMBLED. however. the resulting doese SHIULD have different
effects from those intended (¢.2., a Poisopn antidote ecomes a
Poaisan itselfd, af rem2ins an antidete to the intended poisan but
also becomes a2 potent hallucinoaen. etc.. etc. .

Far  each 2594 (or fraction thereof) in pharmacalosy, the drus

rrerarer will Prepare one dose of the drus (per successful
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attemretl}, Each attemPt takes one hour.

The standard dose for a drue will affect 10 points of size of

individuai. The sreater the body mass {and the larger, in
COnSEqUueEnad: the SIZ of the individuald the Tess the effect of
the standard dose. A SIZ 20 individual will resuire twice the

dosase of a drus in srder to feel the same affects as a SIZ 10O
individual siven the same drus {all other factars beins eguall.
Al1Y effects listed for the siven druss are in terms of & standard
dose administered to a size 10 individusi. To determine the true
effects, multirly given valués by [I0/(SI7 of suhject)l.

Frerparation of any of the listed druss from simpie chemical raw
waterials reeuires a full biomedical laboratory (cost = § million
smu  for lak, virtuallv nothine for  chemical raw materialis).
Preraration of the listed druws from basic ingredients (for which
costs  are siven belew) re=muires only & simrle chemical lab setus
fcostinsg 1500 smu)d.

The available drusss and the affects of one standard duse on &
size 10 individusl for these druss are as follows:

ANaBLEERD
Arableed 20cts 25 a coasuliant. When arprlied toricaliys this drus
will stor  external bklesding in anv one Ilocaticrn. With large

individuals, more than one standard dose misht néed to he
arrltied. with smaller individualis one standard dese miaht cover

msre  than one  toacation. When indected this drug wiil stop
internal bBleedins, however when used in this mode: 104 damagse is
done to bedy hit pPoints. HWhen taken aoralivy thisz drus will stop

abdomenal internal bleedins 40% of the time. but will de 1010 END
damase when used in this mode. Arplication in any of these mades
reaugires 3 strike ranks in melee round time.

Uniike most druwss, anablieed will werk on any known warm blooded
iren based blood svstem Tife form in the Hesemony.

The <cost of materials for four doses of this drus is 4 smu: . the
standard pPurchase price for aone standard dose of this drua is &
S .

BOOSTER

HBooster acts as a strens stimulant, 31 standard doses
administered +t¢ a size 10 individual will add 1010 END te the
character’s current END (up to species maximum) for a pericd of
i=4 hours (roll 1D4 for number of hours). ABfter the drus wears
offs  this added END soes auwav and. in addition. the character
toses {on a temporary hasiz) an additional 1012 END for cach 1RO
END the drus temeporarily added. If ENO goes below Ferac as a
result.  emxcess  loss divided in half and taken as an attack vs
CON.

For examelier Tuu Ir Lieaouw {(CON=12, END=1%. SI17Z=10) takes § doases
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of boaster. On the 4010 roll. we set 20, temporarily increasing
Tuw Ir Lieawu's END to 3%, When the drus wears off. his END
returns  to 19, apd 4D12 END is lost——we roll 27, and his END
becomes —8 (temporarily) and there is a £/2=4 point attack vs
CON, If the attack succeeds, he wilt take 4 points damase. if it
fails, the will take 2 rPoints damase. His END «f —58, however;
indicates that he will lose consciousness.

Boaster mav be injected (drus takes affect in 1 strike rank) or
administered oralivy {(drusa takes affect in 204 meles rounds).

This drus is species srecific. and each different serecies must
use  its own Form of the drus. The cost of materials for four
doses of this drus is 120 zmy. the standard purchase erice for
one standard dose of this drus iz 450 smu.

CUREX

The affect of this drug is tittle short of miraculous. Iniected
into a =iven hit locatiocon. it will cure Z points of damsse in 5
strike ranks of melee round time. In addition: it will stapr anvy

Bieedine f{(external or imternal) in the indicated location. much
Tike anableed.

Curex mavy not, however, be used more often (in seneral) than once

per heuyr eer locaticn. Maximum sate dosaze rate is_areater for
individuals of areater size, as is the allowable dose size. 1e5S
for individuals smaller than size 10. For an individual of size

N>  the maximum safe effective dosease rate is | effective duse
Pper (10/N) hours. Anvy attempt to excesed the safe Timit will have
a «chance of sendins the individual inte shock (chance is  100-
(COM/2): round fractiens ur).

Curex has no effect when arplied torically or takem arallvy.

This drus is species specific. and each different seecies must
use its own form of the drus. The cost of materials for four
duses of this drus is 360 smu. the standard Purchase price fop
cne standard dose of this drus is 900 smu.

HALO-I

This drus 15 the onlv Enown effective antidete for Halo-L.
Iniected. it takes effect in 1 strike rank, arrlied toricallv. it
taktes affect at the =zame speed as a dose of Halo-L would, taken
orally it takes effect in 1 strike rank. It will neutralize an
equal dose of Halo—L,» though it will NOT rerair anv damase done
v Halo—L..

The cust of material for four doses of this drus is SO smus and
the standard price for one standard dose of this drusg is 125 smu.

HALO-L

Halo-L is & nerve eoeison. and acts on all known carbon based Jife
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ferms in the Hesemonvy. It is carable of passins throush the skin
ceverins of virtually every known specigs. It normally resuires
2 strike ranks to penetrate Human skin {armor value ©) {allow 1
strike rank additiornal delavy rer point of natural skin armor).

Its initial affect is a 10 pPotency attark vs CON in  the first
melee round of exposure (all affects of this drus take place THE
STRIKE RANK  AFTER THE DRUG PENETRATES THE SKIN, OR THE Same
STRIKE RANE THE DRUG IS EITHER INHALED OR INJECTEDR). Uniess the
Halo-L is neutralized by the prorer antidote, it will cantinue to
cause pPotency 10 attacks vs CON each melee round follewine the
round of exposure in STRIKE RANK SIX.

The cost of materials for four doses of this druye is 100 smu. the
standard Purchase price for ane standard dose of this drus is 250
S« This drus, and its buildine block comPonents. are not
normally available on the oFen market: and black market rerices
will be considerabkly hisher (rell SDIC to determine current black
market cost multirler},

HARD I MAN

Hardiman acts as a temPorary body enhancer. A standard dose,
administered +to a zize 10 individual will add 104 CON  to  the
character’s current CON {(up to srecies maximum) for a period of
2=3 hours (roll 1D4+1 for number of hourst. After the drus wears
auffy, ithis added CON moes away and: in additions theé character
toses {on a temPorary basis) 1012 END. and 1D4 CON for each 1iDh4
CON  the drue temporariivy added. I¥ ENMD goes heliow zZero as &
result, excess less is divided in half and taken as an attack vs
COM (CON taken AFTER the D4 CON reductions are taken).

For examrles Tuu Ir Lieacu (CON=1Z, END=1%. SIZ=10) takes 4 doses
of hardiman. On the 404 roll. we set 10, temporarily increasins
Tew Ir Liegou’s CON to 21 (12+10 = 22, byt as this is areater
than the seecies mamimum CON, T Lieaou is limited to an increase
to 21 CON:. When the druz wears off, his CON returns to 12, and
Gtz END is  lgst-~we rall 27, and his END becomes —&
(temporarily) and there is a 8/2=4 point attack vs CON. His CON,
meanwhile, has been temporarily reduced by another 404 roll—-—this
time we roll &, and T Liesou's CON is reduced to 4 temporarily.
I the CON attack succeeds, he will take 4 points damase (and
die), if it fails, he will take Z points damase. reducins his CON
to 2 causine him to lose consciocusness. His END of -8: however:
alreadv indicates that he will iose copscicusness.

dardiman mavy be indected (drus takes affect in 1 strike rank) or
administered orally {drus takes affect in 204 meiece rounds).

This drus is species specitic, and each different species must
dse its  own farm of the drusg, The cost of materials for  four
doses of this drus is 240 smu. the standard purchase price fop
phe” standard dose of this druas iz &00 smu.
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HAMMER

Hammer acts as a temrorary STR  enhancer. # standard dose,
administered to a size 10 individual will add i08 STR to  the
character”’s current STR (up to species maximum) ¥for a periocd of
1-4 heours (rell 104 for number of haoursy. After the drus wears
uffy, this added 5TR soes awav and: in addition. the character
loses {on a temporary basis) 1012 END. and 104 CON for ecach 103
5TR  the drus temrorarily added. If END gvwes below zero as a
results excess loss is divided in half and taken as an attack vs
CON (CON taken AFTER the D4 CON reductions are taken).

For examples Tuu Ir Lieaou (STR=1Z, OON=12, END=1i%, SI7=10) takes
2 duses of hammer. On the 22 roll. we =zet 10, tempPorariiv
increasine Tuu Ir Lieacu’s STR teo 22, When the drus wears off,
his STR returns to 12, and 2012 END is lost—we rell 23, and his
END becomes -4 (temporariivy) and there is a 4/72=2 point attack v
CON. His CONs meanwhile. has been temporarily reduced by ancther
ZD4 rotl-—-this time we roll &» and T Lieacu’s CON is reduced to &
temrorarilivy. It the CON attack succeeds: be will take 2 points
damase (there is a 30% chance of this harreninge} and if the CON
attack fails, he will take 1 point of damase (there is a 70%
chance of this haPrenina}. His END of ~4. however,. already
indicates that he will 10Se¢ CONSCipUSNESS.

Hammer may be indected (drus takes affect in i str;ke rank!? or
administered orally (drus takes affect in 204 melee rounds).

This drus is srecies specific. and sach different species must
use its own form of the drus. The cost of materials for  four
deses of this drus is 120 smu. the standard pPurchase price for
one standard dose of this drus is 200 smu.

FICkUR

Fickur is an anti-shock drus. and one standard dose will pull s
size 10 individual out of shock in 208 strike ranks (when +taken
2ral iy or 1 strike rank (when injected). This druz is not
effective when arplied toricallv. The maximum dose rate is one
effective dose (i.e. the necessarv size dose for the individual
in guestion) per five melee round pericd. Overdose results in a
204 attack vs CON.

This drus is species specific. and each different srecies must
Use its  own form of the drus., The cost of materials for four
dosegs of this drus is 4 smus the standarg purchase price for one
standard dose of this drus is & smu.

ESISTIM
Fsistim is a epsicnic booster drus. Une standard dose will triple
Both a character s TSC and TFR for a period of 17 minutes. The

dirgs is cumulative in its affect——that is, a double e¥Ffective
dise will increase the TFR and TS0 of the character by &  factar
ot NINE. After the drus wears off, and TSC and TPR return  ta
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normal.  an attack ve TRR is made e4ual nlm+d times the number of
dases of Psistim taken (where the srecies normaltly ralies for TPR
on rlim) ., The character s TSC and TPR are reduced PERMANENTLY b
this amcunt if the attack succeeds, ard bv 1/2 this amount if the
attack does not succeed. If T3C and TPKR are both reduced to
ZEFG] the character is reduced to a mindless vegetable. with
comelete memory and perscnality luoss {i.e. reduce alil skills to
base plus bonuses?t,

This drus takes affect in 1 strike rank i¥ indected. 204 melee
raeunds if taken orallw. This drus has ne effect if aprplied top-—
ically

This drus is species srecifics and each different srecies must
use  its cwn formof. the drus. The cost of materials  for four
duses of this drus is 5000 smu, and the standard rurchase rrice
for one standard dose of this drus is 12500 SM.

SEIM

Tkim acts as 3  temporary DEX enhancer. A  standard dose.
administered to a size 10 individual will add double the
character's current DEX {up ta THICE smecies maximum) €for a
reriod of 15-4C minutes {(rci] 104 and miltipliy by 15 to determine
the duration of effect). The effects of this drus @re
cumulative-—that is, twe effective doses will suadrurie the
character's normal dexterity {(asain. up to THWICE noermal species
maximum). After the drus wears off. the character s DEY drors to
sPecies HMINIMUM (recoverin® eoints at a rate of one Point Fer
FULL DAY OF REST:. In addition: the character loses {on a2
temPorary basis) 1012 ENI. and 1046 CON for gach effective dase of
the drus administered. if END osaes below zera as a result,
excess loss is divided in half and taken as an attack vs CON (CON
taken AFTER the D& CON reductisns are taken).

For exmample, Tuu Ir Lieaou (STR=12Z. CON=12:. END=1%, GIZ=10,
DEX=15) takes 2 doses of skitn. His DEX is wuadruried, to &0~
but, beins an Aitan. with a srecies maximum dexterity of 28. he
can onlv have his DEX increased to twire sPrecies max or S4.,  When
the drus wears off, his DEX returns toe 1%. drorped temporarily to
4 (te recover at a rate of 1| Point rer day of full rest -—— which
wilt take 11 davs) and Z0U2 ENDV is lost——we roll 23, and his END
becomes —4 (tamporarily) and there is a 4/2=2 paint attack vs
CON.  His CON. meanwhile. has been temporarily reduced bv ancther
204 roll-—this time we rall &; and T Lieacu’'s CON is reduced te &
tempPorariltv. If the CON attack succeeds. e will take Z eoints
damase (there is a 20% chance of this harrenine) and if the CON
attack fails. he will take 1 roint of damage (there is a 70%
chance of this haereninz). His END of -4, however. already
indicates that he will lase CONMECIONENESS.

Skim mav be indected {drus takes atfect in 1 strike rank) o
administered ocrally (drus takes atfect in 24 melee rounds).,

This drus iz species spacific, and ach different species must
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use its own form of the drus. The cost of materials for  Four
doses of this druz is 150 smu, the standard purchase price for
one standard dese of thisz dres is Z75 smu,

PSIONICE AND THE USE OF POWER IN RUNES IN SPACE
TELEFATHY

Anv character with & T8C [Telerathic Strike Carabilityl of 1
ar hisher is a furnctional ftelerath. He mary use his telerathic
capability in basically four wavs: €1} probe surface thoushis of
ancther characters {2} transmit messagses to anather characters
{3} wprobe the deerly buried memories and thoushts of another
character. and {4 launch a telerathic attack asainst another
character. UnT&a@ stherwise indicated for a rarticular speciess
the mawximum effective ranse for telerathy used in anvy of the
above ltisted modes is 1O0#{(TSC of character) in meters.

The basic success chance of a telepathic probe (uses 1 and
2) is {TSC--19343234+50. 1§ the character is attemeting to extract
information from ap unwillins subJject) this chance is reduced by
the TPR of the subldect of the telerathic probe. If the D100 roil
is less than or esual to (TEO-19)#3+30, but is sreater than (TS50~
19y #3+B0~(TFR OF SUBJECT) then the pirobe fails. and the subdect
sCcores & successful use of telerathic resistance {(and hence earns
a chance to imerove his TPR, or increases his change for same)d.
If the D100 roll is less thanm or esual to (TSC~-19)#3+50-(TPR OF
SUBJECT): then the rrobe sucteeds, and information is =mained and
the character records one successful. use of TSC {(or 10 successful

uses in the case of a critical roll). Critical and fumble
chances are based on the hasic success chance as modified by the
TPR of the subdect. 6 critical imepiies full information is

gained,. a fumble implies rtempPorary JToss of 1D4+1 pointz of END,

For simrle communicative telesathy {(use 2} the success
chance iz (TSC OF TRANSMITTER + TSC OF RECEIVER)#3S, As  no
resistance is beine overcome in this mode. there is no chance for
imerovement in TSC throuah successful use of simple communicative
telapathy. Mate: a character with T5C of O canneot transmit
telerathic messages. but he can still receive them.

To launch & telerathic attack {use 4 of felerathvy) reauires
the temporary expenditure of 1 point of END. The initial success
probability  is the same as per telerathic probes (uses 1 and 3).
I+ a fumhle is mades the attzecker must roell at or under TSS an
D100 or take a "hackblast® resultine in temporary loss of 4D6 END
roints (is he rolls at or under TSC. he aonly takes a2 temporary
104 END lossg). If 3 critical rell iz made. the tarset will take
temporary END damase egual to [4D6+2+0.2Z#{T30C of ATTACKER-TPR of
DEFENDER)Y1. round fractions UP. Excess END damase is cut in half
and treated as an attack vs CON. I+ *the attack Froll is made. but
it iz mneot = critical, & POW ve POW attack is made -—— if
unsuccessfuls  the tarset takes no damase, and if successful. the
tareet takes temparary END damase eaual toe EL[ZDEFI+0,.1#(TS50 of
ATTACKER-TFPR of UEFENDER:]. rounding fractions L. Excass END

7%
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damase is cut in hal¥ and treated as an attzck ve OO,
REQUIREMENTS FOR THE USE OF FOWER

In order to use FOW, to activate POW, for anvy use other than
telerpathic combat, requires that & character be exposed to others
with artivated power. Altermativelv, a master must be Found,

Unce FOW has been activateds individual esionic talents mavy
e activated and. once activated. thew advance as  per aother
i

The <four different catesories of pricnic talent are as
Fallows:s

(1) Contral of Seif

{2) Emrathic Healino

{3} Awareness

£4) Telekenisis

An attemst at activation of POW mavy be made once per 40
weeks of exposure to POW users or ance rer  ten weeks of
instruction bv & master. However. once a character has been
exposed Yo a user of FOW. he mav attempt to activate his power hy
himself once in each two vear Perind,

A master is anv individua?l with an activated roweér and ane
of the four psionic talents st the 0% s5kill level ar hisher.

Gnce  POW has been activated {(reavirinzg a DIO0 rell that is
eaual to or less than normal FOWY S individual talents may be
activated similtariv. A failed attempt at activatins POW. or in
activatine one of the Psinnic skills results in a2 temporary joss
of 206~1 pPower. If 3 failed attempt results in POW being regduceaed
te O or below, the character dies [and ne amount of medical
assistance can revive himl.

THE USE OF THE TALENTS

e

fnce his power has been activated, a character mav attemet
te activate ope of the four basic esionic talents. Once
activated. the =siill starts at skill level eaual to the normal
Power of the character.

The basic ranse of arrlication of these skills is siven al'
the followine formulae Range = (Normal Skill Level)#(Character-s
FOWY:  and is in meters, Thuss: . with a S0% skill level, and a
normal POR of 14, the basic ranse would be seven {7) meters,

It is Possible to ausment the bazic ranwe. as well as the
skill  percentase for brief periods of time throush the temporary
expenditure of rPower. The cost is (RMI®{SM)~1, where RM and &M
are detined as fallows:

For normal ranse, &M = 3
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Fer doub%elranae? RM
For trirle ranse. RM
Faor N % basic range, KM = N

!
13

For normal gkill percentame. oM
For double skill epercentase, SM
For trirle skill percentase, SM
For M % hkasic skill percentase.

i u
L I PO

M o= 2%N-1

o

Thus to doubkte the normal ranse and increase the skill
Perzentage temporarily by a factor of three would resguire a
temporary expenditure of Z#5-1=% points of Power: above and
bevond any pPower costs normally reayired to use the taient.

If additiéna% Power 15 used to ausment the normal skill per
centase, this does not ausment the ranse automaticalilv. as the
basic ranse derends only upon the character's base rercentase in
the skill. In addition. a successful use of one of the Psionic
talents in & stress situation does NOT count towards  improvement
throush experience i€ the skill paercentase is increased above POY
throush use of additional rower to auvsment skill rercentase.

The ausmentation effects last for 2 minutes.,
CONTROL  OF SELF:

This =kiil, aprliied to the character cnlvs allous
neuvtralization of ALL END or related nervauds syvstem damase in the
event of a successfui skill roll. In addition, the charactor mavy
prevent shock. or recover from shock. wvia the use of this skill.
Further, the skill mav be used te meutralize all the unpleasant
side effects caused by entering op teaving the FTL Jump srFrace.

EMPATHIC HEALINGS

A successful use of this skill allaws the character to heal

rhveical damase done toe either himself or somecne else. The
skill functians as the equivalent of the HEALING N spell in
Hunetlvest!, N ruanines between 1 and & inclusive, In order to

rerform the equivalent of & Healine N spel) temporarily casts the
character N rpoints of Power and NO6 Points of END, If the ND4&
Puints  of ERD expended would droe the healer below 1 pPoint of
ENO:  the attempt is automaticallw aborted. the healer’s END is
Feduced to 4, the points of power are still expendeds but  no
healing is dane. In addition: the healer mavy transfer END roints
to another character at a temeorary cost of 2 paoints of ENDR  for
e¢ach 1 point added to the other character Ethis mavy oot ke done
to bring the recirient above his normal END scorel.

AWARENEZZ:

This =skill furctions =8 clairaudiencs. clairvavance, angd as
rerlacement for ALL perceetion skills. That is, within the ranse
at ¢ffect of the skill. the character will set a secand rall 3y
211 pertinant rerception skills (sense ambush. seolt hidden: ebtol)

o0
et
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a5 well as beinw able to see (on a successful  Awareness skill
rall) everwthing within the affected ranse. Use of this skill at
base ranse and base skill tevel deoes not reauire any exrenditure
cf POW or END.

TELEKENESIS:

This skill allows the aprrlication of farce at a distance.
One successful skill roll will allow for an aprlication of force
fer one melee reound (12 setonds) swwval to that reauired +to
susPend a mass of X kilograms asainst an acceleration of 1 8 (920
cm  rPer second per second)y where X is oiven by the followins
foermulas (Normal POM/10)#({POW Exrended)+1)#((END Exrendedi+l) =
(Base Skill level)., Thus a character expendinge ne rpoints of FOW,
and three roints of END with a basic skill level (unausmented) of
0L and a2 normal pomer of 15 would be able to susrend 3 mass of
1.53%1%4%0.3=1.8 kilosrams for 12 seronds in a 1 s field [or arply
that force for 12 seconds to anv other actionl if he made his
skill relil.

in order to arply TK to cause direct damase to an individual
{as opPosed to usinm it to throw a rock at him) the attacker must
make a successful FOW vs POW attack (and if he fails.: no damase
is done) as well as make a successful skill roll. I¢ the skill
roll  and POW vs FOW attack are both successfuls the damase done
iz eaual te 1DM: where M is the larsest intewer less thanr or
eaual  te (Normal POW of Attacker)®#{Skill level of .Attacker).
Thus, in our Previous examele: as 15#0.20=4.5, we would de 104
damase to a locatien srecified by the attacker. Esxual END damage
weuld - alse be dome in such an attack (theoush if +the attacker
wishes, all damase mav be done in the form of END damage~—which
would result in 2ZD4 END damase and no normal hit eoint damases
barrins nesative END results, in our . Preceedipg example).

TROINING COSTS:
To activate FOW: 2000 smu.
To activate a oiven skill categorwys 400 smu

Te train in arnvy of the skilis:

O1-2%  2&6-080 S1-75% 746~100 101+

Controal of Self 100 250 850 &£BO 800
Empathic Healing 150 400 &E50 13580 2000
Buareness 100 230 S50 200 1050
Telekenisis 150 350 &30 1100 1500

0
N
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KORLI Ps (104 in INT and CON rerlaced by a & in DICE rolled)
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Arts of

Homeworld

Name Species Sex
Handedhness Service Branch Rank
STR INT POW CON END
DEX CHA 512 TS TPR

Sase Strike Rank = Size Strike Rank {

Attack

Administration
Astrogation
Computer Programming {15)
Evaluate Treasure (5)

Aid
Aig
Aid
Aig
Aid
Aid
Aid
Ald

First
First
First
First
First
First
First
First
Legal

Parry

Knowledge Bonus

(0
(0)

{Altani) {0}
{Ata'a) (0}
{Bijora) (Q)
(H'Reli)} (0)
fHumany {0}
(Korlii) (0}
{(Si1lithii) (0}
(Ugquoi} (0)

Semantics (0)

Piloting (0)

Rapid Odds Calc.,
RW L'Doran Universal
Speak L'Doran Universal

{5)

RW Own Language
Speak Own Language

Space Law

{0}

Tactics (0}

Defense

Stealth Bonus

Ambush (5)

A ——_———

Camouflage (10}

Hide

in Cover

{5

Move Silently (5)

Pick

Pockets (5)

Love Bonus

1]

———

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

Seduction
sodomy (5)

()

1111

TTHTHTH T

Perception Bonus

Damage___

) + Dex Strike Rank ¢
Hit Point Bonus

Specialization

i
L)

} _

——

Primary Subfield

{

)

Secondary

{

Subkrield

Secondary

{

}
Subiield

Secondary

(

Subfield

Secondary

{

Subizeld

Secondary
{

)
Subfield

Seccndary

(

)
Subfield
)

Secongary
f

subrield
}

L1
Secondary

({

Subfield
)

Seccondary

{

Supfleld
)

Secondary

Subfield
}

Secondary

H
t

Subfield
)

Art Critic (&)
Listen (25}
Ambush

Sense
spot Cheat

Spot Hidden (5)

Spot Trap

Taste Analysis (0)

Tracking {

—rr———

{5)
ing (5}

{5}

10}

.

Oratcery Bonus

Oratory (5

e

)

!



Manipulation Bonus

Calligraphy (0)

Card Tricks/Cheating {5)

Climbing {5}
Forgery (5}

Hide Item (10)
Jumping {(15)
Lock Picking {5}
Map Making (10}
Riding {8)
Sculpture {0}

e ————

T

Other Non-weapon Skills (Specials)

Acting {0}
Armorer {0)
Bribery (0)

]

Command Skill {0}

Weapon Skills
Weapon Attack
S/R Parry Crit
Fumble Impale Hp
Weapon Actack
S5/R Parry Crit
Fumble impale Hp
*¥% POWET Points {cUrTent) ==

01 062 u2 vu4

11 12 13 14
21 22 23 24

FARETRERARA XS

u> U6 07 08 09

15 16 17 18 19 20
25 26 27 28 29 30
FEEREEEE Hit Points

i0

{by location}

Suit Operations
Vac—Suit (25)
Scout Armor (0)

Command Armor (0)

Marauder I (0}

Marauder IXI (0Q)
Swimming {bOS)
Skiing (DOS)

Vehicular Operations (15)
Depends on species

bos

T

Hawking (0)
Singing {0)
Streetwise (0)

]

Poetry (0)

Weapon Attack
S/R Parry Crit
Fumble Inpale Hp
Shield Parry Hp
Shield Parry Hp
Shield Parry Hp

¥*** HiT Points (cuPEERt) *ww—
01 02 03 04 05 06 07 08 09 10

11 12 13 14 15 16 17 18 19 20
21 22 23 24 25 26 27 28 29 3¢

AREAR AR AAKRAARAES AL ®

Hit No. { }  Location

Hp 01 02 03 04 05 06 U7 08 09 10 Il 12 13 14 15 16 17 18 19 20 21
Hit No. ¢ }  Location

Hp 01 62 03 04 05 06 07 08 09 10 11 19 13 14 15 16 17 18 19 20 21
Hit No. ) Location

Hp 01 02 03 04 065 06 U7 08 0% 10 11 12 13 14 15 16 17 18 19 20 21
Hit No. { }  Locaticon .

Hp 01 02 03 04 05 06 07 08 05 10 1110 13 14 15 16 17 18 19 20 21
Hit No. { } Location

Hp 01 02 03 04 05 06 07 08 0% 10 11 17 13 14 15 16 17 18 19 20 21
Hit No. } Location

dp 01 02 03 04 05 06 07 08 09.10 11 12 12 14 15 16 17 18 19 20 21
Hit No. ¢ }  Location

Hp 01 02 03 04 05 06 07 08 09 10 11 1213 14 315 16 17 18 19 20 21
Hit No. { }  Location

Bp 01 02 03 04 U5 06 07 08.09 10 1113 13 14 15 16 17 18 19 20 21

Other Hotes:

Armor on excursions

Battle Station
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L EHE_DISWAL LICH | PAGE 1

The fourth (I think) TLOC zine of kike Gunderloy, Beyond The
Leading Edge, 930 N, Bushnell Ave., Alhambra, CA, 91801; pjone (213)-
284~0940, This is Pretzel Press publication #303, and is intended
for TLOC 12. Mimeography by, and many thanx to, -Nicolal Shapero.
HIYA: - - L o S, T
Well, It*s been.a while, or several whiles, since I wag last:
seen in these pages. Life's been busy over the last year or two, -
and I've mostly gotten disinvolved with TLOC, and the hobby, but I'm
- 8tarting to at'Yedst think about getting active in FRP once again.
Actually, FRP may be a misnomer in my case, as I'm still involved
- 8o6lely in D&D or a close _relative thereof.. ;7 :
T ' Nicolal tells me that TL0OC
ig more of a journal than ah apa these days, with lie writers
contributing articles of (hopefully) lagting gignificance rather
than meaningless babbles Well, there is an article that I have:
been meaning teo write for.a while, and I guess I'1l1l finally get
around o 1t now: one on my:magic system. :

: . At one time I had most of
the rules involved in this system memorized and could rememper the
relevant ones, but those days are gone. I am forced to fall back on
the unorganized notes secattered’ hroughout several boxes of paper, .and

attempt *o- organize this series later. . : .
w e BTy RS S If I publish my entire magic
system, complete with' spell descriptions, this could take up about
200 pages of the apa. For now, I'll settle Tor many less, Jjust to
get started. Without Ffurther ado: : '
THE GUNDERLOY MAGIC SYSTEW .~ | INSTALIMENT 1
© T Time-related spells and their hawzards ' .
aAll spells which affect the basic fabric or flow of time have
one definite hazard associated with their use: the chance of attracting
a time demon, who will then proceed to attack the caster and his -
supporters. (For description of time demons, see below).((N.B.: lhen
I say to see below for something, it may not be in the same zine, but
7in a later ‘installment)): This chance varies with the spell being . -
cast, and shall be chaecked by fhe referce at the time of casting. If
a time demon is attracted, the spell has no effect. o
Spell _Chance Spell  Chanc spell _Chance

i m— e i wiw | m " — i w e — — M b w m e w—

Time Viewer =~ 1% " Time Teleport 5% Tracer Time Teleport 8%
Time Teleport II 12% Time Portal . 15% Time Loop . 15%
Retroactive Round 10% Permanent Time Portal 25% Summon the Dawn 10%
Wink Out 1% Eternity 1% Distortion of Time 15%

Timestop (all types) 1% Permanized Timestop (ALl types) 3%

II. Demon Dice:

A.demon die is.defined as a D6, with:ﬁhe'roll_ihterbreted as per

the following charte - -
Roll Value

1,2, 3 1
4, 57 g2
6 - 7 2'and roll again

The ultikiate value of a Demon Die ig therefore theoretically
infinite. Demon Die shall be abbrieviated DD in these rules._ ' :
ITT. Characteristic abbrieviations: ‘- ]

ST=Strength; IN=InTelligence; Wi=Wisdom; LU=ILuck; DXibexterity;
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CO=Constitutions CH=Chrisma; AG=Agility; I=Level.

1V. 5pell Recearch:

Cost of RNesearch=2%%(Level of spell-1)xiD100x100GP

Time needed: (Level of SpellXiDD) weeks

IThere is a 5% chance per level of spell of requiring exotic
materizls to complete the research., These may be rolled on the
Ahchemist rezearch materials chart or arbitrarily determined by the
GIE -

,N:EO+IN+MI+DX+Lm(3xSpell Level). If N295, N ghall be-cdnsdered to
be 95,
Roll 1D10C after the necessary time and money have been invegted,
and, interpret sccording to the following chart:

OL-N: Rescarch worke, and the muge Imows the new spell.
Othorwiss, roll iDL0O0 agsin:
01-30: Spell is fatally unworkaeble, ag a 0°F range fireball, or.
invieibilty that causes the caster to vanish from the LaAMS o j
31-60 Type (Spell Level -1) attack of Demons on caster
w6170 Serendipity, a similar spell is found
71-00: No resulits.

Ve Demage of mass destructive spells:

All rass destructive spells (e«gs, fireballs, cold cones, etc:)
shall do the caster’s level in D8 damage to all within their
effective area unless otherwise defined. However, all such spells -

Top out at 50D8 damage unless otherwise defined.

VL. Backeoround: . ‘ '

At the Time of the writing, there are 541 known spells, 381
unimovn sgpells, and 11 Private spells in this system, for g total of
933 Spells in this systemn. ‘ : o C

. VIE. Arvcans Knowledso: - _
Every mage has potential knowledge of spells above 11k, For
any such spzll which it becomes necegsary to determine whether the
mage has such knowledge, roll 1D100. To the result, add the _
differencs between the highest level spell that the mage can currently
cast and the level of the spell in guestion. Never subtract From '
the roll, even when spells lower than those already known are in
question. Interpret as follows:
01 Has complete knowledge of the spell, and knows how %o
cagt it.
02-05 Knows name, level, and general effect
06-10 Knows name and general effects
11-15 Knows name
16-00 Neo knowledge

VITI: Hultiple Cures:
A character may only benefit from one curée spell or item of
any type per fiffeen minutes of game time, without exception,

IX.: Spellibooks Casgting:

A MU can cast any standard spell or any spell he has written
record of from hig spellbook, regardless of whether he has chosen
to learn 1% or not. This takes 5 minutes per level of the gpell to
do, during which time he is absolutely totally preoccupied. In s
these circumstances: -

Chance of Klutz=5%xlevel of spell

Miarics oF Meithla ikt 000
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Taken from a faded parchment found in the wreckage of 10527 Palms Bl.,
LA, CGA.,90034. aftrivuted to the mindblown sage; Cary Martin, [‘Typoes
due to Kay Shapero. XS. _/

After the stencils were typed for my rune cult article in BCV #3, and no
changes could be made, my RQ campaign got to the stage where the cults received
playtestlng and many corrections. There were errors in rune choice, spell
construction, and weapon requirements. This article should provide corrections
and explanaiions to-any problems people may have noted. {lote: A cult may
use smaller versions of the elementals listed for them, )

(1) Cult Corrections
(4) Rune Spells

Ixcept where noted below assume all runespells Jast 15 minutes and all
range is 160 m,

1)1Tirna1 -~ Use version given oﬂ‘the”first rage. Yrenzy (1'pt.)

2) Dahaun - Force Lash : First sacrifice is one point, Costs one power as
a battle magic matrix to operate. The second sacrifice is two
points and operating cost increases to two power. Minimum 13
power. (Current personal maximum, not the actual power, ) -

3)Iron Rat - Stun : May not be dispelled, 80 m range.
L)Xun - False Trail : 24 hour duration, '

" 5) Kalera ~ Skyeuard : Shimmer U/Protection 4 Incompatlble with Shimmer
and Protection. 2 pt.
Parachute : (Rhett/Cloudthief)

6) Karz - Consume : Does not need to make a Power attack each round., Iasts
15 minutes or until dispelled.

7) Sheresh - Feed : Drains 1D3+1 Power, Range Touch (on armor or body)
8) Sarl - Counterspell : Compatible with anything but itself,

. 9) Dero ~ 3ee Invigible : 1 pt.

*10) Kaylen - Firelance : 80 m range.

i1) Bran - Pit : Stackable to 3. _

12) 7Zad - Paralysis : BEach extra point adds one potential victim{'
13) Walkyr - Striking : Adds to sword attacks and parries.

14) Tass - Chaostouch : 2 pts.
Disrupt : 2D6 damage.
Deface : Power attack,

i5) Dann ~ Call Tdghtning : Half damage if the Power attack is unsuccessful,
Dex x 5 to hit. '
Lightning Bolt : 300 m range.

16) Jadis - Cl, IT
17) Luna - Lunacy : Roll every 2 melee rounds,

18) i'a~Bel - Each extra point adds 100 Comm, range or one extension,
19) Bs-Prex - Cl. II

20) Mantri Godhead - Immolate : Power attack,
Screen : Compatible with everything but itself,

21) Kol-Tor - (1. IT
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Qult Corrections (cont.)
Rune Spells (cont.)

22) Llyali - Moonscreer : Shimmer 4/Countermagic 4. Incompatible with either
-+ Shimner or Countermagic. S : ' o
23) Thumblin .~ Barrier : 100 hp wall. Ezch extra poinmt adds 100/ area or .
50 th R g . : ‘) R . E ’ .

24) X'Tan - C1. I .
Entrance : 80 m range,

25) Kem - Bnersize : Each point recharges 5 Power. Stackable to two.
26) Knimel - Englobe : 30 hp spheére. _

27) Gnarong - Void Blast : 1D10 Power blast, Half damage if the attack is
unsuccessfull. 3 pts. T R

28) Komm - Giant Strength : Esch point increases the Strength and mass
* [(effective Size) by 100%. Stackable to 4. '
29) Zeroth - Cold Blast : 2 obs. . - . . . .. . .
30) The Ancient One - Crimson Bands : 20 Strength restraint/1 pt. Stackable.

to 2. .
Flame Blast : 2D8 damage to total hp. 1 pt. 40 m range,

31) Karrath-Than - Firelance : 160 m range.
Fireball : 80 m range.

(B) Rune Lord Requirements

1) Athos - Fpee, Crossbow, Read & Write Native Tongue, Riding, and one
i . other. weapon. S . - _ ,

2} Halleck - Broadsword,,Spear.or Lance, Riding,- -2 Perception skills.-
3) Ilyali - Sickle, Oratory, 1 musical skill, 1 other HFlayer skill, 1 weapon.
4) Methven - Rapier, non-mech bow, 2 related skills, .1 weapon.

(Anytime a Lord requirement allows a language it mist be both spoken and-..
written/read.)‘:'
(C) Included in last issue's article was an additional rune list. There .
were errors in that, too. o

The Law Ruhe should be listed as a Power, opposing Disorder. The Conflict
Rune, also a Power, opposes Harmony. The Perception Rune was dropped when it
was brought to my attention that the Truth Rune already covered that function.
Power Inflow and Outflow ‘were dropped in favor of either the Power Exchange
or Magic Rune. The Dread Ones are primal gods represented by their own runes
(more in BCV #5). The Mana Rune is only used by the Mapa Rune Cult, a variant
magic systen (there are no Mana Elementals)., The Balance Rune (yin and yang, -
or the sacred chao) represents universal balance or totality. It is not
cult affiliated. ‘ ' L o :

.
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001
002
003
00k
005
006
007
008
009
010
011
012
013
014
015
016
iy
018
019
020
021
022
023
024
025
026
027
028
029
030
031
032
033
034
035
036

III
I1T
1L

ITI
IIT

oI

IIT
IT

IiT

I1r

IIT
IT
IIT

"Il

III

.
(revised) Rune'ézlE Index ~ Nebulous

Rame --- Ruznes
Cult of Dﬁrkness —— Darkness

"% later - Uater
W Earth ——— Earth
S £ Py P . 7
" " Fire --- yixe“"
v Lmar & Lunar
Gnarong/The Void Bat —-- Darkness/hovement/])eath
Talseth/Nignthaunt N Darkness/Mag;c '
Trak/The Murderer in t‘le N:Lght —— Darkness/ﬁa‘te/Man
Tralgar --- Darkness/Conflict/Truth ,
Ellasse — Ua,ter/Plant/Fertillty
La.hanna/ Chaos—Scourge ——- Ua.ter/Harmony
Tal-~ Nar/Lady of the Uaves e IIater/Movement/Dlsorder
Alayrn/Architect of the Cods ~--— E‘arth/law
iravelle/Tady of the Ubods — Earth/riant/Fertllity
Besslar/Huntress of the Gods ~—- Earth/Plant/Truth
BJeorn/The Bear—Klng —— E‘arth/Man/Beast/Tru’th |
Daagobehr/The U17ard~Thlef - Earth/riant/hastery/Magic
Dahaun/Lady of the Green Silences —— Earth/Pla.nt/Haxmony
Dero ~-- Harth/Truth ‘
Knimel/The G‘aptor _— Ehxth/bté,é,ié/l?ateﬁ'
Lythla./Doomr:Lder -— EHT‘th/ Chaos Hheel
Tara.ga/S‘l:one—Fls‘t — Earth/Harmony _
Thomblin/Lord of the Forges --- Earth/Mastery/Stasis
7ad/Stone-Lord _—— ﬁﬁrth/]}ea.th/stasis S R
Dann/The Storm Lord —-- Alr/Dlsorder/IvIa,stery e
Daslo:r:/The Wind K_Lng - A:Lr/I-Eovement
Dorylls/’l‘he Storn Q,uee”l i A:Lr/ D:Lsorder
Kalera/ Wind Maiden ~—- Alr/Harmony

Te Roi/The Plalnsmnd —— A;r/l“ian/Beas»/Movement '

Rhett/bloud—Thlef - Alr/fiant/Dlsorder

Walkyr/The Sword leiden ——- Alr/Death/Confllct
Gwirona./ Sky-Lord ~--- Fire/Man/ Beast/iiast ery
Karrath-Than/The Fire Lord --- Fire/hastary/@haos wheel
Kayl ehn/ Star Born ——— ere/ I»Lovement

Tarkash/The Placid ~-- Fire/Harmony/Spirit



BEYOND THE-GURTAIN OF VAPORS #4 : .0 LPage &4

Rune Cult Index (cont.)__ .

#

037
038
039
040
o1
o2
OL3
Obky
045
046
o4y
048
049
0350
051
052
053
054
055
056
057
058
059
060
061
062
063
06k
065
066
067
068
069
070
071
072
073

cl.,
IIT
II1
11T
Iir
1T
I

I
11
IIT
IIT
I

IiT
ITT
IT

L
LI1
It

IIT
IIT
II

IIT -

IT
I
1T
I1x
113

ITr

IIL

11T

it

Hame ) e Rﬁﬁes

Vhite Feather/The Archer Prime =-- Fl:ce/ﬂastery/(]onfllct
Eris/Goddess of Discord —-- Lunar/Apple of Discord
Darkside/The Hidden Face ~-- Lunar/Death/Novement
Herlwin/Cod-Tiger —-- Lunar/Han/Beast/Horned Ghaos

Luna/Moon Maid --- Lunar/Horned Chaos/Man’

Hoebius Knight/Him from Beyond --- Lunar/IVIovement/Horned Chao's
The Red Mother --- Lunar/Taw B

The Red Prince i-- Luna¥/Mistery/Conflict

Turess/The Stalker o ‘I;ui’lé,r/Déa““th}/Ti‘u‘th

Erramos/The Mad EELf — Plant/Dlsorder
Du~Pont/Better Iiving through Alohemy <=~ Plant/Earth '
Aslan/Lord of the Bea.sts/crea,tor g Beast/Fert:Llity/Mastery

Hraman/Notkey God --- Beast/Barth

X Rar/The Gryphon Judge -— Beast/Truth/Fire
Rhalla,ssa/steel Claw — Beast/Confllct |
Bular/Firesm:Lty - iIan/Fire/Stasa.s '

Kymur Garn/Troll "M‘ataér -—- Man/Deirkriess
Narkesh/Gole.n Barl ~~- Man/Horned Chaos

‘.Tir 1% s Man/Movement/Gonﬂlct
"’Darm/Dragon-Fr:Lend ~—~ Dragon/Man

Krra.z/Dragon—King ——— Dragon

Ssla,rlss/Serpent—Queen — Serpent/Horned. Chaos/DarkneSS/ Earth
The Ancient One ——- Splrlt/Harmony :
Lo-Barr/Spirit Chief =~ Splrlt/Move'ﬁient I

Ka—Lor/iI‘heLawglver i Law/Vagic/Truth

Methven/Tha Champion of Kings -~~~ Law/Fats

Tara/Lady of the Bright’ Blade i Law/t&astery/ﬂonfhct

Talou Ira Chail/Star Dancer ——- Iaw

The Chaos Cycle —-- “Horned' Ghaes/Death/ Fertility @ &
Sheresh/The Silent Thunderer 2o~ Horned Glxaos/Mastery/Fate )
Mexis Vou 'IvIesser/Doomrlder ~--'Chaos Wheel/Man :
Tass/Chaos Lord ~~- Chdos’ I}heel/l‘fi’astery/Death .

Veleane/The Lasf Emperor/]]oomrider w== Chaos Wheel/Aplrlt/Fire

Tannarre and N‘aurnoin/’I‘ime—Drlfters -— ‘I‘ime/Harmony

Kem/PoWer-ﬂIaster ~=~ FPower Ebmhange/ﬁagic S ERe
Llyali/The Eterna,l Gourtesan - Mastery/Man/Lunar =V

SRR
[ R



BEYOND THE CURTAIN OF VARORS #4 Page 5
Rune €ult Index (cont.) o ‘ .

#
07l
075
076
077
078

079

080
081
082
083
084
0835
086
087
088
089
090
091
092
093
0oL
095
- 096
097
098
099
100
101
102

103 -

104
105
106
107
108
109
110

Ci.
II
III
11
IIT
L1

B

X
11T

IIT
RS

ITT

I

EE::
II

ITT
IIT

FL M

1T

g &

N 3
ir
IT

IT

II
I
I1I
1T
i
iT
IT
11T

IIT

IIT
ITY

P

Iir
II

Name -—= Runes

krn/The Mercenary ——~*EanIict/Mastery/Death

Athos™ (of the Dencing Blade) e Conflict/?ate 0 - L
Bran --- Conflict/Earth- ~ T E
Helleck/Strongblade -~- Conflict/Truth

Konn-of-the-Axe —-— Conflict/Man/Earth

.. Wayron/The Concealed Sword --- Conflict/Illusion -

th/The-Léughing-waif'LA—*Gdﬂfiict/Eisofdér
K'Tan/The Peacebringer -—- Harmony/Spirit/Air
Kyov/The Shatterer --- Harmény/Mastery

. Saxl/The Undistirbed -+ Hardony/Movement/Lunar

Raum/Demon Hero —-- Dlsorder/Death . u
The Iron Rat/The Thief Wihin the Walls --= Apple of Discord/Movement

Kein/The Tranguil God ~-- Fertillty/ﬁarmony/Man'

The -Axe of Death/Protector of the Dead ——- Death/Stasls/Spirit
Dath—Gorran/ShadOWhClaw —_— Death/Movement/Daﬁkness

The Dedd God --- Death e
Death -5 Desth)/Mastery/Spirlt -
Deaths Hand --- Death/Man

. Del- ﬂoth/The Rottlng God —=- Death/Hbrned Chaos/water

Dyreth/The Decimator —-- Death/Conflict/Earth
Hyr N'a Htegth/The Death Warrior --- Death/Horned Chaos/Farth
Karz/The Consuming One —-- Death/Fire/Hbrned Chaos

“Torach —-- Death/Darkness

The Crystal Castle =~ Stasis/Fate

Jadis/The White Witch --- Stasis/Vater/Mastery
Kol-Tor/The Sin Binder -~- Stasis/Mastery/Fire -
Makaresh/Steel-Wall ~-- Stasis/Death .
Mari -- Stasis/Fate/Lunar

Zeroth/The Crystal God -- Stasis/Darkness/Spirit

Bs Prex/The Trhveller --- Movément/Vastery/Earth _
11/The Leaper —=- Movement/Fire L |
Sarella/ﬁindstrlder ——— Movement/Death

The (Mysterlous) Specﬁre —— Movement/Darkness
Korl/The Jafrlor/Doomrlder -—-- Pruth/Disorder/Earth
Star Tlord/The Secker --- Truth/Stasis

Xelar/The Hidden Hand --- Illusion/Mastery/Man
Fader/The Unseen One —-- Tuck/Mastery
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Rune Cult Index (cont.)

# i, Name : . -Li Runes

111 II  Mentri Godhead/The Past Power Cult —-- Fate/ﬁastery/Fire
112 II Sanma/Weaver of Destinies —-— Fate’

113 II M'a Bel --- Communication/Mastery

(11) New Rune Cults And Secret Battle Mag;c List

If a spell descriptlon refers to a cult tha,t isn"t in one of my write—ups, '
it is a cult from Wayne Shaw's zine "Cutlaw Rune™ (TLOC #11),

(A) New Cults & R
Maki Cegl, IT Stasi sfF‘a“}te/Lmlar: oL

Rune Loxrd: 1 crescent:blade,l other weapon,Ambush ,Trap'S‘e‘t/Disarm,i Stealth
skill,
Rune Spells:Husnare - Combines Blndlng/Befuddle (2 Power attacks) 160 m range.
1 pt.

Neural Bla.st - Power attack to biast 3D6 from a ta.rget s Dex
(3 if unsuccessful)}, 80 m Range. 1 pt.
Small Selenltes, N ) Symbol: Siiver Manacles.

Raumn/Demon~Hero 1., III Disorder/Death

Rune Lord: Bastard Sword & Hv. Axe (Fiorentine), Short Sword, 1 missile,
Riding, 1 other.

Rune Spells: Soul Sword - Conjures a black tcr'lom ng short sword tha.‘t bla.sts
'1D6+1’ Power from soméore Hit. Ignores physical armor:
+(Pwr attack for -half/ round down). 2 pt.

All small elementals. o .. oo Symbol: Blafk Winged Skull
Herlwin/God-Tiger e Ci. IXT - - T LU_Ilar/Man/Beast/HOI‘neﬂ thans
fune Lord: Claws, Bite, 1 other weapon, 2 (non—Sagé)-- skills,
Rune Spells: Armoring - {X'Raxr cult). i pt.
Long Leap ~: Allows 5x leaping distance. 1 pt.
Sm, Cnomes  Bymbol: Cat 's-eye
1i/The Leaper s SOl IIT Movement/$ire

Rune Lord: 1 single<hand weapon, Jumplrig, Move Guietly, 1 Perception skill, ;o -
1 other weapou. :

Rune Spells: Agility - Coordi nahon/ Ste ength 1 pt,

oy

Weapon-Speed - Per 1 pt, will debleaqe melee S/R by 1. Stackable
- to 4,

Sm, Salamanders, =~ & " Symbol: Human (silhouette) leaping on a
: Golden (yellow) Ffield.
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New: Cults (cont.,) . M. H
Lahanna/Chaos~Scourge ¢l. II Water/Harnony

Rune Lord; 1§ flail, 1 Florentine combination, Sailing, Swimming, 1 missile,™

Rune Spells: Counter Chaos ~ As Kygor Lytoxr.

Aralyze Chaos - The reciplent will know what chaos ‘features Gl
any) there are on two targets/pt Stackable.

Fear Cast - As Talseth. 1 pt,

Dispel Chaos - Bach peint acts as a Dispel Magic 4 vs Chaos (Rune)
. magic (spells thrown by Chaos cultS, chaos feature
“effects, ete. ) Stackable to 4.

émihﬁhdines & Sm, Shades. . . Bymbol: HNone

Alexis Von Hesser/Toomrider cl. TII Chaos Uheel,/Man

Rune Lord: Swords and/or axes Florentine (any comblnatlon), 1 missile,
Horsemanship, 2 skills (not Sage or Alchemist)..

Rune Spells. Ariochs Gift - Ralses gtr, Pwr, Com, Dex to racial maximum. 2 pt.

_Frue Fdpe -~ Per 1 pt. will add 05% to all cutting weapon attacks
and allows control of hlt Tocation by 2 pts, Stackable
to 6,

No elemenﬁals. :?}.fi.‘ Symbol: Black two headed-Fagle

Lythia/Doomrider ¢l. IIT - BEarth/Chaos Wheel
Rune Lord: Staff, 1 axe, 2 Alchemist skills, 1 Stealth skill,
Eunefgpells: Llghtning Bolt - 2D8, Pur aftack to damage total hp. 40 m. 1 pt,

Dlstortlon - Acts as a Shimmer worth 1D x 057'(roll SR 1 ea. M,R, )
per i pt Stackable to 2, Fully compatible.

Lg. Gnomes. No symbol.

Emm@m@@bmﬁaﬂ m II 3 ‘mmgmﬁhn
Rune Lord:. 1 Klanth-type sword, i m15511e, Oratory, 2 skills.
Rune Spells- Dragonblast - - (see Yargonmsr). 3 pt.

- ; Dragonw1ng ~ (see Yargonar), 2 pt.

Wo elemeéntals, ' ) Symbol: none

(Fire—llzard fbr allied splrlt) S

Fire lizard - Str 1iD3/Int 3D6/Pwr 3D6+6/Gon 3D6/.'Dex 2D6-'-6/Gha. 3D6/siz 1D3
No special powers. 1 pt, skin., Mov 4/12 :
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Yew Cults (cont:) o : e .
Rhett/Cloud-Thief .. . * ¢ . @, III Lo Alr/Flant/Disor&er sl
Rune Lord:  Sling, Spot Hidden, Oratory, Spot Trap, i other. '
Rune?Spells~ Shot . - Enhances the.sllng s0 as to do 2% damage. 2. pts.

" Parachute - ¥ill lower the re01plent gently to the ground at 12 m
per melee round, 1 pt. ; 3

venii e Restraln - Acts as 2 Glue 2 and Befuddle. 1 pt,-

L gare Whid -._“De‘tect Blank 4/Counter-lagic 4, Non—stacklng. Compatible
" 'with Battle Magic, incompatible w/ Shleld, Absorption.
Spirit Block & Reflection., 2 pts.

Secret Battle Magic: Ventriloquism

Sm. Sylphs., . No symbol. - Pixie Cult
Ara.velle/Lady of thé Hoods el 'II- | ' E‘arth/Plant/Fertllity
Rune lord: Aan-mech bow, a one—hand weapon, Move Quietly, Hide, Camoflage.

RFﬁ?QMagica fTrav§; Allows 3x strateglc move for 1 day, 15 Yo il duells ox
T . ‘ ‘{1 vehicle, 1 ph. (1and move Only)

Mind Spare - Pwr attack to cause the victinm to wander. 2-12 days .-
" in the forest before Tesumlng hls/her Jjourney. Does
not work on Aldryami. 2 pt.

- “Healall -~ See Kain Cult. 2 pts,

Neutralive Poigén - See Kain (ilt, 2 pt,:IF done as a permahent -
: - sacrifice makes the Aldryami -immune to. mlneral
& veg. systemlc paison.

. "
. L

Sm. &fﬁd.“Gﬁomgs- _ 1155 , = o Symbol- SiTver 4—p01nt star on a pale blue
) B ' ' field. Flven cult,
Bular/Firesmith : ¢ci., IT. Man/Stasls/Fire S

Rurie Lord: g spear, 4 bow, i other weapon, Héapon—Smlth, Spot Hidden. )
RunerSpells: Fird Resistance - (Karrath—Than) 2 pts. .

Fire Spear - Gonjures a spear of solid flre that does BD6 and has
40 pts, l.5m - 5min length, 1 pt. Welder must use
Fire Resistance or take damage to her/bis hands.. .

Fire Flash - 4 bolt of fire that Jets from the caster covering .
\ 2 B X 20 m, Per vs Pwr to those hit (Dex x 5% by
P o o caster) for Castérs Pwr in fla.me da;mage to total
hp. 3 pts. 4
Heat Beam - 106 /1 pt., hits vs armor in 1 location, line-of-sight
: range. Stackable to 4%,
A11 Salamanders, ' Symbol: Flaming Arrowhead

Main smithing cult for humans,
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New Rune Cults. (cont,) ) ‘ S .
Ka-Lor/The Lawglver GE. II Law/Magic/Truth

EBune. Lord: 1 sword, Staff, Sense Ambush i Manlpulatlon skill, 10000 Lunars
) o “in 1 Alchemlcal skill.,

Rune Spells: See Invisible - (Dero) 1 pt-

_ Death Sword - Cast on a sword, this spell adds a 4D6 .damage bonus
. _vs B spe01f1ed entity. 2 pt. -

A1 Sm, Elememtals. oy ‘Symbol: 6-fingered silver hand holding an
i I eflersld iu the palm

Talseth/Nighthaunt T ci. IT Darkness/Magic
Rune Lord: .Hv, MaCe, 2 weapons, €limbing, 1 skill (not Sage or Mchemist).

Rune Spells: Doomfire - A jet of black flame that mekes a Pwr attack for 208
: fire and 4-~3 Power drain into caster. 106 flame damage’
if unsuccessful, range: 80 m. Damage is to total hp.
2 pt.

' Shadowflre - As above with 1D6 Str loss. 2 pt.
‘Fear Cast - Progected shade attack, 1 pt . .
Sm. Shades,_w . . . Symbol: Uhite 'V' on a black disec,
Hraman/ionkey God a. .0 Beast/Farth
Rune Lord: Claws, 1 spear, Tracking, Hide; 1 other.
Rune Spells: Armoring - K'Rar Cult. 1 pt.
Vanish -~ Xun Cult. 1 pt. .

- 'Eartheuard ~ Protection Q/Shimmer Lk, WMay not be nsod with Protoctionm
or Shimmer, 2 pt,

All Cnomes. - . Symbol: None . Baboon Cult

The Chaos Cycle \ Cl, IT,  Hoxned Chaos/Death/Fertlllty or
a o Horned Chaos/Fertility/Death

Rune lord: 1 spear or natural weapon, 1 other weapon, 1 M;nlpylatlon Skl;lﬂ..
2 skills (not Sage or Alchemist)

Rune Spells: Healall - Kain cult 1 pt.
" 'Neutralize Poison - (Kain) 1 pt.
Death - (Deaths Hand) 3 pts.
Cause Disease - (Del-Koth) 2 pts.

411 Sm, elementals. Symbol Red "horned" chaos Tune on a black
o 2 S i fleld. 7 :

This cult preaches a "life in the food chain” phllosophy.'
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New Rune Cults (cont.)

The Axe of Death/Protector of the Dead Cl. II Death/Stasis/Spirit
Bune Lord: Pole Axe, 1 weapon, Ambush, Set/Disarm Trap, 1 Perception skill 7
Rune Spells: Create Undead - (Death) 1 & 2 pt.

Pl 'Y

Hummify -~ Creates a mummy from an embalmed corpse. 3 pt. sacrifice,

Crypt-Guard - Creates a barrow wight. Cast prior to death,
2 pt. sacrifice,

Death Curse ~ Cast over a specific corpse, this spell acts as a
 Death spell (Deaths Hand Cult) on one individual who
loots or desecrates the corpse. The spell takes
- effect. 4 - 48 hours later. Extra Battle Magic Fower
mzy be placed behind this spell to penetrate Counter-
Hagic, elc. Extra castings of this spell can be used
to get more of the looters. 3 pt. sacrifice,

Bind Chost - Binds a recently slain spirit to a lccation as a ghost,
" ' Spirit combat required. 2 pt, sacrifice.

Sm. Shades, . : Symbol: Double bitted War-iAxe
Rhallassa/Steel-Claw Bl: ITT Beast/Conflict

Rune Lord: 1 natural weapon, 1 other natural weapon or Spot Hidden, Tracking,
Listen, 1 other.

Rune Spells: Needle-Claw - Adds 207 to hit &‘2D6 damage for natural weapons.

2 pts.
Armoring - X'Rar CGult. 1 pt.
No elementals, Symbol: none
Brramos/The ¥Mad FLf Cl, IIT ' Plant/Disorder

Rune lord:  Broadsword, spear, Move Quietly, Spot Traps, 1 Thief skill,

Rune Spells: Hexturn - Creates an ablative screen that reflects 6 pts. of
magic (3 effect on Runemagic) back at its source, If
the screen is overpowered it dissipates without acting.
Stackable to 4,

Ko elementals, , Symbol: A 5 pointed serrated leaf crossed
: . " by a sword.

An anarchist &lf cult,
Fllasse Cl, IT iater/Plant/Fertility .
Rune Lord: Non-mech bow, Trident, Spot Hidden, Hide, Camoflage.
Rune Spells: Healall -~ (Kain), 2 pts.
Yavecrest ~ (Tal-Nar) 2 pts.

Boil - Single target Power attack for 2D8 damage to total hp.
80 m range., 1 pt.

Md. Undines. ' Symbol: none

Hermaid and sea~clf cult.
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New Hune Cults (cont.) i _ ,
The Pantheon of the Flements L., I The aprropriate element rune

6 cults dedicated to an element,- ‘Potential a55001ate priests must have no
other: elemental afflllaélons. They are: known ast The Cult of (element).

Rune Lord- 1 element weapon, 1 misslle, 2 skills (not Sage or Alchemist),
1 other.

Rune Magic: The elemental summoning powers of these culst are so strong that
all random characteristics are maximized, A Pwr vs Pur attack must
"be 'fade for Dismiss’ Flemental. Standard costs, :

Symbol: Hlement Rune.

Tannare and‘Ihurn01n/T1me Drifters €1, III Tlme/Harmony

Rune Lord: 1 melee’ weapon, 1 m15511e, Spot Hidden, 1 other weapon or shleld
: 1 (non-S4ge) skill.

Rune Spells_.Tlme Shadow - Each 2 pts. causes a temporal shadow of the users .
materlal weapon to strike the target after the
'real' weapon has swung, No enchantments ave on this
shadow, Add weapon strike vanks,(must be nader 12).
Stackable to 6,

Iifelock - Places the caster in stasis for an amount of time set
- at the casting. The person in stasis cannot be harmed.,
Includes a8llied spirit. 2 pts.

A1l small elementals = - Symbol: none

bgron/The Concealed Sword 0 CLII : Confliet/T1lusion

Rune Lord: Short SWQrd, i m1551le, Hove Qu1etly, Spot Hidden or Trap,
Gamouflage.

Rune Spells: Shimmercloak - Congures a prlsmatlc cloak that acts as a Shlmmer 4,
Does not stack w/ Shimmer, 1 pt. :

Dopplesanger ~ {Puppetters Cult) 3 pts.
“oVanish - (Xm) 1 ot,

AlT Sm. elementais, =2 . .. .Symbol: none- .
Militant arm of the Cult of Xelar/The Hidden Hand.
The Cult of the Crystal Castle 1. IT Stasis/Fate
Rune Lord: 1 sword, 1 bow, ‘Spot Hidden, Tracking & 1 shield - -
Rune Spells: Portalwalk - (Pattern Gult) 1 pt,

Shadowalk ~ (Pattern Cult). 2 pts,’

Shadowmarch - (Pattern (ult). 3+ pts.

shadowtrace - Acts as Shadowalk for following trails which may
lead into other dimensions, shadows, ete. (Maxdimum
2l hours old). 1 pt. (A tracking roll may be neces-
sary. )
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New Rune Cults (cont.)
The Cult of the Crystal Castle (cont.)

Rune Spells (cont.)

_ Fo*tress - Conjures a small blockhouse (12 m x 12 m inside) with
one door (75 hp), 1 arrow slit and shutter (40hp), and
red crystal walls (200 hp ea, side, roof, and floor
{optional)), No roof access. Centered on the caster.
Built im Spirit Skield 3. 3 pts.

Ho elementals, Symbol Red dlamond

A rebel house of mincr noblllty Who oppose the royal family as represented by
the fattern Cult,

Lo-Barr/Spirit Chief (1., III Spirit/Movement
Rune Lord:  Staff, Sh. Flail, Oratory, 1 Perception skill, 1 other,

This cult has no Rune Priests, only Shamans and Rune Lords, The cult has no
fixed structure, nor does it require 90/ of ones income., The cult gives no
training, support, or battle magic. Rune Lords must pay for thelr own runiec
armaments. Host worshippers are independant shamans.

rio elementals, Symbol: none

Narkesh/Goblin Earl ... IT Man/Horned Chaos

Bune lord: Composite Bow, Sbeai, 1 other weapon, Meve Silently, Ambusgh.

Rune Spells: Chaos Horn - Conjures (1 pt - 3, 2 pt - 6, 3 pt. - 10, &4 pi, = 15)
Goblins (orcs) ( Aveg. characteristics, 35% weapons &
skills, no armor) who fight til dead or dismissed.
They never break morale., One order may be given ox’

changed to one group (any size) in a melee round via
quasi~mindlink, 1 pt, stacking to 4,

Deathbow - +20% to hit, 1Di2 hit location control. 2 pts.
o elementals< . : Symbol: none
The (lysterious) Spectre @i TIT . Movement/Darkness

Rune lLord: i1 bludgeon, 1 other weapon, Disguise, MHove Quietly, 1 Perception :
skill, ‘

Rune Spells: Suberdiscorporation -~ (Yaranth) 2 pts.
Darksee - (Kygor Lytor) i pt.

ergt Glaw - Power attack to blast 6 pts of Str and Con from a
victim, as well as Demoralize her/him, If the attack
is unsuccessful, it blasts 3 pts. from Str and Con.
3 pts.

Sm, Shades. Symbol: none
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New Rune Cults {cont.)

Tagore/The Rastion €1, IT Magic/Stasis

Rune Lord: 2 weapons, Spot Hidden, Map Making, 1 other,

Rune Spells: Hexwaxrd - Designated b& a four unit code, this spell produces a
warding with varied qualities. (Code is read: attack or
wall; defense; detect; point value.)

Attack or Wall: (A) Demoralize (B) Disruption ' .
(C) Befuddle (D) Binding (E) Harmonize (F) Iightwall
(requires minimum of 2 pt, Hexward) (G) Darkwall

Defense: (H) Counter-Magic (I) Spirit Shield (J) Shimmer
(K) Protection (L) Detect Blank

Detects: (M) Detection (N) Enemies (0) ILife (P) Magic
(Q) Spirit (R) Undead (S) Gems (T) Gold (U) Silver.

1 pt., stackable to 6.

(Example: Hexward GIR3 is Darkwall-Spirit Shield 6 -
Detect Undead - 3 pt.).

A1 Sm, Elementals. Symbol: Black Padlock,

(B) Secret Cult Battle Magic

Al are passive, focused and temporal unless noted,

liakaresh: - Parry - +05% to a shield or weapon parry per 1 pt. (incompatible
with other Batile Magic). Stackable to &,

Kalera: Wingbrace - 1 pbt. of Protection per 1 pt. on 2 hit loecations.
Compatible with all Eattle Maglc, Stackable to 4,

Taras: Detect Virgin - 40 m. 1 pt. (instant)

Lahanna: Detect Chaos - 40 m. 2 pt. (instant)

li'a Bel: Ventriloguism - Frojects the casters voice 80 m. 2 pis.

& Rhett;

Kain Staff-Bar - +10% to staff parries per 1 pt, not compatible with
Battle Magic, Cast on one staff. Stackable to 2,

Konns Veaponflight - 100 m throwing missile range with return (2 S/R

& Thomblin: delay). 3 pts.

Kyovs Firehand/Claw - Acts as a 'Fireblade'for natural weapons, Does

& Rhallassas not harm users gear. 4 pts. (Active)

Halleck: Clear-Eye - +O5%71 pt. to Perception, Stackable to 2.

Dero:

& Tralgars:

BCV #5: The World of Nebulous (July 80)°



UPDATE

Ieing the thirteenth contributioh te TLOC
by Xathryn F. Shapero, 728 5. Atlantic Blvd.,

Alhambra, CA 61802 Z213-BOCK JrR I )
A I B T R R S T T T T I SN S

"I hope to have a writeup or so done by nextish;
meanwhile...

The vulpine individual above and to the left
is Tvuu Ira Isan, as drawn by Ken Pick. T'Isan's
a3 g, o been rather bisy of late., To start with, she
g Lisutenant Commander) and

]

as DLeen niomotea to SwlPentar {about the same as L
placed in command of a swmall exploration fleet consisting of an armored scout
{tha Star tmer First Officer of hers named Ileuylan -~ &

wind, commanded by & for
{ TteR), an B man scattexship, and three Fighters, the last khaving no Fump
drive of their own and beipng carried on the Fir eWing, T'Isan‘s own ship which has
Leogn refitted as a frigate {a bit to the dismay of the enyineers, who are stil .
finding bugs 'in the new equipment, &nougn the computer types were delightedi.
Fhrfeh (aka The Shsltuan With Phe i-’npronoanﬂable Name} was overjoged o be czvm"
one of the fighters {especislly since he hadn’r been allowad to Fly anyth 1ra since
the first time he'd flown the FireWing's combat air car and crashed it ca&ctaeu+ar?d‘
and promptly asked permission to paint his coat of arms on it. Permission granted

- why not, it keeps him ocut of trouble. T'Tsan has also agguired a mate, g

comparter specialist named AZu Ir Shain, who you may remember Frowm myg article in

PLOC 1G. Much to the amncyance of Au snd Tuw Fack elders, this last, but sihde the
individuals iavelved are neither particulerly important in their own Pack heirarchy
or in politics fthank goodnessi} nothing more than a bit of griping {and M"”be a
lecture or two} is expected. Admittedly, it may be Just as wei* that neltber pa“tg
is Iin a hurry to qat pramoted again for a2 while... s

o

N

a2

ther characters who may be familiar to vou - Tatikat bas gotteﬂ cut of the FEACJEHt
marine altogether after the events recalled last issue and gone back to private
Jegal pxqctlcp, I'm not sure I blame him... Y'Tuar has gone on to bigger and better
things and is confidently expected to get herself killed SJEﬁﬁacuzariu ong of these
days. Coronip seems Iikeiy to get off altogether, thanks to a snesaky lawyei.

i'm not sure what the rest of that group is doing.

9]

Possibly a surprise to all, the Boomerang is still going strong ,Grigor Gohkra still
commanding. (much to his dismay). Things have eased up on the captain from the _
frist run since not all of the crew are H'Reli, including his first officer who
is a Korli. ‘ - & T

S0 much for this issue. With luck nextlgb will have the story of what's

been happening on board the passenyger liner some charadters are vacatlonzng on,

invelving such beings as a traveling saleswoman, a glass christmas tree, 50.

feef of rope stuffed into a jumpsult and a small orange humanocid with rather
rarge habits... ' - '
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being the twelfth contribution to TLOC by Kathryn ®. Shapero, 728 S. Atlantice
Blvd., Alhambra, CA 91803 -213-BUCK JR 1 ;

Comment on ish 11

STEVE HARSH: {aside to Wicolai - don't entirely blame you, but you did make
it kind of hard to read the article...) Four years of training and a bachelors
degree in Blology leaves me with much the sane thoughts as Nicolal - environ-
ment has a very great effect on evolution indeed, For example, the dry-land
combination .of shrubs and grasses referred to as chaparral has come, not only
to survive freguent fires tut to use then, developing such things as fire-
resistant seeds (including some that hawe to be burnt over to germinate),

a trick of withdrawing all water to a “crown" located Just above the roots,
from which a new leafy top will develop after the old limbs are burnt away
and s0 on., The result is a- conitinity which grows quickly during the rainy
scason, spreads out over as much territory as possible, then dries out in
the dry season, burns, and is replaced by the next generation of plants plus
the new growth of surviving ones. Some other dry-climate plants avoid the -
problem altogsther by absorbing all the water they can at any opportunity
and releasing as little as possible - iceplant unless in very poor shape: _
is about as flammable as a wet sponge, a fact which has made it rather PoD=
ular with some California developers. / Tncidentally, there IS a nearly fire-
proof tree; the redwood or sequoia. At least the bark ig flame retardant, as
well as insect repellant. Thus, the occasional fire clears off the forest
floor, leaving the trees nearly untouched. One occasionally finds the remains
of one which had a flaw in the bark, allowing fire to get in which is nearly
eaten awdy inside, but with the outer bark stili intact, (You may even find

a live one in this condition - after all, the live part of the rlant is just
beneath the bark, on the roots, and in the leaves.) The main point to consider
when concocting new species is that evolutionary trends favor whatever modi-
fication -that turns up in random mutation that allows the individual to Pro-
duce the most offspring, those offspring to produce the most offspring and
50 on. In practice, this tends tc translate into "If there's a way to make =
1iving, something will start using it" Witness the bacteria found happily
growing in jet fuel (there's a minute guantity of water in it, and evidently
that's enough), // Nitpicking aside, the Twelve Dancers sound like an inter—
esting culture. Is there any interface between them and any other culture?

Species (intelligent)? Are they in use in a campaign of yours or a story?

Enough of that, It woﬁld appear by the somewhat confused comment up there that
I probably should write an article on the subject sometine, Later,,..

As Nicolai will be putting his rules for the space game in this issue
I am including in this article a brief description of my own space going . &
organization, the Teklénan and some of its member specles. Nextish, after I hav
gotten to go over Nicolai's new, revised:rules I will publish game stats for
the species mentioned, sketches of most of them (if I can get Penmy Terry to
do some more for me by then), and indications of where my own rules differ
from Wicolai's, on which they are based, at which point I'11 be ready to start
ny own campaign.

General background of the Teklénan

Between five and six thousand years before game time (hereafter referred
to as "the present” - actually around 1990 AD, Earth time), the Akaln achieved
space travel and planted several colonies in their general area., As time .
Wentﬂgp; the colonies became potentially self~sustaining and, as was probably
inevitable (especially given the rather tight industrial feudalism of the home
world and the considerably looses set up of the colonies) proceeded io break

away from the home world with all the usual emotional fuss, though the distances
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made actual war a 1ittle silly. The colonies operated independantly for a ;
generation or so, then eventually most got togsther again to form a trade —> °
alliance .called the Teklénan. The major rules were then about the same as
now - member plansts would not trash each other (ships were faster by then,
and war-a little more possible) and had certain advantages in trade with
other rombers, 'As time went on and other specles were epcountered, this

trade league expanded in all the usual manners until, at the present it
covers an.area-about 200 light years in radius, though it is far from
sohericdl in shape, a starmap rather resembling a convilsed amoeba,

The major peace keeping force is the Patrol, an organization in some.
ways more reminiscent of a police force than a military service, Individuwal. ...
worlds also have thelr own ceast guards, local customs.officialé'énd,$§e=likea;
The Patrol is charged with keeping member planets from making war on .each.:
othex,r-outsiders from making war on member planets, and occasionally member :
planets from making war on outsiders if this would be 1ikely: to cause trouble -
for anyone else. They also have thé job of watehing worlds containing sapient
1ife forms which may develop space iravel, but haven't done so.as yet., It
is illegnl to make general,'opeﬁicontact‘wiﬁh_such Places, but occasionally
limited vontact with smell groups is.allowed, if done in such' a way as to- ‘
Preverit:datiage to the culture(s) of the world involved. -This includes restr-
ilctions on what sort of items may be imported from or exported to such :
Places, and what -the locals may be told about or shown, ‘Tn practice, the & . .
regulations dre sufficiently réstrictive to make dealing with pre-starflight .
cultures qulte rare, -and most suich desls are ‘elther trades of things that
could almost be produded by the culture in question fo¥ hlghly valuable art-
works or pharmeceuticals, or arraligements to help stranded spacefarers. Earth
was used for the latter for'a while during the war with the Pavax Empire ~
at least one major battle took place in the general vicinity and, there
being relatively few habitable worlds in<the'region, ships which were too
badly disabled to continue 1ife support until they were picked up, but
which could’ still move were advised to go there, activate beacons, and
wait for: pickup, 4 watch station was set up on ‘the Moon with -rescue facili--

ties to handle this (this was about 100 BQ or s0), -and some- sort of station

was maintained up to the 18th century, then carefully dismantled and removed
as ibe,locals were now in the midst of a massive technological increase N
that might well lead to starflight in & few centuries. Which, indeed, it seems
now.ox the verge of doing, = '

Besides the Patrol, there are many spacefaring organigzations, ranging
from .. .dependant single ship traders and planetary locators up -through o fJW
single world operations to large scale trading companies consisting of mult- -
iple species and not tied to any one world in particular, There are also .
& mumber of purely ship-living cultures, some of & single species; some of
multiple species, And, of course, there are various touring groups, pass~ .
enger liners and the like, IR ‘ B e o T

*

Some major species (and a few minor, but interesting ones):

__Data for the following were obtained, in the case of humins from
Stephen H, Dole's Habitable Planets for Man, and otherwise from comparison
of the species in question to humans, and from Alfred Romer's The Vertibrate
Body, - third edition plus a nmumber of reference works about various terrestrial
animals'resembling the alien species in one mammer or another,

Seé:my zine lastish for a detziled analysis of the form used to
describe species physically and blologically.
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Humans

. )
Cravitational norm & tolerance range: 1g (9.81 cm/sec”) ; 0 - 1.5¢ (5g max)
Atmospheric norm & variance tolerated: Oxygen 60-400 mmHg, H 8 vapor 10-25 mmHg
Temperature range norm & tolerance: 0 - 30°C mean; (510) - 48 C daily "
El ectromagnetic range(s) tolerated: O - 30 lumens/cm®, wavelengths > 3004

Size range:s 3' - 8' tall ) Chemical base: Carbon )
Particle radiation tolerance: L «03 per weck, steady state, £ 100 rem short
term
Sensory types:and organs
Hlectromagnetic Coarse 7000 % - 10,000 2 ; skin
- ! Fine %000 4 - 7000 & = ; eyes (color vision)
Pressure Remote 20 - 20,000 cycles ; ears ' :
Differential Contact skin
Chemeosensing coarse © skin, tonrue
; - fine nasal cavity, ton, ue
Damare detection corrosion ' skin
. ~ other internal electromagnetic nervous system
Texture sensing - skin
Psi senses,. varies with the individual

Substances absorbed: 0i.y H?O, othéf creatures, plants, misc, trace elements
' . ofiniv&rous.

Substances emitted: H,0, CO,, misc. solid, liquid & fFaseous orgahnic compounds,
2 o

Reproductive methods: Typical mammalian; gestation period of about 9 months.,
; : lion-seasonal - may mate at any time.

Body shape & natural weapons: Bipedal, tailless Primate; somewhat sexually _
: dimorphate *(thére's a lot more - but you know
what humans look like). Hands, feet, finger &
tonails, and teeth as natural Wweapons.,

Periodic functions: 24-30 hour day/night sleep cycle, pref erably diurnal;
28 - 35 day femal menstrual cycle,

Nonsensory psi functions: varies with the individual,

As of the present, most of mankind is still on Iarth trying to decide
if it wants to pet out into space in ships or shreds, However, about two
thousand or so years earlier, part of humanity went star travelling in
akout the same way Homo sapiens ¢enerally sets anywhere, namely a lot.of .
Judicious or injudicious finagling. Whether one blames the Davax for starting
the war, or thé Teklénan for having a wretched battle Pian, the fact rem- .
ains that at least one battle came totally unhinged, and the Earth suddenly =~
got a lot more temporary refugses from the disaster than the rescue teans
were prepared to deal with. In some cases, as much as 20 years elapsed
before retrieval, by which many (especially the humanoid types) had developed
love affairs, feuds, adopted families, mates, blood brothers or sisters and
what not. Tt's not illepal to remove a sentient being from its home world
if the individual in question wants to &0 - and rather a lot did. Possitly
more flamboyant that most, but fairly typical was the case of an Akaln
Pilot who'd shaved himself enough to look like a local and Joined a gang
of abeut 30 human-refugees from a terrestrial war, Unfortunately, when he
finally found a place to stay for a while near his recail beacon, a snoopy
toun resident happened to find out about his tail which set half of the toun
to talking atout animal gods in disguise and the other about evil spirits.
A random time was had by all - when he was picked up it was in full f£light
from the town in company with abtout a third of the population, the demon
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faction having gotten the upper hand and belng in hot pursuit, When every-
thing was finally sorted out, there was a Trespectable human population in
the Teklenan which, augmented by later surreptitious trips to import more-
of a gene pool, colonized Nova. Terra. Two other worlds have since been set—
tled from Nova Terxa, Tir na n'Og and MNuestra, the latter about 200 years
agO L]

Organization varies with the planet. Nova Terrs is run sort of like the -
Hafia - families and favors count for a lot. This works as follows:

each individual has a name composed of & personal name, followed by a .
secondary clan name and a primary clan name. The personal name can be any-
thing, the secondary clan name i's the mother's primary clan name, usually
followed by the particie "i", and the primary clan name is the father's
primary clan name, Thus, Aleric of the Motaxa clan on the mother's side and _
of the Valin clan on the father's would be Aleric Metaxai Valin, These two
clans may be called on by the individual for assistance, and may also call

on the individual for assistance, Most transactions are carried on in this
clan barter system, and there is relatively little need for cash, Larger
clans tend to be more influential, smaller clanz tend to form alliances,

and, by and large, if 1t needs doing, it gets done. The current planetary
opulation is about 10 million, half of whom live in Altai, the capital city,
Ewhich has a government of its owg in addition to the clan system), and the

rest scattered about the planet. (Ihere’'d probably be a lot more people

by now, except for such things as 4 liking for lots of space, a tendancy

for the younger generation to go starhopping in everything from the Patrol

to joining one of the ship cultures, and the fact that the technifles used
for extending the lifespan to where the major cause of death is accident also
seem to reduce Tertility a bit,) :

" Tir na n'Og was founded by members of a group of five ninor clans -
0'Meara, 0'Neal, Campbell, Fle'Lain and O'Shea, who wanted to revive what they
thought was the world of ancient Ireland, Their data being strained through
centuries of romanticized story telling and an ehtirely different cultural
background, what they wound up with bears little resemblance to the original
save that the planetary capital is called Tara and the planetary ruler,
chosen from among the Five Clans is called the ird Ri and has relatively
little But judicial power. He or she chooses his or her own aides, at least’
and generally has enough influence to keep the clahs from open warfare,

The population is between 4 and 5 millicn,

Nuestra was founded relatively recently and is still being explored,
9052 of the population lives in the area of the capital, Landing City. The
current govermment resembles that of ancient Iceland — there is a group of
between 50 and 60 "judges' chosen either by the other Judges or by the opinion
of their nieghbors, This group meets once a year for a week or two to setitle -
disputes. What will happen to this when the population increases is Probl em—~
atical, Current population is about 2 million. - -

About as many agein as the total populaticn of the human plarets may
be found scattered about the Teklenan on-various plancts 'r 1n sone of the
ship-going cultures. Sexual practices vary with the individual and the loo—
ation - Monogamous marriage (at least for the production of ‘children) is
the usual practice on Nova Terra; elsewhere just about any combination may
be found, Judaism, Christianity and most of the 6ther major terran religions
are in existance, along with a couple of new ones.: - religl

Akaln ‘ :
Generai physical dats are as per humans with the following exceptions:

Preﬁeﬁsile tail approximately + - 1 meter in length, varying with the
individual, Some races, originating in the cooler parts of the homeworld are
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covered with pale grey or brown fur; otherwise there are the same variants as
found in humans, from relatively hairy down to having no hair at all except on
the head., Head hair follows a slightly different pattern than in humans, begin-
ning with hair of about 3mm length at the region of the eyebrows, extending to
the top of the head, increasing in length to as much as 1/3 of a meter, and
remaining at thie length down to the base of the neck, at which roint it con-
tinues as a fuge of about 1mm in length down the spine and onto the tail, The
throat and lower jaw region is also covered with hair, resembling human beard
hair except that it is found on both sexes. This region 1s several shades
lighter than ths head hair on mzles; the same shade as the head hair in females,
In general, the head is narrower and longer than that of humans, though the
variance overlaps the human range considerably; and the facial features are
proportioned accerdingly. BEars are quite human like,

Culturaily, they are as diffuse as humans are on Earth, with the added
advantage of much more territory to expand over, thanks to space travel.
The culture that planted the criginal colonies from which the Teklenan
began was an industrial feudalism with such an intricate power structure
that the only way to rise very far was to start something both useful and new,
but that was 5,000 years ago. Thus, just atout anything is acceptable as a
planetary, or space living culture., There are various notable interplanetary
rivalries; for example, the Asrid Combine {another industrial feudalism
occupying three planets circling two nelghboring stars) can't stand Iritsin,
a nearby world wilch is a sort of head on collision between no-holds-barred
capitalism and socialism which shouldn't work but seems to. But then, social
structure probably has a lot less to do with said feud than the fact that
they're each other’s number onc competitor in off-world exports.

Davax

Fhysical data are extremely similar to humans; so similar as to have the
speciles suspected of having a common ancestor. Due to historical accident,
the predominant race tends to bronze-red skin, reminiscent of terran Amerinds,
dark hair, and blue eyez.

At the time they were absorbed into the Teklenan (after the aforementioned
har) they had an empire of about 25 planets. These days, they occupy about
100, and governmental systems vary dramatically, though most have some remnants
of the old system of nobility. There are about 12 major languages and uncount-
able minor ones. ‘

Although they are not rarticularly cross-fertile with humans, they are
otherwise so similar down to the micro-structural level that there is I1ittle
doubt iHat the two species had a common ancesiry, As to how this came about,
however, there 1s considerable controversy, expecially since the fossil record
makes 1t seem equally probable that each evolved on its own world. Of course,
investigations on Farth have to be limited to what terrestrial praleontologisgts
have dug up, and Devira, the Davax world of origin has been extensively
altered, thanks to having been nearly destroyed by general pollution and a
no-holds-tarred war with its first colony. At that, they did better than the
colony, said world being still uninhabitable, Or at least notody wants to take
the risk that certain bic-agents are still around. ‘
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Gravitatiopal norm & tolerance range: .9z 3 0 - 1.5g (kg nex) _ :
Atmospheric norm & variance tolerated: Oxygen £0-L0C mnHg, H,0 vapor 10-25mmHg
Temperature range norm & tolerance: -2° - 28 G (mean), -12° £ 38" ¢ (daily):
Electromagnetic range(s) tolerated: As per humans. - '

Size range: 4" - 6' tall - Chemdcal base: Carboﬁ
Farticle radiation tolerance: as per humans

Sengory-typés and organs

Hlectromaguetic . Coarse 7000 8- 10,0083 ; ekin S
g e Fine 4000 A~ 6500 A jeyes (color vision)
' eyes are cat-like
Pressure ' Remote. 20 ~ 23,000 cycleés ; ears T
Differential '  Contact skin ‘
Chemosensizg " (Coarse depends on substance ; skin, tongue
. Fine depends on substance } nasal cavity, tongue
Damage detection Corrosion skin <
’ Other © internal electromagnetic nervous systen
Texture sensing skin, tongue
Psi éenses _ ) Telepathic communications to an average of 500 meters,

If two individuals have a sufficiently strong bond, they

can maintain contact over a near indefinite range, providing
one individual maintains a trance state, In such a state,
‘identificatlon with the other is total - damage or shock

te the active Member is felt by the other, and there is a
strong possibility of the death of the active member

causing that of the non~active one,

Substances ahsorbed: O, other creatures, fruit, water, misc, trace elemenis.,
; "Carniverous™, : ;

Substances emitted: HZO3 002, lisc, solid, liquid and €a85eous organic compounds,

Reproductive methods: Typical mammalian, gestation period of 8 menths, yearly
cycle of most intense sexual interest (in the fall), but
capable of mating at any time, -

Body shape & natural weapons: Felinoid, taileg, body type similar to that of
terrestrial leopards, carable of bipedal or quadripedal
locomotion - faster in the latter mode, Usually black-
-furred in spmmer, grey-green or grey-white in winter, .
Hands, feet, retractible claws and teeth are natural

Weapons, - - sy

Periédic'functions: liost active:éﬁ dawn and dusk, diurnal if necessary.
Mild ‘yeariy sexual cvcle,. 90 day cestrus cycle, v

ansensory'psi functions: Vaiies with the individual

The basic cultural unit is the matrilineal family, which generally
numbers from 2 to &0 individuals and claims a hunting rangs of up to 1,000
square kilometers, which may overlap others to a small degree, Most food is
farmed, or raised in herds; animals are releascd shortly before slaughter,
giving the best and most resourceful of the food animals a chance to escape,
thus theoretically improving the wild strains, There is no larger government;
however there is much interfamily trade,
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Communications are both telepathic and vocal, the latter being used
primarily for emotiomal nuences. There is also a written language. Tt is .
believed that telepathy derived from communication between mother and offspring,
and the strongest telepathic links tend to be between related individuals,

There is a general feeling of independance, even within the family - many s
trader has gotien his or her start by escaping squabbles at home, Combat between
individuals or families is known, though most modern competition is .in the
‘drea-of trade, o ' .

] -Glven thelr general outlook, it is hlghly doubtful that the Flisians would
have independantly developed space travel and, in fact, they did not., Their
presense in the Teklenan is due mostly tc a mistake; some Akaln traders saw

a chance to acugire some particularly salable items of artwork and the like
“from what ‘they thought was a small, isolated group of primitives (one of the
plains tribes). Over a few years, word spread rapidly over the planet, and . .
enough of the more powerful (and daring) telepaths got both the chance to learn
some Interworld Basic (as taught to one individual by the traders), considerably
more ‘about the Teklenan than the traders realized they'd given away, and how to
run a spaceship, this last entirely by reading the mind of the akaln pilot on.
innumerable landings and 1ift offs. Followed the "borrowing" of the traders'
ship, cashing'in on the cargo (augmented by as many quality trade goods as the
local families could raise), the purchase of z ship, & spot of blackmail and
similar chicanery... and the "discovery” by the much put-upon traders of-a
spacefaring world interested in joining the Teklenan. Certainly, though they -
probably wouldn't have invented it, the Elisians take readily to space travel,
and' are fréquently found as traders. g - a®

'--...._..'_...__...—...—_...-.._-.—_...._-_._—.——_-....-.-...._——-_...__—-.

Lydans
Fhysical data are much the same as for humans, with the following exceptions:

- Individuals look much like pale tan humans with dark hair, save for eyes
having vertically slit pupils. Said eyes are usually yellow or green,

Psl senses: Telepathy among themselves and with other telepathic species, range
of up to 1,000 Km (though capable of being relayed by other indiv-
- 1duals, Empathy with all species, of reasonably similar emotional -
" 7 -construction, range of up to 40 meters, Require “special training
ta block reception of wtrong feelings, pain, etc, )

Nonsensory psi functions: Capable of teleportation up %o a range of 13,000 Km
to a known location (indilvidual must have complete
visualization - almost always this requires them
to have been there before), Note that this is straight-
line distance ; if on a planetary surface, distance
is measured along the chord between locations rather
than the arc., Fhatever method is involved has some
way of passing of energy differentials between the
locations telerorted from and to, to a reasonable
extent., Hultiple individuals may be required to
deal with extreme cases, such as movimg from the
pianet to a ship in orbit or vice versa.

Note: The species has been extensively .genetically re-engineered, The circumst- -
ances involved in this caused considerable trouble at the time, culminating in
a war oI selfe defense of the engineered individuals against the parent species,

i . . . Z R . 5§
Hemory of this nightmare is reflected in the zenerally peaceful nature of the

current society.
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If there can be said to be a basic unit, it is either the individual
or the family, the latter consisting of two or more adults and their offspring.
Past this, there is no real "government” as such ~ [if something needs to be
done, as many individuals who are needed to do it, and can be convinced that
it is necessary get together to do it., An entire Lydan world exists in a cont-
inual overlapping of telepathy arnd empathy to a point just short of a group
mind, : - ;

Communication is by telepathy, empathy, and a rssidual vocal language. This'
last is mostly used in writing or other forms of information storage or
relay where the originator of the thought is not expected to remain in contact.
lost of the ones who travel about with other species also learn Interworld::
Basic, g

Lydans have no real concept of privacy. Children are looked after by every-
one and develop empathy first, followed by full telepathy as the mind matures
and the teleportational ability shortly after puberty. Once capable of tele-
portation, the individual is considered an adult. Lydans rarely travel away
from their own kind, finding the lack of the general telepathic/émpathic back-
ground a sort of sensory deprivation., This is less pronounced in the company
of other telepaths., Senso~y overload is also possible among other species if
enough individuals are emoting strongly enough in the general vicinity of
the Lydan, cspecially in the case of strong pain. On thé honeworlds, the
e R SN R S R T R S

theém;- ofiz-wo¥iu-thero is still a problem,

1

" Lydans founhd off-world are thus usually traders or scientists. Relatively
few ever Jjoln the Patrol, and those who do aré scientific personnel or medical
types. Almost never are they considered suitable for command or combat functions,
with the rare exception of the individual who has been born deficient in
the telepathic/empathic trait (such types are also non-teleports - the functions
seen to be closely related),
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Rayenne

Gravitational norm & tolerance rangé: lg, 0 - t.5g (5g max)

o 60 = 400 mnHg; Héo vapor 15-30 mmHg

Temperafure range norm & tolerance: 5 - 350 C meany - 0 g™ C daily

Atmospheric norm & fariande'toleratod: 0

Electronic range(s) tolerated: as per hunans

Size range: 4' -. 6' total length Chemical base: Carbon

Particle radiation telerance: as per humans

Sensory types and organs

Flectromagnetic . Coarse 7000 % -~ 10,000 & ; skin

- - Fine 4500 ﬁ - 7500 2 ; eyes - an "internal
: eyelia  struciure
enatles the individual

to see both in and out &
" of water, color vision.

Pressure ) > Remote 20 - 20,000 cycles rears
Differential : lateral line system (in water only)

Contacf skin
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Chemosensing ', " ‘Coarse ekin, tongue .
s - Fine tongue, nasal cavity (at tase of treathing
tube - used in air only), scent tendrils (in
. & . water only)
Damage detection Corrosion dkkin '
‘ Cther internal electromagnetic nervous system
Texture sensing skin, tonpue
Psi senses £ varies with the individusl

Substances absorbed; C,s other a‘ea}cures, plante, H.203 mes, trace <l enents,
IFirarily plscivorous

Substanees cmitteds ?-IEG, 002, misc. solid, ligvdd and gasseous orga.nic mag:@ms

Rem&gtive methods: single sex - multiple. ﬁ.ﬁﬁi*ﬁ.dtals eomtzdbyte sperm to | :
each other after vhich all successfully fertilized ind-
“ividunls lay leathery cggs L-h“es aouths later (one cachle-
Young hatch a month or oo thoroaTier and spend the first
three years of thely lives ag fres-idving L.:&-‘iauors; m&i—&a
which Lhey are eaptured and wrainod Ty the adult

Body shame & ratural WeR oS See ploture below. "hezd” wesion mma*h;s g¥es :
- en vde ﬁﬁﬂiﬁ*& o jention, stiffered tdth o8vEs
i¥age (makbonepard Iinmbs to base of tentacies ;. -
' are oniy b Line uur%ﬁ’af,’ffe&}, vhich containg thi Ubmes
7 porbion of the umdn, the wost belng in thal shesh
© area; ralrsd seent a:e:aﬁri}‘.sg Iresthing tu“ﬂs;aﬁ ‘gnd b
sars, Mouth is 13:1 uppcr chest aved, .'f'.:’:.‘i,he WA
seent tendrils ave extended, ™hile cor Tlars i‘&iﬁ
shut; on laxd rocod fondiis fold ﬂa?, oy cvinet the
central ymecos and eax flaps GXt"‘"iCl to fam exbormal- o
esund traps, Breathing tubez are mildly irehensile,
adwral wenpons oonsist of ;&:’Che....ellu tentaeley,
which are used te constrict mrey. olus dsaths
Mote that individunls can wlk viright with the iy
help of specially constructed foolgens, Tut
prefer the horizonial positicn.

B

23 dusk. 5 wesk

Perioo‘.ic functiorsz 3(} hour day / ngght cycle, most active dawyn o
' 1ittle or no effect

Gestrus cycle equivalent - seems o have 3
on sexual desi:c'e; '

Nonsensory psi fnnétloms va;:* es wi »h the indiw.uualg

The hasic cultural uwndit is a breeding g.::oup of b%wecu 20 and 30 indiv-
iduals, ocecaslonally supplimented by visitors fresent mating (this is triggcred
by a number of facltors including vheromones -' if enough individunls are sesmally
interested, before long sveryone in the VICJ.I"_l‘Ey is). Anywhere from 2 to 30
breeding rroups share a section of swamp which is carefully cleared of the

Tt

TeL e M
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larger predators in which the young spend thelr early existance; groups also
each have thelr own private section of swamp for hunting and living purposes,
The total aggrigate may cover up to 3000 square kilometers. Thewe larger
groupings may get together with others for various projects and/or specialige
in specific things., Fo example, the invention of space travel involved Mountain-
side, which specialized in astronomy, Sun Circle, speciallzing in physics,

which maintains the largest planetary college of the physical sciences, and

a number of others.

Rayenne have a whistled vocal language (using the breathing tubes) plus
under water communication by slight movements noted by the lateral line.
Being out of water tends to feel like being slalghtl hard of hearing,

With a smaller range of livable habitats than humans have had on Eaxrth,
The Rayenne had to confront the problems associated with crowding and inter-
group action much sooner; thus they have solved most of them by now. The
result combines a certain inter-individual cooperation with philosophical
independance., As a result, they tend to get along rather well with most
other species,

T T T T T e s m s — e e o s s e e e e e wm e e mi e e e e e e mh e e e e

Shikkai
Gravitational norm & tolerance range: lg; 0 - 1,5z (5g max)
Atmospheric norm & variance tolerated: Oxygen 60-400 mmHg, H20 vapor 10-25 mmHg

Temperature range norm & tolerance: 0 - 300 C mean; -10 - 40° ¢ daily
Electromagnetic range(s) tolerated: as per humans

Size range: 3' - 4' tall Chemical base: Carbon
Partical radiation tolerance: as per humans

Sensory types and organs

Blectromagnetic Coarse . - 7000 & - 10,000 &  ; skin
Fine 5000 3 - 7000 A ; eyes (color vislon)
Pressure Remote 20 - 20,000 cycles 3 ears
Differential Contact skin, muzzle hailrs
Chemosensing Coarse skin, tongue
Fine nasal cavity, tongue (generally more acute
than in humans)
Damage detection Corrosion gkin
Other internal electromagnetic nervous system
Texture sensing gkin, tongue
Psi senses Almost all are completely NON-telepathic and have guite

powerful anti-telepathic blocks, thanks probably to the
preponderance of telepathic hunting carnivores on their
world of origin during the early stages of their evol-
ution.

Substances absorbed: » plants, other creatures, H.0, misc, trace elements

0

T%oroughly omni verous, 2

Substances emitted: Héo, 002, misc., solid, liquid and gasseous organic compounds
Reproductive methods: Typical mammalian ; gestation period of about 10 months



[
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Body shape and natirai etperine Ripedal | +ailed rodents similar to a C-I'OSS
between rats and chipminks (patterned - souewhat
like the latter, with slightly furred tails)
Natural weapons are teeth, hands and feet.

Periodic'fﬁthions= Fbmale,destrus dycle of about 30 days duration, 25 hour

day/night sleep cycle, preferably nocturnal.
angensp;y'Psi”iunctions: rare, vary with individual,

The basic cultural unit is the family of from 10 to 40 individuals.”
This is the breeding group and is defined by the female members and their
female offspring. Males are either adopted by another group at an early agey
or become attached to another group as adults. Multiple families form a clan.
multiple clans form a burrow grouping, or city, and so on up to the planetary
grouping, This last is the largest governmental stage, althougn philosophically
the entire Shikkai species is considered the highest grouping of the heirarchy,
* wThere are currently about 14 planets inhabited entirely by Shikkal, with a
number of others sharec with other spaecies (often Rayenne - Shikkai dor'd
do at all well in swampy territory). ::

. Shikkail communicate in a combination of vocal language, facial attitudes
and body language, and pheremones, Fortunately, thuse who come into contact

with members of other species generally spesak Interworld Basic; for their

own language is very difficult for outsiders,"

Shikkal are extremely social beings and will generally be found in
groups of at least thi'ee when travelling off-world. Prolonged isolation from
all;?or’allfbuﬁgqﬂe'qf,their own kind produces severe sirain on them, and may
even be deadly, Théy have very little sénse of rhsnical privacy and have
trouble understanding the concept in others,

" In peneral, Shikﬁai worlds are uncomfortable places.for most species to
visit, being crowded (by comparison - the Shikkal limit thelr population to
what they themselves are comfortable with), soméwhat;clausprophobia~induning
places filled with beings who converse as much with the twiteh of a whisker or
the placing of a tail as by voice. Shikkai are emphatically not telepathic,
but to the bewildered outsider they sometimes might as well be, at least
among themselves! As a result, most off-world dealings are made off world, on
board ships of various tradirs, or from special accomodation quarters at .
the Shikkai world spaceport itself. Those resident on a mixed species’ world
have an advantage in that departuent. :

Ca

_-.,,..;.,‘_....___.-_...._...._._._........-_._.._..._....__.._._——._....-.....-_-._.-—-.

Siskeek _—
Gravité%iohal norm & tolerance ranget .9g , 0 - 1.5g (4g max) -+ -~

Ll g

Atmospheric nora & vari§n691tq1erated£ 0, 60 - 400 mmHG,-Héé“Gapér'ioﬁz5'm;§g
Tempexaﬁqfé;range & tolerance:i 2° - i C-mean; 0 - 45° ¢ daily‘ e
E&édﬁrb@agnetiq range(s) toléiated::as ber humans _ -_
Size.éﬁngﬁﬁuijf kg ﬁeters ta11- -.= | Chemical base: Cafbonff?
Particle radiatidn‘tdléfaQQe:'gsﬁber'hﬁﬁaas "
Sensory t&pes ‘

Flectromagnetic =~  (oavse . 7000 - 10,000 3 . skin, . |
‘ ' L Fde 5,000 A - 8,000 &, ;eyes (color vision)
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Pressure Remote 200 - 100,000 cycles 3 ears
Differential Contact skin
Chemosensing Coarse depends on substance; skin, tongue
Fine nasal cavity, tongue
Damage detection Corrosion = skin
Other © 1dnternal. electromagnetic nervous system
Texture sensing Remote echolocation system
Contact gskin
Psi senses Varies with the individual
Other Icholocation system invelving high pitched clicks

Sﬁbstances‘absorbed: 02,_H20, other creatures, fruit, misc. trace elements,
. Substances emitied: HéO, 002, msc. solid, liqu;d and gasseous organic compounds

Reproductive methods: Typical mammalian, gestation period of 248 days (single
birth}, yearly sexmal cycle,

Body shape & natural weapons: Resemble oversized "flying foxes"” with ear str-
' : ucture more like that of insectivorous bats,
wingspread of 4.6 - 5.5 meters, use both feet
and wing edges to walk, may carry things with
feet (and use them to write with, ete.), . .
Natural weapons include wing edges. wing finger
end' talons, shorl pedal talons, bite. (Huntirg
is generally aerial; smaller flying prey are’
scooped up with wings and tail membrane) '

Periodie fHimetioun: dinrnal cycle with peak activity at dawn and dusk - take mid
day and mid-night naps; yearly sexual arousal cycle of
20 ~ 30 days peak time. Rest of year neither interested in
or capable of sexual activity. o

Non-periodic functions: Individuals hybernate at temperatures of 10° C or
less, so long as they are above freezing, Roused by
warmth or excessive cold,

Nonsensory psi functions: Vary with the individual

The basic cultural unit is a breeding group of from 20 to 50 individuals
similar to the Shikkai save that both males and females may mygrate to other
groups. Also, unlike the Shikkai, for whom such z move is permanent, an ind-
ividual may Joln several breeding groups during their lifetime, although one
may only be a member of one at a time, Young and low-status group members do
most of the moving, Multiple groups make up a flock of about 400 - 1000 indi-
viduals plus young. Each flock has a living area of multiple buildings or cave
structures and a hunting range of up to 10,000 square kilometers, Most food
is grown, in the form of fruit, or raised by herding or in pens, fed by grains
and the like grown in the flock's territory. Multiple flocks will get together
for various purposes, the planetary government as a whole being known of as
the “flock of flocks”, Once a year, save for a few vital functions managed
by older members of the species, or other species, the entire planet shuts
down for mating season., Most of this is done on the ground, +though some of
the more adventurous young individuals have been known to mate in mid airm,

A good time is had by all - and despite what might appear a good chance for
some of the offworld hired individuals to get in some embegzlement does not
tend to generate many problems except maybe a tendancy of muiltiple members of
other species to get in on the fun in their own ways.
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"‘Siskéék cominl cation is voend, consd sting of variation ‘ln the Lregquency
and duration of souads in their vocal range, witich is considerable, They also
often learn Interworld Fasie, although they do best to learm it from another
member of their own species who alresdy knows it, so as to know which sounds
are supposed to be made, and which high frequenuy {from Maman standards)

are accldental artifacts of sofleote olse's vocal apparatus.

Siskedk ars quits socizl individuale; though they are offen equally at
hnome with other specles ds with thelr own, There ig a tendancy to regard non-
flying beings as somewhat bandlcapped although such beings do get around a
great deal faster and more easily on the ground.

Host wholly Siskedk businese®especially t¥ading concerns are the
property of single flotks or even Presding groups - Siskedt found off-worid
are often representing such famlly ssssciations. Those found in the Patrol or
such organimetions are genwrwally seientific personnel, They will generally
avoid rong trips in sracecrart, as such vehicles temd to feel cramped afler
a while,

o

It will have been noted from the above, that the majority of the Teklenan
species live in similar worids. This is mostly because such beings have the
most in common and the most advantage in trading. Of couxse the above list
ig by no means ail of the gpecies invalved,

NOTE: The inter-specten language referred to as Interworld Basic is an artificial
language derived in prrt from an /keln tongue, meant to be used by a variety

of wocal aptaratﬁ Since iv s development a number of species (notably the
Rayenne) have turned up which strain the iimits, but for 211 it's flaws,

it ig gtill the 010995» thing to a comion toigus in the Teklenan,

e e e s s e e wmd e A M s nim e bl s pd R mme e e e b iy e SR e o i e m o amm —

That's about it fvr this issue, Many thanks to Penny Terry for the
Rayenne sketch on paue

Bya,..
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WORLDCON REPORT

NOREASCON TWO was the name of the 1580 World Science Fiction Convention,
and tock place in Boston, MA, Labor Day weekend. The Worldeon is the biggest
SF convention of the.year, with 5400+ membere this time crowding the Sheraton-
Boston and.at least five other spillover hotels (T heard there were eight, but
have difficulty believing it). There were panels and speskers, authors reading
from fortheoming works, movies to all hours, a masquerade, an excellent art
show so large as to. need two days of auctions to manageé it, a dealer's area as
large as a moderate shopping center, and parties, parties, parties.

. Two of the parties were in our suite. Severn of us from the D.C. area,
all members of the Washington Science Fiction Association, reserved a two-
bedroom suite so that we would have a party room to hold our traditiomal elub
Fifth Friday party at the con. Some of you were there. In addition, the
night before we held an APA party that more of you attended. Tnfortunately,

1 wasn't able to be at either party for long, and thus didn’t get to balk with
as many people as I had expected. :

The reason was gaming. Thursday, we arrived by car arowmd 6 M, but
spent three hours getting settled into our rooms. Thiz was because of a mixup
the hotel put us through, the details of which I won't bore you with. The
result of ‘that was that by the time the party ‘started, we were ready to go.off
for divmer, which we 4id., Then shortly after I got back to the party, I got
a call for the game I was scheduled to play in that night, and went off for
that. A1l night. . : e

Deanna Bue White was kind enough to bring a special scenario with her
for a small party of people who had never played in her world. The players
were Mark Irwin, Mike ¥elly, Ron Pehr, Johii Prenis, John Syms, and myself.
I didn't take notes of the characters, but the scenario was & quest to recover
five magical cubes, red, white, bive, yellow, and green, which were the keys
to stop the blinking of a tower from existence to nonexistence in this world.
I can't give much in the way of details, so as not to gpoil the scenario in
case Deanms wants to rum it on some of you, but it is sn ingenious set of
puzzles to find and obtain each of the five cubes., We were Tortunate not to
lose any of the characters during the quest, as one was almost carried off
in one stage of the trip, several were almost killed during one fight, and
some would almost certainly have died in one situation that we panaged to
avoid (the scenaric was set up for a more powerful party than we had available,
and the battle we were fortunate emough to siay out of would have been very
serious had thinge happened otherwise than they did this time; we were helped
inetead of hurt in a critical encomnter). Our only casualty was the hypogriff
my chavacter, Thorgus Alcomson, was riding. He had owned the beastie for over
& year, game time, and 80 tock as his share of the treasure & substitute
fiying mounti. This is an egg containing a green Pernese dragon, which he
is going to have to teke gix game monthe Impressing and raiging and training,
before ghe will be available to ride. {Deanna: Please remember to mail me
the specs on rate of growth, HD, etc., etc.) It was a very enjoyable scenario,
and should be publishable once Deamna fills in more detail on things she was
rumning out of her head. My thanks for the invitation and a good, Tum.
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The session lasted sbout 1 hours, from beginning tc wrapup, which meant
that when we eémerged it was lunch time. 8o we went out to lvnch, some af us,
ineluding Pecoy Gemicmani, who had watched but not played. I had originally
intended to go crash after that, but was feeling awske, So I decided, with
some misgivings, to stay uwp and go shopping at a fine paperback bockshop
across and down the street from the Sheraton, and from there went into the
con's dealers' moom to browse and buy.

Oops. I forget to mention em importaent participant in Deanna's game:
Barry Gold not only ran a character (the only person with a character in
Bearma's world, I think, in the group), but also accompsnied Deawns on the
guitar as she sang the song that provided the clues io finding the cubes.

Friday night, John Syms ran a scenario for Deamna in exchange. The
setup was an interesting one, with a call put out for help from the local
mages, who had found themselves cut off from contact with the elemental
planes by a powerful outside force. John's problem was that the players
were not able to put together the aversge 112 party he designed the scenario
for. Instead, we had two groups, one averaging I8 and the other in the mid-
to upper-teens. On top of that, because of a choice the party made, we found
ourselves confronted with That which is the prinrcipal ovposition in Mistigar.
As a result, the small fxy went far away while Deanna's and Peggy's characters
stayed behind as a rearguard. This chewed up over an hour during which most
of the players had nothing to do. After that was seitled and the party got
together again, we went on to John's intended gecenario, which was the puzzle
of how %0 use the key items we had ascquired to solve the reopening of the
planes, which was interesting. Jokn, incidentally, has made useof the TV
show Fantasy Island as part of his world by making the Island & flying one
used for vacabions, in which some of the fantasy is real.

Saturday, a large group of us, including the Golds, Nicolai Skapero,
and David Joiner, ate lunch at the Legal Seafood Fouse down the street at
one of the convention spiliover hotels., Highly Recommended for seafood fans.
The service wag indiffereni and somewhat slow, but the food was fresh and
delicious., Algo filling in the extreme; few of us ate dinner afiterword. A
meal at legal is a continming twadition for BOSCONES, and with good reason,

I spent the afternoon in the dealers' area and the art show, and the
evening at parties. I had to turn down Peggy's offer of a run {ﬁhanka anyway,
Peggy) because we had an invitation o a reception given at the con by a
friend who had gotien married the wesk before. Well, you wouldn't gxpect
two SF fans to miss a worldcon in their home town Just beceuse of something
as uwnimportant ss a honeymoon, would you? Be reasonable, or something.

Sunday I spent a lot of time at the art show, and some more browsing
in the dealers' room (that can become a disease). Then a large crowd of
us, this $ime including Mark Swanson, Dar Pierson, and several other Wild
Hunters whose names escape me (most embarrassing) did a Great Wander around
the neighborhood in search of an open restaurant, losing Deanma and Peggy
in the process (they had insufficient time to eat with us, by then, mis-
fortunately). We ended up at an Indian restaurant, at four different tables.
From this comes a lesson concerning not eating in too large a group, methinks,
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We then returmed to the hotel to play in & scenarioc by Glenn ¥, Blacow.
This involved a contract to clean out the warchouse used by a recently decesased
member of House Helkos {concerning which see TGD 18 for smother emcowmter with
this clan of weirdos)}., He was a mage who collected rodents of all kinds, and
the family wanted them cleaved out of the warchouse by somebody more expendible
than themsslves. Us. 4 great dezl of time was spent making plane and agreeing
on which entrance o go in, including an exploration of the roof. In the Lo~
cess, John Fesi's character managed to alienate several other characters, incl-
uding the party's only cleric .... Interparty conflict was avoided, and we
went in, having an encounter with a rat-man (which we at first thought was a
wererat) and then with some giant rats whose bite caused s lingering disease.
But the major emcounter was with the trap the magé had created to protect his
living guarters amd laboratory.

This inciunded twe talking golden masks, set on the walls of different
rooms, whe attempted to encourage the intruder to do foolish things. 4s a
minor example, the firet asked John Fasi's character, who had addressed it
respectfully and attempted 4o befriend it, to remove the dead mousse in its
mouth, John hemmed and hawed as the rlayers laughed and encouraged him to
make the obvious mistake, Johm decided his characier was chaotic enough to
do it, and put his hand into the mesk, getting it bitten off. (Clemn remarked
that this was the first time he's ever caught anybody with that particular
trick in this or any similar gimmick. )

We then went through the usual process of finding obwious and secret
doors, losing a character {Nicolai's) temporsrily in the process in one of
the traps. We also managed not 4o lose enyone to the peculiar live rug in
the firet living room, but that took us an extended period of trial and error
to overcome. Then, after making out way all the way in and getting Nicolai's
character {and two WPC thieves} back out of the trap througk their own efforts,
we were faced with the problem of Figuring the way out of the area. This
proved t¢ he one of thosze nasty nexus mechanics things the House Helkos is
fasous for. AARGH. But we got everybody out, and John's characier took
one of the golden masks ag his shave of treasure., Sentimenial value, no doubk.
An enjoyable scenario--thanks, Glenn. '

Monday morning, most people checked out of the hotel to leave for home.
¥We helped Desnna out with her belongings (she had heen rooming with Peggy
and Elizabeth Wolcott), and in the process (finally) got to meet Charlie Imoe,
Sorry we didn't have longer to talk, Charlie, but it was a pleasure to geb to
meet you. Even though we had taiked before via the farspeaker, it just isn'i
the same as 2 face-to-face discussion. Oh, well, the cost of the conventienm
was fully justified just meeting you, and Nicolai, and Deanna, and Elizabeth,
and Dave, and, and, amd, in profusion, most for the first time. I hope %o see
many of you again at DENVENTION. End of commerciml, we now return io the program.

HMonday afternoom, we got together for an introduction to IAND OF THE RISING
SUN. Iee had put together a scenario that allowed existing characters o
continue with activities Yhey had plammed in her L/RB coampaign while leaving
opportunity for outsiders tc join the group for ome trip. We spent close to
two hours putting Yogether characters for sll the neos, which I guess is in-
evitable for & game the players are unfamiliar with. T suggest o amy of you
planming to GM & game as an introduction to neos, however, that it is far more
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useful to prepare handout characters ahead of time, and let the players go
through the process of rolling up their own characiers for later games. Time
is at a scarcity at a convention, and you will spend a lot of it explaining
the game in operation as it ie.

Our first encownter was with a monk being “attacked" on the road by
bandits. That is, he wasn'i being sericusly hurt yel when we came in sight,
but he was being surrounded by bandits who were prodding him with their weapons
while he ran around the ring screaming. We decided to rescue him, and charged
up the hill while some of us stood to one side o shoot arrows. Most of the
bandits thereupon disappeared into thin air, as the monk remarked "Rescuers!
How interesting!® The encounter ended with one of the remaining bandiis agree-
ing to shave his head and follow the monk as a novice monk,; renouncing banditry.
We guestioned the monk and received unsatisfactory responses as to his affiliation
with a monastary, bubt got nothing that would justify any further actions, and
he and his new disciple wandered off. We found out later some additional in-
formation about the monk, but I doubt it would have changed much of the encounter.

We then met some mounted samurei, who questioned us about three bandits
whe met the descriptiom of three we had seen in the group we encountered,
inciuding the one who had become & monk novice. We told the samural about
this, and they rcde off. We then went on to the imn at our destination, &
spa whose waters were reputed to have had healing powers, although nobody
g4ill kmew how to use them to produce the effects they originally were sald
to have had., Something having to do with people slaying the dragon that
used to live there.

At the inn, we met a gambler who invited the party to waitch hiz concubine
dence in his room (about half accepted) and to stay for gaming (which nome of
us did). Tlater that evening there was a disturbance and in the morming we
found cut that the gambler had been murdered. None of oun characters had any
reason to get invelved, until we were summcned by the acting official of the
town, who told us that it would be necessary to detain everybody in the imn
for guestioning by the magistrate, who would be out of itown for several weeks,
wless somebody confessed., 8o it was up to us to find the murderer, ox be
stuck paying for room in the imn for much longer than we intended.

I can't say much about the mystery without giving it away. ard lee may
want to rTun it again (feel free to bug Iee to do so, it's a jin-dandy puzmzle).
Tt took ue several hours +to solve, and was a lot of fun o work through. T'd
say the scenario is probably publishable, if Iee wants to write it up. {If you
do, Iee, I hope you will offer it to Tadashi for DW, as a sample of L/RS in
action.) Very well done. Thank you, lLee.

After the game, a bunch of us took off %o Arlington for dinner at the
Shanghai, where we discovered we were celebrating Mark Swanson's birthigy-io-
come. Happy Birthdsy, Mark. Then we adjourned for a tour of Mark's mnew house
(Happy FNew House, Mark) before returning for our last night at the hotel. AL
in all, a highly satisfactory conclusion to a convention where my primary interest
proved to be more RPG fandom then SF fandom, even if it was the SF worldcoon.
Thanks to all of you for & great time.
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OBNOXIOUS BEHAVIOR

There has been considerable discussion lately in A&E concerning the
advisability of allowing rude or insulting behavior in an APA, and the reason
the subject came up was several examples of it appeared in print. Most of
the conitributors quickly denounced that activity, bBut a small but persistent
minority have continued to suggest that it may be z good idea to be rude
sometimes, either o get somecne's attention or to establish a reputabion
(for controversy, I presume).

I feel very strongly that obnoxicus behavior can kill an APA, and that
it therefore should be surpressed. My reasoning is that the essence of an
APA is a community of writers exchanging ideas freely. For this to work
over an extended period of time, the contributors must have a desire to
continue to provide materizl and to respond to the suggestions of cthers,
and this requires s continming atmosphere of friendship and respect for
others. Should that atmosphere become poiscned by personal feuding and
grandstanding by even a minority of contributors, the APA is likely to fall
apart. Old-time SF fans can cite numerous instancee in vwhich exactly that
occurred.

The latest example of cbnoxious behavior occurred in A&KE62, by Bill
Seligman, Yhat he did was the fine old rhetorical trick of setting up 2
straw man to attack, Specifically, what Bill did was to set up three
hypothetical situations in a hypothetical game, and then asserted what he
and I would do in reacting to them. The problem with this technique is it
allows the user to set up his opposition to be knocked down, with total
disregard to the true opinions of his victim. And the methed is very
difficult to defend against, since by the time the victin responds to the
attack, the audience has already formed an impression of the vietim's
position on the matier that is almomt impossible to totally erase, even by
a full exposition of the trte state of the matter.

This was a personal attack, regardless of ite disguise as a gaming
discussion. Bill's reasons for wanting to start a perzomal feud are unclear
te me, but in any case they are irrelevant--this kind of thing cannot be
tolerated in an APA, for it cuts to the vitality of the instituftion. The
purpose of ALE, or TWH, or any of the other gaming 4PAs, is {o promoie
discussion on gaming topics. Attacks on gaming theories or systems ave
perfectly allowable, since that is what the APA is for, the thorough analysis
of ideas. Personal ridicule, accusations concerning personal habits (such
as the assertion a while back that cne contributor was on drugs), and the
like are noi what keeps people coming back for more, either as & contributor
or as a subscriber., Attacks ad hominem have already established the bad
reputation of a prominent game designer-~we need no more of that here.
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RUNEQUEST CQMBAT REVISTON

Both Bill Keyeg and I have published suggested revisions to the RQ combat
system designed to overcome a problem ihat exists with highly skilled opponents,.
particularly at the master level: Practically every hit is parried, and the
fight goes on wntil somebody scores a couple of critieal hits, or the leser has
all his weapons broken. Bill's proposed solution to this problem {which essen-
tially boils down to speeding things up to a more playable rate at the expense
of a certain degree of realism) incorporates the proliferation of special hit
rules that appear in RQ2 (impalement, slash, and crush rules). I wonder whether
it might be possible to both solve the master defender problem and simpliify the
combat system further at the same time. I suggest the following system:

Normal Hit Rule: The attacker must roll at or under attack skill with
that weapon in order to hit the oppoment. Damege is normal, rsduced by any
armor or magical protection worn by the opponent.

Exception: A normal attack is blocked by a normal parry by the oppoment.

Special Hit Rule: If the atiacker rolls 20% or less of normal attack
gkill with that weapon, one of two resulte follow:

(1) If the defender failed to parry, the attack does double demage rolled.

(2} If the defender rolled a nmormal parry, the special attack penetrates
the normal parry, doing ncermal damage.

(2) & special attack with a missile weapon or with an impaling hand
weapon both penetrates & normal parry and does double damage rolled.

Excepbion: A special attack is Dblocked by a special parry -{(a roll of 20%
or less of normal parry skill with that weapon or shield).

Critical Hit Rule: If the attacker rolls 5% or leas of normal attack
gkill with that weapor, the atiack is not ,only treated as a special hit, but
the damage dore is not reduced by any armor or magical protectien worn by
the opponent. A special parry does not block a critical hit, but it doss
reduce dsmage from a nonimpaling hand weapon i¢ regular damage.

Exception: A critical hit is blocked by a critical parry (a Toll of 5%
or less of normal parry skill with that weapon or shield).

Fumble Rule: The fumble rules for hits and parries in RQ2 apply.

The essential idea behind the special hit rule is that as your attack skill
increases, so does your chance of overcoming your opponent's defenses, despite
the opponent's increasing skill from experience. Beginners will have a chance
to penetrate their opponents' sttempts to parry blows, but as a practical matier
this is not geing to be a very great factor in combat. Between masters, however,
even if the oppoment has a $0% parry the high attack skill of the attacker means
that the attacker has a pretiy decent chance of getting through a parry. This
strikes me as being both an improvement in playability and a rule that does not
offend my sense of realism too bedly. It alsc embodies the principle that
offense is stronger than defense, but balances this by alliowing equivalancies
at all three levels, so that a parry will work on each level of attack.

I intentionally eliminated the impalemeni, slash, and crush rules. I
dislike them both for the additional complexity they add and because I think
the profusion of additional-damage rules is unnecessary in any campaign in which
armor is kept down o reasonable levels. T did pub in 2 mild impalement rule,
giving impaling weapons double dsmege on a special hit always, but this does
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not make impaling weapons so much the weapon of choice that they were in the
original RY rules. And because of this, there is no need to add "egqualizer
rules such az the slash and crush rules in RQ2. I adopted a double damage rule
instead of the full-damage-plus-normal-roll rule because it results in lower
demage, on the average. This is in keeping with my aversion to high-damage
rules in a CON=HP game, It alsc is more reasonable, in my opinion, with the
really high-damage weapons, such as the greatsword and halberd. One thing 1
was trying 4o achieve was a set of rules that could be applied to everything,
without having special rules for different kinds of wespons, so I couldn't
disbinguish light weapons from heavy ones that way.

The gpecial hit rule for missile weapens igs a mild innovation. It makes
them egquivalent in damage to a special hit from an impaling weapon, which means
they always get the double damage benefit on a speeial hit, a normal parxry does
not reduce damage to normal. Migsile weapons are always badly underrated in
FRP rules, in my opinion, since they really ocught to be doing far more damage
ihan hand weapons. This rule gives them a slight edge over normal hand Weapons.
Another approach would be %o make missiles oritical on a 10% instead of a 5%,

but here I chose to keep to uniform rules. You only have so much room on your
character sheet for keeping track of various rercenteges . ¥

The critical hit rule is pretiy much ag it is in RG2. The two major
changes were to allow a critical hit to penetrate magical as well as physical
armor, and to key it to the special hi% rule as a special case instead of
& completely separate rule. The original idea for critical hits was that you
manage t0 put your weapon where the armor wasn't, sinee in RQ thé armor isn't
& complete set of late medieval plate, but rather has geps in it where a good
shot could do damage with no reduction from the armor. There is no such
rationale for penetrating magical protection, such as a Protection L spell.
Just lake my word for the effectiveness of the critical hit, OK? The rule is
intended to allow anybody to have a faint chance of penetrating even the mosi
completely protected cppoments, and it seemz to me that for this pelicy to be
effective, critical hits must penetrate magic, too. The coordination of this
critical hit rule with the special hit rule is to do away with the transition
problem in the original rule, where somebody with Armor I got (say) six points
of damage not reduced by his flimsy armor while his unermored friend took 12
points because of the nc armor, double demage rulée. This revision puts the
double damage normally at the special hit ares, with it carrying over %o all
critical hits, plus taking away armor protection, This treats the defenders
in differing types of armor, or no armor but magic, more equitably.

If you feel that a double damage rule doesn't do sufficient damage, then
if the current rule for impalement were applied 4o all speeial hits (full
possible damage for the weapon plus a regular damage roll for the weapon plus
any personal damage honus) I recommend that for weapons that do multiple dice
of damage a special limit of one full die of damage of the size used for that
weapon, plus a regular damage roll. This is to eliminste the idea of a
halberd doing 18 + 3D6 points of damage, by changing it to 1D6= 6 + 3D6, instead.

- ¥inother approach for missile weapons {arrows, bolts, pellets) would be to
give them a special 20%/5% rule: On a roll within 20% of atiack skill you get
a2 critical hit, and on a roll within 5% you get 3z damage instead of 2x. This
simuiates their superior ability to penetrate armor without going tc a2 massive
ordinary demage rule. s
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BOSEONE REPORT

BOSKONE is the regional science fiction convention put om in Boston, M4,
by the New England Secience Fiction Associaiion every Washington's Birthday
weekend. It is distinguished by interesting guests of homor, an excellent
art show, exciting weather (sometimes),'and in general ig one of the better
cons, for which reason it is alsc one of the larger omes. It also atiracts
a lot of people associated with the FRP APAs, and is therefore a gathering of
the clan, even though it is not a gaming convention as such. Recommended.

We got a one-bhedroom suite this year, one bedroom plus one parlor for
parvies and gaming and oceasionally sleeping. is proved fortunate, for the
original group of four grew to séven by con time. "We" consisted of me,

Kent Bloom, Regine Cohen, Phil Davis, Greg Maples, Nicolal Shaperc, and

Dearma Sue White. The Sheraton-Boston did ite traditional paper-shuffling

on our reservation with greater than usuel creativity, but we ended up with

a reasonable approximation of what we were supposed 4o have. It may be that
the regular staff did their best to prevent such a large accumulation of crazies
from being put together, but got overruled by the weekend staff when we arrived.

The whole trip was characterized by a higher level of the sillies than is
normally noticed, even in this group. It guickly became apparent that we had
to keep Phil and Deanna apart, for example, because Deanna kept having attacks
of the giggles ... it was that kind of weekend. On ile ‘other hand, 1 have that
problem with Phil, too. Dangerous man. One time, at the APA party, Dearna was
laughing so hard that I had to fake her glass out of her hand (just in time,
she then sat down on the floor and dissolved into giggles). 4 good time was
had by all. I think.

The APA suite was larger than usual this year, as Mark Swanson and Co.
had rented the end of a hall, getting several rocms {including two pariors)
to hold 2 small army for sleeping and having a large party suite in the bargain.
{That actunally malkes good economic sense, since in our sulte we ended up paying apiece
for three nights what a single room would have cost for ome. OfF course, you
have tc put up with having a lot of peopie in your room, but it's (K as long
as you are all equally crazy.)} I never really got a good feeling for how many
people were there, but I expect you'll hear from those who write for the APAs
reporting in. Having the two rooms spread the crowd out so that we weren'i
as jamred in as usual, which was a good thing. By the end of the evening,
part of the crowd was in one room talking and the other half was in the other
room with the deor closed, filking (singing fennish folksong versions called
filksongs, for those who are unfamiliar with the word).

Jihad Fandom took a great leap forward at the APA party (it will probably
disappear guietly into the desert by next year, but that's a different matter).
It 2ll started during a game about a month ago which burned itself into my
memory because the nonparticipants were laughing straight for sbout two hours,
inciluding myself. During the conversation on the trip up, I told the stoxry
to Kent, and was still thinking of it and so told it again to a group at the
APL party, which was the same day. After that, it sort of spread ....
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The game tock place in Phil Dayia's campaign, although it wasn't really
comneoted with the Arachunidae business (at least, not exactly). Greg Maples
told Phil he wanted to start s character building a power base somewhere, and
one place was out in the desert among the bedouins @n the great sali desert
created during the Short Wap by a wall of ocean that came up from the south
when that part of the continent sumk under the sea). fThis happened to be only
2 few days' ride out of Arachnidae, and thus was of interest to that group, who
on their own did some Qiplomatic pushing to get the affected tribes to move
south, but that's a minor part of the story.

The problem with being Mohammed in the desert is that it requires more
dedication and isolation than is really consistent with gaming--that was the
nub cof the problem. In order tc game the character, the character had to go
off to other parts, since outsiders didn't survive penetrating the iribe and
nobody else wanted to play bedouins, being invelved in other things already.
S0 Low'iatt tended to g0 off on side trips, theoretically gathering informatien
for converting other peoples.

Low'iall came in from offworld as something of a bumpkin, but decided to
climb a moumtain and take vigil there. The god who came 4o investigate was
Indra, the Hindu god of war, and Low'iall thereupon became a fanatic of Indra.
In turn, Indra gave him a gift, an elephant (a beast umknown on this world).
Low'iafi went +o Lenduwark, an inp and market with reliable and less reliable
merchants, and went unerringly to Flako the Magician, source of the weird and
wonderful (and freguently just plain weird). The shoes of Speed came with an
additional quality, leaping. So when the pecple of Arachnidae saw Low'iafl for
the first time, he wes seated on a large weird beast that lept large distances
in a single bound, yelling "INDEAIIIIY and disappearing east through the pass
toward the desert,

Time passed. Every now ond then, stories would come back in caravans
of strange behavior among the bedouins, with riders yelling "INDRAI1II®,
praying five times g day, and other peculiar activity. The closest waterhole
was held by a tribe that had converted to Indra, and there the Prophet lived.
There were also tales of a wilder trive a bit Farther off that had zlso been
converted. Hmm. Rithsel] arranged for some intelligence gathering in the
desert. So did Baliair. They compared notes cceasionally, and decided thas
it didn't geem 4o be a threat, especially after Low'ia#t had come by to talk
and express his intentions of leaving Arachnidae alone, dealing only with
the desert tribes, (fctually, had Tow'iali been & NPC we probably would have
wiped him out, since he zmight prove a thom in cur side eventually. )

Phil determined that the wild tribe had not been kept sufficiently umder
the thumb of the Prophet. While Low'iatl was away, the wilders took it upon
themselves to tonvert other tribes by the gword, and to attack caravans for
the same purpose. This quickly brought retaliation, as the HEigh King of the
bedouins and the nation whose caravans had been killed both hired asgassins.
Many assassing.

The firat that Greg kmew about this was after a perfectly calm expedition
on 8till another part of the continent. We had wrapped things wp and were getting
Teady %o Jeave when Phil turned to Greg and asked him to Toll & D20. He soited © |
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within the percentage Phil had set himself for the first assassin locating the
Prophet; and Phil +0ld him he saw a bedouin riping from the sand, yelling "Dief®
and shooting him with a crossbow. Iow'ia#l limped home to the tribe. & few
days later the same thing happened (Phil had Greg roll a D20 each day for an
encomnter with an assassin). This time, the bolt was poisomed. Tow'ian saved
against the poison, once again killed the apsasein, and got back to the tribe.
The third iime, Low’iaz# didn't save against the poison, and was carried back

to the tribe by the elephant,unconseious.

Low'iati decided that it was time Yo go to a safer place until he could
discover what was going om, and left for Iandmark. There he bought the use of
some information-gathering personages (spys) and waited for results. While
he wag waiting, room service knocked at his door, and he let them in, Boom.
Called the desk and reported "Help, I've been sho}!" This occurred in one of
the highest-security places on the continent, and the response wes the owner
himgelf, who offered Iow'iall free lodging and protection while he wtayed in
the imn. There was another gttempt inside the inn anyway. Rod the Cudgel,
owner of landmark, was Not Pleased.

Iow'iall eventually found out about the two slaughtered tribes and the two
attacked caravans, and summoned the wild tribe 4o report to him at Landmazk,
They arrived with the assistant chief leading them, the chief having been
killed on route in a sandstorm. ILow'iaf questioned the new chief and confirmed
what the wilders hed been dcing. So he had the chief memorize s message to
the High King of the bedouins which, reading between the lines, amounted to
"here they are, take care of them yourself". The new chief cried "It shall
be done! INDRAIIIIIY Then he took his bow from his back, He anmounced "I
shall never use a bow again until this mission is accomplished, " and broke
the bow over his kmee. KA-BOCOOOOM. That wes a 26-charge final strike from
a well-disguised assassin, who had replaced the assisiant chief after kiliing
both him and the chief during the sandstorm. When Iow'iall made his =ave and
survived that attack, the rest of the tribe was very impressed.

By then, low'iafl knmew that the assasging were from the 014 Man of the
Mountain, one of the two assassins guilds kumown. The other guild had been
bought off t¢ remain neutral for 10 million gold. It looked like Iowtiafl
was going to get killed sooner or later, leaving the tribe of wild crazies on
the loose. §e Iow'iall decided to go down fighting, leading the tribe on a
doomed jihad sgainst the 014 Man of the Mowntain. The tribe went wild with
Joy. Rod the Cudgel locked at Low'iaHl with grudginsrespect and 4id him a

favor for putting an end to the assassins getting into the imm despite his

very good security (bad for business), amd did Something that produced a total
duplicate Low'ia#, down to the Rainbow Bow that appears in his hand at will,
another gift of Tndra. Interegting--we don't know how he did that, but his
talents include being a 130 mage. Anyway, this put a new fmce on the situation,
with the jihad being to %ill off the crazy fanatics to make the desert safe

for conversion of mere sengible tribes to the Way of Indra, with the Prophet
going wnderground for a while to let the assassins decide they had accomplished
their mission of killing Low'iatl.

Off they went across the desert, with Greg doing three D20 rolls at a time
to speed up finding out when assassing or other encounters would happen. I
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can't reproduce the way this was done satisfactorily, it would reguire videctape.
What Phil was doing wes every day no encounter happened, he would move his hand
horizontally to depict riding, with 2 leap end a "JIHAAAD!!!™ in the middle, so
& group might go like this: "Gallop, gallop, JIHAD!, gallop, gallop, JIRADI,
gallop, gallop, make a saving throw, please ,..."

Pnil was becoming inspired as all this developed. He had originally pre-
planned only a handful of agsassins, figuring that Iow'ia#l was going to bite
the bolt early and that would be that. But after the Prophet survived the eariy
attacks one way or ancther, plus the fact that Tomr Filmore and I were lavwghing
bysterically at Gregis expressions and Phil's, things kind of grew in the telling.
Low'iall wvas Tinally killed for rveal in the middle of the desert, but Phil twmed
to Greg and informed him that his 112 cleric follower had taken a dagger and
cut his belly open after the sttempted raise dead failed, and ILow'iafl was alive
again, Indra had approved of the sacrifice (Indra's comment was "hhsh, rerimsi?).
This happened again a few days later. This time only @ lower level cleric was
available, sc if{ took the cleric plus a warrior sacrificed o get ILow'iafl back.
4%t the edge of the mountains it heppened again, requiring this time the last
cleric and three volunieers 4o work. Greg's mind was slightly boggled by this
time (so was mine!). Back on the horses--JIHAD!T!

The surviving fanstics and Low'is# made it up to the 013 Men of the Mouniain,
wourld you believe that? The 014 Man captured low'iafl, rearranged his brains
slightly, and sent him after the High King of the Bedounina. JIHAAAADI!IL]

Cnly zbout & dozen of them made it halfway back across the desert to the ecamp

of the High King, who killed them all, but raised Iow'iatl to guestion him.

The King then put low'iaft inte a crystal cube and sank him L0O' below the sands.
Low'iat tried {o dig his way out, being entirely gonzo by this time, and rolled
"00" on D100, proving again the mexim "The dice know". FPhil ruled thai low'iafl
found himself orn another plane in front of Indra himgelf, whc loocked at him with
approval for his conduct of the Jihad, and ment him off om & misgion on that
plane to a palace or temple full of monkeys, to cut off the limbs of all the
monkeys. That should keep him off the streets for about 200 years.

The story was well received by the audience, receiving several "JIHADs"
end an "INDRA"™ from the fans. But that wasn't the end of it. Periodically
you would hear an occasional gigele and a "JIHADY® off gomeplace. This
carried over into the following days, when you would never know when you
would run into somebody in the halls who would greet you with s “JIHADY.
Saturday night, we were ruming twe gemes in owr suite, one in the parlcr
and one in the bedroom. The parler group reached a break in the game, filed
into the bedroom, yelled "JIHAADIII" in chorus, and charged back sut of the
TOOWm .... And I understand that somebody saw Several youngsiers on Sunday
running through the halls yelling "JIHAD®, VWhat have ] done? Don't kill the
messenger, It's Not My Fault!

The story had its original iniended effect of destroying Greg's and Philts
credibility, so after that they fit into the party snd seemed %o have a good
time'meeting other Strange People. Mar¥ Swanson at one point asked me the
question that had been burning in his mind (and doubtless other peoples'),
whether the PCe or the fortress was in control at Arachmidae. I lavghed and
told him it wasn't nearly that simple. Actually, the fortress itself is in
control of some things it lets us use hecause it comsiders us citizens and
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officers, but ncne of us have the highest levels of clearances regquired for use
of some of the deepest secrets, and probably never will be--it takes an imperial
officer to issue that clearance. We even know where some of the neat giuff is,
only we can't get at it safely (you want to wrestle two death golenps and 2 dozen
Mk6 military robets?) In addition to these complications, we have Marcellus,
Eaperor of Notor, ito worry about, since he's the biggest military presence in
this part of the continent, and we have a pile of hig ex-citizens as settlers
here. Then there's Merek the Merchant Prince, who also happens to be the highest
level mage we know about (he paid off a party of advenburers for a small favor
they had done him by writing each of them a scroll of LL7 Dispel Magic). Control?
What's control??? Phil told me before the con that he plamned to take Glenn
Blacow agide and explain the whole setup to him, so that Glenn would spend the
re8t of the con smirking at me ....

Saturday, we ate at the coffee ghop and wandered out to Brenbano's, which
was having a paperback book sale, and the Papsrback Booksmith store down the
street (vhich I always visit when I go %o BOSKONE, because it stocks a lot of
imported boocks I can't find in D.(.), and then back to the convention. We didn't
find much in the dealers' room, largely because ROSKONE is badly timed for new
books, falling in the slack period between publishers! shipments. Tt's still
a good place to look for used books and jewelry, gculpture, and cdd items your
store doesn't carry., I also picked up my missing subscription copy of the
first (and possibly last) issue of the large-format (8%x11) GALAXY magazine.
The publisher zssured me that aubscribers’ copies were being meiled out slowly
ag they got the money to do it with, the initial mailing having stopped half
way through when they ran out of operating funds. Ee algo said they do plan
future issues of GALAXY and GALILEQ later in the year. One may hope, but I
have my doubts. Tt was nice ¢ run into them, however, as that issue never
reached the newsstands in my area.

When we got back to the room, we found that John Syms had a group getting
organized for their game in the parler, so we wandered out again o see the
art show. It was, ag usual, of better than average gquality for an SF con, and
had meny paintings and a few pieces of sculpture on exhibit {and for sale).
I made my eaving throw, and didn't bid om a $300 painting that T liked a lot.
sigh. After spending a couple of hours in there, we went back to the room to
wait for pecple to assemble for dinner. The parlor group had left when we got
in, but we still had a large party {around a dozen) when we got going down the
street to the Ammenian restaurant. But when we got there without a reservation,
they turned us away, so we went up the street to the Vietnsmese restaurant which
welcomed us, explained that they hed no seating, and would we wait a few minutes?
They proceeded to roll up what T had thought was a decoration on the wall and
set up a table in their other dining room, which was not then in use. XNice people.
Dinner was excellent, company was excellent, and for some of them proved deduct-
ible as a business expense. We had with us a representitive of the company that
publishes COSMIC ENCOUNTER who asked whether we kmew of any games that were
locking for a home, sc Iee Gold told him about REVENGE, a strange combination
of MOROPOLY, DIPLOMACY, RISK, and a certain asmoumt of craziness. Maybe i%
will finally get published--it's been kicking arcund in cheap mimeo copies
that give the rules plus instructions on how to build your own set for several
years. I thirk that, given the right publicity, it should be very popular
on college campuses,
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I forgot to mention that the APA party was in celebration of TWH's 60th
issie, and thus of the survival of the magazine for five years. It was also
an occasion for gathering with editors to collect the latest issue and /or to
deliver your contribution for the coming issue. A1l four of the TU.S. FRP APAs
were represented, with Iee Gold for ALARUMS & EXCURSIONS, Robert Sacks for
PANDEMONIT! (APA-DUD), Micolai Shapero for THE ILORDS OF CHAOS, and Mark Swsnson
for THE WILD HUNT and as host of ithe party. This was the traditional Friday
night gathering that Mark has hosted for years. May he last for many years more.

We came back from dimnmer Saturdsy night and went up to the room for a game
with Dan Pierson running Terrizon for the first time in a long while, since it's
a D&D dungeon and he has switched 4o BQ. We discovered that John Sms‘s group
was resuming their afternoon game in the parlor, so we went into the bedroom +o
get organized. The trip was a long one that never got vexry far, but it was of
interest for all that, at least for people who like fights. We got only into
one of the defensive roome on Terrizon's fearsome Second Ievel, which is designed
to eat high level parties. Ours had a L15 dwexf cleric (Greg Mapleg's McOdin
Thor-touched) and a 113 fighter (Phil Davis's Philip Dexter), both of which were
heavily equipped; but the rest of the group averaged around I8. As a result,
the group proved wmable to punch through the {ahem) chutney in the reception
room to get into the central ares where the really tough monsters resided.

Part of our problem was the lack of a group leader, I think. ¥obody thought
to organize that, end mo when we were hit by an ambush we didn't have ceniralized
command, but ended up fighting disorganized melees in the room and the side
corridors. T think that came from lacking dedicated wargamers in the group,
but Phil is a wargamer or wae at ome time (so was I, for that matter}. 8o it goes.
What happened was that the room was a 50'x501x20f hall with nothing of note inside,
Careful searching revealed a ledge rumming arcund the top of the room's walls, on
which stood six miniature figures 1" tall, per wall. They were magical, of course,
but we decided to leave them alome. Further search found two secret doors &t the
same time they found us--opening from outside to admit LB fighters with crossbows
shooting quarrels of gient punch and throwing javelins of draining (D3 permenent
CON loss, no save--AAARRRRGGGGGHHHEE) plus lots of point damsge. Not Nice People.
At the same time, the manniking jumped off the ledge 1o the floor, but we were
too busy {o pay much attention to them, even though they ran to asttack the next
round, being then 2% +all,

Fortunately, half our party could fly, and thus avoided the mammikins while
engaging the fighters who ambushed us. The mammiking did prove remarkably resist-
ant to megical attack, however. They also kept doubling in size every round, and
eventually it sunk into us that they were the major opposition. They stopped
growing at 64" height, having then storm giant strength and losing their magic
resistance (fortunately!) We had finally finished off the guards and most of
the mannikine vwhen the obvicus door opposite the door we came in from opened to
reveal the Spectre Lord (110), who ordered us %o leave forthwith,

Thig presented several problems. First, we hadn't gathered up our dead yet.
Second, we hadn't looted the enemy dead fo replace the extensive gear we had used
up in the fight, ourselves. Third, we had a dwarf clerie¢ who charged the Spectre
Iord, a fighter who had a thing about undead (Phil's), and my own character, who
had a holy sword purposed against undead (who fortunately had her hands full of
recovered dead party members and thnis mever got a chance to charge the Specire).
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Why is it that I always end up in a party that has at least onme member who has
o attack the grose monster that anybody with common sense would cut his logses
and mm eway from? Humph. 8o we fought. Iuckily, the dwarf cleric hagd a
device that aliowed him +o sugment the Dispel Evil spell he cast, which broke
the morale of the Spectre Lord. Not dispelled, mind you, only fled--had we
pursued hinm he would undoubtedly have recovered and eaten Be, Along with his
friends, for there was undoubtedly a full recepiion committee ineide, since
this room was only designed to soften up & high level party, not stop one,

We proceeded to collect what we could and withdrew.

It wae fun--thank youn,Dan, for egreeing tc run what you haven't been
interested in for over o year. I kind of wigh we had brought a low-level
party and wandered around the first level so Puil could have gotten more of
the flavor of Terrizon, but you never kmow how things are going o work out.
This $rip is only one of several .I have been in at conventione where the QM
hag set up something really powerful and ended up Tunning it againgt a group
that is much less powerful than the geenarioc was designed for, which suggesis
that people preparing tc mm something at a2 convention night congider either
flexkeying the scenaric to vary it to match the party, or bring several
scenarios at different power levels.

That is what Glenn Blacow normally does, and Phil Davis did in preparing
in case there was a call %o run for a group. I think Glenn 4id run st BOSKONE,
but we were tied up and couldn't make it thie year, despite his offer. You
can't do everything (aw, why not?)--catch you next year, Glenn, Phil was too
busy running in games to run for anyone elge. Incidemtally, T didn't keep &
trip sheet for the game, g0 I can't list who played in either of the games 1

- was in at BOSKONE, or their characters. T'm not g’o/ing te try to do that by

mewory, it was too embarrassing doing that for the ROREASCON report and leaving
people out by mistake.

Dant might be pleased +o know that FPhil was so fascinated with the manmikins
he plans to add them, ard variations of them, to his campaign. After all, he
already has a major NPC who has a golem factory, so why not expand with a new
tine? Just what our characters are going to think of this is another matter.

The game broke up about the game time as the parlor group’s, a scouple of
hours before dawn. Most of us decided to skip breakfast because we had arranged
for the traditiomal pigout at the legal Sea Food restaurant six blocks from the
hotel, and knew there was no need for Enacks ahead of %ime, At Iee Gold's wise
advice, we headed for the restanrant at 2 PM, well ahead of the Sunday crowd,
and were rewarded by being able to be seated as a group instead of in small
tables of Ii~6; there were 15 of us (which, again, I will make no attempt to list).
Service was excellent (which is unusual ), food was excellent {which is expecied),
and a good time was had by everybody but the fish. We left around L:30 after a
leisurely, relaxed feast. On the walk back, I discovered that there is amother
Paperback Booksmith store, near legal, which I will have to include in my rounds
next year, probably hitting the B. Dalton's and Waldenbocks in the same block
for thoroughness. 7T am, admitedly, addicted %o books.

The mob broke up back at +the hotel, going their separate waye, and & group
of us headed back to our room for a demonstration game run by Ficolai Shapero
of BY THE LIGHT OF OTHER SUNS (BYLOS), otherwise known as RUNES IN SPACE from
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its origins in a RG grour that wanted a SP RPE and tock the R rules as their
Jumping-off point. NWicolai hended me a copy of the rules at the con to read

for comment, all 300+ pp of them, but for the demo he handed out pre~rollsed
charseters and gave us a verbal description of each of the races we had and =
brief rumdown on the rules as we needed them. We actually didn't get into _
any situation where we npeeded to know the rules, as it turned out, that couldn't
be handled by simply asking the GM what cur alternatives were in a given sit~
nation.

We ended uvp as the 12-member crew of an armored scoutship on an exploratory
mission into umkmown gpece. The crew is divided intc ship crew and ground crew
80 that you could have somebody to play in ship actions in the gpecialties neces-
sary then, and ther on the grownd for exploring omece you get somewhere, leaving
the ship crew with the ship. (4 ship captain who pulled = "Capt. Kirk" and went
down with the sxploratory crew would be court-mariialed for incompetence.) We
had far more encounters on the trip than would normally happen, so that we could
get exposed to the flavor of the geme fagter, which also made the demo game more
exciting than is ueual, I guess. On the other hand, it is also true that what
we were exposed to was a perticular GM's operation and imagination more than to
the operation of the game rules, which made the trip as a demonstration of a
gane somewhat imprecise in terms of a eritigue of the geme itself. Such is life.

On this trip we had Deanma Sue White along, playing her regular campaign
characters. I wish I could be around to sce what the effect of this trip is
likely +c have on Nicolai's campaign, because we ram into mome Interesting Siuff.
The first encounter showed a ship coming toward ws in FIT {as we were) at about
our rate of speed and about our mass. Bome-real or some mirror effect? ind, if
real, do we (1) shoot, (2) run away, (3) +alk? The point to the scepsric is to
let the players make their own mistakes .... We elected to talk, and after some
difficulty establishing comnmumication, in which my character succeeded with one
of hig skills in matching systems with the other ship, we found that we were
faced with another exploratory vessel similar to ours headed in the direction
cf our sector of space trying to find other parts of the broken up Hegemony of
which our world is a member of a different group. Whee. 8o we arranged a
neutral meeting place and time for representitives of the respective goverrnments
to meet, and proceeded on.

The next encounter was with something about our mass, four of them, moving
much faster than any engine we know of could drive them--we were crusing at about
30 and they were doing about 250! We changed course slightly so that they would
Gross our course shead of vs, instead of meeting us. Then Deanna's Tilas ehar-
acter (unique to Nicolai's campsign, as the Tilas arve not a race in the BYLOS
rules) used her extended~range telepathy to attempt to listen in on the strange
ships, and they proceeded to cheangs course in our direction. Her report was
that all she could pick up was “aumusement®, I think (it may have been g},
They ended up travelling alongside of us while we talked, silvery elipsoid ghapes
the size of our ship (15,000 kg)--space dolphing, which had been seen before but
never contacted. As we “falked" via the Tilas, the engineering officer (Phil's
character) reported that we were travelling at 60 at substantially less power
than we normally use while crusing-~the dolphins were earrying us along with
them, fortunately in the divection we wanted to go. The Tilas decided to ask
whether she could meet them again, a year later at 2 place of their choice.

_Place? ¥hat's that? The dolphins's perception of FIL space was very different |
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from cur's, it seems. They said they would meet with the Tilas (it still isn't
clear whether they comprehend that the Tilss was ingide ocur ship instead of
being ocur ship), and "dived" into the fubure away from us. So Deanna geis +o
rlay a scenario a game year from now of trying to find the dolphins again in
that area.

We went on, and cur next conbact was a big one, literally as well as fig~
uratively. We picked up the Ybow wave™ of something laerge zhead of us, ang
decided to evade by flying at a 90-degree angle to our regular course while
measuring the nature of the wave to analyze the mumber and size of ships that
made it. Initial measurements showed over & hupdred ships, including three or
nore of asteroid size! Iet me out of hereii! Further checking revealed seven
Home Ships, z number of battleships, crusers, destroyers, scout ships, and
miscellaneous vehicleg in convoy at the speed of one light--recoznized as one
of the major rese’s flests and nome, having no world of their own due to the
last war., We had 2 rumin with one of their picket ghips {we nearly ran inte
the gilly thing), which squawked and produced three desiroyers hunting ug,
but we evaded them and went on, hoping to survive to give a vepori, but sending
2 message torpedo homewsrd as insurance.

We Tinally arrived at the system we were %o explore, and systematically
took measurements of the sum and each of the planeta until we headed for #6.
There we encountersd a ship of our cwn part of the Hegemony that was damaged
and lacking star maps needed to get home. We copied our meps for them, provided
medical treatment, and had gome emcoumters with the other crew, and then moved
on Tor the planet, This proved s real weirdo, oxy/hitrc atmosphere at a temp-
erature that produced oxygen rain at night. on the planet's surface, we de-
tected a crashed ship that siill gave out faint POW readings. Bm. 3But no
life readinge., Hm. We landed, and were faced with 2 deathirap we hadn't
anticipated, which fortunately the first character out (Deanna‘s, instead of
our demc characters!)} 3id not get caught in--the surface was icy, and had a
character slid and fallen on it, the heat of the body would have produced a
chemical explosion that would have killed anycone by ripping the spacesuit
apart.

Careful exploration of the erashed ghip revealsd two nuclesr electrical
generators for 1is equipment and life support, but no engines. The front half
of the ship consisted of one large rcom with ten seats and panels., One char-
acter volunteered o sit at one of the desks, and had his mind expanded so that
he reported veing able to perceive POW sources scross +he sector before he died,
of overload. This was a ship of the ancient civilization that had destroyed
worlds and suns in their final, cataclysmic psionic war .... 411 research into
that subject is now under government control in the Hegemony. We brought the
sitip uwp from the surface by using our drive as & tractor beam, stored it along
with the shuttle, and went home o 12t scholars play with it. WYe never did
figure ocut what happened %o its crew.

It was a very enjoyahle game--tharks to Nicolai for running for vws. By
next BOBKONE the rest of you may be able o buy the game, as there is z good
chance Chaosium will publish it, We Tinished at around 2 AM.. too tired to
start another game, and wrapped things up for ihe night, kmowing we would
breakfast and go our separate ways in the morning. I had 2 marvelocus time all
weekend, thanks to all of you who were there. Iet's do i% again next yearT



