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This is Book 2 of the GURPS Basic
Set, Fourth Edition.

Why two books? The last edition,
after all, was a single book of 256
pages, plus the Instant Characters sec-
tion.

The short answer is: we added a lot
of material. Which translated to a lot
of pages. This new edition brings in a
great deal of material that’s either
brand new or previously appeared in
other books (especially the two
Compendiums). This new Basic Set
weighs in at a total of 576 pages, more
than double the length of the last edi-
tion. That's quite a stack of paper.

We could still have done it as a sin-
gle book. But for two reasons, we did-
n't. First, that would be a thick, heavy
book, suitable for stopping bullets but
just a bit unwieldy to use. And second,
it would be an expensive book. Really,
too expensive.

By dividing the manuscript into
two parts, we were able to get every-
thing that a player has to have into
Book 1. That book has the basic sys-
tem rules and everything for character
creation. What it didn’t have, in the
early drafts, was any combat at all . . .
so we added a section with the basics

GURPS
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of combat. Now a player needs only
Book 1 to get into the game.

Who needs this book? Well, first
and foremost, the GM. This book goes
into detail about physical feats and
combat. It also covers vehicles and
technology, animals and monsters,
world design, and Game Mastering.
“Tool kit” chapters let the GM create
new creatures (and even PC races),
artifacts, character abilities, and
entire game worlds.

But it's not just for GMs. Players
who enjoy detail and who want to par-
ticipate in the creative side of the
game will definitely find this book use-
ful . .. and so will players who want to
become GMs someday. The point is
simply that it's not required.
Nevertheless, the books are intended
to work together. The pages and chap-
ters are consecutively numbered, and
the index covers both books and is
repeated in both.

In the final analysis, the answer to
“why two books?” is simply accessibil-
ity. We want the system to be easy to
play, easy to learn, and easy to get into.
By dividing the text into “necessary for
the new player” and “everything else,”
we hope we've made the new Basic

(GURPS)
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Set not just easier to carry around, but
also a better introduction to the sys-
tem. Let us know how we did.

— Steve Jackson

OTHER SUPPORT
AND GM TooLs

Game Masters will also find useful
material in the GURPS GM’s Screen,
which includes all the tables necessary
to run a GURPS Fourth Edition game,
copies of GURPS Lite and the tables
of advantages, disadvantages, and
skills from the Basic Set, Book 1, as
well as several variant character
sheets and other useful tools.

If you have access to the Internet

. and nowadays that’s almost a
given . . . there’s a great deal of sup-
port available, including:

® The free SJ Games webforums at
forums.sjgames.com.

® Pyramid Magazine, which, for
$20 a year, gives subscribers several
articles a week. A lot of these relate
directly or indirectly to GURPS. There
are also reviews, cartoons, and other
bits of data and inspiration.

® e23 is our electronic publish-
ing division. Browse over to
www.sjgames.com/e23/ and see what
you find. We have already prepared
dozens of PDFs, ranging from short
adventures to whole GURPS source-
books, and we get more ready every
week. This will be a very valuable
resource. You can purchase game
material online, in PDF format, in the
same shopping cart you use for your
Warehouse 23 orders!

® And, of course, the GURPS web-
site itself (www.sjgames.com/gurps/)
is constantly being updated with
information about all GURPS prod-
ucts in and out of print. One brand-
new feature will be implemented for
many GURPS books by the time you
read this: the book’s complete bibliog-
raphy will be online, and every book
that’s currently in print will have a
hotlink to amazon.com!




CHAPTER TEN

SuccCESS RoLLS

Whenever a character attempts to
perform an action (e.g., use a skill),
roll three dice to determine the out-
come. This is called a success roll. The
task in question succeeds if the total rolled
on the dice is less than or equal to the num-
ber that governs the action — most often a
skill or an attribute. Otherwise, it fails.

Example: If you attempt to pick a lock
with a Lockpicking skill of 9, you must roll
9 or less on 3d to succeed. On a roll of 10
or more, you fail.

Regardless of the score you are rolling
against, a roll of 3 or 4 is always a success,
while a roll of 17 or 18 is always a failure.

In general, the player makes the die rolls
for his character’s actions. However, the GM
may always choose to roll the dice in secret
— see When the GM Rolls (p. 344).

WHEN 1O ROLL

To avoid bogging down the game in endless
die rolls, the GM should only require a suc-
cess roll if there is a chance of meaning-
ful failure or gainful success. In par-
ticular, the GM should require suc-
cess rolls when . . .

® A PC’s health, wealth, friends, reputation, or equipment are
at risk. This includes chases, combat (even if the target is stationary
and at point-blank range!), espionage, thievery, and similar “adventur-
ing” activities.

® A PC stands to gain allies, information, new abilities, social stand-
ing, or wealth.

The GM should not require rolls for . . .

® Utterly trivial tasks, such as crossing the street, driving into town,
feeding the dog, finding the corner store, or turning on the computer.

® Daily work at a mundane, nonadventuring job. (To evaluate job
performance, make monthly “job rolls”; see Jobs, p. 516.)

Regardless of the score you are
rolling against, a roll of 3 or 4 is always
a success, while a roll of 17 or 18 is

always a failure.

SUCCESS RoLLS



When the GM Rolls

There are two sets of circum-
stances under which the GM should
roll for a PC and not let the player see
the results:

1. When the character wouldn't
know for sure whether he had succeed-
ed. This is true of all rolls to gain infor-
mation, whether through skills such
as Detect Lies, Interrogation,
Meteorology, and Search, advantages
like Intuition and Oracle, or supernat-
ural divinatory abilities. In this situa-
tion, the player declares that he is
using his ability and the GM rolls in
secret. On a success, the GM gives the
player true information - the lower
the roll, the better the information. On
a failure, the GM either gives no infor-
mation at all or lies (the higher the
roll, the more severe the lie), as appro-
priate.

2. When the player shouldn't know
whats going on. This includes most
Sense rolls, rolls to use Danger Sense,
etc. Suppose the party is walking
along a jungle trail. A jaguar is on a
limb ahead. The GM should not say,
“There’s a jaguar ahead of you. Roll to
see if you notice it.” Neither should he
say, “Everybody make a Vision roll.
Does anybody have Danger Sense?”
Either of these approaches gives too
much away. Instead, the GM should
roll for each character in secret. If any-
one succeeds, the GM can say, “You
notice a jaguar on a branch 20 yards
ahead!” If nobody succeeds . . . they're
in for a surprise.

MODIFIERS

The rules often specify modifiers
for certain success rolls. These bonus-
es and penalties affect the number you
are rolling against — your “target num-
ber” — and not the total rolled on the
dice. Bonuses always improve your
odds, while penalties always reduce
them.

For instance, the Lockpicking skill
description states, “-5 if working by
touch (e.g., in total darkness).” This
means that if you are working in the
dark, you must subtract 5 from your
Lockpicking skill for that attempt. If
your Lockpicking skill is 9, you roll
against 9 minus 5, or 4, in the dark.

A specific scenario might provide
modifiers to allow for the relative ease

or difficulty of a particular situation.
For instance, an adventure might state
that a lock is +10 to open due to the
fact that it is primitive and clumsy. If
your Lockpicking skill were 9, you
would roll against 9 + 10, or 19. Since
the highest roll possible on 3d is 18, it
would seem that success is assured.
This is almost true, but not quite - see
Critical Failure (p. 348).

Modifiers are cumulative unless
stated otherwise. For instance, if you
tried to open that primitive lock in the
dark, both modifiers would apply, and
you would roll against 9 -5 + 10, or 14.

See Culture (p. 23), Language
(p. 23), Tech-Level Modifiers (p. 168),
Familiarity (p. 169), Equipment

Modifiers (p. 345), and Task Difficulty
(p. 345) for discussions of common
modifiers.

Base Skill vs.
Effective Skill

Your base skill is your actual level
in a skill, as recorded on your charac-
ter sheet. Your effective skill for a par-
ticular task is your base skill plus or
minus any modifiers for that task. In
the Lockpicking examples above, base
skill is 9 in all cases, while effective
skill is 4, 19, and 14 in three different
situations.

The terms “base skill” and “effec-
tive skill” apply to all success rolls, not
just to skill rolls. When you make an

Default Rolls

When a task calls for a skill roll, you must have some ability with the

required skill in order to attempt the task. Ideally, you want points in

that skill . . . but an untrained person can take a stab at most tasks. For

instance, anyone can swing a sword — although only a trained warrior

is likely to have much success at it.

A skill that anyone can attempt without study is said to “default” to

an attribute or another skill. This means you can attempt the desired

action by rolling against one of your attributes or other skills at a penal-

ty. This “default roll” is just an ordinary success roll.

Example: Lockpicking skill defaults to “IQ-5"; that is, anyone can

open a lock, without training, by making a success roll against 5 less

than his IQ. If your IQ is 10, you can open an ordinary lock on a roll of

5 or less on 3d. The smarter you are, the better your chances — but train-

ing is always preferable!

The description of each skill shows what skills or attributes it

defaults to, and at what penalties. If a skill offers multiple defaults,

always choose the best one.

Example: Interrogation defaults to “IQ-5, Intimidation-3, or

Psychology-4.” If you're not a trained interrogator, you can still get

answers out of a prisoner by outthinking him (IQ-5), frightening him

(Intimidation-3), or playing “mind games” with him (Psychology-4). If

you had IQ 12, Intimidation at 14, and Psychology at 13, your defaults

would be 7, 11, and 9, respectively. Roll against 11, the highest of the

three.

The Rule of 20

If you have a basic attribute over 20, treat it as 20 for default pur-

poses. For instance, if you have IQ 25, your default Lockpicking skill
(IQ-5) is 15 - not 20. No such limit applies to defaults to other skills.

“No Default”

Some actions are impossible without training. Skills like Alchemy,
Karate, and magic spells have 1o default. If you lack the proper train-
ing, you can't attempt these things at all.
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Equipment Modifiers

The quality of your equipment modifies your skill
rolls for tasks that normally require equipment:

No equipment: -10 for technological skills, -5 for
other skills. Note that many skills cannot be used at all
without equipment!

Improvised equipment: -5 for technological skills, -2
for other skills.

Basic equipment: No modifier. This is the case most
of the time.

Good-quality equipment: +1. Costs about 5x basic
price.

Fine-quality equipment: +2. Costs about 20x basic
price.

Best equipment possible at your TL: +TL/2, round
down (minimum +2). Not usually for sale!

If you have “basic” or better equipment that is not
in perfect condition, the following modifiers apply in
addition to quality modifiers:

Missing important items: -1 per item.
Damaged equipment: -1 to -3.

Equipment modifiers reflect the quality of:

® Special “tools of the trade,” for criminal, military,
and espionage skills such as Disguise, Explosives,
Forgery, Forward Observer, Holdout, and Lockpicking.

® The contents of your backpack, for outdoor skills
like Fishing and Survival.

® Your instruments or lab, for scientific and medical
skills such as Alchemy, Diagnosis, Meteorology,
Navigation, and Surgery.

® Your shop or toolkit, for Armoury, Carpentry,
Electrician, Electronics Repair, Engineer, Machinist,
Masonry, Mechanic, Smith, and other skills used to
build or repair things.

® Your studio, for artistic skills — Artist, Jeweler,
Photography, etc.

Example: For First Aid skill, “improvised” might
mean leaves and clean mud; “basic,” sterile bandages;
“good,” a standard first-aid kit; “fine,” a crash kit
(found in most ambulances); and “best,” an entire hos-
pital. Missing antiseptic would give -1, while a first-aid
kit salvaged from a wrecked vehicle might give -1 or

attribute roll, defense roll (p. 374),
self-control roll (p. 120), etc., your
base skill is your unmodified score,
while your effective skill is your final,
modified target number.

You may not attempt a success roll
if your effective skill is less than 3,
unless you are attempting a defense
roll (p. 374).

TASK DIFFICULTY

If the GM feels that a success roll
should be easier or harder in a partic-
ular situation, he may assess a difficul-
ty modifier. This is separate from mod-
ifiers for the culture, equipment, lan-
guage, tech level, etc. of the person
attempting the task, in that it applies
to anyone who attempts the task. It is
cumulative with all other modifiers.

For instance, if the GM rules that
the only way to sway a particular audi-
ence is to make a Public Speaking roll
at -2, the difficulty modifier is -2. Any
speaker has -2, in addition to personal
modifiers (for culture, language,
Voice, etc.), when dealing with that
audience.

worse for damaged equipment.

Many skills suggest difficulty mod-
ifiers - e.g., the -5 to use Lockpicking
skill by touch - but the possible variety
of tasks is essentially infinite. Here are
some guidelines for GMs:

+10 - Automatic. Tasks so trivial that
the GM should waive the need for a
success roll, except under extraor-
dinary circumstances. Example: A
Driving roll to start a car.

+8 or +9 - Trivial. Situations where
failure is extremely unlikely, and
would require incredibly bad luck.
Example: A Driving roll to drive
around an empty parking lot.

+6 or +7 — Very Easy. Tasks where fail-
ure is possible, but would require
bad luck. Example: A Driving roll to
drive down an empty suburban
street.

+4 or +5 - Easy. Most mundane tasks,
including rolls made by ordinary
people at day-to-day jobs. Example:
A Driving roll to commute to work
in a small town.

+2 or +3 - Very Favorable. Mildly
risky tasks that most people
would undertake without hesita-
tion. Example: A Driving roll to
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commute to work in a teeming
metropolis.

+1 - Favorable. Tasks that most people
would hesitate at, due to the risk,
but that a career adventurer would
regard as easy. Example: A Driving
roll to compete in a road rally.

0 - Average. Most adventuring tasks,
and the majority of skill use under
stress. Example: A Driving roll in a
car chase.

-1 - Unfavorable. Stressful tasks that
would challenge a novice adventur-
er, but not an old hand. Example: A
Driving roll in a high-speed car
chase.

-2 or -3 - Very Unfavorable. Stressful
tasks that would challenge a pro-
fessional. Skilled adventurers still
routinely accept such risks!
Example: A Driving roll in a high-
speed car chase on a busy freeway.

-4 or -5 - Hard. Tasks so challenging
that even an expert will look for
alternatives. A true “master” is still
unlikely to feel challenged.
Example: A Driving roll to keep the
car on the road while shooting a
gun out the window during a high-
speed chase.



-6 or -7 - Very Hard. Situations that
even the masters might have sec-
ond thoughts about. Example: A
Driving roll in a high-speed chase
during a blizzard.

-8 or -9 - Dangerous. Tasks at which
even the greatest masters expect to
fail. Example: A Driving roll while
shooting a gun in a high-speed
chase during a blizzard.

-10 - Impossible. No sane person
would attempt such a task. The
GM may wish to forbid such
attempts altogether. Example: A
Driving roll to steer a car with the
knees while firing a bazooka two-
handed during a chase through a
blizzard.

These modifiers assume a trained
character. To get an idea of how tough
a task would be for someone working
at default, add the default penalty to
the difficulty modifier.

Example: Someone who never
learned to drive is using Driving at its
DX-5 default. For him, an everyday
commute — “Easy” (+4 or +5) for a
trained driver — would be “Average”
(DX) or even “Unfavorable” (DX-1),

and almost certainly a stressful
experience!

The GM can use difficulty modi-
fiers in place of other modifiers if the
outcome of a task is too unimportant
- or the action too hot - to justify stop-
ping to add up a long string of modi-
fiers. For instance, in a car chase
involving a car in bad repair, the GM
might bump the difficulty up a level or
two instead of assessing an equipment
modifier for the car.

Time Spent

You can reduce the penalty for a
tough task — or even get a bonus - by
working slowly and deliberately, tak-
ing the time to get things right.
Conversely, if you are racing to beat a
deadline, even the simplest task can
become tricky.

Extra Time: Taking more time than
usual for a task (as specified by the
rules or the GM) gives a bonus to a
noncombat action: 2x as long gives +1,
4x gives +2, 8x gives +3, 15x gives +4,
and 30x gives +5. For instance, taking
a work day (eight hours) to do a one-
hour task would give +3. This bonus
only applies if it would make sense to

Long Tasks

take extra time for the task at hand
(GM'’s judgment). You can take extra
time to open a safe or figure out an
alien artifact, but not to neutralize
poison or chase a fleeing suspect!

Haste: Hurrying gives a penalty: -1
per 10% less time taken. For
instance, attempting a task in half the
usual time (-50%) is at -5. The maxi-
mum time reduction is normally 90%
(taking 1/10 the prescribed time), at
-9. In a cinematic game, the GM
might allow one attempt at -10 to
complete a task instantly; e.g., a
Mechanic roll at -10 to fix a machine
by kicking it! However, you cannot
hasten tasks that require a certain
amount of time due to natural laws
(e.g., a chemical reaction) or the lim-
itations of equipment (e.g., the top
speed of a vehicle). When in doubt,
the GM'’s decision is final.

Note that if a skill specifies time
modifiers, these override the generic
modifiers above. For instance, magic
spells have their own rules for extra
time (see Ceremonial Magic, p. 238)
and cannot be rushed save by those
with high skill (see Magic Rituals,
p. 237).

The GM may define major projects as “long tasks”
that require a number of man-hours of work with one
or more attributes or skills. For instance, the GM
might rule that building a rope bridge over a chasm
requires 40 man-hours of DX-based ordinary labor, 24
man-hours of Carpentry work, and eight man-hours of
Engineer work.

The normal limit on labor for each person involved
is eight hours per 24-hour day. At the end of each day,
each worker rolls vs. the skill used that day (the GM
rolls for NPCs). A success puts eight man-hours of
work toward the task; a critical success counts 50%
extra. A failure counts as half as much. A critical fail-
ure contributes nothing, and ruins 2d man-hours of
work already done!

A supervisor who works a full shift with his work-
ers may opt to coordinate his staff instead of working
himself. Make an Administration roll if organization
matters more than inspiration, or a Leadership roll in
the opposite situation (GM’s judgment). On a success,
the workers get +1 to their rolls for the day; on a criti-
cal success, they get +2. On any failure, the supervisor
contributes nothing at all.
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It is possible to work longer shifts. To get an NPC to
do this, make an Influence roll (see Influence Rolls,
p. 359). Roll against HT on any day you work more than
eight hours, at -1 per hour over 10. On a success, make
the usual skill roll and (except on a critical failure) base
the man-hours contributed on the time worked. On a
failure, your skill roll has a penalty equal to your mar-
gin of failure or -2, whichever is worse, and you lose FP
equal to the size of your penalty — but you still con-
tribute extra labor if your skill roll succeeds. Treat a crit-
ical failure as any other failure, except that you are so
exhausted that you cannot work the next day!

It is possible to cut corners and reduce the man-
hours of labor required, as described under Time
Spent. All workers doing a given type of labor make
their skill rolls at the usual penalty for haste. For
instance, the manual laborers working on the rope
bridge above could reduce their work to 20 man-
hours, but they would roll at DX-5.

Likewise, it is possible to take extra time to get a
bonus. For instance, if those laborers put in 80 man-
hours, they would roll at DX+1. This strategy is likely
to backfire if the extra time takes the form of long
shifts, however.




DEGREE
OF SUCCESS Optional Rule:
OR FAILURE Influencing Success Rolls

Once you have calculated effective Here are two options for GMs who wish to let players spend bonus
skill by applying all relevant modifiers character points (see p. 498) to influence game-world outcomes. Be
to base skill, roll 3d to determine the aware that rules of this kind tend to encourage players to sacrifice long-
outcome. If the total rolled on the dice term development for short-term success. This is most appropriate for
is less than or equal to your effective genres where the heroes usually “win” but don't develop much; e.g.,
skill, you succeed, and the difference classic comic-book supers. The GM might want to set a limit on how
between your effective skill and your many points each player can spend this way per game session.
die roll is your margin of success.

Buying Success
A player can spend bonus character points to alter the outcome of
his last success roll. It costs 2 points to turn critical failure into failure,
1 point to convert failure to success, or 2 points to turn success into crit-

Example: If you have effective skill
18 and roll a 12, you succeed; your
margin of success is 6.

If you roll higher than your effec- ical success. Add these costs for multiple shifts (e.g., critical failure to
tive skill, you fail, and the difference critical success costs 5 points). To keep the PCs from winning every bat-
between the die roll and your effective tle with a series of critical hits, the GM may choose to forbid purchase
skill is your margin of failure. of critical successes, at least in combat.

) ) Note that because “guaranteed success”

Example: If you have effective skill can destroy suspense, this optional rule is

9 and roll a 12, you fail; your margin

¢ : not recommended for horror or mystery
of failure is 3.

games.

Always note your margin of suc-

cess or failure, as many rules use these
margins to calculate results that mat- A player can spend bonus character

ter in play. Even when the rules don’t points to specify the game-world effects of a
call for these numbers, the GM might recent success. Whenever he rolls a success

(or in a situation that didn'’t call for a roll),
he may spend 2 points and add a plausible
element to the world or scene. A player who
rolls a critical success may spend 1 point for
the same effect. This replaces any other ben-
eficial effects of the critical success.

Player Guidance

wish to reward a large margin of suc-
cess with a particularly favorable out-
come, or assess especially dire conse-
quences for a large margin of failure!

Extremely high or low rolls have
special effects — beyond those for nor-
mal success and failure - regardless Example: Dr. Smith is working at the
Of. your exact margin of success or Federal Laboratory for Advanced Weapons
failure. when a giant robot bursts through the front
Criti Z S doors, four stories below. Smith makes his

ntlc_c_l uccess ) Sense roll and notices the attack. Smith’s

A critical success is an especially player suggests, “I was walking past the

good result. You score a critical suc- security station and spotted the robot on a
cess as follows: monitor. I go over to the console and train
o Aroll of 3 or 4 is always a critical the sensors on the robot.” The GM hadn'’t
o previously mentioned a security station or
® A roll of 5 is a critical success if sensors, but since that fits his view of the
your effective skill is 15+. FLAW, he agrees. Smith's player pays 2
® A roll of 6 is a critical success if points and the GM fits the scene in.
your effective skill is 16+. In addition to being plausible, a suggestion
When you roll a critical success, must be acceptable to the GM and the other players. In general, the GM
the GM determines what happens to should go along with suggestions that are imaginative, that move the
you. It is always something good! The plot forward, or that save a PC’s life. The GM should not approve a

lower the roll, the better “bonus” he suggestion that would short-circuit the plot, contradict a previously

gives you. established fact, or harm or steal the scene from another PC. In bor-
A critical hit is a critical success derline cases, the player and GM can negotiate.

scored on an attack. The GM does not The GM should make a note of any element added using this rule, as

determine the result. Instead, use the it becomes a permanent part of the game world!

Critical Hit Table (p. 556).

SuUcCCESS RoLLS



Critical Failure

A critical failure is an especially bad
result. You score a critical failure as
follows:

® A roll of 18 is always a critical
failure.

® A roll of 17 is a critical failure if
your effective skill is 15 or less; other-
wise, it is an ordinary failure.

® Any roll of 10 greater than your
effective skill is a critical failure: 16 on
askill of 6, 15 on a skill of 5, and so on.

When you roll a critical failure, the
GM determines what happens to you.
It is always something bad — the high-
er the roll, the worse the result.

Sometimes a situation will arise in
which two characters must compare
attributes, skills, or other traits to settle
a competition. The one with the highest
score doesn't always win . . . but that’s
the way to bet. A “Contest” is a quick
way to handle such a competitive situa-
tion without playing it out in detail.

In a Contest, each competitor
attempts a success roll against the abil-
ity being tested — with all applicable
modifiers — and then compares his
result to his opponent’s. There are
two different ways to make this
comparison.

Quick CONTESTS

A “Quick Contest” is a competition
that is over in very little time - often in
one second, perhaps even instantly.
Examples include two enemies lung-
ing for a gun, or two knife throwers
seeing who gets closer to the bull's-eye.

A critical miss is a critical failure
scored on an attack. The GM does not
determine the result. Instead, use the
Critical Miss Tuble (p. 556).

REPEATED
ATTEMPTS

Sometimes you will only get one
chance to do something (defuse a
bomb, jump over a crevasse, remove
an inflamed appendix, please the King
with a song). Other times you can try
over and over again until you succeed
(pick a lock, catch a fish, analyze a
poison). Still other times you will not

CONTESTS

Each competitor attempts his suc-
cess roll. If one succeeds and the other
fails, the winner is obvious. If both
succeed, the winner is the one with the
largest margin of success; if both fail,
the winner is the one with the smallest
margin of failure. A tie means nobody
won (in the examples above, both
fighters grabbed the weapon at once,
or the knives hit the same distance
from the bull's-eye).

Margin of Victory

The amount by which the winner
beat the loser is often important - suc-
cess by 5 vs. failure by 5 generally
means more than success by 2 vs. suc-
cess by 1! The winner’s “margin of vic-
tory” is the difference between his
margin of success and the loser’s
margin of success if both succeeded,
the sum of his margin of success and
the loser's margin of failure if he
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know whether you succeeded or failed
until it’s too late to try again (translate
an old treasure map, order in a French
restaurant, build a ship). Finally, there
are times when you are injured by fail-
ure but can afford to fail a few times
(climb a wall, impress a savage
tribesman).

The GM must use common sense
to distinguish between these cases,
according to the exact situation in
which the players find themselves. As
arule:

® If the first failure kills them or
destroys the object of the attempt,
that's that.

o If a failure causes damage of
some kind, assess the damage and let
them try again after a “reasonable”
time passes. (Skill descriptions fre-
quently state the time required.)

o If a failure causes no damage, let
them try again after a reasonable time,
but at -1 per repeated attempt - that is,
-1 on the second attempt, -2 on the
third, and so on - until they succeed or
give up.

o [f repeated attempts are the norm
for the task (e.g., when attacking in
combat), or if it’s long task, tell them
that their attempt failed but let them
try again at no special penalty, in the
usual amount of time.

succeeded and the loser failed, or the
difference between the loser's margin
of failure and his margin of failure if
both failed.

Resistance Rolls

Most abilities that can affect an
unwilling subject offer the subject an
attempt to resist using an attribute,
skill, or supernatural ability. This is
sometimes a Quick Contest between
the attacking ability and the defender’s
resistance, in which case two special
rules apply:

1. The attacker must succeed to
win. He cannot win by having the
smallest margin of failure. If he fails
his roll, he loses automatically and his
subject does not need to attempt a
resistance roll.

2. The attacker must win to affect
the subject. All ties go to the defender.




REGULAR
CONTESTS

A “Regular Contest” is a slow com-
petition with much give and take - for
instance, arm wrestling.

Each character attempts his suc-
cess roll. If one succeeds and the other
fails, the winner is obvious. If both
succeed or both fail, the competitors’
relative positions are unchanged and
they roll again. Eventually, one char-
acter succeeds when the other fails. At
this point, the one who made his roll is
the winner.

The length of game time each
attempt takes depends on the activity,
and is up to the GM. In a combat situ-
ation, each attempt takes one second
... but in a library-research contest,
with the fate of the world hanging on
who finds a certain obscure reference
first, each attempt could represent
days of time.

Extreme Scores

If both contestants have a score of
6 or less, a Regular Contest can bog
down the game as both sides roll fail-
ure after failure. To keep the game

The Rule of 16

If a supernatural attack (magic spell, psi ability, etc.) offers a resist-
ance roll and the subject is living or sapient, the attacker’s effective skill
cannot exceed the higher of 16 and the defender’s actual resistance. If it

does, reduce it to that level.

Example: A wizard has an effective skill of 18 with his Mind-Reading
spell. If he tries to read the mind of someone with a Will of 16 or less,
he rolls against 16. If his subject has a Will of 17, he rolls against 17.
And if his target has a Will of 18 or higher;, he rolls against 18.

moving, raise the lower score to 10
and add the same amount to the
higher score.

Example: For a 5 vs. 3 Contest, add
7 to each score to make it 12 vs. 10.

Likewise, a Regular Contest can
become deadlocked if both contest-
ants have scores of 14 or more,
because it can take a long time before
anyone rolls a failure. To speed up the
process, reduce the lower score to 10
and subtract the same amount from
the higher score.

Example: For a 19 vs. 16 Contest,
subtract 6 from each score to make it
13 vs. 10.

When both scores are greater than
20 - e.g., a Contest of ST between
dinosaurs — even this will not suffice.
Instead, reduce the lower score to 10
and multiply the higher score by
(10/lower score), rounding down.

Example: For a 600 vs. 500 Contest,
multiply the higher score by 10/500
and set the lower one to 10 to make it
12 vs. 10.

PuysicAL FEATS

Below are rules for common phys-
ical tasks of importance to adventur-
ers. For tasks not listed here, make DX
rolls for matters of precision and HT
rolls for feats of endurance. To deter-
mine weight moved or work done, use
Basic Lift. Movement speed should
generally be proportional to Basic
Move. For more on basic attributes
and secondary characteristics, see
Chapter 1.

CLIMBING

To climb anything more difficult
than a ladder, roll against Climbing
skill (p. 183). This defaults to DX-5.
Modifiers to the roll depend on the dif-
ficulty of the climb (see below). In all
cases, subtract your encumbrance
level from your roll as well. Climbing

while heavily laden is a dangerous
matter!

Make one roll to start the climb
and another roll every five minutes.
Any failure means you fall (see Falling,
p. 431). If you secured yourself with a
rope, you will fall only to the end of
the rope unless you rolled a critical
failure.

Type of Climb Modifier
Ladder going up no roll
Ladder going down no roll
Ordinary tree +5
Ordinary mountain 0
Vertical stone wall -3
Modern building -3
Rope-up -2
Rope-down

(W/o equipment) -1

(W/ equipment) -1
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The table below gives skill modi-
fiers and climbing speeds for some
common climbs. In most cases, use
the speeds in the “Regular” column.
The “Combat” column is for climbs
inspired by rage or terror, which
always cost at least 1 FP - or double
the FP cost given in an adventure or
assessed by the GM. Climbs in combat
require a Move maneuver.

Combat Regular

3 rungs/sec 1 rung/sec
2 rungs/sec 1 rung/sec
1 ft/sec 1 ft/3 sec
1 ft/2 sec 10 ft/min
1 ft/5 sec 4 ft/min

1 ft/10 sec 2 ft/min

1 ft/sec 20 ft/min
2 ft/sec 30 ft/min
12 ft/sec 12 ft/sec




soil, which is easier to remove. The
most efficient way to dig is with one
man with a pick, and two shovelers
clearing behind him.

Hard Soil, Clay, etc.: Must be bro-
ken up first by a pick, at 2xBL cf/hr,

DIGGING

Digging rate depends on the type of
soil, the digger’s Basic Lift (that is,
STxST/5), and the quality of the tools
available.

Loose Soil, Sand, etc.: A man can
dig 2xBL cubic feet per hour (cf/hr).

Ordinary Soil: A man can dig BL
cf/hr. One man with a pick can break
up 4xBL cf/hr, making it into loose

Different Gravity

A world’s gravity is measured in “Gs,” with 1G being
Earth-normal conditions. In comparison, Mars has
0.38G and the Moon has 0.17G.

Microgravity is extremely low gravity (e.g., that of an
asteroid or small moon) — for game purposes, anything
below 0.1G.

Zero gravity is weightlessness, or “free fall,” as found
in space and aboard any spacecraft not spinning, accel-
erating, or otherwise generating artificial gravity.

In higher or lower gravity, mass stays the same, but
weight changes.

Encumbrance and
Move in Different Gravity

If local gravity is more than 1G, multiply the sum of
your body weight and the weight of everything you're car-
rying by (local gravity in Gs)-1. This is the extra weight
youre carrying due to high gravity. Add this to your
encumbrance when determining Move.

Example: You weigh 150 lbs. and are carrying 30 Ibs.
of gear. On a 1.2-G world, that amounts to an extra weight
of (150 + 30) x (1.2 - 1) = 36 Ibs. Since you're already car-
rying 30 lbs., your total encumbrance is 66 Ibs.

If local gravity is less than 1G, multiply the weight of
the gear you're carrying by the local gravity, and use the
modified weight to determine your encumbrance. There
is a similar reduction in your body weight; this does not
affect encumbrance, but it lets you jump further (see
below). In very low gravity, you may be able to move
faster than your Basic Move by making a series of run-
ning broad jumps instead of walking!

In zero gravity, you float in space (unless using mag-
netic boots, thrusters, etc.). If you can't fly, you must push
off from a solid surface to move. Your Move when doing
so is equal to ST/2, rounded down. You will keep going at
that speed until you grab or collide with something!

Actions in Different Gravity

In gravities other than 1G, the jumping rules (p. 352)
need modification. Multiply your normal jumping dis-
tances by the ratio of 1G to local gravity. For instance,
under 1.25G, you jump 1/1.25 = 0.8 times as far, while
under 0.2G, you jump 1/0.2 = 5 times as far. (Exception:
Do not multiply the bonus high-jump distance you get
from a running start!) If this lets you jump at least twice

as far as normal, use the rules under Super Jump (p. 89)
to determine how fast you can move by bounding along.

When throwing (p. 355), multiply distance by the
ratio of 1G to local gravity, just as you would for jump-
ing. Damage from thrown objects does not change, as
this is based on mass.

Gravity also affects falls. Multiply terminal velocity
by local gravity. See Falling (p. 431) for what this
implies.

In zero gravity, your skills and DX rolls are affected
as well; see Free Fall (p. 197). This does not apply when
firing beam weapons (unless they have Recoil 2 or
more) or operating vehicles or tools specifically
designed for zero gravity (e.g., a spacecraft).

G-Increments and
Attribute Penalties

If local gravity differs from your home gravity (see
Home Gravity, p. 17), you might become disoriented
and suffer physiological effects. The change in gravity
you can tolerate without penalties is your “G-
Increment.” This is 0.2G unless you have the Improved
G-Tolerance advantage (p. 60).

In higher or lower gravity than usual, count the
number of G-Increments from your home gravity,
rounding down. This determines the penalties you suf-
fer. For instance, an Earth native used to 1G treats
0.81G to 1.19G as zero G-Increments, but 0.8G or 1.2G
counts as one G-Increment.

DX: You are at -1 DX per G-Increment of difference
(-1 per two full G-Increments, if you have the G-
Experience advantage, p. 57). This applies to activities
that require agility or judging ballistic trajectories; it
affects Broadsword, Driving, and Guns, but not Beam
Weapons or Lockpicking.

1Q: You are at -1 1Q per two full G-Increments of
higher gravity, due to reduced blood flow to the brain
and general fatigue. Lower gravity has no effect.

HT: You are at -1 HT per two full G-Increments of
higher gravity, because the heart has to work harder.
Lower your FP score by the same amount. There is no
effect in lower gravity — although microgravity or zero
gravity might cause space sickness (see Space
Adaptation Syndrome, p. 434), or even have lasting ill
effects in the long term.

See Temporary Attribute Penalties (p. 421) to learn

how attribute penalties affect secondary characteristics
and skills.
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and then shoveled at 2xBL cf/hr. A
lone man with both pick and shovel
can only remove 0.6xBL cf/hr — he
loses time switching between tools.

Hard Rock: Must be broken by a
pick at BL cf/hr (or slower, for very
hard rock!), and then shoveled at BL
ct/hr.

All of the above assumes iron or
steel tools! Halve speeds for wooden
tools (common at TL5 and below).
Divide by 4 (or more) for improvised
tools — bare hands, mess kits, etc.

Time Required
and Fatigue Cost

To find the time required to dig a
given hole, find the volume of the hole
in cubic feet by multiplying height x
width x depth (all in feet). Then divide
the number of cubic feet by the dig-
ging rate to find the hours of work
required.

Each hour of work costs 1 FP for
loose soil, 2 FP for ordinary soil, 3 FP
for hard soil, and 4 FP for hard rock.

HIKING

Sustainable cross-country speed on
foot depends on ground Move. Start
with Basic Move and reduce it for
encumbrance (see Encumbrance and
Move, p. 17), injury (see General
Injury, p. 419), and exhaustion (see
Lost Fatigue Points, p. 426), as appli-
cable. The distance in miles you can
march in one day, under ideal condi-
tions, equals 10 x Move.

If you have the Enhanced Move
(Ground) advantage, you may apply
your movement multiple to this dis-
tance. For instance, Enhanced Move 1
(Ground) multiplies Move by two,
doubling daily marching distance. See
Enhanced Move (p. 52).

A successful roll against Hiking
skill (p. 200) increases marching dis-
tance by 20%. Roll daily. A group led
by someone with Leadership skill at
12+ may make a single roll against the
group’s average Hiking skill. (Hiking
defaults to HT-5 for those who have
not studied it.) Success lets the entire
group march 20% farther; failure
means the whole group must forgo the
bonus.

When these rules result in different
speeds for different members of a
party, the party must either move at

the speed of its slowest member or
split up. Note that a party that has
opted to make a single Hiking roll for
the entire group has already chosen
not to split up!

Terrain

Once you know your ideal daily
mileage, modify it for terrain as fol-
lows:

Very Bad: Deep snow, dense forest,
jungle, mountains, soft sand, or
swamp. x0.20.

Bad: Broken ground (including
streams), forest, or steep hills. x0.50.

Average: Light forest or rolling hills
x1.00.

Good: Hard-packed desert or level
plains. x1.25.

Roads

In fine weather, most roads count
as Average terrain, regardless of the
surrounding terrain. The best roads
might even count as Good terrain, giv-
ing a bonus.

In rain, low-quality roads — unsur-
faced dirt or gravel - turn to mud.
Treat them as Very Bad terrain. Better
roads behave as Average (but never
Good) terrain in the rain.

In snow or ice, treat roads as
Average terrain, but apply the move-
ment penalties given under Weather
(above) unless the road is cleared.

Time Required
and Fatigue Cost

These rules assume you spend the
entire day preparing for your hike,

When these rules result in different speeds for
different members of a party, the party must either
move at the speed of its slowest member or split up.

Weather

Weather conditions can further
modify distance traveled:

Rain: Rain halves off-road speed in
any terrain. See Roads (below) for the
effects of rain on roads.

Snow: Ankle-deep snow halves
speed in any terrain. Anything deeper
divides speed by 4 or more. Exception:
Skis allow travelers to treat any depth
of snow as Average terrain. Replace
Hiking skill with Skiing skill (p. 221)
when traveling on skis.

Ice: Cold combined with moisture
— due to rain, sleet, snowmelt, etc. —
results in ice. A coating of ice halves
speed in any terrain. Solid ice, such as
a frozen lake or river; is effectively its
own terrain type; treat it as Bad ter-
rain. Exception: Treat solid ice as
Good terrain for those with skates.
Skating skill (p. 220) replaces Hiking
skill when traveling on skates.

hiking, or resting, leaving o time for
study or other activities. This is true
however small your daily mileage -
the heavier your load and the worse
the traveling conditions, the more
slowly you walk and the more fre-
quently you stop to rest.

Should you interrupt your travels
for adventuring matters, you will be
missing FP when you stop. See Fatigue
Costs (p. 426) for details.

HoLDING YOUR
BREATH

Adventurers often need to hold
their breath — whether to dive or to
survive poison gas, strangulation, vac-
uum, etc. Your HT determines the
length of time you can hold your
breath, as follows:

No Exertion (e.g., sitting quietly or
meditating): HTx10 seconds.

Mild Exertion (e.g., operating a
vehicle, treading water, or walking):
HTx4 seconds.




Heavy Exertion (e.g., climbing,
combat, or running): HT seconds.

These times assume you have one
second to take a deep breath (requires
a Concentrate maneuver in combat).
Multiply all times by 1.5 if you hyper-
ventilate first — or by 2.5 if you hyper-
ventilate with pure oxygen. A success-
ful roll against Breath Control skill
(p. 182) multiplies these times by a
further factor of 1.5. However, if you
are surprised and don't have a chance
to take a deep breath - e.g., when a gas
grenade goes off in combat - halve
these times instead.

Regardless of circumstances, each
level of the Breath-Holding advantage
(p. 41) doubles the time you can hold
your breath.

At the end of this time, you start to
lose 1 FP per second. At 0 FP, you
must make a Will roll every second or
fall unconscious, and are likely to die
unless you are rescued. See
Suffocation (p. 436) for details.

JUMPING

When you want to jump over
something with a Size Modifier 3 less
than yours or smaller (which encom-
passes most “ordinary” obstacles), the
GM should say, “Okay, you jumped
over it,” and get on with play. Such
jumps succeed automatically. But
when the obstacle seems really signif-
icant, or if the GM put it there as a
deliberate hazard, use the following
rules.

Jumping Distance
Your Basic Move determines jump-
ing distance, as follows:

High Jump: (6 x Basic Move) - 10
inches. For example, a Basic Move of
6 lets you jump 26” straight up. For a
running jump, add the number of
yards you run to Basic Move in this
formula. Maximum running high-
jump height is twice standing high-
jump height.

Broad Jump: (2 x Basic Move) - 3
feet. For example, a Basic Move of 6
lets you jump 9 feet from a standing
start. For a running jump, add the
number of yards you run to Basic
Move in this formula. Maximum run-
ning broad-jump distance is twice
standing broad-jump distance.

Those with the Enhanced Move
(Ground) advantage (p. 52) may apply
their movement multiplier to Basic
Move before inserting it into these for-
mulas when they have a running start.
This is instead of adding the number
of yards run! For instance, a horse
with Basic Move 6 and Enhanced
Move 1 makes running jumps as if its
Basic Move were 12.

Those who have Super Jump
(p. 89) double the final jumping dis-
tance for each level of that advantage.
This is cumulative with the effects of
Enhanced Move!

Remember that 12 inches equal
one foot, and that 3 feet equal one
yard (or one hex on a battle map).

To jump over a larger obstruction
(e.g., a chair) or onto something (e.g.,
a table) during a fight takes your
entire turn and requires a Move
maneuver. Unless the jump is extreme,
the GM will assume you can make the
jump. (Don't interrupt a battle to cal-
culate jumping distance every time
somebody jumps onto a chair!)

However, you must make a DX roll
when you make a vertical jump or a
long horizontal one. A difficult jump
(into a pit, for instance) might give -1
to -5 to this DX roll. The GM deter-
mines whether you must roll, and at
what penalty. On a failure, you fall. It
takes two Change Posture maneuvers
to stand up again. On a critical failure,

Optional
Jumping Rules

The following rules for jumping are optional. Only use them if you

enjoy extra detail!

ST and Jumping
Basic Move is a ready-made measure of jumping ability — after all, it
measures running speed, and running is just a series of rapid hops.
However, unnaturally strong supers and monsters in fiction can often
make mighty leaps without being speedsters. To emulate this, the GM
may allow those with Basic Lift in excess of body weight to use the high-
er of ST/4 (round down) or Basic Move in the jumping distance formulas.

Jumping with Encumbrance
For added realism, multiply jumping distances by the encumbrance
factors given under Encumbrance and Move (p. 17): x1 for None, x0.8 for
Light, x0.6 for Medium, x0.4 for Heavy, and x0.2 for Extra-Heavy.

Jumping During
Combat

The jumping distance formulas
assume you take the time to crouch
and prepare for the jump. In combat,
this  takes  two  consecutive
Concentrate maneuvers. Halve all dis-
tances if you jump without such
preparation.

If you jump over a small obstacle
during a fight (anything with a Size
Modifier 3 less than yours or smaller),
you must use a Move maneuver, and
the jump costs one extra movement
point.

you fall off the thing you jumped onto,
or land badly if you were jumping
down, and take normal falling damage
for that height (see Falling, p. 431).

To clamber onto a vertical obstacle
without risking a DX roll, take two
consecutive Move maneuvers. Success
is automatic.

Jumping Skill

If you have the Jumping skill
(p. 203), you may substitute half your
skill level, rounded down, for Basic
Move in the distance formulas. In
addition, you may roll against
Jumping instead of DX whenever you
make a difficult jump.




LIFTING AND
MoVING THINGS

Basic Lift — STxST/5 pounds — gov-
erns the weight you can pick up and
move. The GM may let multiple char-
acters add their BL (not their ST)
whenever it seems reasonable; e.g., to
carry a stretcher or pull a wagon.

One-Handed Lift: 2xBL (takes two
seconds).

Two-Handed Lift: 8xBL (takes four
seconds).

Shove and Knock Over: 12xBL.
Double this if you have a running start.
The GM can also make allowances for
precariously balanced objects, to
make them easier to tilt.

Carry on Back: 15xBL. Thus, you
can carry more than you can lift by
yourself . . . but every second that your
encumbrance is over 10xBL (that is,
Extra-Heavy encumbrance), you lose
1 FP.

Shift Slightly: Depending on your
footing and the way you are braced,
you could shift or rock 50xBL.

Pulling and Dragging

When you pull a load behind you
unassisted, use its full weight. Halve
effective weight if you are pulling a
sledge over snow or ice, divide effec-
tive weight by 10 for a two-wheeled
cart, and divide effective weight by 20
for a four-wheeled wagon. (Remember
to add the weight of the sledge, cart, or
wagon to that of the load before divid-
ing!)

In all cases, if the surface is smooth
and relatively level - for instance, a
concrete floor, a proper road, or a
frozen lake — halve the effective weight
of the load. This is cumulative with
the effects of a sledge, cart, or wagon.

Final effective weight pulled, after
all modifiers, cannot exceed 15xBL if
you are to have any hope of moving
the object at all. Determine your
encumbrance level using effective
weight, and work out Move normally.

Lifting and Moving
Things During Combat
In combat, you can pick up an item
that weighs no more than your Basic
Lift by taking a one-second Ready
maneuver. To pick up anything heav-
ier requires multiple, consecutive
Ready maneuvers: two if using one

hand, four if using two hands. To pick
up an unwilling character, you must
take a second to grapple him first (see
Grappling, p. 370). He may attempt to
break free during the time it takes you
to pick him up!

To kick, body-block, shove, or oth-
erwise shift an obstacle in combat
requires an Attack maneuver. You can
move or knock over up to 12xBL this
way. If you have enough space to run
your full Move, you can knock over
twice this weight (24xBL) by slam-
ming into it at a run. This requires a
Move maneuver. These rules are for
inanimate objects; see Slam (p. 371)
for rules governing attempts to knock
over someone who can actively resist.

If using a combat map, be sure to
mark the map or place a counter to

indicate an object that has been
knocked over. This is especially impor-
tant for a feature that was drawn on
the map! Likewise, objects picked up
by fighters should be removed from
the map.

In all cases, if an attempt seems
reasonable, do not pause the battle to
compare weight to BL. Use common
sense. Make it fun!

Lifting Skill

A successful roll against Lifting
skill (p. 205) increases your Basic Lift
by 5% times your margin of success
for the purpose of picking up heavy
objects. For instance, if you have
Lifting at 14, a roll of 9 lets you lift an
extra 25%. Roll once per lift.
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RUNNING

Your running speed, or ground
Move, is equal to your Basic Move
score modified for encumbrance - see
Encumbrance and Move (p. 17). In
combat, running is just a series of
Move maneuvers. Use the more
detailed rules below when it is impor-
tant to know whether the heroes catch
the plane, escape the savage pygmies,
or whatever.

Sprinting

Sprinting is all-out running. It is
very fast, but also fatiguing (see
Fatigue Cost, below). Use it when you
need to cover a short distance quickly,
and can afford to arrive at your objec-
tive somewhat fatigued.

Move 7 and Enhanced Move 2, you
run at Move 7 the first second, Move
14 the next second, Move 21 the third
second, and your top speed of Move 28
in the fourth second.

You may only move at your maxi-
mum sprinting speed if the ground is
good and you are running more or less
straight at some goal. Any deviation
from “forward” movement requires
you to run at normal ground Move for
one second before you can resume
sprinting.

Paced Running

If you need to run a long distance,
you will want to pace yourself to avoid
exhaustion. Paced running averages
exactly half the sprinting speed calcu-
lated above. For instance, with a

Flying

When flying, use the Hiking (p. 351) and Running rules with these

changes:

® Substitute “air Move” (equal to twice Basic Speed, dropping all
fractions) for “ground Move” (equal to Basic Move). Apply modifiers
for encumbrance, injury, and fatigue exactly as you would for ground

Move.

® Substitute “Enhanced Move (Air)” for “Enhanced Move
(Ground).” For high-speed flight (“running”), handle acceleration with
Enhanced Move as described under Sprinting.

® Substitute “Flight skill” (p. 195) for “Hiking skill” and “Running

skill.”

® Ignore terrain, but note that wind and other weather conditions

can have comparable effects.

You can sprint if you run forward
for two or more seconds. Add 20% to
your Move after one second. For
instance, with a Move of 7, you could
sprint at 8.4 yards/second after run-
ning for one second at 7 yards/second.

On a battle map, where movement
involves discrete one-yard hexes, drop
all fractions to get a round Move score;
in the example above, you would have
Move 8. Assume that even the slowest
sprinter gets +1 Move. Thus, sprinters
with Move 9 or less can move one extra
hex on a battle map.

If you have Enhanced Move
(Ground), you can accelerate by your
Basic Move every second until you
reach top speed. Use your Enhanced
Move multiplier instead of the 20%
bonus above. For instance, with Basic

ground Move of 7, you would run at
4.2 yards/second on good ground;
thus, you could run a 7-minute mile.

Fatigue Cost

After every 15 seconds of sprinting
or every minute of paced running,
roll against the higher of HT or
Running skill (p. 218). On a failure,
you lose 1 FP. Once you are reduced
to less than 1/3 your FP, halve your
Move for any kind of running; see
Fatigue (p. 426).

Note that since paced running is
half as fast as sprinting but burns FP
at one-quarter the rate, you can run
twice as far before you run out of
energy. This is not true for those with
the Machine meta-trait (p. 263),
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because they do not fatigue — in gener-
al, such characters will always sprint.

SWIMMING

Unless you are Amphibious (p. 40)
or Aquatic (p. 145), you must roll
against Swimming skill (p. 224) any
time you enter water over your head.
Swimming defaults to HT-4. Roll
when you first enter the water, and
again every five minutes.

Modifiers: +3 if you entered the
water intentionally; a penalty equal to
twice your encumbrance level (e.g.,
Heavy encumbrance gives -6); +1 if
you are Overweight, +3 if Fat, or +5 if
Very Fat (see Build, p. 18).

On a failure, you inhale water!
Lose 1 FP and roll again in five sec-
onds - and so on, until you drown, are
rescued (see Lifesaving, below), or
make a successful Swimming roll and
get your head above water. If you suc-
cessfully recover, roll again in one
minute; if you succeed, go back to
making rolls five minutes apart. Yes,
you can shout for help!

You may try to get rid of armor; etc.
after making your first successful
Swimming roll. Roll vs. DX for each
item you try to remove; roll at -4 to
remove shields, helmets, or torso
armor. A failed roll means you inhale
water, with penalties as above.

Once you reach 0 FP, you must
make a Will roll every second or fall
unconscious, and are likely to die
unless you are rescued. See
Suffocation (p. 436) for details.

Swimming Speed

Land-dwellers such as humans
have water Move equal to Basic
Move/5 (round down), although it is
possible to modify this slightly; see
Move in Other Environments (p. 18).
Minimum water Move for such char-
acters is 1 yard/second.

Amphibious and Aquatic beings
have water Move equal to their full
Basic Move.

When swimming long distances,
use a 10-second time scale. The num-
ber of yards you can swim in 10 sec-
onds is equal to 10 times your water
Move, modified downward for
encumbrance (see Encumbrance and
Move, p. 17). For instance, water Move
1 and Heavy encumbrance would let
you swim four yards in 10 seconds.




Fatigue Cost

After every minute of top-speed
swimming, roll against the higher of
HT or Swimming skill. On a failure,
you lose 1 FP. Once you are reduced to
less than 1/3 your FP, halve your water
Move; see Fatigue (p. 426).

against DX-3 to hit a specific target,
or against DX to lob something into
a general area. Apply the usual
modifiers for target size, speed, and
distance.

Catching

If someone throws an object at you, you may make an active defense
roll to avoid it. However, if he deliberately throws it fo you - by suc-
cessfully lobbing it into your general area — you can try to catch it. Roll

against DX or a suitable Sports skill to make the catch, at -4 if you are
not taking a Wait maneuver, but at +1 per two full points by which the
thrower made his roll. This counts as a parry with your catching hand.

You can also attempt to intercept a thrown object en route to a catch-
er. Treat this as a parry against a thrown weapon (see Parrying, p. 376).
On a success, you snatch the thrown object out of the air.

If you are swimming slowly, or just
staying afloat, make this roll every 30
minutes.

Lifesaving

You can use the Swimming skill to
rescue a drowning person. Make a
Swimming roll at -5, plus or minus the
difference in ST between you and the
person you are rescuing. If the players
think of good lifesaving techniques,
the GM may give them a bonus to this
roll.

On a failure, you inhale water and
lose 1 FP, but may try again after one
minute. On a critical failure, the vic-
tim nearly drowned you! This costs 6
FP, and you must break off the rescue
attempt.

THROWING

You can throw anything you can
pick up - that is, anything with a
weight of 8xBL or less. If the object
you wish to throw is not already in
your hands, you must take one or
more Ready maneuvers to pick it up.
See Lifting and Moving Things (p. 353)
for details.

Throwing an object during combat
- whether as an attack or not -
requires an Attack maneuver. You can
throw objects that weigh up to 2xBL
using one hand; heavier objects
require a two-handed throw. Roll

Throwing Distance

To avoid slowing down the game
with math, the GM should allow any
throw he deems reasonable . . . but
when you need to know the exact dis-
tance you can throw an object, use the
following procedure:

1. Divide the objects weight in
pounds by your Basic Lift to get the
“weight ratio.”

2. Find the weight ratio in the
Weight Ratio column of the table
below. If it falls between two values,
use the higher value.

3. Read across to the Distance
Modifier column and find the “dis-
tance modifier.”

4. Multiply your ST by the distance
modifier to find the distance in yards
you can throw the object.

Weight Distance
Ratio Modifier
0.05 3.5
0.10 2.5
0.15 2.0
0.20 1.5
0.25 1.2
0.30 1.1
0.40 1.0
0.50 0.8
0.75 0.7
1.00 0.6
1.50 0.4

Example: You have ST 12, giving a
BL of 29 Ibs. You need to throw a 120-
Ib. body over a two-yard pit. Divide
weight by BL: 120/29 = 4.1. This falls
between 4.0 and 5.0 in the Weight
Ratio column, so treat it as 5.0. The
associated distance modifier is 0.12.
Multiplying by ST, your range is 0.12 x
12 = 1.4 yards. Oops! The body just hit
the bottom of the pit.

Damage From
Thrown Objects

Thrown objects inflict thrust dam-
age for your ST (see Damage Tuble,
p. 16), modified for weight as shown
on the table below. Damage is usually
crushing, but the GM may rule that a
sharp object does cutting, piercing, or
impaling damage instead. A fragile
object (or a thrown character) takes
the same amount of damage it inflicts;
roll damage separately for the object
and the target.

Weight Damage

Up to BL/8 Thrust, -2 per die

Up to BL/4 Thrust, -1 per die

Up to BL/2 Thrust

Up to BL Thrust, +1 per die

Up to 2xBL Thrust

Up to 4xBL Thrust, -1/2 per die
(round down)

Up to 8xBL Thrust, -1 per die

Example: You have ST 28, which
gives you a BL of 157 Ibs. and a thrust
damage of 3d-1. You hit a foe with a
hurled 50-Ib. bag of cement. It is
between BL/4 (39 Ibs.) and BL/2 (78
Ibs.). As shown on the table above, it
does straight thrust damage, or 3d-1.

Weight Distance
Ratio Modifier
2.0 0.30
2.5 0.25
3.0 0.20
4.0 0.15
5.0 0.12
6.0 0.10
7.0 0.09
8.0 0.08
9.0 0.07
10.0 0.06
12.0 0.05
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Throwing Skill
and Throwing Art

When you throw an object that fits
into the palm of your hand - such as a
bottle, rock, or grenade - you may roll
against Throwing skill (p. 226) to hit a
target or a general area. Furthermore,
if you know Throwing at DX+1 level,
add +1 to ST before you multiply it by
the distance modifier. Add +2 to ST if
you know Throwing at DX+2 or better.

If you have Throwing Art skill
(p. 226), you can use it to throw any-
thing. Roll against skill to hit. If you
know Throwing Art at DX level, add
+1 to ST before you multiply it by the
distance modifier, and add +1 per die
to thrust damage. These bonuses
increase to +2 if you know Throwing
Art at DX+1 or better.

Thrown Weapons

The rules above are for throwing
rocks, bodies, televisions . . . anything
but weapons. Hurled weapons differ in
three important ways:

1. Thrown weapons use Thrown
Weapon skills (p. 226) to hit, not DX
or Throwing (but Throwing Art does
allow you to throw weapons).

2. Many throwing weapons travel
significantly farther than “ordinary”
objects due to streamlining and stabi-
lization. Others have less range, due to
the way they are thrown. For instance,
you can hurl a throwing knife as far as
these rules suggest, but the range at
which it will hit point-first and inflict
damage is considerably shorter.

3. Throwing weapons have points,
edges, dense striking heads, etc. that
focus the force of impact. They almost
always do more damage than these
rules would indicate.

EXTRA EFFORT

Through sheer force of will, you
can push your body past its usual lim-
its when you perform physical tasks.
This is called “extra effort.” Note that
if you have the Machine meta-trait,
you cannot use extra effort!

You can use extra effort to increase
Basic Lift (but not ST itself) when dig-
ging or lifting; daily mileage when hik-
ing; Move when running or swim-
ming; distance (but not Basic Move
itself) when jumping; and ST for the
purposes of throwing, making a single




ST roll, or drawing or cocking a bow
or crossbow that’s too strong for you.
You cannot use extra effort to increase
the time you can hold your breath -
that would be self-defeating!

To apply extra effort, make a Will
roll.

Modifiers: -1 per 5% increase in
capabilities (e.g., to add 10% to ST,
roll at -2). If you are fatigued, apply a
penalty equal to the missing FP. Roll at
+5 if you are motivated by fear, anger,
or concern for a loved one (GM’s deci-
sion, but you must usually fail a Fright
Check or a self-control roll for a suit-
able disadvantage, or be the victim of
a successful Intimidation attempt, to
get this bonus).

Extra effort costs FP whether you
succeed or fail. Instantaneous feats
(e.g., jumps and throws) cost a flat 1
FP per attempt. Ongoing tasks (dig-
ging, running, swimming, etc.) require
repeated extra effort rolls, and cost 1
FP per roll. Hiking works differently —
see below. Pay the FP cost for extra
effort immediately after you attempt
your Will roll. Note that the FP spent
on extra effort do not penalize this
attempt, but give a penalty to future
attempts until you recover the FP.

On a success, you gain the desired
increase in your physical capabilities.
This does not guarantee success at the
task at hand - you could still fail the
DX roll for an extra-effort jump, for
instance. On a critical success, you do
not have to pay FP for your extra
effort.

On a failure, you achieve only what
you would have accomplished without
extra effort.

A critical failure means you lose
HP equal to the FP spent on the
attempt - including any FP the task
would have cost without extra effort -
and the task fails automatically! If you
roll a natural 18, you must also make
an immediate HT roll to avoid acquir-
ing a temporary disadvantage appro-
priate to the task (see below for exam-
ples). Handle recovery as described in
Duration of Crippling Injuries (p. 422).
A sufficiently bad HT roll can result in
a permanent disadvantage!

Notes for Specific
Physical Tasks

Instead of rolling against Will to
use extra effort, you may make a

Will-based roll against a relevant skill
(Hiking, Jumping, Lifting, Running,
Swimming, or Throwing, as applica-
ble), if that would be better.

Digging: For every hour of digging,
make an extra-effort roll and pay 1 FP.
This adds to the usual FP cost. On a
critical failure, the injury is to your
back, and will heal only with rest (not
First Aid); on an 18, you temporarily
acquire the Bad Back disadvantage
(p. 123).

Hiking: Make one extra-effort roll
per day. Extra effort increases the FP
you suffer by two when you stop on
the march (see Fatigue, p. 426). Assess
injury due to critical failure at the end
of the day, and base it on the modified
FP penalty. For instance, if you would
normally be missing 5 FP when you
stopped, you would be missing 7 FP if
you used extra effort — and if you crit-
ically failed, you would end the day
with 7 HP of injury! When using
Hiking skill, make a single Will-based
Hiking roll at -1 per 5% extra mileage
beyond the basic +20% for a success-
ful Hiking roll (-1 for +25%, -2 for
+30%, and so on).

acquire the Crippled Leg disadvantage
(see Lame, p. 141).

Swimming: For every minute of
swimming, make an extra effort roll
and pay 1 FP. This adds to the FP cost
for failed HT rolls while swimming.

Throwing: Increases to ST affect
both damage and distance, but not
Basic Lift for the purpose of what you
can throw in the first place. For that,
make a separate extra-effort lifting
attempt! Add bonuses for Throwing or
Throwing Art skill affer those for extra
effort.

Optional Rule: Extra
Effort in Combat

At the GM'’s option, fighters can use
extra effort in combat. These rules
work differently from those above -
mainly to avoid bogging down combat
with extra die rolls and calculations.

You must declare that you are using
extra effort and spend the required FP
before you make your attack or defense
roll. A critical failure on the roll causes
1 HP of injury to the arm (if blocking,
parrying, or attacking with a shield,
weapon, or hand) or leg (if dodging or

Through sheer force of will, you can push
your body past its usual limits when you perform

physical tasks.

Jumping: On a critical failure,
apply the injury to the foot or leg
(GM's option, or roll randomly); on an
18, you temporarily acquire the
Crippled Leg disadvantage (see Larme,
p. 141).

Lifting and Moving Things: For
every minute of continuing effort,
make an extra-effort roll and pay 1 FP.
(This cost adds to the 1 FP per second
for carrying encumbrance over
10xBL, if applicable.) Handle critical
failures as described for digging.
When using Lifting skill, make a single
Will-based Lifting roll, at -1 per 10%
extra Basic Lift. This is instead of the
usual 5% bonus per point of success.

Running: For every 15 seconds of
sprinting or minute of paced running,
make an extra-effort roll and pay 1 FP.
This adds to the FP cost for failed HT
rolls while running! On a critical fail-
ure, apply the injury to one of your
legs; on an 18, you temporarily

kicking) in addition to the usual critical
miss results. DR does not protect you
from this damage!

Feverish Defense: If you take any
maneuver other than All-Out Attack,
you can spend 1 FP to get +2 to a sin-
gle active defense roll. (You can use
this bonus to offset the penalty for par-
rying multiple times with one hand;
see Parrying, p. 376.)

Flurry of Blows: If you take an
Attack maneuver, you can halve the
penalty for Rapid Strike (see Rapid
Strike, p. 370) by spending 1 FP per
attack.

Mighty Blows: If you take an Attack
maneuver in melee combat, you can
spend FP to gain the damage bonus of
an All-Out Attack (Strong) (see All-Out
Attack, p. 365) without sacrificing your
defenses. This costs 1 FP per attack.

You cannot use Flurry of Blows
and Mighty Blows at the same time!



“Sense rolls” include Vision rolls,
Hearing rolls, Taste/Smell rolls, and
all rolls to use special senses such as
Scanning Sense (p. 81) and Vibration
Sense (p. 96).

To notice something using a given
sense, roll against your Perception
score, modified by the applicable
Acute Senses advantage (p. 35): Acute
Vision for Vision rolls, Acute Hearing
for Hearing rolls, and so on.

Comprehension Rolls: A successful
Sense roll means you noticed some-
thing. That is often sufficient, but in
some cases, the GM may require a
second roll to understand what you
have sensed; e.g., to realize that the
“owl hoot” you heard is really an
Indian warrior, or that the faint scent
you noticed belongs to the flower of a
man-eating plant. This roll is against
IQ for details that anyone could fig-
ure out, or against an appropriate
skill if the significance would be lost
on anyone but an expert.

Danger Sense: If you have the
Danger Sense advantage (p. 47) and
fail a Sense roll or comprehension
roll to notice something dangerous,
the GM will secretly make a
Perception roll for you. On a success,
you sense the danger anyhow!

VISION

Make a Vision roll whenever it is
important that you see something.

Modifiers: Any Acute Vision
bonus; +3 for Hyperspectral Vision;
modifiers for the size and range of
the target (see p. 550); -1 to -9 in par-
tial darkness. In total darkness,
Vision rolls are impossible without
special advantages or technological
aids. To spot something in plain sight
- e.g., a car coming toward you on
the road - roll at +10. This does not
apply to attempts to spot hidden
objects, read text, identify faces, etc.

When you try to spot something
that is deliberately hidden, the GM
may treat this roll as a Quick Contest
against a  concealment  skill
(Camouflage, Holdout, etc.), and may
allow - or require - a skill such as
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Observation or Search to replace
Perception for the roll.

Note that the curvature of a plan-
et blocks vision beyond the horizon.
The normal horizon on an Earth-
sized planet is about three miles for
an observer five to six feet in height.
The GM should increase this for
taller observers or those in elevated
positions. There is no horizon in
space!

Useful Advantages: Night Vision
cancels -1 in partial darkness penal-
ties per level, and Dark Vision lets
you ignore darkness penalties.
Peripheral Vision gives you a Vision
roll to see anything that is
not absolutely, positively, directly
behind you - and 360° Vision lets
you see even that! Telescopic Vision
cancels -1 in range penalties per
level.

Limiting Disadvantages: Bad Sight
gives -6 to Vision rolls to spot items
more than one yard away if you are
nearsighted, or items within one yard
if you are farsighted. Restricted
Vision prevents you from noticing
anything that isn't in the direction
you are looking. Blindness means
you can see nothing!

HEARING

Make a Hearing roll whenever it is
important that you hear a sound. The
GM will often require a separate IQ
roll to make out speech, especially in
a foreign language.

Modifiers: Any Acute Hearing
bonus; +4 for Discriminatory
Hearing; -4 for Hard of Hearing. The
GM may make this roll easier or
harder, depending on the loudness of
the sound, surrounding noises, etc.

The range at which you can hear a
sound at no penalty is given on the
table below. For each step by which
you are closer than this, apply +1 to
the roll, while for each step by which
you are more distant, apply -1.
For instance, to hear normal conver-
sation at 8 yards would require a roll
at -3.

When you try to hear someone
who is attempting to move silently,
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the GM may treat this roll as a Quick
Contest against his Stealth skill. If
you are actively listening for such
activity, the GM may allow you to

substitute Observation skill for
Perception.
Useful Advantages: Parabolic

Hearing allows you to hear distant
sounds as if they were nearby.
Subsonic Hearing and Ultrahearing
can detect sounds that are inaudible
to normal humans.

Limiting Disadvantage: If you suf-
fer from Deafness, you can hear
nothing!

Hearing Distance Table

Sound Range (yards)
Leaves rustling 1/4
Quiet conversation 1/2
Normal conversation 1
Light traffic 2
Loud conversation 4
Noisy office 8
Normal traffic 16
“Quiet” rock band 32
Heavy traffic 64
Jet takeoff 128
Very loud rock band 256
Metallica 512

TASTE/SMELL

Taste and smell are two manifesta-
tions of the same sense. Make a Taste
roll to notice a flavor, or a Smell roll to
notice a scent.

Modifiers: Any Acute Taste and
Smell bonus; +4 for Discriminatory
Smell or Taste (as applicable). The GM
may modify this roll for a particularly
strong or weak taste or odor, and may
apply a penalty if it is specifically
disguised.

Useful Advantages: In addition to
giving a bonus to your roll,
Discriminatory Smell and Discri-
minatory Taste can reveal sufficient
detail to allow you to identify people,
locations, and objects with precision
equivalent to hearing or vision for a
normal human.

Limiting Disadvantage: No Sense of
Smell/Taste means that you cannot
taste or smell anything.




An “Influence roll” is a deliberate
attempt to ensure a positive reaction
from an NPC. A PC with an appropri-
ate “Influence skill” can always elect
to substitute an Influence roll for a
regular reaction roll in suitable cir-
cumstances (GM’s decision). See
Reaction Rolls (p. 494) for more on
NPC reactions.

Decide which Influence skill you
are using: Diplomacy, Fast-Talk,
Intimidation,  Savoir-Faire,  Sex
Appeal, or Streetwise. Choose wisely!
The GM may allow other skills to
work as Influence skills in certain sit-
uations (e.g., Law skill, when dealing
with a judge). Then roll a Quick
Contest: your Influence skill vs. the
subject’s Will.

Modifiers: All your personal reac-
tion modifiers (although the GM or
the skill description may rule that
some modifiers do not apply); any
specific modifiers given in the skill
description; -1 to -10 for using an
inappropriate Influence skill (GM'’s
decision).

If you win, you get a “Good” reac-
tion from the NPC - “Very Good” if
you used Sex Appeal. On any other
outcome, the NPC resents your clum-
sy attempt at manipulation. This gives
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Influencing the PCs

Influence rolls are designed to allow PCs to affect NPC reactions.
The GM should not make Influence rolls on behalf of NPCs and tell the
players how to react. Most players form an opinion of an NPC based on
the GM'’s portrayal of the character, and few appreciate being told that
they must roleplay a good reaction toward an NPC they do not like or

trust.

This does not mean that NPCs cannot influence PCs! When an NPC
makes a successful Influence roll against a PC, the GM should apply the
NPC'’s margin of victory as a bonus or penalty (as appropriate) to the
PC’s die rolls when dealing with that NPC. For instance, if a beautiful
spy beats the PC’s Will by 3 using Sex Appeal, the hero might suffer -3
on self-controls roll for his Lecherousness and -3 to his Detect Lies skill

where that spy is concerned. Be creative!

you a “Bad” reaction - “Very Bad” if
you attempted specious intimidation
(see Intimidation, p. 202). Exception:
If you used Diplomacy, the GM will
also make a regular reaction roll and
use the better of the two reactions.
Thus, Diplomacy is relatively safe . . .

If the subject is Indomitable
(p. 60), you lose automatically unless
you have Empathy, Animal Empathy,
Plant Empathy, or Spirit Empathy, as
appropriate. Intimidation attempts
against those with the Unfazeable

advantage (p. 95) also fail automati-
cally. On the other hand, you win auto-
matically — no roll required - against
those with Slave Mentality (p. 154).

Psychological Warfare

You can use Propaganda skill for
media manipulation, and Psychology
skill for other “psyops.” This is an
Influence roll. Apply your cause’s reac-
tion modifiers rather than your own,
and use the average Will of the target
group in the Quick Contest.

SuUcCCESS RoLLS




When you are faced with a stressful
situation or a distraction, the GM may
require you to roll against your Will to
stay focused. On a success, you may
act normally. On a failure, you submit
to the fear, give in to the pressure, are
distracted from your task, etc.

The effects of a failed Will roll in a
stressful situation are often identical
to those of a failed self-control roll for
a mental disadvantage. This does not
make Will rolls and self-control rolls
interchangeable. Which kind of roll
you must make depends on the cause
of the stress, not on its effects.

If a game-world event causes nega-
tive effects (distraction, stunning, etc.)
for anyone who fails a Will roll, you
roll against Will just like anyone else -
even if your self-control roll to resist
identical effects from a mental disad-
vantage would be easier or harder.

If a mental disadvantage causes a
negative effect on a failed self-control
roll, you roll against your self-control
number to resist - even if your Will
roll to avoid that same effect under
other circumstances would differ.

However, modifiers to self-control
rolls and Will rolls to resist a particu-
lar effect are usually interchangeable.
For instance, a drug that gives +2 to
Will rolls to resist distraction would
also give +2 to self-control rolls to
resist disadvantages that result in dis-
traction.

FricHT CHECKS

A Fright Check is a Will roll made
to resist fear. Fright Checks can occur
as often or as rarely as the GM wishes.
In a horror campaign where ordinary
people meet shockingly gruesome
Things, Fright Checks might be very
common! With only minor adapta-
tion, the GM can use these rules for
awe, confusion, etc. as well as fear.

As a general rule, “ordinary” fright-
ening things do not require Fright
Checks. Fright Checks are for events
so unusual and terrifying that they
might stun or even permanently scar
someone.

What counts as “ordinary” depends
on the characters and the setting. This
is one place where a character story
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can be helpful! An ordinary, 21st-cen-
tury American might have to make
Fright Checks for encounters with
monsters, dead bodies, and the super-
natural. A battle-hardened comman-
do in the same game might not have
to roll for dead bodies. And in a fan-
tasy campaign, all these things may
be quite normal . . . threatening, but
normal. On the other hand, a fantasy
character might have to make a
Fright Check if transported to the 21st
century and given a ride down the
interstate . . .

Fright Check Modifiers

The following modifiers are cumu-
lative.

Advantages and Disadvantages: Any
Fearlessness bonus or Fearfulness
penalty; +2 for Combat Reflexes, or -2
for Combat Paralysis. Other modifiers
are conditional: -1 to -4 for Cowardice
when your physical safety is at risk; +1
for Daredevil when charging into a
scary situation; +1 for Higher Purpose
when confronting threats you are
sworn to oppose; +1 to +4 for
Xenophilia when confronting mon-
sters. Unfazeable characters don’t
make Fright Checks!

Bodies: +6 for a peaceful-looking
body, prepared for burial;, +2 for a
dead body with no signs of violence;
no modifier for most victims of vio-
lence; and from -1 to -3 for grisly muti-
lations. Apply another -6 if the victim
was your Dependent!

Heat of Battle: +5 if you are in com-
bat when the terrifying thing happens
or you first notice it.

Monsters: A given monster might
give a basic -1 to -10 to Fright Checks.
For hordes of monsters, roll at -1 for 5
monsters, -2 for 10, -3 for 20, -4 for 50,
and -5 for 100 or more.

Physical Circumstances: -1 if the
body, monster, etc. touches you; +1 if
you witness it at a great distance (at
least 100 yards); or +3 if you view it
remotely  (using  Clairsentience,
closed-circuit TV, etc.). Apply -1 if the
area is physically isolated, -1 at night
or in the dark (or in daylight, if you're
a night-dweller!), and -2 if you are (or
think you are) alone.
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Preparation: +1 if you have previ-
ous personal experience with this kind
of threat; +1 per exposure to this par-
ticular threat in 24 hours; +1 to +3
(depending on the quality of the
report) if you learned the details of
this particular situation before you
witnessed it.

The Rule of 14

If final, modified Will exceeds 13,
reduce it to 13 for the purpose of the
Fright Check. This means that a roll of
14 or more is automatically a failure.
This rule does not apply to other Will
rolls (resistance rolls, rolls to avoid

distraction, etc.) — only to Fright
Checks.

Fright Check Table

When you fail a Fright Check, roll
3d, add your margin of failure on the
Fright Check, and consult the table
below. This sometimes gives implausi-
ble results. The GM should either
reroll these or change them to some-
thing more appropriate — especially
for Fright Checks stemming from awe
(e.g., divine beauty) or mind-warping
complexity (e.g., otherworldly geome-
try or radical philosophical concepts)
instead of fear.

Many of these results give a new
mental quirk or disadvantage. The
GM assigns this trait, which must be
related to the frightening event. If pos-
sible, it should also be related to the
victim’s existing mental traits! Traits
acquired this way reduce the victim's
point value.

4, 5 — Stunned for one second, then
recover automatically.

6, 7 - Stunned for one second. Every
second after that, roll vs. unmodi-
fied Will to snap out of it.

8, 9 - Stunned for one second. Every
second after that, roll vs. Will, plus
whatever bonuses or penalties you
had on your original roll, to snap
out of it.

10 - Stunned for 1d seconds. Every
second after that, roll vs. modified
Will, as above, to snap out of it.

11 - Stunned for 2d seconds. Every
second after that, roll vs. modified
Will, as above, to snap out of it.




12 - Lose your lunch. Treat this as
retching for (25 - HT) seconds,
and then roll vs. HT each second
to recover; see Incapacitating
Conditions (p. 428). Depending
on the circumstances, this may
be merely inconvenient, or humil-
iating.

13 - Acquire a new mental quirk (see
Quirks, p. 162). This is the only way
to acquire more than five quirks.

14, 15 - Lose 1d FP, and take 1d sec-
onds of stunning as per 10.

16 - Stunned for 1d seconds, as per
10, and acquire a new quirk, as per
13.

17 - Faint for 1d minutes, then roll vs.
HT each minute to recover.

roll vs. unmodified Will once per

minute to snap out of it.

22 - Acquire a -10-point Delusion
(p. 130).

23 - Acquire a -10-point Phobia
(p. 148) or other -10-point mental
disadvantage.

24 - Major physical effect, set by GM:
hair turns white, age five years
overnight, go partially deaf, etc. In
game terms, acquire -15 points
worth of physical disadvantages
(for this purpose, each year of age
counts as -3 points).

25 - If you already have a Phobia or

other mental disadvantage that is

logically related to the frightening
incident, your self-control number

18 - Faint as above, and roll vs. HT
immediately. On a failed roll, take 1
HP of injury as you collapse.

19 - Severe faint, lasting for 2d min-
utes. Roll vs. HT each minute to
recover. Take 1 HP of injury.

20 - Faint bordering on shock, lasting
for 4d minutes. Also, lose 1d FP.

21 - Panic. You run around scream-

ing, sit down and cry, or do some-

thing else equally pointless for 1d
minutes. At the end of that time,

becomes one step worse. If not, or
if your self-control number is
already 6, add a new -10-point
Phobia or other -10-point mental
disadvantage.

26 - Faint for 1d minutes, as per 18,
and acquire a new -10-point
Delusion, as per 22.

27 - Faint for 1d minutes, as per 18,
and acquire a new -10-point men-
tal disadvantage, as per 23.
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28 - Light coma. You fall uncon-
scious, rolling vs. HT every 30 min-
utes to recover. For 6 hours after
you come to, all skill rolls and
attribute checks are at -2.

29 - Coma. As above, but you are
unconscious for 1d hours. Then
roll vs. HT. If the roll fails, remain
in a coma for another 1d hours,
and so on.

30 - Catatonia. Stare into space for 1d
days. Then roll vs. HT. On a failed
roll, remain catatonic for another
1d days, and so on. If you have no
medical care, lose 1 HP the first
day, 2 the second, and so on. If you
survive and awaken, all skill rolls
and attribute checks are at -2 for as
many days as the catatonia lasted.

31 - Seizure. You lose control of your
body and fall to the ground in a fit
lasting 1d minutes and costing 1d
FP. Also, roll vs. HT. On a failure,
take 1d of injury. On a critical
failure, you also lose 1 HT
permanently.

32 - Stricken. You fall to the ground,
taking 2d of injury in the form of a
mild heart attack or stroke.

33 - Total panic. You are out of con-
trol; you might do anything (the
GM rolls 3d: the higher the roll, the
more useless your reaction). For
instance, you might jump off a cliff
to avoid the monster. If you survive
your first reaction, roll vs. Will to
come out of the panic. If you fail,
the GM rolls for another panic
reaction, and so on!

34 - Acquire a -15-point Delusion
(p. 130).

35 - Acquire a -15-point Phobia
(p. 148) or other mental disadvan-
tage worth -15 points.

36 - Severe physical effect, as per 24,
but equivalent to -20 points of
physical disadvantages.

37 - Severe physical effect, as per 24,
but equivalent to -30 points of
physical disadvantages.

38 - Coma, as per 29, and a -15-point
Delusion, as per 34.

39 - Coma, as per 29, and a -15-point
Phobia or other -15-point mental
disadvantage, as per 35.

40+ - As 39, above, but victim also
loses 1 point of 1Q permanently.
This automatically reduces all 1Q-
based skills, including magic spells,
by 1.




CHAPTER ELEVEN

The complete combat system occupies three
chapters. This chapter contains the core com-
bat rules. Chapter 12 adds rules for playing
out combat using counters or figures on
a hexagonal grid. Chapter 13 provides
rules for a number of special combat
situations. Like the character-creation
system in Book 1, the combat system
applies equally to PCs and NPCs.
The GM decides when to start
using the combat rules. This will gener-
ally be when fighting seems likely and
combatants begin maneuvering for tacti-
cal advantage. The GM may also use these
rules to resolve “action” situations such as
chases and tournaments.

COMBAT
TURN
SEQUENCE

Combat takes place second by second.
Each character actively involved in the
combat gets one opportunity to act per
second, referred to as his “turn.” After
everyone has taken his turn, one second
has passed.

The GM shouldn't feel constrained by
the one-second time scale. This is just a
way of breaking a battle into manageable
chunks! He should feel free to drop out of
combat time whenever dramatically

appropriate, and to resume combat time
when noncombat action gives way to more fighting. Consider a running
gunfight in which the combatants leap across rooftops and chase each
other up and down rickety fire escapes: the GM could resolve this
through roleplaying and DX or skill rolls (against Jumping, etc.),
interspersed with a few seconds of combat whenever he feels the
’ opponents have a clear shot at each other.

Active Characters

An “active character” is involved in the combat and able to take
action. A character who is knocked out, asleep, etc. is not active. But
someone who chooses to do nothing is still active — “Do Nothing” is a
valid combat maneuver (see p. 364).

COMBAT




Turn Sequence

The “turn sequence” is the order in
which active characters take their
turns. It is set at the start of the fight
and does not change during combat.
The combatant with the highest Basic
Speed goes first and takes his turn,
then the one with the next-highest
Basic Speed, and so on, in descending
order by Basic Speed. Once every
active character has taken his turn,
one second has passed and another
second begins.

Tied Speeds: If multiple NPCs on
the same side have the same Basic
Speed, the GM simply decides who
goes first - it isn't really important. If
PCs are involved, ties go to the highest

A “maneuver” is an action that
you can take on your turn. Each turn,
you must choose one of the following
maneuvers: Aim, All-Out Attack, All-
Out Defense, Attack, Change Posture,
Concentrate, Do Nothing, Evaluate,
Feint, Move, Move and Attack, Ready,
or Wait. Your choice determines what
you can do on your turn, and sets
your options for active defense and
movement.

DX. If there’s still a tie, GM should roll
randomly at the start of the combat to
determine who acts first, and use that
order throughout the combat.

Sequence Chart: If a combat has
many participants, the GM may find it
useful to make a quick list of the order
in which the combatants take their
turns.

“Your Turn”

A given participant’s turn is the
one-second period that stretches
from when he chooses a maneuver
until his next opportunity to select a
maneuver. This overlaps the turns of
other characters.

Each character actively involved in the combat
gets one opportunity to act per second, referred to
as his “turn.” After everyone has taken his turn,

one second has passed.

MANEUVERS

attacked. Your most recent maneuver
governs the active defenses you can
use.

For the purpose of active defenses,
your maneuver is considered to be in
effect until you select another maneu-
ver on your next turn. For instance, if
you chose All-Out Defense (which
gives a defensive advantage), its bene-
fits would apply if you were attacked
after you took your turn, and would

Multiple Maneuvers and

Full-Turn Maneuvers
Ordinary characters can only take a single maneuver when it is their
turn to act, limiting them to one maneuver per second. However, a few
traits allow you to act with superhuman speed and take multiple

maneuvers per turn!

Some maneuvers are described as “full-turn” maneuvers. If you take
one of these, it’s the only maneuver you can perform on your turn,
regardless of how fast you can act. You are assumed to be performing

that maneuver for an entire second.

Active Defense

and Maneuvers

The maneuver you choose affects
your “active defenses” — your ability to
dodge, parry, or block attacks (see
Defending, p. 374). You only have to
select an active defense if you are

persist until it was your turn again and
you took a different maneuver.

If you're attacked before you've had
a chance to choose a maneuver - usu-
ally at the start of combat - you're con-
sidered to be taking a Do Nothing
maneuver (see p. 364).

Movement

and Maneuvers

Most maneuvers allow some form
of movement. The Move and Move
and Attack maneuvers allow you to
move quickly, up to a number of yards
equal to your full Move score. Other
maneuvers, such as All-Out Attack,
limit you to a fraction of your full
Move.

Many maneuvers restrict move-
ment to a “step.” This is movement up
to 1/10 your Move, minimum 1 yard,
in any direction, a change of facing
(for instance, to turn around), or both.
You can perform your step before or
after the rest of the maneuver; for
instance, you could step and attack or
attack and step.

Some maneuvers allow no move-
ment. In particular, you cannot move
if you Change Posture or Do Nothing.

For more on movement, see Move
(p. 364) and Movement and Combat
(p. 367).

Free Actions

“Free actions” are things you
can do during any maneuver. Some
examples:

Talk. You can always talk. If the GM
wants to be realistic, he should allow
only one sentence of communication
per second . . . but it is usually more
fun when you ignore this limitation!



Maintain spells or psi. As long as
you remain active, you can maintain a
spell or ongoing psi ability, no matter
what else you do.

Drop an item. You can drop any
“ready” item at any time during any
maneuver. If you're moving, you may
drop it at any point within your reach
during your movement.

Crouch. If standing, you may opt
to crouch (to make yourself a smaller
target for ranged attacks) at the
beginning of your turn. This will usu-
ally slow your movement speed (see
Movement, p. 367), and you cannot
crouch and sprint. If you were
already crouching, it is a free action
to rise from a crouching position at
any time.

Do NOTHING

Anyone who is just standing still is
assumed to be doing nothing. In par-
ticular, when combat begins, anyone
who has not yet taken a turn is treated
as if he took this maneuver before
entering combat.

Someone who is conscious but
stunned or surprised must take this
maneuver. On each turn of Do
Nothing, he may attempt a HT roll to
recover from physical stun or an 1Q
roll to recover from mental stun. On a
success, he recovers at the end of his
turn - that is, he Does Nothing this
turn, but may act normally next turn.

Movement: None!

Active Defense: Any (unless you're
tied up, etc.). If you are stunned, how-
ever, your active defenses are at -4
until your next turn - even if you
Tecover.

MovVE

Move, but take no other action
except those specified under Free
Actions (p. 363). You may move any
number of yards up to your full Move
score. Most other maneuvers allow at
least some movement on your turn,
take this maneuver if all you want to
do is move.

Players must tell the GM exactly
where their PCs move to so that he
can keep track of the combat. The GM
decides where his NPCs move, and
will inform any players whose PCs are
in a position to witness the movement.

If you are controlling a vehicle or
riding a mount, take a Move maneu-
ver to spend the turn actively control-
ling it. Instead of you moving, the
vehicle or mount moves on your turn
(carrying you and other occupants).
See Mounted Combat (p. 396) and
Vehicles (p. 462) for details.

Sprinting: If you run forward for
two or more turns in a row, you get
bonus movement on your second and
later moves; see Sprinting (p. 354).

Movement: See above.
Active Defense: Any.

CHANGE
POSTURE

This maneuver lets you switch
between any two “postures” (stances
in which you can pose your body).
Valid postures are standing, sitting,
kneeling, crawling, lying prone (face
down), and lying face up. Any posture
other than standing slows your move-
ment and penalizes your attack and
defense rolls, but also makes you a
smaller target for ranged attacks.

You cannot stand up directly from
a lying position. If you are lying (prone
or face up), you must take a Change
Posture maneuver to rise to a crawl-
ing, kneeling, or sitting posture first. A
second Change Posture maneuver lets
you stand from any of these postures.
(Going from standing up to lying
down, however, only takes one maneu-
ver — or none at all, if the change was
involuntary!)

You can switch between kneeling
and standing (only) as the “step” por-
tion of any maneuver that allows a
step — you don’t need Change Posture
for that. This is instead of using the
step to move. Thus, you could go from
prone to kneeling with a Change
Posture maneuver on one turn, and
then stand up in place on your next
turn by taking a maneuver that allows
a step.

Crouching does not require a
Change Posture maneuver; see Free
Actions (p. 363).

Movement: None. You remain in
place as you change posture.

Active Defense: Any. Postures other
than standing penalize your defense
rolls, but also make you a smaller tar-
get for ranged attacks.

COMBAT

Am

This is a full-turn maneuver used
to aim a ranged weapon (or a device
such as a camera or telescope). You
must choose a specific target. You
can't aim at something that you can’t
see or otherwise detect.

Specify the weapon you're aiming
with and your target. If you follow an
Aim maneuver with an Attack or All-
Out Attack with the same weapon
against the same target, you get a
bonus to hit. Add the weapon’s
Accuracy (Acc) to your skill, plus any
bonuses for targeting systems used:
sights, targeting computers, etc.

If you brace a firearm or crossbow,
you get an extra +1 to Acc. A firearm
or crossbow is braced if you can rest it
on a sandbag, low wall, car, etc. A one-
handed firearm (e.g., a pistol) is con-
sidered braced if used two-handed. A
two-handed firearm (e.g., a rifle) is
considered braced if you are prone
and using a bipod.

If you Aim for more than one sec-
ond, you receive an additional bonus:
+1 for two seconds of Aim, or +2 for
three or more seconds.

Your combined bonus from all tar-
geting systems (scopes, sights, com-
puters, etc.) cannot exceed the
weapon’s base Accuracy. For instance,
if you add a telescopic sight that gives
+4 Acc to a pistol with Acc 2, the
bonus is +2, not +4.

Movement: Step. Exception: You
cannot step if using a braced, two-
handed weapon.

Active Defense: Any, but you auto-
matically spoil your aim and lose all
accumulated benefits. If you are
injured while aiming, you must make
a Will roll or lose your aim.

EVALUATE

This maneuver is the melee combat
equivalent of Aim. It lets you take time
to study an adversary in order to gain
a combat bonus on a subsequent
attack. You must specify one visible
opponent who is close enough to
attack unarmed or with a ready melee
weapon, or whom you could reach
with a single Move and Attack maneu-
ver. You are sizing him up and looking
for the right moment to strike.

An Evaluate maneuver gives you
+1 to skill for the purpose of an Attack,




Feint, All-Out Attack, or Move and
Attack made against that opponent, on
your next turn only. You may take mul-
tiple, consecutive Evaluate maneuvers
before you strike, giving a cumulative
+1 per turn, to a maximum of +3.

Movement: Step.
Active Defense: Any. This does not
spoil your evaluation.

ATTACK

Use this maneuver to make an
armed or unarmed attack in melee
combat, or to use a thrown or missile
weapon in ranged combat. To use a
weapon to attack, it must be ready.

If you are using a melee weapon or
unarmed attack, your target must be
within reach. Resolve the attack as
explained under Melee Attacks
(pp. 369-372). If you took an Evaluate
maneuver (above) last turn, you will
have a bonus to hit. If you took a Feint
(below), your opponent may have a
penalty to defend.

If you are using a ranged weapon,
your target must be within the
weapon’s Max range. Resolve the
attack according to Ranged Attacks
(pp. 372-374). If you took an Aim
maneuver (p. 364) last turn, you will
have a bonus to hit.

Movement: Step. You may step and
then attack or attack and then step -
your choice. To move further and still
attack, take All-Out Attack or Move
and Attack.

Active Defense: Any.

FEINT

“Fake” a melee attack. You cannot
Feint someone unless you could have
hit him with a melee attack - that is,
your weapon is ready and your foe is
within reach. This maneuver is not an
attack, though, and does not make
your weapon unready.

When you Feint, roll a Quick
Contest of Melee Weapon skills with
your foe; if either of you is unarmed,
you may roll against an unarmed
combat skill instead. Your opponent
may opt to roll against Cloak or Shield
skill, if he is suitably equipped and this
would give him a better roll. If his DX
is better than his combat skills, he
may roll against DX instead.

If you fail your roll, your Feint is
unsuccessful. Likewise, if you suc-
ceed, but your foe succeeds by as
much as or more than you do, your
Feint fails.

If you make your roll, and your foe
fails, subtract your margin of success
from the foe’s active defense if you
attack him with Attack, All-Out
Attack, or Move and Attack on your
next turn. For instance, if your skill is
15 and you roll a 12, your foe defends
against you at -3 next turn.

If you and your foe both succeed,
but you succeed by more, subtract
your margin of victory from the foe’s
defense. For instance, if your skill is 15
and you roll a 10 (success by 5), and
your foe’s skill is 14 and he rolls 12
(success by 2), you win by 3, so he will
defend at -3 if your next maneuver is
to attack him.

You cannot Feint if your foe is
unable to observe you! However, if
your foe runs away, turns his back on
you, or loses sight of you in some way
after you successfully Feint, he will
still suffer his defense penalty if you
attack him on your next turn. If you
lose track of the foe, or cannot attack
him next turn, your foe’s defense
penalty vanishes.

A Feint is good for one second! But
if you Feint and then make an All-Out
Attack (Double), the feint applies to
both attacks.

In all cases, your allies cannot take
advantage of your Feint. The defense
penalty applies only to your next
attack.

Shield Feints: After you have
attacked your foe once by striking
with your shield (see p. 406), you may
also Feint with your shield, rolling
against Shield skill.

Movement: Step.

Active Defense: Any. However, if you
Feint and then parry with an unbal-
anced weapon, you cannot attack on
your next turn, making your Feint
pointless.

ALL-OuT ATTACK

Attack any foe with a ready
weapon, making no effort to defend
against enemy attacks. If you are mak-
ing a melee attack, you must specify
one of these four options before you
attack:

® Determined: Make a single attack
at +4 to hit!

® Double: Make two attacks against
the same foe, if you have two ready
weapons or one weapon that does not
have to be readied after use. Attacks
with a second weapon held in the off
hand are at the usual -4 (see
Handedness, p. 14) unless you have
Ambidexterity (p. 39).

® Feint: Make one Feint (see above)
and then one attack against the same
foe. The Feint applies to this attack
instead of one you make on your next
turn.

® Strong: Make a single attack, at
normal skill. If you hit, you get +2 to
damage - or +1 damage per die, if that
would be better. This only applies to
melee attacks doing ST-based thrust
or swing damage, not to weapons
such as force swords.

If you are making a ranged attack,
you must specify one of these two
options before you attack:

® Determined: Make a single attack
at +1 to hit.

® Suppression Fire: Take the entire
turn to spray an area with automatic
fire. This is a full-turn maneuver, and
you can only choose this option if your
weapon has RoF 5+. See Suppression
Fire (p. 409).

Movement: You may move up to
half your Move, but you can only
move forward.

Active Defense: You may make no
active defenses at all from the point
you take this maneuver until your next
turn. If someone attacks you after you
make an All-Out attack, all you can do
is hope he misses - you can’t dodge,
parry, or block!

MOVE AND
ATTACK

Move as described for the Move
maneuver (p. 364), but during or after
your move, make a single, poorly
aimed attack - either unarmed or with
a ready weapon.

You attack as described for the
Attack maneuver (above), but at a
penalty. If you are making a ranged
attack, you have a penalty of -2 or the
weapon’s Bulk rating, whichever is
worse — and if you took an Aim,
you lose all of its bonuses. If you are




making a melee attack other than a
slam (p. 371), you have a flat -4 to
skill, and your adjusted skill cannot
exceed 9.

Movement: As described under the
Move maneuver — but since you are
trying to do two things at once, you
are -2 on any rolls the GM requires to
avoid falling, tripping over obstacles,
etc.

Active Defense: Dodge or block
only. You cannot parry and you may
not retreat (see Retreat, p. 377).

ALL-OUuT
DEFENSE

This is the maneuver to choose
when you're beset by foes — especially
foes who like All-Out Attacks! You
must specify one of the following two
options:

® [ncreased Defense: Add +2 to one
active defense of your choice: Dodge,
Parry, or Block. This bonus persists
until your next turn.

® Double Defense: Apply two differ-
ent active defenses against the same
attack. If you fail your defense roll
against an attack, you may try a sec-
ond, different defense against that
attack. For instance, if you fail a block,
you may try a dodge or a parry. If you
try a parry (armed or unarmed) with
one hand and fail, a parry using the
other hand does count as a “different
defense.”

Movement: If you choose Increased
Dodge, you may move up to half your
Move. Otherwise, the only movement
you may take is a step.

Active Defense: You may choose
any legal active defense, with bonuses
as described above.

CONCENTRATE

You concentrate on one primarily
mental task (even it has a minor phys-
ical component, like operating con-
trols, gesturing, or speaking). This
may be casting a magical spell, using a
psi ability, making a Sense roll to spot
an invisible warrior, making a
Leadership roll to give orders, making
an Electronics Operation roll to oper-
ate a sensor, or any similar action,
including most 1Q-based skill rolls.
This is a full-turn maneuver.

Some activities (e.g., casting spells)
require you to take the Concentrate
maneuver for multiple seconds. If you
are forced to use an active defense,
knocked down, injured, or otherwise
distracted before you finish, you must
make a Will-3 roll. On a failure, you
lose your concentration and must
start over.

Movement: Step.

Active Defense: Any. However, it
interferes with concentration as noted
above.

READY

Take a Ready maneuver to pick up
or draw any item and prepare it for
use; e.g., to pull a sword from its
sheath or a gun from its holster, or to
reload a firearm. In some cases, you
may also need a Ready maneuver to
regain control of an unwieldy weapon
after a swing, or to adjust the reach of
a long weapon - see the Melee Weapon
Table (p. 271).

You can use a Ready maneuver to
perform physical actions other than
fighting: opening or closing a door,
picking a lock, digging, lifting, etc.
Continuing activities may require
multiple, consecutive Ready maneu-
vers; see Other Actions in Combat
(p. 382).

Finally, a Ready maneuver lets you
switch an advantage “off” or “on” if it
is not always on and does not require
an Attack or Concentrate maneuver to
use.

For more information, see
Readying Weapons and Other Gear
(p. 382) and When Is a Weapon Ready?
(p. 382).

Movement: Step.
Active Defense: Any.

WAIT

Do nothing unless a particular
event you specified in advance
occurs before your next turn; e.g., a
foe moves into range. If that hap-
pens, you may transform your Wait
into an Attack, Feint, All-Out Attack
(you must specify the option before
acting), or Ready maneuver. If you
are reacting to someone else, this
interrupts his turn, but he can
resume it after you've acted.

You must specify exactly what your
action will be when you take the Wait
maneuver, and what will trigger it. For
instance, “I'll make an All-Out Attack
(Determined) with my sword on the
first orc to move toward me.”

You may take a Wait with a ready
ranged weapon; this is known as “cov-
ering” a target or area. If so, you must
specify the zone that you are covering
with that weapon. There is no penalty
to cover a one-yard area. For larger
areas and additional rules, see
Opportunity Fire (p. 390).

You can use the Wait maneuver
for any “reflex action” you want to
plan in advance, provided you speci-
fy both the response and the action
that will trigger it. This can include
holding a knife at a hostage’s throat,
or even a noncombat action (e.g., “If
Dora sees any orcs, she will pull this
rope immediately - otherwise, she
does nothing.”). An action only qual-
ifies as a “reflex” if you could do it in
a single motion. The GM’s decision is
final.

Finally, you can use Wait to coor-
dinate actions with slower friends.

Stop Thrust: If you have a ready
thrusting weapon, you can use a
Wait to brace your weapon to receive
a possible enemy charge. Simply
state, “I brace for a stop thrust.” You
can convert your Wait into an Attack
or All-Out Attack against any one foe
that moves one or more yards
toward you to make a melee attack
(armed or unarmed, including a
slam or a grapple) or evade (see
Evading, p. 368). You strike first if
you have the longer reach. If you hit
and your foe fails to defend, add +1
to thrust damage for every two full
yards your attacker moved toward
you.

Movement: None until your Wait is
triggered. At that point, you may move
as allowed by the maneuver you spec-
ified (Attack, Feint, All-Out Attack, or
Ready).

Active Defense: You may defend
normally while you are waiting or
after your Wait is triggered. But if you
defend while taking a Wait, you may
not transform your Wait into an All-
Out Attack; you must convert your
Wait into an Attack instead.




Basic movement does not require a
game board. Instead, the GM should
have a general idea of the environ-
ment, and mentally keep track of rela-
tive distances between combatants or
objects — possibly referring to maps,
notes, or diagrams. Should the players
ask about reach or distance (“I want to
run up and swing at him . . . how far
away is he?”), the GM’s judgment is
final.

Since movement and facing issues
are in the GM'’s head, it’s up to the GM
how much detail to give the players.
The GM might carefully keep track of
every yard of movement, taking notes
on paper . . . or he might only worry
about exact distances when they are
of vital importance. Most GMs will
want to adopt a middle ground. For
example:

GM: “You see Indigo Joe 90 yards
north of you. He’s at the edge of the
cemetery, crouched behind a tomb-
stone, aiming his laser rifle at Kim.”

Player: “Damn, he spotted us. Is
there any cover nearby? I want to run
toward it.”

GM: “An outcropping of rock starts
7 yards to your northwest, and there
are some trees about 10 yards to the
east. Your helicopter is parked 10
yards behind you, if you want to fall
back.”

Player: “No way! Kim will use a
Move and Attack. She runs her full
Move toward the rocks, while firing at
Indigo Joe with her Gauss rifle.”

GM: “Fine. You have Move 5?
Okay, you're now 2 yards from cover.
Now it's Joe's turn. He fires an aimed
shot . ..”

The GM should always provide
enough detail to give the players tacti-
cal choices, but not so much as to
overwhelm them. If things get confus-
ing, a sketch map with a few notes can
often help. Groups that desire more
detail than that should consider using
the tactical combat system in Chapter
12 - or at least adopting some of those
rules to add extra detail to the guide-
lines given here.

Here are a few “rules of thumb” for
movement and combat. See Mounted
Combat (p. 396) and Vehicles (p. 462)

MOVEMENT AND COMBAT

for notes on mounted and vehicular
combat, respectively.

MOVEMENT

A combatant can move a maxi-
mum number of yards equal to his full
Move score if he took a Move or Move
and Attack maneuver. He can move up
to half his Move if he chose an All-Out
Attack or All Out Defense (Increased
Dodge) maneuver.

Obstacles and bad footing will
generally slow movement. The GM

Sitting:
No Move

Standing:
Full Move

COMBAT

decides how many yards of movement
a fighter must give up to cover one
yard of difficult terrain or to cross a
given obstacle. For instance, tangled
brush might cut Move in half, while
climbing over a fallen body might cost
an extra yard of movement.

You can move while in almost any
posture, but you only get your full
Move if standing. You have 1/3 your
Move while crawling or kneeling — and
you have a flat Move 1 while lying
down (belly crawl or rolling). You can-
not move at all while sitting!

Kneéling:
Move x 1/3
b

Crawling:
Move x 1/3

Lying Down:
Move 1




ML

STEP

Most maneuvers allow you to take
a step, either before or after another
action. You may step a distance equal
to 1/10 your Move, but never less than
one yard. Round all fractions up.
Thus, Move 1-10 gives a one-yard step,
Move 11-20 gives a two-yard step, and
SO on.

If you are capable of steps greater
than one yard, you may break up your
movement in a turn. For instance, if
you had a two-yard step, you could
move one yard, make an attack, and
move another yard during an Attack
maneuver.

You can use a step to go from a
kneeling to a standing posture (or vice
versa) instead of moving. This requires
your entire step, no matter how far
you could normally move.

You may always turn to face a dif-
ferent direction as part of any step (or
as the step, if you just want to change
your facing).

SPACING

A human-sized fighter needs about
one yard (3’) of space; thus, two war-
riors could move down a passage two
yards wide shoulder-to-shoulder - or
hold it against a foe. A doorway is
about one yard wide, so a single per-
son could hold it. All this assumes
room to attack and defend.
Noncombatants could be packed in

much more tightly, but they would
have no room to react.

MovVING
THROUGH OTHER
CHARACTERS

You can always move through
space occupied by your allies in com-
bat, and you can run around an adver-
sary who does not completely block
your path (see Spacing, above). But if
the GM rules that the only way past an
opponent is through him, you must
either bowl him over (see Slam,
p. 371) or “evade” him.

Evading

“Evading” is moving through
ground occupied by an opponent
without trying to knock him down.
You can attempt this as part of any
maneuver that allows movement, pro-
vided you can move fast enough to go
past your foe — not just up to him.

First, ask if your foe is trying to
stop you. If he chooses to let you past,
you “evade” him automatically — no
roll is needed. If your foe wants to stop
you, roll a Quick Contest of DX.
Modify your DX as follows:

-5 if your foe is standing up.

-2 if your foe is kneeling.

+2 if you are approaching your foe
from his right or left side.
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+5 if you are approaching your foe
from behind.

+5 if your foe is lying down.

If you win, you evade him and are
free to move on. If you lose or tie, he
got in your way and stopped you.

You cannot evade anyone while
you are being grappled (see Grappling,
p. 370). You cannot evade a foe if there
is no logical way you could avoid hit-
ting him, either (GM’s decision) . . .
but note that huge creatures can step
over smaller ones, while small crea-
tures can duck between the legs of
larger ones!

On the other hand, if you can use
an advantage such as Flight or Super
Jump to move up and over the foe’s
reach in the vertical plane, you can
evade him automatically!

CROUCHING

If you are in a standing position,
you can elect to crouch at the begin-
ning of your turn, as part of any
maneuver. If you don’t move, or if you
only step, you may also crouch after
performing another action such as
attacking or readying. However, you
may not move more than a step and
then crouch at the end of your move-
ment to avoid attacks - not in one sec-
ond! But if you are already crouching,
you may leave your crouch at any time
as a free action.




An “attack” is an attempt to hit a
foe or other target. If you execute an
Attack, All-Out Attack, or Move and
Attack maneuver (or convert a Wait
into any of these), you may try to hit a
foe. You can only attack with a
weapon if it’s ready (see Ready, p. 366).

The GM always has the option of
ruling, for any reason having to do
with the situation, that some fighters
cannot attack certain opponents. For
instance, eight attackers could not hit
one human-sized foe at the same time.
(Even three or four attackers at once
would be unlikely, unless their victim
had no allies!)

There are two Dbasic types
of attacks: melee attacks (pp. 369-372)
and ranged attacks (pp. 372-374).
Your target must be within reach
if youre making a melee attack, or

ATTACKING

within range if youre making a
ranged attack. Resolving either type of
attack takes three die rolls:

® First is your attack roll. If your
roll is successful, your attack was a
good one.

® Now your foe must make a
defense roll to see if he can defend
against your blow. If he makes this
roll, he evaded or stopped the attack,
and is not hit.

@ If he misses his defense roll, your
blow struck home and you roll for
damage.

Some advantages (e.g., Extra
Attack) and combat options (see All-
Out Attack, p. 365, and Rapid Strike,
p. 370) let you attack more than once.
Resolve such attacks one at a time.

ATTACK ROLL

Your “attack roll” is a regular suc-
cess roll - see Chapter 10. Figure your
effective skill (base skill plus or minus
any appropriate modifiers) with the
weapon you are using.

If your roll is less than or equal to
your “effective” skill, your attack will
hit unless your foe successfully
defends (see Defending, p. 374). If he
fails to defend - or if he can't - you've
hit him.

If your roll is greater than your
effective skill, you missed!

No matter what your effective skill,
a roll of 3 or 4 always hits, and is a
“critical hit”; see Critical Hits (p. 381).
A roll of 17 or 18 always misses.

MELEE ATTACKS

When you take a maneuver that
lets you make a melee attack, you
must specify who you are attacking,
and with what weapon. You can make
a melee attack using any ready melee
weapon (including a natural weapon
such as a kick, bite, or punch) against
any target that is within reach.

You can use some weapons in
more than one way; e.g., you can
swing or thrust with a shortsword.
Such weapons have multiple lines on
the Melee Weapon Table (p. 271). When
you attack with a weapon like this,
you must indicate how you are using
it before you roll.

To Hit

Figure your adjusted chance to hit
by:

1. Taking your base skill with the
weapon or unarmed attack you are
using.

2. Applying all conditional modi-
fiers for your maneuver, situation,
posture, and the target’s visibility. A
detailed list appears under Melee
Attack Modifiers (p. 547).

The result is your effective skill. A
roll of this number or less is a suc-
cessful attack roll. It will hit, unless

the target succeeds with an active
defense.

Ready Weapons

A one-handed weapon is ready if
it's being held in your hand. A two-
handed weapon is ready if you are
gripping it with both hands. Some
unwieldy weapons (e.g., the great axe)
become unready after each attack
unless you are extremely strong; see
the Melee Weapon Table to learn which
weapons are unwieldy, and their ST
requirements (always marked ).

To draw a new weapon from a
sheath, scabbard, or sling, or to ready
an unwieldy weapon that became
unready after an attack, you must take
a Ready maneuver (p. 366).

A natural weapon (punch, kick,
etc.) is always ready unless the body
part in question is occupied or
restrained; e.g., you can’t punch if you
are holding a weapon with the same
hand, or bite while wearing a full-face
helmet or gripping something with
your teeth.

Reach

A melee weapon can only attack a
target that is within its reach (meas-
ured in yards), as given on the Melee

Weapon Table. Most weapons have a
reach of 1, which means you must be
adjacent to your target (that is, within
one yard of him). Reach plays a much
larger role if using a game board; see
Chapter 12.

MELEE ATTACK
OPTIONS

Before making a melee attack, you
may specify some additional options.

Hit Location

It is assumed that you are attacking
the target’s center of mass (the torso,
on a human), unless you specify oth-
erwise. If you wish to target another
body part (e.g., the head), see Hit
Location (p. 398). If you choose to
attack his weapon, see Striking at
Weapons (p. 400).

Deceptive Attack

You may designate any melee
attack as “deceptive” before you roll to
hit. A Deceptive Attack is intended to
get past an opponent’s defenses
through sheer skill. You can use this
option to represent any number of
advanced fighting techniques.




For every -2 you accept to your
own skill, your foe suffers a -1 penalty
on his active defenses against this
attack. You may not reduce your final
effective skill below 10 with a
Deceptive Attack, which normally lim-
its it to skilled fighters.

The GM may opt to speed play by
limiting Deceptive Attacks to a flat -4
to skill, giving the target -2 on his
active defenses.

Rapid Strike

A Rapid Strike is a melee attack
executed swiftly enough that you get
one extra attack. You must take an
Attack or All-Out Attack maneuver,
and you must use a ready weapon to
make the extra attack. Make two
attacks, both at -6 to skill. You can tar-
get multiple opponents this way.

If you already have multiple
attacks, for whatever reason, you can
replace one of them (and only one!)
with two attacks at -6.

UNARMED
CoMBAT

Sometimes you have to fight with-
out weapons, or with improvised
weapons. This is unarmed combat.
Anyone can engage in unarmed com-
bat, but certain skills make you a more
effective unarmed fighter. For this
purpose:

® Striking skills are Boxing (p. 182),
Brawling (p. 182), and Karate (p. 203).

® Grappling skills are Judo (p. 203),
Sumo Wrestling (p. 223), and
Wrestling (p. 228).

Striking

See the Melee Weapon Table (p. 271)
for the reach, damage, etc., of punch-
es, kicks, bites, and other unarmed
strikes. For additional options, see
Sample Combat Techniques (p. 230)
and  Special Unarmed Combat
Techniques (p. 403). And see Hurting
Yourself (p. 379) for the effects of strik-
ing an armored target barechanded . . .

Grabbing

You can grab something a foe is
holding, like a weapon. To do so, you
must have an empty hand (but some
weapons, such as whips, can also
grab). Make an attack using DX or a
grappling skill, with the usual penalty

to hit the hand (-4). Your opponent
defends normally.

If you hit, you've grabbed hold of
your foe’s weapon. On subsequent
turns, you may try to wrest it from
him. Each attempt is a full-turn
maneuver. Roll a Regular Contest of
ST. If you win, you take his weapon
away. If you lose, you lose your grip on
his weapon.

Grappling

“Grappling” is an attempt to grab
your foe’s body. You must have at least
one empty hand. On a game board,
you must also move into your foe’s hex
(“close combat”).

Each attempt requires an Attack,
All-Out Attack, or Move and Attack
maneuver. Roll against basic DX or a
grappling skill to hit. Your foe may
defend normally — he can parry,
dodge, or block. You may Evaluate or
Feint beforehand to improve your
odds of success.

Grappling does no damage, but if
you successfully hit, the foe has -4 to
DX as long as youre holding on. He
may not move away until he breaks
free (see Actions After Being Grappled,
p. 371) or you let go. Exception: If you
grapple a foe of more than twice your
ST, you do not prevent him from mov-
ing away — youre just extra encum-
brance for him!

You may grapple with any or all of
your arms. If you grapple with more
than two arms, each arm beyond the
first two gives a bonus of +2 to hit. An
arm committed to grappling cannot
make unarmed parries until you let
go. Letting go is a free action on your
turn.

If you are holding onto your foe
with all your arms, the only further
attacks you can make are those listed
under Actions After a Grapple, below.

Posture: To grapple a prone, kneel-
ing, or sitting opponent, you must
kneel or lie down yourself, unless his
Size Modifier is two or more greater
than yours. You may do this as part of
the “step” component of an Attack
maneuver.

Hit Location: The rules above
assume that you are grappling the
torso. To grab another body part,
apply half the penalty given under Hit
Location (p. 398) to your roll; see
Grappling and Hit Location, p. 400. If

you hit, your foe has -4 to DX only
when using that body part. You could
grab a weapon arm or hand (to disarm
your victim), a leg (to trip him), or the
neck (to strangle him). If you grab an
arm or hand, you cannot snatch a
weapon away, but you can force your
foe to drop it by winning a Regular
Contest of ST - roll once per turn, as
explained under Grabbing (above).
For a related technique, see Arm Lock
(p. 230).

Actions After a Grapple

Once you have grappled a foe, you
may attempt the following moves on
subsequent turns (provided your
opponent does not break free!). Each
action requires an Attack or All-Out
Attack maneuver.

Takedown

This is an attempt to bear your
opponent to the ground. You may only
try this on a standing foe. Roll a Quick
Contest, with each contestant using
the highest of ST, DX, or his best grap-
pling skill. If you are not standing, you
have a penalty equal to the usual
penalty to hit for your posture. If you
win, your victim falls down next to
you (on a game board, he falls in your
hex and any adjacent hex of your
choice). If he was grappling you, he
loses his grip. If you lose, you suffer
the same effects! On a tie, nothing
happens.
Pin

You may only attempt a pin if your
foe is on the ground and you are grap-
pling his torso. Roll a Regular Contest
of Strength. The larger fighter gets +3
for every point by which his Size
Modifier exceeds that of his foe. The
fighter with the most free hands gets
+3. If you win, your foe is pinned and
helpless. You must stay there to hold
him down, but you can free one of
your hands for other actions. If you
lose or tie, nothing happens.

Choke or Strangle

You must have grappled your foe
by the neck. You must normally use
your hands, and can’t do anything else
with them (e.g., parry) while holding
on - but if you have the Constriction
Attack advantage (p. 43), you can use
your body instead. Roll a Quick
Contest: your ST vs. the higher of your
foe’s ST or HT. You are at -5 if you use
only one hand, but at +2 per hand




after the first two. If your Size
Modifier exceeds your foe’s, you can
grapple and squeeze his torso instead,
in which case you roll at -5 unless you
have Constriction Attack. If you win,
your foe takes crushing damage equal
to your margin of victory. DR protects
normally. Multiply injury to the neck
by 1.5. If any damage - even blunt
trauma (p. 379) - penetrates the vic-
tim's DR, you also start to suffocate
him! On his next turn and every sub-
sequent turn until he escapes, he loses
1 FP; see Suffocation (p. 436).

Choke Hold

If you have Judo or Wrestling skill,
you may try to apply a hold that can
incapacitate without crushing the
throat or torso. See Choke Hold
(p. 404).

Arm Lock

If you have Judo or Wrestling skill,
you may try to apply a lock to restrain
or cripple your opponents arm. See
Arm Lock (p. 403).

Neck Snap or Wrench Limb

If you grappled your foe’s neck or
skull, or a limb or other extremity, you
can twist. See Neck Snap or Wrench
Limb (p. 404).

Other Actions

You can bite or use a Striker (pro-
vided it has reach C) even if all your
hands are busy. If you're not using a
hand to grapple your foe, you can use
it to Attack or All-Out Attack (either
unarmed or with a reach C weapon),
or to take a Ready maneuver. You can-
not Aim, Feint, Concentrate, Wait, or
make ranged attacks unless you've
pinned your foe. You may also per-
form the following free actions:

® Release your grip. Let go of the
foe, if you are grappling or pinning
him. Or you can release just one hand
— but this makes it easier for him to
escape.

® Throw away a ready weapon. This
automatically succeeds and takes no
time. You may do this to get a useless
weapon out of your way, or to deprive
the foe of a chance to grab a useful
weapon (e.g., a blackjack) from you.

® Drag or carry your victim. If
you've pinned your foe, you can move
or step normally, dragging or carrying
him; see Lifting and Moving Things
(p. 353) for how much you can lift or
drag. He counts as encumbrance,

Actions After Being Grappled
If you have been grappled, you cannot take a Move maneuver unless
you have at least twice your foe’s ST. Aim, Feint, Concentrate, and Wait
maneuvers — and ranged attacks — are completely impossible. If you are
pinned, you can't take any maneuver that requires physical movement!
Otherwise, you can do the following:

Attack or All-Out Attack

You can take either maneuver, with certain limitations. You cannot
use any limb that has been grappled - or bite, if your neck or head was
grappled. You're limited to unarmed attacks (striking or grappling) or
attacks using weapons with reach C. You can stab with a dagger, but
not swing a sword!

Ready

You can Ready an item if you have a hand free, but you must make
a DX roll. Failure means you drop the item. Ready maneuvers to switch
advantages off and on succeed automatically.

Break Free

If you are grappled, you cannot move away until you break free by
winning a Quick Contest of ST. Your foe has +5 if he is grappling you
with two hands. If he has you pinned, he rolls at +10 if using two hands
or at +5 if using only one, and you may only attempt to break free once
every 10 seconds. If either of you has three or more arms, each arm
beyond the first two gives +2. If your foe is stunned, he rolls at -4; if he
falls unconscious, you are automatically free! If you successfully break

free, you may immediately move one yard in any direction.

reducing your Move. If you havent
pinned him, moving away from him
means you automatically release your
grip unless you have at least twice his
ST. If you're that strong, you can pull
or carry him with you!

Slam

You can deliberately collide with
an opponent. This requires an Attack,
All-Out Attack, or Move and Attack
maneuver. Roll against DX, Brawling,
or Sumo Wrestling to hit. Note that
the -4 to hit and effective skill cap of 9
for a Move and Attack do not apply to
slams.

Your foe may block, dodge, or
parry (but your body counts as a
heavy weapon; see Parrying Heavy
Weapons, p. 376). If your foe dodges,
you must move at least two yards past
him if you have enough movement. If
you would hit someone else, see
Hitting the Wrong Target (p. 389).

If you hit, you and your foe each
inflict dice of crushing damage on the
other equal to (HP x velocity)/100.
“Velocity” is usually just the number
of yards you moved this turn - but in

a head-on collision, add the distance
your foe moved toward you on his last
turn (that is, use relative velocity).

If damage is less than 1d, treat frac-
tions up to 0.25 as 1d-3, fractions up
to 0.5 as 1d-2, and any larger fraction
as 1d-1. Otherwise, round fractions of
0.5 or more up to a full die. You can
use All-Out Attack (Strong) to increase
your damage!

If your damage roll equals or
exceeds that of your foe, he must
make a DX roll or fall down. You
knock him down automatically if you
roll twice his damage or more. If he
rolls twice your damage or more,
though, you fall down instead!

If your opponent dodged and you
went past him and hit a solid obstacle,
apply your damage roll to yourself
(and to the obstacle, if it matters).

You can also slam with a vehicle or
mount. Roll against your vehicle-oper-
ation skill to hit with a vehicle, or
Riding skill to hit with a mount.
Figure damage based on the HP of
your vehicle or mount.

For additional rules and special
cases, see Collisions and Falls (p. 430).



Flying Tackle: As slam, but you
must have at least two legs and one
arm free — most animals and vehicles
can't do this! A flying tackle gives you
+4 to hit and an extra yard of reach,
and you may opt to roll against
Jumping skill to hit. However, whether
you succeed or fail, you end up lying
down (in the same hex as your foe, if
you are using a combat map).
Pounce: As flying tackle, but you
must have four or more legs. After you
attack, make a DX, Acrobatics, or

Jumping roll. On a success, you stay
on your feet! This is how some ani-
mals attack, especially cats: they
knock down their foe and then claw or
bite. If a mount tries this, the rider
must roll vs. Riding-4 or fall off!
Shield Rush: As slam, but you
must have a shield. Roll against
Shield skill to hit, and add your
shield’s Defense Bonus to your dam-
age roll. Your shield takes damage
instead of you, but you still fall down

if your opponent rolls twice your
basic damage or more.

Shove

You can shove a foe with one or
both arms. Roll against DX or Sumo
Wrestling to hit. Your foe may block,
dodge, or parry. If you hit, roll
thrust/crushing damage - at -1 per die,
if you used only one hand - and dou-
ble it. This inflicts knockback (see
Knockback, p. 378), but never actual
physical injury.

RANGED ATTACKS

A “ranged attack” is any attack
with a weapon used at a distance,
from a thrown rock to a laser rifle.
This includes Missile spells and the
Affliction, Binding, and Innate Attack
advantages (unless given the Aura,
Malediction, or Melee Attack modi-
fiers). Most other spells and advan-
tages are not considered ranged
attacks.

Range

You can only make a ranged attack
on a target that falls within your
weapon’s range. To find this, see the
relevant weapon table or advantage or
spell description. Most ranged attacks
list Half Damage (1/2D) range and
Maximum (Max) range, in yards. Your
target must be no farther away than
Max range; 1/2D range only affects
damage.

A few weapons have a minimum
range, as they lob projectiles in a high
arc, or have fusing or guidance limits.
When using a weapon like this, your
target can't be any closer than the
minimum range.

To Hit

Figure your adjusted chance to hit
by:

1. Taking your base skill with your
ranged weapon.

2. Adding your weapon’s Accuracy
(Acc) if you preceded your attack with
an Aim maneuver.

3. Applying the target's Size
Modifier (SM). See Size Modifier
(p. 19).

4. Modifying for the target’s range
and speed (done as a single modifier),

from the Size and Speed/Range Table
(p. 550).

5. Modifying for circumstances
(rapid fire, movement, darkness,
cover, etc.), including any special con-
ditions determined by the GM. See
Ranged Attack Modifiers (p. 548) for a
summary.

The result is your effective skill. A
roll of this number or less is a suc-
cessful attack roll. It will hit, unless
the target succeeds with an active
defense.

Accuracy and
Aimed Fire

All ranged weapons have an
Accuracy (Acc) statistic. This is the
bonus you get if you take one or more
Aim maneuvers immediately before
you attack.

When you Aim, you can receive
other bonuses for extra seconds of
aim, bracing your weapon, or using a
scope or a laser sight. These benefits
are discussed under Aim (p. 364) and
summarized under Ranged Combat
Modifiers (p. 548). The sum of Acc and
all extra aimed-fire bonuses can never
exceed twice the base Acc of the
attack.

Size Modifier

A human-sized target has a Size
Modifier (SM) of 0; there is no bonus
or penalty to hit. Larger targets have a
positive SM, while smaller targets
have a negative SM. Add SM to your
skill. The SM of a character or a vehi-
cle appears on its character sheet or
vehicle description. For other objects,
use the Size and Speed/Range Table
(p. 550).

Target’s Range
and Speed

A distant target is harder to hit. As
arule of thumb, a target up to 2 yards
away is close enough that there’s no
penalty to hit. At 3 yards, you have -1
to hit; at up to 5 yards, -2; at up to 7
yards, -3; at up to 10 yards, -4; and so
on, with each approximately 50%
increase in range giving a further -1
to hit.

Consult the Speed/Range column
of the Size and Speed/Range Table
(p. 550) to find the exact penalty. For
ranges that fall between two values on
the table, use the larger penalty. For
very distant targets, the table also pro-
vides the equivalent range in miles.

Example: Infinity Patrol agent
Jenny Atkins is shooting on the firing
range. The target is 17 yards (50')
away. This rounds up to 20 yards, for
-6 to hit.

A fast-moving target is also harder
to hit. Consult the same column of the
table, but use speed in yards per sec-
ond (2 mph = 1 yard/second) instead
of range in yards to find the penalty.

If the target is both distant and fast
moving, add range (in yards) to speed
(in yards per second), and look up the
total in the Speed/Range column to
find the penalty to hit. (Do not look up
the range and speed penalties sepa-
rately and add them together! Great
range mitigates the effects of speed,
and vice versa.)

Examples: Agent Atkins fires her
pistol at a Centrum spy who is mak-
ing a getaway on a speeding motorcy-
cle. Her target is 50 yards away and




traveling at 60 mph, or Move 30. This
is a speed/range of 50 + 30 = 80. Per
the Size and Speed/Range Table, this
gives -10 to hit.

Ranged Attacks

on Human Targets

When using a ranged weapon
against a target moving at human
speeds — anything up to Move 10 - you
may simplify the calculation by using
just a range modifier and neglecting
speed (unless the target is flying,
sprinting, or something similar).
Assume that the target’s ability to take
a dodge defense adequately represents
the effects of movement.

THROWN
WEAPON
ATTACKS

“Thrown weapons” are weapons
you must physically hurl at the target:
rocks, hand grenades, ninja stars
(shuriken), etc. You can also throw
certain melee weapons, such as hatch-
ets, knives, and spears. See the
Muscle-Powered Ranged Weapon Table
(p. 275) for statistics and skills
required. See Chapter 13 for the
effects of grenades and incendiaries.

Treat a thrown weapon just like
any other ranged attack, with a few
special rules:

® Once you throw a weapon, it's no
longer ready! Hit or miss, your
weapon is now somewhere else. If you
want to attack again, you'll have to go
fetch your weapon (from the ground
... or your foe’s body) or ready a new
one.

® The range of a thrown weapon is
usually a multiple of your ST; e.g,
“STx2.” This is given on the Muscle-
Powered Ranged Weapon Table for
many common thrown weapons. To
determine range (and damage) for
anything not listed there, see
Throwing (p. 355).

® A thrown weapon travels fairly
slowly. Your target has the option of
using a block or a parry active defense
instead of a dodge. Success by 5+ (or
critical success) with an unarmed
parry means your target has caught
the weapon!

MIiSSILE
WEAPON
ATTACKS

“Missile weapons” are ranged
attacks other than thrown weapons:
bows, firearms, Missile spells, ranged
Innate Attacks, and so on. They fall
into two broad categories.

Muscle-Powered Missile Weapons:
These include bows, slings, and cross-
bows. As with thrown weapons, your
range and damage are determined by
your ST - or in the case of a bow or a
crossbow, by the weapon’s ST. See the
Muscle-Powered Ranged Weapon Table
(p. 275) for details.

Firearms: These include guns,
beam weapons, and self-propelled
projectiles. See the Firearms Table
(pp. 278-280) for statistics and special
rules for all types of high-tech missile
weapons - from black-powder
weapons through contemporary guns
and on to science-fiction weapons
such as lasers.

Rate of Fire

All missile weapons have a Rate of
Fire (RoF) statistic. If RoF is 1, the
weapon can fire one shot per attack. If
ROF is 2 or more, the weapon is capa-
ble of firing more than one shot per
attack; see Rapid Fire (below).

Examples: A bow has RoF 1; it can
fire one shot per attack. A .38 revolver
has RoF 3; it can fire up to three shots
per attack. A machine gun has RoF 10;
it can fire up to 10 shots per attack . . .
but this is still one attack roll, not 10
separate attacks!

Reloading and Shots

Missile weapons also have a Shots
statistic. Once you have fired this
many shots, you must reload before
you can fire the weapon again.

Reloading requires a number of
Ready maneuvers; see Readying
Weapons and Other Gear (p. 382). The
time required to reload appears in
parentheses after the weapon’s Shots
entry in the weapon tables.

Reloading restores the weapon’s
full number of shots. If a weapon has
only one shot, this represents loading
anew one. If it has multiple shots, this
represents changing the magazine,

belt, etc. The exception to this is multi-
shot weapons that have cylinders,
hoppers, or internal magazines. Their
loading time is designated “i” (for
“individually loaded”), and is per shot
(unless sped up by some mechanism,
such as a speed loader).

Examples: A bow has Shots 1(2); it
can fire one arrow, after which it takes
the archer two seconds to prepare
another. A .38 revolver has Shots 6(3i);
it can fire six shots, after which each
shot takes 3 seconds to reload. A
machine gun has Shots 200(5); it can
fire 200 shots, after which it takes 5
seconds to change the belt.

Rapid Fire

Some missile weapons have RoF 2
or more. This means they can fire
multiple shots per attack, up to a max-
imum equal to their RoF. For exam-
ple, a .38 revolver with RoF 3 could
fire 1, 2, or 3 shots per attack. Of
course, you can never fire more shots
than your weapon currently has
remaining, regardless of its RoF.

Rapid-fire weapons use the Recoil
(Rcl) statistic, which measures how
controllable the weapon is when firing
multiple shots. Rcl helps determine
the number of hits a rapid-fire attack
can inflict. The lower the Rcl, the easi-
er the weapon is to control. Rcl 1
means the weapon is recoilless, like
most beam weapons.

If a weapon has RoF 2 or more,
you must decide how many shots (up
to RoF) you wish to fire before you
make your attack roll. Firearms fired
at RoF 1-3 are firing one shot per trig-
ger pull; those fired at RoF 4+ are
usually firing “full auto” like a
machine gun - either in short bursts
or continuously.

Firing a large number of shots per
attack gives a bonus to hit, as shown
on this table:

Shots Bonus to Hit
2-4 +0
5-8 +1
9-12 +2
13-16 +3
17-24 +4
25-49 +5
50-99 +6
each x2 +1 to hit



Rapid fire may score multiple hits
from a single attack. A successful
attack means you scored at least one
hit — and possibly a number of extra
hits, up to a maximum equal to the
number of shots you fired. To find the
number of hits you scored, compare
your margin of success on the attack
roll to your weapon’s Recoil.

If you make your attack roll, you
have not (yet) actually struck your foe,
unless you rolled a critical hit. Your
attack is good enough to hit him - if he
fails to defend.

There are three “active defenses”
that a fighter can use to evade or ward
off an attack: Dodge (see Dodging,
below), Parry (see Parrying, p. 376),
and Block (see Blocking, p. 375). You
should calculate these active defense
scores in advance and record them on
your character sheet.

An active defense is a deliberate
attempt to avoid a particular attack.
It's only possible if the defender is
aware of the possibility of an attack
from his assailant and is free to react
. . . by moving out of the way of the
attack (a dodge), deflecting the attack
with a weapon or empty hand (a
parry), or interposing a shield (a
block).

If a foe makes a successful attack
roll against you, you may choose one
active defense and attempt a “defense
roll” against it. Exception: The All-Out
Defense (Double Defense) maneuver
lets you attempt a second defense
against a particular attack if your first
defense fails.

The active defense you choose
depends on your situation — especially
the maneuver you chose last turn.
Some maneuvers restrict the active
defenses you can make. Notably, if you
made an All-Out Attack, you have no
active defense.

You also get no active defense if
youre unaware of the attack.
Examples of situations in which no
active defense is possible include a
stab in the back from a “friend,” a sur-
prise sniper’s shot, and a totally unex-
pected booby trap. And you get no
active defense if you are unconscious,
immobilized, or otherwise unable to
react.

An attack scores one extra hit for
every full multiple of Recoil by which
you make your attack roll. The total
number of hits cannot exceed shots
fired. For instance, if your attack had
Rcl 2, success by 0-1 would mean one
hit; success by 2-3, one extra hit; suc-
cess by 4-5, two extra hits; success by
6-7, three extra hits; and so on.

DEFENDING

ACTIVE DEFENSE
ROLLS

The defender rolls 3d against his
active defense score. If his roll is less
than or equal to his effective defense,
he dodged, parried, or blocked the
attack. Otherwise, his active defense
was ineffective and the attack struck
home. If this occurs, roll for damage.

An active defense roll of 3 or 4 is
always successful — even if your effec-
tive defense score was only 1 or 2! A
roll of 17 or 18 always fails.

Your foe does not get to attempt a
defense roll if you rolled a critical hit
against him.

Several modifiers apply to active
defense rolls; see below for explana-
tions of a few of these. For a complete
list of modifiers, see Active Defense
Modifiers (p. 548).

Injury and
Active Defenses

If you are stunned, any active
defense is at -4. Active defenses never
take a penalty for shock, however. For

more on stunning and shock, see
Effects of Injury (p. 380).

Shields and

Defense Bonus

If you have a ready shield, add its
Defense Bonus (DB) to any Dodge,
Parry, or Block roll against an attack
that came from in front of you or from
your shield side.

Defense Bonus is 1 for a small
shield, light cloak, and most impro-
vised shields; 2 for a medium shield or
heavy cloak; and 3 for a large shield or
force shield. The Shield spell (p. 252)
gives a DB of 1-4.

High-RoF weapons (those with
RoF 5+) can also spread fire among
multiple targets (see Spraying Fire,
p. 409) or fire lots of shots to “sup-
press” an area (see Suppression Fire,
p. 409). Other special rules apply to
rapid fire with certain weapons - see
Special Rules for Rapid Fire (p. 408).

A shield’s DB adds to active defense
rolls against melee attacks, thrown
weapons, and muscle-powered missile
weapons - not against firearms
(unless the GM wishes to use the
optional Damage to Shields rules,
p. 484).

Retreating and
Dropping Prone

In some situations, you may give
ground or drop prone for a bonus to
your Dodge, Parry, or Block score. See
Active Defense Options (p. 377).

DoODGING

A “dodge” is an active attempt to
move out of the perceived path of an
attack. This is often the best defense
when youre not skilled with your
weapon and you have no shield, when
youre attacked multiple times, or
when your foe has such a powerful
weapon that you fear parrying or
blocking it may destroy your weapon
or shield.

Dodge is normally the only active
defense you can take against firearms.
This does not mean you can actually
dodge bullets! A dodge against this
kind of attack represents an attempt
not to be where you think your oppo-
nent will shoot, by weaving or ducking
at the right moment.

Your Dodge active defense is Basic
Speed + 3, dropping all fractions, less
a penalty equal to your encumbrance
level (see Encumbrance and Move,
p. 17). List Dodge on your character
sheet for quick reference.

You may dodge any attack except
one that you did not know about! You
only get one Dodge roll against a given
attack.




If a single rapid-fire attack scores
multiple hits, a successful Dodge roll
lets you avoid one hit, plus additional
hits equal to your margin of success. A
critical success lets you dodge all hits
you took from that attack.

Example: A machine gun gets four
hits against you. Your Dodge is 10.
You roll an 8, succeeding by 2. You
dodge three of the hits; only one bullet
strikes you.

You only get one active defense
against each attack, unless you use All-
Out Defense (Double Defense), but
there is no limit to the number of
times you may dodge different attacks
during your turn.

Acrobatic Dodge

If you have put at least one point
into the Acrobatics skill, you can try a
“fancy” dodge once during your turn.
You may define this as jumping over a
sword blow, cartwheeling away, or
whatever else you like. Make an
Acrobatics roll before you attempt
your Dodge roll. (If flying, roll against
Aerobatics instead.) On a success, you

get +2 to that Dodge roll. On a failure,
you get -2.

You can combine this option with a
retreat (see Retreat, p. 377).

Sacrificial Dodge

You can defend a friend by throw-
ing yourself into the path of an attack
against him. To do so, you must be
close enough to interpose yourself
between your friend and his attacker
by taking a step (see Step, p. 368).
Announce this affer the enemy makes
his attack roll but before your friend
attempts his defense roll.

Use the ordinary rules for a dodge,
except that you cannot combine this
with a retreat (see Retreat, p. 377). If
you succeed, you are hit by the attack.
If you fail, you didn't move in time,
but your friend still gets his normal
defense roll. In either case, since you
moved, you cannot retreat if you are
attacked before your next turn.

Vehicular Dodge

An evasively maneuvering vehicle
gets a Dodge roll. Instead of Basic
Speed + 3, use half the operator’s skill
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(Driving, Piloting, etc.), rounded
down, modified by the vehicle’s
Handling statistic. For example, a
biker with Driving (Motorcycle)-14 on
a motorcycle with Handling +1 would
have a Dodge of 8.

BLOCKING

A “block” is an attempt to interpose
a shield, cloak, or similar large object
between yourself and an attack. This
requires a ready shield or cloak. (If
you're strong enough to grab and lift
someone, you can block with his
body!)

Your Block active defense is 3 +
half your Shield or Cloak skill, drop-
ping all fractions. For instance,
Shield-11 would give a Block of 3 +
(11/2) = 8.5, which rounds down to 8.

In general, you can block any
melee attack, thrown weapon, project-
ed liquid, or muscle-powered missile
weapon. You cannot block bullets or
beam weapons . . . these come too fast
to be stopped this way.

You may attempt to block only orne
attack per turn.




Parrying Heavy Weapons

You cannot use a flimsy rapier to parry a titan’s tree-
sized club, the slam of a charging linebacker, or the
sword of a giant robot! Heavy weapons are liable to
knock your weapon away — or even break it.

The same is true for unarmed attacks from high-ST

creatures. For the purpose of these rules, treat a punch,
kick, bite, etc. as a weapon with an effective weight of
1/10 the attacker’s ST. Use his full ST if he made a slam,
flying tackle, pounce, or shield rush!

Your weapon may break if it parries anything three
or more times its own weight. (This does not apply to
barehanded parries; for damage to limbs when parry-
ing unarmed, see Parrying Unarmed.)

A weapon parrying three times its own weight has a
2 in 6 chance of breaking: it breaks on a roll of 1 or 2
on 1d. Add +1 to these odds per whole-numbered mul-
tiple past 3 (a 3 in 6 chance at 4 times weapon weight,
a4 in 6 chance at 5 times, and so on). Weapon quality

modifies these odds: +2 if the parrying weapon is
cheap, -1 if fine, or -2 if very fine.

If your weapon breaks, the parry still counts unless
the odds of breakage exceeded 6 in 6. If so, your
weapon offered so little resistance that the parry does
not count!

Regardless of the weight of your weapon, if you are
parrying unarmed or using a one-handed weapon, you
cannot parry a weapon heavier than your Basic Lift -
or twice BL, if using a two-handed weapon. Attempts
to parry anything heavier fail automatically; whether or
not your weapon breaks, the attack sweeps it aside and
damages you normally. If your weapon does not break,
you drop it; if you are unarmed, you are knocked back
one yard (make a DX roll to avoid falling over).

An attacker can also deliberately break or knock
away weapons; see Striking at Weapons (p. 400).

PARRYING

A “parry” is an attempt to deflect a
blow using a weapon or your bare
hands. You cannot parry unless your
weapon is ready - or, if you are
unarmed, you have an empty hand.

You can use most melee weapons
to parry; see the Parry column of the
Melee Weapon Table (p. 271) for special
restrictions and modifiers. Some hefty
weapons (e.g., axes) are unbalanced:
you cannot use them to parry if you've
already used them to attack on your
turn. (You can still parry with a
weapon in your other hand, if you
have one.) A few long, well-balanced
weapons (e.g., the quarterstaff) get a
+1 or +2 bonus to parry due to their
ability to keep a foe at bay.

Your Parry active defense with a
given weapon is 3 + half your skill with
that weapon, dropping all fractions.
For instance, Broadsword-13 would
give a Parry of 9.

A parry won't stop anything except
melee attacks or thrown weapons,
unless you have special skills.
Exception: If a foe attacks you with a
missile weapon and he is within reach
of your melee weapon, you may parry.
You're parrying the weapon, not the
projectile! For example, if an attacker
fired a pistol at you from only one
yard away, you could attempt to parry

barehanded. Success would mean that
you slapped his arm or gun aside,
causing him to fire wide of your body.

Number of Parries: Once you have
attempted a parry with a particular
weapon or bare hand, further
attempts to parry with that weapon or
hand are at a cumulative -4 per parry
after the first. Reduce this to -2 per
parry if you are using a fencing
weapon or have the Trained By A
Master or Weapon Master advantage —
or to -1 per parry if both conditions
are true. This penalty only applies to
multiple parries on the same turn; it
does not carry over between turns.

Parrying with the Off Hand: You
parry with your “off” hand (your left
or “shield” hand if right handed; see
Handedness, p. 17), or with a weapon
held in it, at -4 to skill. Since Parry is
calculated off half skill, this gives -2 to
Parry. You may ignore this penalty if
you have the Ambidexterity advantage
(p. 39).

Parrying Thrown Weapons: You can
parry thrown weapons, but at a penal-
ty: -1 for most thrown weapons, or -2
for small ones such as knives,
shuriken, and other weapons that
weigh 1 1b. or less.

Parrying Unarmed Attacks: If you
successfully parry an unarmed attack
(bite, punch, etc.) with a weapon, you

may injure your attacker. Immediately
roll against your skill with the weapon
you used to parry. This roll is at -4 if
your attacker used Judo or Karate. If
you succeed, your parry struck the
attacker’s limb squarely. He gets no
defense roll against this! Roll damage
normally.

Parrying With
Improvised Weapons

You can parry with anything of
suitable size and shape, using the clos-
est weapon skill. A pole or rifle could
parry like a staff, a bow like a light
club. However, parrying just once with
a bow will ruin it as a bow - although
it may survive for a few seconds longer
as a club! Other fragile objects may be
similarly ruined. Most improvised
weapons count as “cheap” for break-
age; see Parrying Heavy Weapons (box)
for what this implies.

Parrying Unarmed

If you are fighting without
weapons, or with at least one hand
free, you may choose to parry bare-
handed. Beings that lack hands (like
most animals) can't parry unarmed -
they can only dodge.

You can use Boxing, Brawling,
Judo, or Karate skill - or DX, if high-
er — to parry with one hand. You can
also parry with Sumo Wrestling or




Wrestling skill, but this requires both
hands. Your Parry active defense is 3
+ half your skill or DX, dropping all
fractions.

There’s no penalty to parry another
unarmed attack. You are at -3 to parry
weapons, unless the attack is a thrust
or you are using Judo or Karate (in
either case, use your full parry). See
individual unarmed-combat skill
descriptions for other limitations.

A failed parry means you are hit. If
you are using hit locations, a failed
parry against a weapon means your
attacker may choose to hit his original
target or the arm you parried with! If
your arm suffers more than half your
Hit Points in injury, it is automatically
crippled (see Crippling Injury, p. 420).

Some unarmed skills (e.g., Judo)
give you special options after a suc-
cessful parry. See individual skill
descriptions for details.

ACTIVE DEFENSE
OPTIONS

You can improve your odds of suc-
cess with an active defense by choos-
ing one of these options to go along
with it.

Retreat

“Retreat” is not a separate defense,
but an option you may add to any
active defense against a melee attack.
To exercise this option, you must
move away from your attacker: at
least one yard, but not more than 1/10
your Move - exactly as for a step (see
Step, p. 368).

Retreating gives +3 to Dodge, or +1
to Block or Parry. Exception: If you

parry using Boxing, Judo, Karate, or
any fencing skill (Main-Gauche,
Rapier, Saber, or Smallsword), a
retreat gives +3 to Parry, as these
forms make superior use of mobility.

Your step back takes place immedi-
ately. It is assumed to occur as your
foe is striking. If it would take you out
of your attacker’s reach, /e still gets his
attack. If he has multiple attacks (e.g.,
from an Extra Attack, All-Out Attack,
or Rapid Strike), your retreat does not
put you beyond the reach of his
remaining attacks. However, you get
your retreating bonus on all active
defense rolls against all of his attacks
until your next turn.

If your opponent attacked you with
a maneuver that allows a step, but has
not yet taken his step, he can choose
to follow you by taking his unused
step. In effect, he is forcing you back!

You can retreat only once during
your turn. In other words, once you
retreat, you may not retreat again
until after your next turn.

You cannot retreat while in a sit-
ting or kneeling posture, or while
stunned. You also cannot retreat if you
moved faster than your Basic Move on
your last turn (that is, if you were
sprinting or using Enhanced Move).

You can retreat (by rolling) if you
are lying down.

Dodge and Drop

When under fire, hit the dirt! You
may drop to the ground while dodg-
ing, earning a +3 bonus to Dodge. This
is a “dodge and drop.” It is similar to a
retreat, but only effective against
ranged attacks. It also has a drawback:
it leaves you prone on the ground.

Like a retreat, a dodge and drop
applies to all of your defenses against
one foe for one turn. Any cover you
drop behind does not count against
the initial attack that inspired the
dodge and drop, but is effective
against subsequent attacks directed at
you.

Sacrificial Dodge and Drop: You can
use dodge and drop in conjunction
with sacrificial dodge (p. 375) to pro-
tect a friend who is no more than a
step away from you. If you succeed,
you both fall prone and you take the
hit . . . unless you succeed by 3 or
more, in which case neither of you is
hit! You can also use a sacrificial
dodge and drop to throw yourself on
an explosive (e.g., a hand grenade). If
you succeed, treat the blast as a con-
tact explosion (see p. 415).

Diving for Cover: You may also
attempt a dodge and drop if you are
within the area of effect of an explo-
sion, cone, or area-effect attack and
there is cover (such as a trench) only a
step away. Success means you reach it
in time; failure means you don't. Even
if there is no cover handy, an extra
yard or two of distance from a blast
can still help, since explosive damage
declines with distance. If you succeed,
you are a step farther away; if you fail,
you suffer the effect before you make
your step.

Flying or Swimming: Dodge and
drop is possible only if a step would
take you below concealing terrain
(e.g., a flyer dropping below a hill-
crest). You don't end up prone. You
can still dive for cover to increase your
distance from an explosion, etc.

DAMAGE AND INJURY

If your attack roll succeeds and
your target fails his defense roll (if
any), you hit him! If your attack is one
that can do damage, you must now
make a “damage roll.” This tells you
how much basic damage you deal to
your target.

Your weapon (and, for muscle-
powered weapons, your ST), or your
natural or Innate Attack, determines
the number of dice you roll for dam-
age. If your target has any Damage
Resistance (DR) — from armor, the
Damage Resistance advantage (p. 46),

protective magic spells, etc. — he sub-
tracts this from your damage roll. If
your attack has an armor divisor (see
pp. 102, 110), this modifies your tar-
get’s DR.

If your damage roll is less than or
equal to your target’s effective DR,
your attack failed to penetrate - it
bounced off or was absorbed. A cut-
ting, crushing, impaling, or piercing
attack can sometimes cause damage
without penetrating, however; see
Flexible Armor and Blunt Trauma
(p. 379).

If your damage roll exceeds your
target’s DR, the excess is the penetrat-
ing damage. If your foe has no DR,
the entire damage roll is penetrating
damage.

Once you know the penetrating
damage of your attack, apply the
wounding modifier for damage type
(this matters only for cutting, impal-
ing, and certain types of piercing dam-
age; see p. 379). This gives the injury
the foe suffers, which is subtracted
from his Hit Points.



Example: Your “basic damage”
with your sword is 2d+1 cutting. You
roll 2 dice, add 1, and do 8 points of
basic damage. Your foe has DR 3, so
your penetrating damage is 5 points.
You then apply the x1.5 wounding
modifier for cutting attacks, resulting
in 7 points of injury (always round
down). Your foe loses 7 HP.

DAMAGE RoLL

You usually make your own dam-
age rolls, and the GM rolls for NPCs.
Damage rolls are expressed as a num-
ber of dice, sometimes with a modifi-
er; e.g., “6d-1” or “1d+2.” A negative
modifier can’t reduce damage below 0
if the attack does crushing damage, or
below 1 if it does any other type of
damage.

High-damage attacks may express
damage as a number of dice with a
multiplier. For instance, “6dx3” means
“roll 6d and multiply the total by 3.” If
those six dice came up 21, you would
do 63 points of damage. This is just a
quick way to roll lots of dice.

The result of the damage roll (after
any additive or multiplicative modi-
fiers, as explained above) is the hit’s
“basic damage.”

Half Damage (1/2D)
for Ranged Weapons

If a ranged weapon has two range
statistics, the first is its Half Damage
(1/2D) range, in yards. If the target is
at or beyond 1/2D range, divide basic
damage by 2, rounding down. (This is
a simplification! Realistically, most
weapons lose striking power gradually
as air resistance slows them down, but
a detailed calculation would be
unplayable.)

Some ranged weapons (e.g.,
grenades) do not suffer a reduction in
damage; these do not list a 1/2D range.
The damage of an attack modified
with Follow-Up (p. 105) is never
halved, either - although its “carrier”
attack is subject to 1/2D effects as
usual.

Finally, if an attack has a 1/2D
range but requires a resistance roll to
avoid an affliction of some sort, add
+3 to the resistance roll instead of
halving damage (if any).

Knockback

When you hit someone very hard, you may knock him away from
you! This is called “knockback.” Only crushing and cutting attacks can
cause knockback. A crushing attack can cause knockback regardless of
whether it penetrates DR. A cutting attack can cause knockback only if
it fails to penetrate DR.

Knockback depends on basic damage rolled before subtracting DR.
For every full multiple of the target’s ST-2 rolled, move the target one
yard away from the attacker. For instance, a man with ST 10 would be
knocked back one yard per full 8 points of basic damage. If the target
has ST 3 or less, knockback is one yard per point of basic damage! If
the target has no ST score at all (like a wall), or is not resisting, use its
HP instead.

Anyone who suffers knockback must attempt a roll against the Aigh-
est of DX, Acrobatics, or Judo. If he is knocked back more than one
yard, he rolls at -1 per yard after the first. Perfect Balance (p. 74) gives
+4 to this roll. On a failure, he falls down.

If you knock your foe into something solid, the result — including
damage to him and whatever he hit - is as if he had collided with it
at a speed equal to the yards of knockback. See Collisions and Falls
(p. 430).

“Knockback Only”: Some attacks — a jet of water, a shove (p. 372),
etc. — do knockback but no damage. Roll the listed damage and work
out knockback as usual, but no actual injury occurs (unless the target

collides with something!).

DAMAGE
RESISTANCE AND
PENETRATION

Damage Resistance (DR) rates the
degree of protection that natural or
worn armor, a force field, tough skin,
etc. affords against damage. Objects
and vehicles have their own DR values
that protect against any damage they
suffer — and if you take cover behind
or inside them, their DR also protects
you.

Subtract DR from basic damage.
The result is the “penetrating damage”
that punched through or deformed the
armor enough to cause a significant
injury. For instance, if you are hit by
an attack that inflicts 6 points of basic
damage and you're wearing mail with
DR 4, you take 2 points of penetrating
damage.

In general, DR from multiple
sources is additive; e.g., if you have a
natural DR of 2 and put on a tactical
vest with DR 15, your total DR is 17.
Exceptions will always be noted.

The DR of armor often varies by
body part. If you are not using the hit
location rules (see Hit Location,
p. 398), just assume that any hit
strikes the torso, and apply its DR.

Finally, note that DR from certain
sources may provide differing degrees
of protection against different damage
types.

For more on DR, see Damage
Resistance (p. 46) and Armor (p. 282).

Armor Divisors and

Penetration Modifiers

An “armor divisor” indicates that
an attack is especially good (or bad)
at penetrating Damage Resistance.
Armor divisors appear on weapon
tables as numbers in parentheses
after damage dice; e.g., “3d(2) pi”
means 3d piercing damage with a (2)
armor divisor.

A divisor of (2) or more means that
DR protects at reduced value against
the attack. Divide the target’s DR by
the number in parentheses before sub-
tracting it from basic damage; e.g., (2)
means DR protects at half value.
Round DR down. Minimum DR is 0.




Some divisors are fractions, such
as (0.5), (0.2), or (0.1). DR is increased
against such attacks: multiply DR by 2
for (0.5), by 5 for (0.2), and by 10 for
(0.1). In addition, treat DR 0 (e.g., bare
skin) as if it were DR 1 against any
fractional armor divisor!

damage rolled. This affects armor
first, then natural DR. This reduces
DR against future attacks, not against
the attack that burned off the DR!
Natural DR lost by living beings heals
at the same rate as lost HP.

Fast Damage Resolution for Multiple Hits

If a rapid-fire attack scores multiple hits, you can speed play as fol-

lows: instead of rolling damage per hit, determine damage for ore hit,
subtract DR, and multiply the resulting penetrating damage (or blunt
trauma) by the number of hits.

There are several other “penetra-
tion modifiers” that affect the protec-
tion required to stop a given attack —
see Blood Agent (p. 110), Contact
Agent (p. 111), Follow-Up (p. 105),
Respiratory Agent (p. 108), and Sense-
Based (pp. 109, 115). These are often
found on Afflictions and toxic
attacks. See Special Penetration
Modifiers (p. 416) for details.

Flexible Armor

and Blunt Trauma

Flexible armor such as a leather
jacket, mail hauberk, or a modern bal-
listic vest is much lighter than rigid
armor, but it doesn't absorb the full
force of the blows it stops. An attack
that does crushing (cr), cutting (cut),
impaling (imp), or piercing (pi-, pi, pi+,
pi++) damage may inflict “blunt trau-
ma” if it fails to penetrate flexible DR.

For every full 10 points of cutting,
impaling, or piercing damage or 5
points of crushing damage stopped by
your DR, you suffer 1 HP of injury due
to blunt trauma. This is actual injury,
not basic damage. There is no wound-
ing multiplier.

If even one point of damage pene-
trates your flexible DR, however, you
do not suffer blunt trauma.

If you layer other DR over flexible
DR, only damage that penetrates the
outer layer can inflict blunt trauma.

Corrosion

An attack that inflicts corrosion
(cor) damage - acids, disintegration
beams, etc. — destroys one point of
the target's DR per 5 points of basic

Overpenetration

and Cover

Some attacks are powerful enough
to pass right through cover, a shield,
or a victim, and damage someone on
the other side. It's usually too much
trouble to worry about this, but if it
becomes important (e.g., shooting
through a door; or a bystander behind
your target), see Overpenetration
(p. 408).

WOUNDING
MODIFIERS
AND INJURY

Any damage left over after sub-
tracting DR from basic damage is
“penetrating damage.” If there is any
penetrating damage, multiply it by the
attack’s “wounding modifier.” This is a

multiplier that depends on damage
type:

® Small piercing (pi-): x0.5.

® Burning (burn), corrosion (cor),
crushing (cr), fatigue (fat), piercing
(pi), and toxic (tox): x/ (damage is
unchanged).

® Cutting (cut) and large piercing
(pi+): x1.5.

® Impaling (imp) and huge piercing
(pi++): x2.

The damage after this multiplier
determines the injury: the HP lost by
the target. Round fractions down, but
the minimum injury is 1 HP for any
attack that penetrates DR at all.
Reduce the victim’s current HP total
by the injury sustained.

Some attacks are powerful enough to pass right
through cover, a shield, or a victim, and damage

someone on the other side.

Hurting Yourself

Any time you strike unarmed (with
bare hands, feet, fangs, etc.) and hit a
target with DR 3+, you may hurt your-
self! For every 5 points of basic dam-
age you roll, you take one point of
crushing damage, up to a maximum
equal to the DR of the target you hit.
Apply this damage to the body part
you used to attack, if you are using hit
locations. Your own DR protects
against this damage. Exception: This
rule does not apply if the target’s DR
has the Tough Skin limitation (see
Damage Resistance, p. 46).

Example: Filthy Pierre is struck by
an axe, which does cutting damage.
His attacker’s basic damage roll is 7,
but Pierre is wearing DR 2 leather
armor, so he suffers 5 points of pene-
trating damage. Multiplying by 1.5 for
cutting damage, Pierre ends up losing
7.5 HP, which rounds to 7 HP — a nasty
wound!

Note that blunt trauma injury has
no wounding modifier.

Where you were hit may further
affect the wounding modifier; see Hit
Location (p. 398). The rules above
assume a hit to the torso or face.



The Wounding Modifiers and Injury rules assume a human, animal,
or other ordinary living being. Machines, corporeal undead, swarms,
and other unusual entities are much less vulnerable to certain damage

types:

Unliving: Machines and anyone with Injury Tolerance (Unliving)
(p-60), such-as most corporeal undead, are less vulnerable to impaling
and piercing damage. This gives impaling and huge piercing a wound-
ing modifier of x1; large piercing, x1/2; piercing, x1/3; and small pierc-
ing, x1/5.

Homogenous: Things that lack vulnerable internal parts or mecha-
nisms - such as uniformly solid or hollow objects (e.g., melee weapons,
shields, and furniture), unpowered vehicles, trees, and walls — are even
less vulnerable! This includes animated statues, blobs, and anything
else with Injury Tolerance (Homogenous). Impaling and huge piercing
have a wounding modifier of x1/2; large piercing, x1/3; piercing, x1/5;
and small piercing, x1/10.

Diffuse: A target with Injury Tolerance (Diffuse) is even harder to
damage! This includes swarms, air elementals, nets, etc. Impaling and
piercing attacks (of any size) never do more than / HP of injury, regard-
less of penetrating damage! Other attacks can never do more than 2 HP
of injury. Exception: Area-effect, cone, and explosion attacks cause nor-
mal injury.

Example: Edmund Zhang empties his 9mm machine pistol (2d+2 pi
damage) at an approaching zombie. He hits three times. After sub-
tracting the zombie’s DR 1, he scores 8 points of penetrating damage
with the first bullet, 7 with the second, and 10 with the third. The zom-
bie has Injury Tolerance (Unliving), so the usual x1 wounding modifier
for piercing damage drops to x1/3. Rounding down, the three bullets
inflict 2 HP, 2 HP, and 3 HP of injury. The zombie had 24 HP, so it has
17 HP left. Undaunted, it shambles forward. Edmund should have
brought an axe or a flamethrower!
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EFFECTS
OF INJURY

If you are injured, subtract the
points of injury from your Hit Points.
Usually, you are still in the fight as
long as you have positive HP; see
General Injury: Lost Hit Points (p. 419)
for details. The most important
effects are:

® If you have less than 1/3 of your
HP remaining, you are reeling from
your wounds. Halve your Basic Speed
and Move (round up), which also
reduces your Dodge.

o If you have zero or fewer HP left,
you are hanging onto consciousness
through sheer willpower and adrena-
line - or are barely holding together, if
you're a machine. You must roll vs. HT
each turn to avoid falling unconscious.
If you pass out, see Recovering from
Unconsciousness (p. 423) for how long
it will take to recover.

o If you go to fully negative HP (for
instance, -10 if you have 10 HP), you
risk death! You must make an imme-
diate HT roll to avoid dying. You must
make another HT roll to avoid death
each time you lose an extra multiple of
your HP — that is, at -2xHP, -3xHP, and
so on. If you reach -5xHP, you die
automatically. See Death (p. 423).

The sudden loss of HP can have
additional effects:




Shock: Any injury that causes a loss
of HP also causes “shock.” Shock is a
penalty to DX, IQ, and skills based on
those attributes on your next turn
(only). This is -1 per HP lost unless
you have 20 or more HP, in which case
it is -1 per (HP/10) lost, rounded
down. The shock penalty cannot
exceed -4, no matter how much injury
you suffer.

Major Wounds: Any single injury
that inflicts a wound in excess of 1/2
your HP is a major wound. For a
major wound to the torso, you must
make a HT roll. Failure means you're
stunned and knocked down; failure by
5+ means you pass out. For details,
see Major Wounds (p. 420) and
Knockdown and Stunning (p. 420).

Stunning: 1If you're stunned, you
are -4 to active defenses and cannot
retreat, and must Do Nothing on your
next turn. At the end of your turn,
attempt a HT roll to recover. If you
fail, you're still stunned and must Do
Nothing for another turn. And so on.

For more about injuries — and how
to recover from them! - see Injuries
(p. 418).

SPECIAL DAMAGE

Certain attacks have “special
effects”: poison, electrical shocks,
stunning, setting the victim on fire,

CriTicAL HITS AND

“Critical hits” and “critical misses”
are critical successes and failures (see
Degree of Success or Failure, p. 347) on
rolls to attack or defend in combat.

CriticAaL HiTS

A “critical hit” is an especially lucky
or good blow. It automatically hits
home - your foe does not get an active
defense roll!

Whenever you roll a natural 3 or 4
when attacking, you get a critical hit
and you roll on the Critical Hit Table
(p. 556). If you have high skill or a par-
ticularly good shot at your foe, you
will get critical hits more often. With
an effective skill of 15+, any roll of 5 or
less is a critical hit; with an effective
skill of 16+, any roll of 6 or less is a

Attacks Without Damage
Not all attacks inflict damage. Some - stun rays, drugs, etc. — offer a
modified HT roll to resist (e.g., HT-2). If the victim is hit and fails his
HT roll, he’s affected; see Affliction (p. 35) for details. Other attacks
restrain the victim, requiring ST rolls to break free; see Binding (p. 40).

etc. See the weapon tables, specific
attack enhancements in Chapter 2,
and the relevant sections of Chapters
13 and 14 for details.

Follow-Up Damage

Some attacks, such as poison darts
and exploding bullets, have “follow-
up” damage: a second type of damage
that occurs an instant after the pri-
mary effect. The primary effect is
always ordinary damage of some type
- piercing, impaling, etc.

If the primary damage penetrates
the targets DR, the follow-up effect
occurs inside the target. DR has no
effect! Follow-up effects that occur
internally never inflict knockback or
blunt trauma - even if their damage
type usually does.

If the primary damage fails to pen-
etrate DR, the follow-up effect occurs
outside the target, if appropriate, as if
the target had been touched - just like

critical hit. Bonuses to hit (e.g., for All-
Out Attack or a large target) do make
critical hits more likely, while penal-
ties (e.g., for a difficult target) make
critical hits less likely.

Example: Louis LeBlanc needs to
roll 15 or less to hit Filthy Pierre. He
rolls a 5. That’s a critical hit for him!
(A 3 or 4 would be a critical hit for
anyone!) Because this is a critical hit,
Pierre gets no defense roll. The blow
automatically hits!

A critical hit is often the only way
for an unskilled character to injure a
superior opponent in a fair fight or get
through heavy armor with a light
weapon. Once in a while, everybody
gets a lucky shot. But note that the
most likely result on the table is “no

a linked effect (see below). Thus, poi-
son that must enter the bloodstream
would have no effect if the arrow that
carried it failed to penetrate. On the
other hand, an explosive projectile
would still do damage . . . but the DR
that stopped the primary damage
would protect against it.

Linked Effects

Some attacks have a linked effect.
This is a second type of damage or
other effect that occurs simultaneous-
ly with the primary effect. Make one
roll to hit, but resolve all damage and
resistance rolls separately for the pri-
mary effect and the linked effect. An
example of a linked effect is a grenade
that inflicts both a crushing explosion
and a blinding flash of light on deto-
nation. A person in armor might be
blinded but unhurt, while an unar-
mored person with eye protection
might be wounded but not blinded.

MISSES

extra damage.” Even if you get lucky
and hit a superior foe, your blow
might not be especially hard . . .

Critical Success on
Defense Rolls

If you get a critical success on a
defense roll against a melee attack,
then your foe goes immediately to the
Critical Miss Table (p. 556). You “faked
him out,” knocked his weapon from
his hand, or otherwise defended very
well!

A critical success on a defense roll
against a ranged attack has no special
effect, with one exception: if the attack
was a thrown weapon, a critical suc-
cess on a bare-handed parry lets you
catch the incoming weapon without
hurting yourself, if you so desire.



Example of Combat

Louis LeBlanc’s weapon is a shortsword. He is
standing two yards from his foe, Filthy Pierre. On his
turn, Louis takes the Attack maneuver, steps one yard
toward Pierre, and strikes!

Louis has Shortsword-15, and there are no adverse
conditions that would give him a skill penalty; there-
fore, he needs to roll 15 or less to hit. He swings and
rolls a 13, so he hits.

Pierre has a Dodge of 8, Shield-12 (giving him a
Block of 9), and Shortsword-11 (giving him a Parry of
8). His Block is his best defense, so helll use it when-
ever he can. Pierre’s small shield gives a +1 Defense
Bonus (see Shields, p. 287); this increases all of his
defenses by 1.

Pierre’s Block defense is therefore 9 + 1, for a total
of 10 . .. or 11, if he retreats. If he blocks and retreats,
and rolls 11 or less, he can defend against the accurate
blow that Louis just threw. But he gets a 12. Too bad!
He’s hit.

Although the combat calculations may seem com-
plex at first, they are simple in play! The attacker rolls
against his skill, as shown on his character sheet. The
defender adds up his defenses, as shown on /is char-
acter sheet, and rolls against the total. That’s it!

To continue the example: Louis is attacking Pierre.
His blow was good, and Pierre failed to defend. So the
blow got through.

Now Louis rolls for damage. Louis’ player has
already figured how much damage he does with a
shortsword and written it on his character sheet. He
has ST 11, so his swing does 1d+1 damage. He rolls
one die and gets a 4. Adding one point yields a 5, so
Pierre takes 5 points of basic damage.

However, Pierre is wearing cloth armor, which has
DR 1. This subtracts a point from Louis’ damage roll -
only 4 points of damage penetrate Pierre’s armor.

A shortsword is a cutting weapon, with a x1.5
wounding modifier. This multiplies the penetrating
damage . . . so Pierre takes a 6 HP wound! That blow
could knock a lesser man down. Sad but true . . . one
good sword blow can settle a fight.

The GM subtracts 6 from Pierre’s HP. Luckily for
Pierre, this is not more than half of his original 12 HP,
so0 he does not have to roll to see if he is knocked down
or stunned. However, if he attacks on his next turn, he
will have a shock penalty equal to the HP he lost or -4,
whichever is the lower penalty. Since he lost 6 HP, he’s
at -4 to skill.

CriticAL MISSES

The opposite of a “critical hit” is a
“critical miss.” You suffer a critical
miss when you fail badly on an attack
or defense roll. You might break your
weapon, throw it away, or even hit
yourself!

Aroll of 18 is always a critical miss.
A roll of 17 is a critical miss unless

And the fight continues.

your effective skill is 16 or better; in
that case, it is an ordinary miss. A
melee attack (but not a ranged attack)
or defense roll that fails by 10 or more
is also a critical miss.

If you get a critical miss on an
attack or a parry, roll on the appropri-
ate Critical Miss Table (p. 556). Apply
the result immediately. If you critical-
ly miss a dodge, you lose your footing

and fall prone (no effect if already
prone). If you tried to block, you lose
your grip on your shield and must
take a turn to ready it before you can
use it to block again.

A firearm may also malfunction on
a bad roll; see Malfunctions (p. 407). A
malfunction has “priority” over a crit-
ical miss: if both would occur, only the
malfunction takes place.

OTHER ACTIONS IN COMBAT

Combatants can perform actions
other than attacking and moving.
Physical actions usually require Ready
maneuvers, while mental ones call for
Concentrate maneuvers.

READYING
WEAPONS AND
OTHER GEAR

A “ready” item is one that is in
hand, ready for action. A weapon or

other device is unready if in a holster,
scabbard, pocket, belt, or pack; on the
floor or a table; etc.

It generally takes a single Ready
maneuver to ready an item that is on
your belt, in a pocket, in a scabbard or
holster, or slung over your back.

If you stand still, a single Ready
maneuver also lets you ready an item
from a table, wall rack, etc., provided
it is within your reach (normally one
yard).

A single Ready maneuver lets you
accept one item that another person is

holding out to you. He must be close
enough to reach you (one yard, for a
human), and he must have taken a
Ready maneuver on Ais turn in order
to hold out the item for you. You must
both stand still. Note that you cannot
exchange two items simultaneously.
Each object exchanged requires a sep-
arate Ready maneuver on the part of
each person involved. (Recall that
these rules are for combat; obviously
two people walking down the street
can hand things back and forth at
will.)




Some additional rules:

Picking something up from the
ground. You must be kneeling, crawl-
ing, sitting, or lying down to do so,
unless you have arms with a two-yard
reach! If you are standing, you must
first take a Change Posture maneuver
to kneel, sit, etc.

Readying a weapon. You can only
attack or parry with a weapon that is
in your hand and ready to use. You
must “ready” some weapons again
after each attack! For instance, you
must ready a poleaxe after each swing,
because its momentum carries it
away. See the weapon tables in
Chapter 8 to learn which weapons
require readying after use.

Reloading a weapon. This requires
several consecutive Ready maneuvers.
The number of Ready maneuvers
required appears in parentheses after
the weapon’s Shots statistic. For
example, a longbow requires two
Ready maneuvers: one to ready the
arrow by removing it from your
quiver, and one to ready the bow by
placing the arrow to the string and
drawing it. That takes two turns. On
the third turn, you can Aim or Attack.

Readying a shield or cloak. 1If a
shield or cloak is on the ground, or
slung on your back, it takes a number
of Ready maneuvers equal to its
Defense Bonus to prepare it for com-
bat. It takes the same amount of time
to don your cloak or sling your shield
again — but you can drop it on the

Action

Pick up a heavy object in one hand (weight up to 2xBL)
Pick up a heavy object in two hands (weight up to 8xBL)
Open an unlocked box, briefcase, chest, door, etc.

Time
2 sec.
4 sec.
1 sec.

Find a loose item in a box, briefcase, pack, etc.

(if it’s not hidden)
Find an item in your own pocket
Write a brief note
Read a brief note
Swallow a pill or potion

Light a candle, cigarette, fuse, match, torch, etc.

2d seconds

1d seconds

5 sec. per sentence
2 sec. per sentence
2 sec.

2 sec.

Replace a weapon in its scabbard, drop a small item

into your pocket

Search an unresisting person fairly thoroughly

Put on a suit of armor

ground with a single Ready maneuver
(not a free action!). For the purpose of
readying, treat a buckler as a weapon,
not as a shield.

Long actions. Many physical
actions take more than one second to
complete. In combat, choose the
Ready maneuver each turn until you
are finished. This is not a specific
maneuver, but a “generic” choice that
lets you do one second’s worth of any
multi-second action. The GM decides
how many turns each action takes; see
Dypical Long Actions (p. 383) for exam-
ples. Some things (like piling up rocks
to stand on) can be interrupted in the
middle if necessary, to take any neces-
sary maneuver or other action. Other
things (like ritual magic) can't be
interrupted; if you stop in the middle,
you must start over.

When Is a Weapon Ready?

A weapon is “ready” if it is in your hand and ready to attack. It takes

one turn to ready a weapon from its scabbard (but see Fast-Draw,

p. 194). A few special rules:

2 sec.

1 min.

3 sec. per piece (30 sec./piece
for a vacc suit or battlesuit)

If an action takes a long time, you
can help the GM keep track of events
by counting the seconds each time you
announce the maneuver. For instance,
to reload a weapon, you would say,
“Reloading my gun - one second” on
your first turn, and, “Reloading my
gun — two seconds and finished” on
your second turn.

TYPICAL
LONG ACTIONS

See the table above for the dura-
tion of typical long actions. You must
take a Ready maneuver each second.

The times required for long actions
are realistic, but they can also sideline
a player - for instance, if his character
rummages through his backpack. If
the GM deems it dramatically appropri-
ate, he may let PCs shave off a few
seconds by making a successful DX or
1Q roll, at the cost of failure having
other problems (e.g., dropping the
backpack and spilling its contents).

This completes the combat system.

Changing Grips: Some long weapons require one extra turn of
readying to go from a one-yard to a two-yard reach, or from a two-yard
to a three-yard reach, or vice versa. An unready weapon may be re-read-
ied to any legal reach, regardless of how you used it before; this is just
part of the Ready maneuver.

Unbalanced Weapons: A few large and unwieldy weapons are car-
ried out of line by their momentum when you attack. Unless your ST
is at least 1.5 times that required to wield the weapon, they become
unready after you attack with them; to use them again, take a Ready
maneuver. If you fall down, lose your balance, or are stunned, and your
weapon is one that requires readying after each use, it becomes
unready!

Holstering: Tt takes one second to return a pistol to a holster.

Scabbarding: Tt takes two seconds to return a weapon to a scabbard
or belt-loop.

Get out there and fight!

When you are comfortable with
these rules, you can proceed to
Chapter 12, Tactical Combat, if you
wish to use a hex grid for more precise
resolution of battles. GMs may also
consult Chapter 13 for advanced rules
concerning factors that might not
come into play in every battle: hit loca-
tions, mounted opponents, surprise
attacks, and various exotic weapons.
See also pp. 462-470 for rules for vehi-
cles, pp. 455-461 for rules for animals,
and p. 547-559 for the collected com-
bat tables.



-~ CHAPTER TWELVE

"TACTICAL
COMBAT

These rules let you resolve combat using counters or figures on a hexago-
nal grid. They assume you have already mastered the combat system in
Chapter 11, and cover only the exceptions and special cases that arise when

using that system on a map.

FIGURES

You need a marker or miniature figure to represent each combatant.
This can be metal, plastic . . . even cardboard. These rules assume one-
inch hexes, or a 50mm scale, for maps — but 25mm figures are easier to
handle. Of course, you need not use figures! Any counter will do, as long
as it has a “front” to indicate facing and some way to show when the
fighter it represents is prone.
Gamers who want the fun of detailed figures at the cost of card-
board counters should consider Cardboard Heroes, SJ Games’
line of upright cardboard figures.

THE
CoMBAT MAP

Tactical combat uses a “combat map” marked off in hexagons, or /exes. Each
one-inch hex on the map represents an area one yard across. At the start of com-
bat, pick a suitable map, typically one you have drawn on a blank sheet of hexa-
gon paper.

HEXES

One /ex on the combat map represents one yard of distance. It is also the basic
unit of movement: each hex a fighter moves represents one yard of movement.
The number of hexes you can move on your turn depends on your Move score
and your maneuver (see Maneuvers in Tactical Combat, p. 385).

Each human-sized or smaller fighter must occupy one hex. Exceptions include
close combat (see Close Combat, p. 391), swarms (see Swarm Attacks, p. 461), and
situations in which people are crowded together but not fighting (you could cram
up to four ordinary-sized humans into a single hex, if they were friendly).

You need not use figures! Any counter will do, as long
as it has a “front” to indicate facing and some way to
show when the fighter it represents is prone.

TACTICAL COMBAT



A human-sized fighter who is lying
down or who has the Horizontal dis-
advantage occupies two hexes; see
Change Posture (below). Larger fight-
ers also occupy more than one hex;
see Multi-Hex Figures (p. 392).

Treat a fractional hex (e.g., one cut
in half by a wall) as if it were a full hex:
you can move through it and occupy it
without penalty, unless the GM rules
otherwise. You can also move through
an ally’s hex, although the movement
cost is higher. You cannot move
through or occupy a hex completely
filled by a solid barrier (e.g., a pillar).

FACING

You must “face” toward one of
the six hexes adjacent to your hex at
all times. Your facing defines your
front, right, left, and back hexes (see
illustration).

Your front hexes are the hexes you
can see into and easily move into. You
can move into any adjacent hex - but
sideways and backward movement is
slower.

For a right-handed fighter, the
right side is the “weapon side” and the

left side is the “shield side.” For a left-
handed fighter, these are reversed.
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MANEUVERS IN
TACTICAL COMBAT

Tactical combat uses the maneu-
vers described in Chapter 11 under
Maneuvers (p. 363), but some of these
have additional complications on a
hex grid. Several of these notes refer to
“movement points”; see Movement in
Tactical Combat (p. 386) for details.

Move
You receive movement points
equal to your Move.

Change Posture

If a human-sized fighter lies prone
or has the Horizontal disadvantage, he
takes up two hexes. If you lie down or
are knocked prone, your lower half
occupies the hex you were standing in
and your upper half can occupy any

adjacent hex. If you get up from a
prone posture, you may choose to get
up into either of your hexes.

All-Out Attack

You must move first and then
attack — not vice versa. You may
remain stationary, turn in place, or
move forward. If you choose to move
forward, you may move up to two
hexes or expend movement points
equal to half your Move (round up),
whichever is more. You may not
change facing at the end of your move.

Move and Attack

You receive movement points
equal to your Move.

All-Out Defense

If you choose the Increased Dodge
option, you may use movement points
equal to half your Move (round up).

Ready

You can pick up an item that is in
your own hex or any hex within your
reach (usually one hex).

Wait

The greater precision of tactical
combat on a hex grid allows many
more options with this maneuver; see
Wait Maneuver Strategy (below) and
Opportunity Fire (p. 390). If you are
waiting with a melee weapon, your
weapon’s reach is crucial: a long
weapon lets you strike a charging foe
before he can get to you!

Wait Maneuver Strategy

The Wait maneuver can be very useful in a tactical
situation where you want to block a fleeing foe - or to
protect someone behind you.

If you have taken a Wait maneuver, you can attack

at any time - even in the middle of someone else’s
movement! If you did not move at all on your turn, you
may take a step (see The “Step” in Tactical Combat,
p- 386) and then strike. If your foe is still standing after

This is the best way (and almost the only way) to
keep a faster foe from running past you on a clear

field. If you take another maneuver (for instance, to

to go by.

your blow falls, he may continue his movement.

TACTICAL COMBAT

fight with someone else), you are distracted — and, on
a one-second time scale, a faster foe should be able to
run past you! But if you are waiting for him, you'll
have a chance to intercept him, or hit him, as he tries



MOVEMENT IN

TAcTICAL COMBAT

In tactical combat, movement is
measured more precisely, on a hex-by-
hex basis, and a fighters facing
becomes very important.

The “Step” in

Tactical Combat
Some maneuvers, such as
Attack or Ready, allow you to
take your usual step in any

direction (see Step, p. 368).

Each yard of step — usually

one yard, for humans -

equals one hex of movement.

You may change facing

freely before or after you
move.

Movement Points

An easy way to keep track of move-
ment is to assume that a Move or Move
and Attack maneuver gives you a num-
ber of “movement points” equal to
your Move score; e.g., Move 5 would
give you 5 movement points to use
during a Move or Move and Attack. An
All-Out Attack or All-Out Defense
(Increased Dodge) maneuver gives half
as many movement points, rounded
up; e.g., Move 5 would give 3 move-
ment points during these maneuvers.

In these diagrams,
a red arrow indicates
a figure and its facing.
A vellow arrow indicates
movement.

MOVEMENT
AND FACING

Movement and facing interact
when you move as part of a Move,
Move and Attack, All-Out Attack, or
All-Out Defense (Increased Dodge)
maneuver.

Forward Movement

and Facing

It costs one movement point to
enter each hex when moving forward.
A “forward” move is a move into one
of your three front hexes. If you go
straight ahead, your facing will not
change; otherwise it will change by
one hex-side: you must fumn to face the
hex as you enter it (see illustration
above).

Thus, you can change direction
while moving “forward.” Three con-
secutive hexes of “forward” move-
ment let you run in a half-circle and
end up facing the opposite direction
(see illustration below).

Backward and Sideways

Movement and Facing

If you take a Move, Move and
Attack, or All-Out Defense (Increased
Dodge) - but not an All-Out Attack —
and don’t want to move forward, you
can move backward (A) or sideways
(B), keeping the same facing (see the
illustration to the right). Each side-
ways or backward hex costs two
movement points.

TACTICAL COMBAT




Movement Point Costs

Use these movement point costs when you take a Move, Move and Attack, All-Out Attack, or All-Out Defense
(Increased Dodge) maneuver. You can always move at least one hex per turn, no matter how severe the penalties.

Most other maneuvers allow a step (see Step, p. 368). In this case, “cost” does not matter — you can move your
full step (usually one hex), regardless of facing, posture, or terrain.

Direction of Travel Obstructions
Forward: 1 movement point per hex. Minor obstruction in hex (e.g., an ally, or a body on
Sidestep or backward: 2 movement points per hex. the ground): +1 movement point per obstruction.
Severe obstruction in hex (several bodies, a barricade,
Posture etc.): You must either bypass the hex or jump over (see
Crouching: +1/2 movement point per hex. Jumping, p. 352).
Kneeling: +2 movement points per hex. Enemy in hex: You must evade (see Evading,
Crawling: +2 movement points per hex. p. 368).
Lying down: All movement points to move one hex. .
Sitting: Cannot move! Bad Footing
. Treacherous ground (mud, waxed floors, etc.): +1
Fac mng Changes movement point per hex (or more, at the GM’s option).
Change facing before or during a move: +1 move- Stairs (up or down): +1 movement point per hex.
ment point per hex-side of change. Shallow water (no more than 1/6 your height): +1
Change facing at end of move: Free! You may face ~ movement point per hex.
any direction if you used no more than half your move- Deeper water: All movement points to move 1 hex.

ment points; otherwise, you may opt to
change facing by one hex-side.

You can also “sidestep” into a front
hex (C) while keeping your original
facing. This is allowed during an All-
Out attack (as well as on a Move, etc.).
It also costs ftwo movement points.

Facing Changes
and Movement

At the end of your turn, if you took
a Move or Move and Attack maneuver

and used no more than half of your \ /

movement points - or if you chose the
All-Out Defense (Increased Dodge)
maneuver — you may turn to face in

movement points, you may change  (Increased Dodge) maneuver, but this

directi your facing by one hex-side. costs movement points. Each hex-side
anyI ; 1rect10n.k M M d You may also change facing before of facing change counts as one yard of
you took a Move or Move an or during your movement on a Move, movement; e.g., turning 180° costs

Attack and used more than half of your Move and Attack, or All-Out Defense three movement points.

TACTICAL COMBAT




ATTACKING IN
TAcTICAL COMBAT

Attacks work as described in
Chapter 11, with the difference that a
hex grid permits precise determina-
tion of range, facing, arc of vision, and
area of effect. This calls for a few extra
rules — especially for combat in the
same hex as your foe (see Close
Combat, p. 391).

MELEE ATTACKS

Normally, you can only attack into
your front hexes. The distance at
which you can attack depends on your
weapon'’s “reach.”

Reach of a Weapon

A melee weapon’s “reach,” as given
on the Melee Weapon Table (p. 271),
defines the hexes into which you can
attack with it, as follows:

Reach C (“Close”): You can strike
only at targets in your own hex.

Reach 1 (1 yard): You can strike
into any hex marked “Front” in the
diagram below.

Long Weapon Tactics
The Attack maneuver lets you step before or after you attack.
Stepping after you attack in melee combat can give you the upper hand
if your weapon has more reach than your opponent’s. Suppose you
have a spear and your adversary has a broadsword. You could attack
from two hexes away and then step back, ending your turn three hexes

from your foe. Since his weapon has a one-hex reach, he could not
reach you with an Attack, as the Attack maneuver limits him to a one-
yard step (of course, a foe with Move 11 or higher could step farther).
To strike back, he would have to take an All-Out Attack or a Move and
Attack . . . either of which would restrict his defenses, leaving him open
to your next attack! And even if he does get close enough to attack, you
can always retreat when you defend . . .

Some weapons have more than
one reach. For instance, a knife can
slash at “close” and one-yard reach.
With a spear; you can have a reach of
either one or two yards, depending on
how you hold it. Larger pole weapons
can have a reach of one, two, or three
yards!

Reach 2 (2 yards): You can strike
into any hex marked “2” in the dia-
gram below.

Reach 3 (3 yards): You can strike
into any hex marked “3” in the dia-
gram below.

Most melee weapons have a one-
yard reach, and can hit only your
three front hexes.

Most weapons with a reach of two
or more yards require a Ready maneu-
ver to “change grips” and go from one
reach to another. For instance, if you
are holding a halberd with a grip that
lets you strike three hexes away, you
have to ready it for one turn before
you can use it to strike someone one
or two hexes away. A few balanced
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weapons (e.g., the greatsword and
quarterstaff) let you attack at more
than one reach without taking a Ready
maneuver. The Melee Weapon Table
shows which weapons require a grip
change and which do not.

Note that if you're very large, your
reach will increase — see Size Modifier
and Reach (p. 402).

Attacking Through

an Occupied Hex

You can attack “through” someone
else in melee if you are using a
weapon with a reach of two yards or
more. You may attack through a
friend at no penalty (this is a basic
part of your training with any long
weapon). If you attack through an
enemy’s hex, the penalty is -4. If your
attack passes along a line between two
hexes, there is no penalty unless both
hexes are occupied. If they are, treat
the situation as a single occupied hex
- friendly, unless foes occupy both
hexes.

Wild Swings

A Wild Swing is a melee attack
against a foe to your side (left or right)
or back, or against a foe you can't see.
It's unlikely to hit, but sometimes it's
better than nothing.




A Wild Swing is at -5 to hit or the
current visibility penalty, whichever is
worse, and your effective skill cannot
exceed 9 after all modifiers. You can-
not target a particular part of the foe’s
body; if using hit locations, roll ran-
domly.

A Wild Swing need not be a swing
— it could be a thrust. However, you
cannot make a “wild thrust” at a dis-
tance of more than one yard.

You can combine a Wild Swing
with an All-Out Attack, but you may
not choose the “Determined” option to
get +4 to hit to offset the Wild Swing
penalty. You can also make a Wild
Swing during a Move and Attack; use
the more severe penalties of the two.

If you have Peripheral Vision
(p. 74), two-handed melee attacks into
your right and left hexes, and one-
handed attacks to the same side (e.g.,
right hand to right hex), are not Wild
Swings. However, one-handed attacks
to the opposite side (e.g., right hand to
left hex), and attacks on foes behind
you, are still Wild Swings.

If you have 360° Vision (p. 34), no
attack to your sides or back is a Wild
Swing - but attacks to the back and
opposite side at -2 due to the clumsy
angle of attack.

Note that some martial-arts tech-
niques (e.g., Back Kick, p. 230) allow
you to attack foes behind you without
making a Wild Swing.
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RANGED ATTACKS

Ranged combat on a hex grid also
requires a few additional rules.

Arc of Vision

If you have a ranged weapon, you
can attack into any of the white hexes
in the diagram above. If you have
Peripheral Vision (p. 74), you can
attack into any of the white or gray
hexes. And if you have 360° Vision
(p. 34), you can attack into any of the
white, gray, or black hexes. In all three
cases, the hexes you can attack into
define your “arc of vision.”

Shooting Blind

If you have a ranged weapon, you
may attack someone outside your arc
of vision — or in total darkness, or
while blinded - by “shooting blind.”
Use the rules for Wild Swings (above),
but the penalty is -10 and your effec-
tive skill cannot exceed 9 after all
modifiers. (As Murphy’s Law predicts,
you are often less likely to hit your tar-
get than anyone else in the vicinity; see
Hitting the Wrong Target, below.)
Needless to say, you cannot take the
Aim maneuver!

Firing Through
an Occupied Hex

You can target an enemy if you can
draw a straight line between any part
of your hex and any part of his with-
out passing through a solid obstacle.
Use a straightedge (such as a ruler) to
determine this. However, if your cho-
sen straight line passes through an
occupied hex, the occupants of that
hex are “in the way.” You may hit them
if you miss your intended target - see
Hitting the Wrong Target, below.
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Anyone in the way (friend or foe)
gives you a -4 penalty. If your attack
passes through several occupied
hexes, apply this penalty for each per-
son in the way!

If your attack passes along a line
between two hexes, there is no penalty
unless both hexes are occupied. If they
are, treat it as a single hex penalty (-4).

Someone lying down is never “in
the way” unless you, too, are on the
ground. Someone kneeling or sitting
is not in the way unless either you or
your target is also kneeling or sitting.

These rules assume human-sized
or smaller combatants. A fighter with
a Size Modifier 2 or more greater than
yours (3 or more if he’s kneeling or has
the Horizontal disadvantage, 4 or
more if he’s prone) completely blocks
your line of sight — you can't shoot past
him - unless you're higher up.

Hitting the
Wrong Target

If you attack with a ranged weapon
and miss, you may hit someone else.
You must check for this if you fail your
attack roll.

You may hit anyone - friend or foe
— if he was in your line of fire. To
determine this, check the line along
which you attacked. Any hex this line
passes through is “in the way.”
Combatants who are kneeling or lying
down are not in the way unless you,
too, are at their level.

Because hitting the wrong target is
a matter of pure chance, your attack
roll against each possible target is the
same: a flat 9 or the number you
would have had to roll to hit him on
purpose, whichever is worse.




Roll first for the target closest to
you. If you miss, or if that target
dodges, roll for the next target. And so
on. Keep rolling until you hit, or some-
one blocks or parries your attack, or
you run out of targets. If your attack
went along a line between two occu-
pied hexes, roll randomly to see which
one you check first.

Anyone (friend or foe) gets the
same defense against this attack that
he would have had had your attack
been intentional.

Opportunity Fire

If you have a ranged weapon, you
may watch a specified area and attack
as soon as a target presents itself. This
is called “opportunity fire.”

To use opportunity fire, you must
take the Wait maneuver. You must
stand still and watch for a target in a
specified area. You must face the area
you are “covering.” You may do noth-
ing else.

Pop-Up Attacks

A “pop-up attack” is a special Attack maneuver in which you emerge
from cover, move no more than one hex, make a ranged attack, and
return to cover — all in the space of one turn! Examples include ducking
around a corner or a tree, or out of a trench. This is possible with any

thrown weapon, firearm, or crossbow, but not with a bow or a sling.
You cannot aim a pop-up attack. In fact, there is an extra -2 to hit
because you couldn't see your target at the beginning of your turn.
Note that when you emerge from cover to attack, anyone targeting
your hex with opportunity fire can attack you. If so, your only legal
defense is a dodge.

Overshooting
and Stray Shots

If you make your attack roll but
your foe blocks or parries successfully,
assume your weapon or missile hits
the ground. It has no chance of hitting
anyone.

If your foe dodges, however, the
projectile goes past him and may hit
someone else. Proceed as for Hitting
the Wrong Target, above, but start with
the closest target on the other side of
your foe. (You already know you didn’t
hit anybody between you and your foe,
or he would not have had to defend.)

If a target appears in the specified
area, you must attack it (you can try to
discriminate, but this will give a penal-
ty to hit - see below). Your attack takes
place immediately. If two or more peo-
ple are taking opportunity fire at the
same target, assume that their attacks
are simultaneous.

If no target appears, you simply
wasted your turn!

All of the area to be “covered” must
be within your arc of vision (see
p- 389). The larger the area you have
to watch, the greater the penalty when
you attack:

Hexes Watched  Attack Penalty

1 0
2 =l
34 2
5-6 3
7-10 -4
11+ -5

You may also specify a single
straight line, and say that you will fire
at the first target that crosses the line.
The penalty for this kind of opportuni-
ty fire is only -2.

When you attack, apply the appro-
priate penalty above as well as all rele-
vant ranged-combat modifiers. You
cannot claim any of the bonuses listed
for the Aim maneuver (p. 364).
Exception: If you watch a single hex
(only), you can Aim and Wait. Each
second you wait for a target also
counts as an Aim maneuver, and you
will get the normal bonus for that
amount of aiming when you finally
attack.

The GM should make sure that
players carefully specify the area they
are watching for opportunity fire. In
conflicts between PCs, the players
should tell the GM in secret so that
their opponents do not know where
they are planning to fire.

Target Discrimination: Normally,
when you take opportunity fire, you
must attack the first target that
appears in the designated area -
friend or foe! You are free to specify
that you are not attacking automati-
cally, usually to avoid shooting a
friend. If so, the GM will make a
Vision roll for you when a target
appears and tell you whether you
think it is friend or foe. However, you
have an extra -2 to hit because of the
time you spent deciding.

DEFENDING IN
TAcTICAL COMBAT

Active defenses work as described in
Chapter 11, with a few additional rules.

Defending Against
Attacks from the Side

Against an attack that comes from
one of your side hexes, you defend at

-2 unless you have Peripheral Vision
(p. 74) or 360° Vision (p. 34).
Regardless of those advantages:

® If you have a shield, you cannot
block an attack that comes from your
weapon side, only one that comes from
your shield side.

TACTICAL COMBAT

® If you have a one-handed melee
weapon, you cannot parry an attack that
comes from the other side of your body,
only one that comes from the same
side, unless your weapon arm has the
Extra-Flexible enhancement or you
possess the Double-Jointed advantage.




Defending Against
Attacks from the Back
Against an attack that comes from
your back hex, you cannot defend at all
unless you have Peripheral Vision
(which lets you defend at -2) or 360°
Vision (which lets you defend at no
penalty). Even if you have one of those
advantages, you have an extra -2 to
parry an attack from behind, and can-
not block at all, unless your weapon or

“‘Runaround” Attacks

A fast-moving fighter can sometimes start in front of a foe and run
behind him to strike from his back hex. Against a true attack from
behind, no active defense is possible, because the victim did not know
the attack was coming. If the attacker starts in front and runs behind,
outmaneuvering his victim through sheer speed, the victim does know
he’s being attacked. Treat it as a side attack: -2 to active defenses, unless
the victim has compensating advantages.

shield arm has the Extra-Flexible
enhancement or you have the Double-
Jointed advantage.

Retreating

A retreat takes you one step — nor-
mally one hex - directly away from the
foe you are defending against. You
cannot retreat into an occupied hex.
You may change facing by one hex-
side, if you wish, as you retreat.

CLOSE COMBAT

“Close combat” is any situation in
which you occupy the same hex as
your foe or try to move through his
hex. Use the rules given under Evading
(p. 368) and Unarmed Combat (p. 370)
in Chapter 11, but with the additions
below.

ENTERING A
For’s HEX

You may move or step into an
enemy's hex using any maneuver that
allows you enough movement to enter
that hex. You are in “close combat” as
soon as you enter an opponent’s hex,
regardless of your maneuver or that of
your foe.

If you take a Move, Move and
Attack, or All-Out Attack maneuver, you
can always run into a foe’s hex and stop
there, facing him. If you do not wish to
stop, you must attempt to evade (p. 368)
or slam (p. 368) your foe - your choice,
within the limits of your maneuver.

When you enter an enemy-occu-
pied hex, you occupy half the hex. You
have the half of the hex from which
you entered; he has the other half. To
enter any of your front hexes on the
enemy’s side, you have to “move
through” him by evading.

Evading in
Tactical Combat

To evade a foe, you must have
enough movement points not only to
enter his hex, but also to leave his hex!
If your movement ends in his hex, you
cannot evade on that turn.

LEAVING A
For’s HEX

If you start your turn in a foe’s hex
and he isn't grappling you, you can
move out of the hex through any of the
three hexes on your side of the hex. If
you do this using a Move or Move and
Attack, you must spend movement
points to change facing, sidestep, or
step backward. To use forward move-
ment to leave through one of the three
hexes on your foes side, you must
evade him (see above).

If you take a maneuver that allows
a step, you can step out of the hex and
attack, feint, etc. with a one-hex reach
weapon - or you can make a close-
combat attack and then step out — but
your step can only take you into one of
the three hexes on your side of the hex.

TACTICAL COMBAT

If your foe has grappled you, you
may still choose a maneuver on your
turn, but you cannot leave the hex
until you break free (see Actions After
Being Grappled, p. 371).

WEAPONS FOR
CLOSE COMBAT

You can only use small, easily man-
aged weapons in close combat. You
can attack with any melee weapon
with reach “C.” If using a ranged
weapon, ignore the usual speed/range
penalty and apply the weapon’s Bulk
statistic as a penalty to hit.

READYING IN
CLOSE COMBAT

You must make a DX roll to ready
a weapon in close combat. If you fail,
you still take a Ready maneuver but
you accomplish nothing. If you have
the Fast-Draw skill, you must make
two rolls: the DX roll above and a Fast-
Draw roll to get your weapon quickly.
If you fail the Fast-Draw roll, you
ready the weapon but it takes a full
Ready maneuver.



DEFENSE IN
CLOSE COMBAT

You can dodge normally in close
combat. You can only parry using an
empty hand or a weapon with reach
“C” (e.g., a knife). You cannot block at
all!

You can retreat (see p. 377) in close
combat, if you aren't being grappled.
Simply step out of close combat and
into any of the three hexes on your
side of the close-combat hex. This
gives the usual bonus to your active
defense roll.

Shields in Close Combat

A shield becomes a potentially
deadly nuisance in close combat. It
still provides its Defense Bonus, but it
hampers you while you wear it.

Any attack you make in close com-
bat - except for the initial slam, attack,
etc. when you first move into the foe’s
hex - has a penalty equal to the
Defense Bonus of your shield! Any DX
roll you attempt in close combat after
your first turn of close combat has the
same penalty.

It takes a one-turn Ready maneu-
ver and a successful DX roll to get rid
of your shield in close combat.

MurLtIiPLE CLOSE
CoMBAT

Any number of people may partici-
pate in close combat in the same hex.
This is easy to depict with flat coun-
ters, but it can be difficult to show
with 3D figures - especially if some
fighters are standing and others are
lying down. A good compromise is to
allow a fighter to declare himself in

close combat with an opponent while
still in an adjacent hex.

Up to two fighters may combine
their efforts in a takedown attempt
against a single foe; up to three may
work together in a pin attempt against
a single foe. In either case, use the ST,
DX, or grappling skill of the attacker
with the best score, and add 1/5 (round
down) of the score of each of his
helpers.

Striking Into a Close Combat
If you are not in close combat yourself, you may help allies who are
in close combat by standing outside the close-combat hex and attack-
ing an enemy who is in close combat with them. Your attack is at -2,
plus any modifier for the target’s posture (lying down, for instance).
If you Ait, your foe may only defend as explained in Defense in Close

Combat.

If you miss, or your foe successfully dodges, you may hit someone
else — friend or foe - in the hex. If there is more than one possible tar-
get, roll randomly to see who you “attack” first. Your attack roll is a flat
9 or the number you would have had to roll to hit him on purpose,
whichever is worse. If you hit, the victim may attempt any legal close-
combat defense. Keep rolling until you run out of targets or you actu-
ally hit someone.

MuLTtiI-HEX FIGURES

Giants, large animals, monsters,
vehicles, etc. often occupy more than
one hex. It can be helpful to make
multi-hex counters or, if using figures,
to cut cardboard bases of the appro-
priate size.

The head or front of a multi-hex
figure controls its movement. Handle
distance moved, direction of move-
ment, and facing exactly as if the
creature’s head were a normal one-
hex figure. The rest of the body fol-
lows. This might mean, for instance,

that a dragon’s head moves only 3
hexes while its tail sweeps through
10. That's all right — and it’s a good
way for the dragon to knock people
over.

A multi-hex figure cannot fit
through a map space narrower than
its widest point. However, the GM
should be lenient in allowing large fig-
ures to overlap walls and the like.
Remember that when a hex is cut by a
straight wall, etc., a partial hex counts

Front

Front

Left

Left

Back

as a full hex.

Front Front
Front Front Front
Right Left Right
Right Back Back
Back
Back
Back

TACTICAL COMBAT

Arc of Vision

The head of a multi-hex creature
determines its arc of vision. This does
mean that much of a large creature’s
body may fall outside its own arc of
vision! However, many large creatures
also have Peripheral Vision (p. 74).

Front, Side,
and Back Hexes

Each multi-hex creature has
front, right, left, and back hexes, cor-
responding to those of a human (see
illustration).

Slam and Overrun

When a figure two or more hexes
in size moves through a smaller one,
treat it as a slam (see Slam, p. 371).
This gives the small figure a chance to
get out of the way. If it fails to do so, it
will probably be knocked down! The
larger figure can keep right on moving
unless it is itself knocked down.




CHAPTER THIRTEEN

SPECIAL
COMBAT
SITUATIONS

SURPRISE ATTACKS
AND INITIATIVE

When the PCs surprise a group of
adversaries, or vice versa, the sur-
prised party may not be able to react
immediately. In this case, the attack-
ers should get one or more “free
turns.” The GM is responsible for
determining when the attackers have
achieved surprise.

Adventurers, guards, etc. rarely suf-
fer total surprise unless they are actu-
ally asleep. But total surprise would be
appropriate if a group of werewolves
came charging through the door of the
local library. (In fact, such an extreme
case might justify a Fright Check - at
least for the librarian.)

These advanced combat rules cover less-common
tactical situations, or offer additional detail. They
are modular — the GM decides which rules are in

force in a given situation.

A character with Combat Reflexes is
rarely surprised, and will never “freeze.”
He also gets +6 on all IQ rolls to recov-
er from surprise. Note that many wild
animals have Combat Reflexes - see
Chapter 16 for examples.

Total Surprise

When the defenders are taken com-
pletely by surprise, they “freeze.” The
GM rolls 1d. This is the number of sec-
onds that pass before the defenders
can react at all. Until that time is up,
they are mentally stunned and must
take the Do Nothing maneuver.
Exception: Those with Combat
Reflexes never freeze, and treat total
surprise as partial surprise.

After the initial “freeze” ends, each
defender must roll against his basic IQ
at the start of his turn until he recov-
ers. On a success, he must take Do
Nothing that turn, but can act nor-
mally for the rest of the combat. On a
failure, he is still mentally stunned; he
may roll again at the start of his next
turn. A low-IQ character, taken totally
by surprise, could miss the whole
combat!

Partial Surprise

This may occur when the defend-
ers were expecting trouble . . . or when
each party surprised the other! The
GM should require each side to roll for
initiative.
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To determine who gets the initia-
tive, the leader of each side rolls 1d. A
leader with Combat Reflexes gets +2,
or +1 if he doesn't have Combat
Reflexes but someone else on his side
does (this bonus is not cumulative for
more than one character). The leader
with the higher 1Q gets +1. Having
even one point in Tactics skill gives +1
on initiative rolls; Tactics at level 20+
gives +2. The GM can apply other
modifiers as he sees fit; e.g., if he
thinks one side was more alert than
the other.

If one side is totally leaderless, the
GM rolls for them. They get an auto-
matic -2 to initiative. (This does not
apply to animals or any other group
with IQ 5 or less.)

The side that gets the highest roll
gets the initiative, and can move and
act normally. Everyone on the other
side is mentally stunned, and must
make IQ rolls on their turns, as
described for total surprise, to snap
out of it. However, with partial sur-
prise, there is a +1 bonus to IQ on the
second turn, +2 on the third turn, and
soon . ..even low IQ characters catch
on after a few seconds. Note that ani-
mals often have Combat Reflexes,
which counteracts their low IQ.

If the initiative roll is a tie, nobody
was taken by surprise.




A combat situation where some
fighters can't see their foes affects
attacks and defenses.

Attacker cannot see anything. If the
attacker is blind or in fotal darkness,
he can make a Hearing-2 roll - or use
some other method - to discover his
foe’s location. If he fails his Hearing
roll, he may attack in a randomly cho-
sen direction (on a map, he must spec-
ify the hex). He attacks at -10 (-6 if he
is accustomed to being blind). Roll hit
location randomly.

Attacker cannot see his foe, but can
see his other surroundings. If only the
attacker’s foe is invisible, use the rules
above, but the attack penalty is only
-6.

Attacker cannot see his foe, but
knows his location for sure. If the foe is
in a single smoke-filled hex or the like,
use the rules above, but no Hearing
roll is required and the attack penalty
is only -4.

Defender cannot see his attacker. If
the attacker (including his weapon) is

VISIBILITY

invisible but the defender is aware
that he is being attacked, he may
dodge at -4. If the defender makes a
Hearing-2 roll, he may also parry or
block - still at -4. If he is completely
unaware of his attacker, he gets no
defense at all! If the attacker is in
smoke or unnatural darkness, but the
defender is not, he defends normally,
since he can see the weapon coming.

Note also that an unseen fighter
can safely try things that a normal
fighter could never do - or he may just
wait in a corner until his foe is
exhausted!

Torches and Flashlights

A torch or flashlight reduces the
penalty to attack rolls for darkness.
Assume that any such light within line
of sight reduces the penalty from -10
(total darkness) to -3. Almost every
light source has a limited range or
radius - see the item description for
details.

You can also use a torch as a
weapon: treat it as a baton that does
one point of burning damage as a
linked effect (see Linked Effects,
p. 381). A torch can set things afire,
given enough time. Most oil youre
likely to encounter in a medieval
world catches fire after three seconds
of contact with an open flame; ordi-
nary clothing ignites after four sec-
onds, and kindling after 10 seconds.
Other things are left to the GM’s judg-
ment.

It's possible to carry a light in your
“off” hand, leaving your weapon hand
free for combat. It's even possible to
parry with it — at the usual penalties
for using the off hand. A torch or ordi-
nary flashlight will smash on the first
blow if it is used to parry a weapon
three times its weight or more! TL7+
“police” flashlights are serviceable
batons: triple the cost and weight for
an ordinary heavy flashlight (see
Camping and Survival Gear, p. 288).

SPECIAL MOVEMENT

Most forms of enhanced mobility
have significant effects on combat.

HIGH-SPEED
MOVEMENT

It's possible to go so fast that you
cant easily stop or change course.
Such “high-speed movement” occurs
whenever your present velocity
exceeds your Basic Move. These rules
apply equally to living beings and to
fast-moving vehicles.

You may decide to accelerate to
high speed at the end of any turn dur-
ing which you've moved your full
Basic Move - modified for encum-
brance, if any - in one direction, more
or less (no more than one 60° turn).
You must have taken either a Move or
a Move and Attack maneuver that
turn, and you must be standing up.

Once you switch to high-speed
movement, you move as described
under Sprinting (p. 354). You may
start the next turn with a velocity up to

20% greater than your Move (at mini-
mum, +1 Move). If you have the
Enhanced Move advantage, or are a
vehicle with a top speed greater than
your Move, you may start your next
turn with a velocity up to 100%
greater than Basic Move. In all cases,
use the high-speed movement rules
below.

Velocity

Keep track of your velocity (in
yards per second). You can increase it
or decrease it at the end of each turn;
see Accelerating, below. You must
move as fast as your velocity - that is,
if your velocity is 17, you must move
17 yards that turn unless something
(e.g., bad footing) slows you down.

Maneuvers During
High-Speed Movement

If youre moving at high speed
under your own power, you should
take either a Move or a Move and
Attack maneuver. This applies to a
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mount, but not to riders or vehicle
crew. If you don't (or if no one is con-
trolling a vehicle), see Losing Control,
p. 395.

Direction and

Turning Radius

At high speeds, it's hard to change
direction quickly. You must continue
to move in a generally forward direc-
tion. A major change of direction (up
to 60°) is only possible after you've
moved straight ahead for a distance
equal to at least (current
velocity/Basic Move) yards, rounded
down. This number is your furning
radius. For instance, if your current
velocity is 13 and you have Basic Move
5, you must move at least 13/5 = 2.6
yards, which rounds to 2 yards,
between each change of facing.

Until you have moved a distance
equal to your turning radius, you must
continue to move forward. If you are
using the Tactical Combat rules, you
can move into any of your three front
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hexes, but without changing facing. If
you have legs or similar, you can roll
against DX or Jumping to cross obsta-
cles; otherwise, you collide with any-
thing you can’t maneuver around or
which doesn’t dodge out of the way.

Note: These rules are cinematic but
easy to use. A more realistic turning
radius would be (velocity squared)/10
yards; those who enjoy complexity are
welcome to use this.

If your Basic Move is 0, do not use
the rules above. You cannot turn at all
under your own power! You can only
drift. To execute a turn, you must be
pushed, towed, etc.

Attacking and Defending

You can fight normally during
high-speed movement, subject to the
limits of your combat maneuver. You
can dodge, but you cannot retreat or
dive for cover. The GM should always
apply speed modifiers when you're
under attack - or attacking!

Accelerating

If your velocity is less than your
top speed at the end of your turn, you
can increase it by an amount up to
your Basic Move, to a maximum of
your rated top speed. Top speed is
20% over your Move if you are sprint-
ing and don't have the Enhanced
Move advantage.

Decelerating
Instead of accelerating, you can
decelerate, reducing your velocity by

an amount up to your Basic Move (or
more, with some risk — see below). If
your deceleration reduces your veloci-
ty to Basic Move or less at the end of
your turn, you are no longer at high
speed, and may use the ordinary
movement rules next turn.

Pushing the Envelope

You can try to decelerate by up to
Basic Move x 2. You can also attempt
to change direction before you've
moved the requisite distance. Either
requires a DX+3 roll - or a vehicle
operation skill roll, modified by the
vehicle’s Handling statistic, if you are
driving a vehicle.

Hasty deceleration requires a roll
at -1 per two full yards/second beyond
Basic Move by which you cut your
speed. For instance, if your Basic
Move is 5 and you decelerate by 9
yards/second, you must roll at -2.

An earlier turn (or a tighter turn;
e.g., 120° instead 60°) calls for a roll at
-1 per full increment of Basic Move by

which your velocity exceeds your
Basic Move. For instance, if you're
moving at 23 yards/second and have
Basic Move 3, you must roll at -6.

If you fail, you lose traction and fall
or spin out of control — see Losing
Control, below.

Tactical Movement

If you are using the tactical move-
ment rules with high-speed move-
ment, your movement points equal
your velocity at the start of your turn.
You cannot sidestep or step back.
Turning radius limits facing changes:
a 60° turn is a one hex-side facing
change.

Minor obstructions and bad foot-
ing cost movement points as usual
(see Movement Point Costs, p. 387),
and also decelerate you at the end of
your turn by an amount equal to the
extra movement points paid. For
example, if your high-speed velocity is
14 and you run through six yards of
mud (+1 movement point per hex),
you'll automatically decelerate to a
velocity of 8 at the end of the turn. Add
this to any voluntary deceleration. If
the total exceeds your Basic Move, roll
as described for Pushing the Envelope,
above. If it exceeds Basic Move x 2,
you lose control automatically.

Losing Control

If you are running on the ground
and lose control, you trip. You fall
over, skid for 1/4 your remaining
movement straight ahead (unless you
hit something), and then stop. If you
land on the ground and skid to a stop
without hitting anything, you suffer
damage for a fall at your current
velocity; see Falling (p. 431). If you hit
something, you suffer (and inflict) col-
lision damage instead; see Damage
from Collisions (p. 430).
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Optional Rule:

Changing Posture in Armor
For enhanced realism, you can let encumbrance level affect the time
it takes to perform a Change Posture maneuver. At encumbrance level
0 (None) or 1 (Light), Change Posture takes one second, as usual. At
level 2 (Medium), it takes two seconds to change posture — and so on.
While you are partway through a posture change, you are considered to
be in the old posture. This rule may slow play, but it can also give a real-
istic edge to lightly armored combatants.




You also lose control if you are
knocked out, or take any combat
maneuver but Move or Move and
Attack, while moving at high speed.
For instance, if you were stunned and
forced to Do Nothing, you would trip
as described above.

Exception: If you are moving on
three or more wheels, you're more sta-
ble. The GM may rule that you merely
decelerate your maximum safe decel-
eration each turn instead of tripping,
unless your loss of control was the
result was a critical failure or injury
(stunned, etc.).

High-Speed Flying
and Swimming

Only use Basic Move if you are
moving on the ground. Use basic air
Move when flying, and basic water
Move when swimming (see Move in
Other Environments, p. 18). If you lose
control in the air or water, you don't
trip; instead, you must move your cur-
rent velocity straight ahead and then
decelerate by your maximum safe
deceleration. You can do nothing else -
this effectively ends your turn!

MOUNTED
CoMBAT

Knights, cowboys and Indians, and
other adventurers often fight from the
saddle. A mount not only provides
additional mobility, but its extra
height and momentum can make the
rider’s attacks more effective, while
the shock of a mounted charge can
panic unprepared opponents. Some
mounts even fight in their own right.

With the exception of the occasion-
al camel or elephant, mounted war-
riors usually ride horses, and these
rules assume that. For the differences
between horses and various mounts
from fantasy and science fiction, see
the pertinent animal descriptions.

Ordinarily, a rider can direct a war-
trained mount by voice and foot pres-
sure, leaving both hands free for
weapon use. However, all Riding rolls
are at -3 for “no hands,” or -1 if only
one hand is on the reins. Riders who
need both hands to control their
mount may drop what they are hold-
ing. It requires a Ready maneuver and
DX-3 roll to return a weapon to its

scabbard while a mount is bucking; a
critical failure means you drop it!

Nonsapient mounts without war
training (see War-Trained Mounts,
p. 459) are liable to “spook” at danger
— especially at the sounds of gunfire
and injured animals of their own
species! All combat Riding rolls are at
-3 for a well-broken mount without
war training - and at -6 or worse for
one that is not fully broken.

The rider must make a Riding+2
roll to get any mount except a war-
trained mount to charge into or over
any obstacle, or onto bad footing, or to
perform risky maneuvers like jumps,
tight turns, etc., unless theyre a mat-
ter of life and death for the mount!
Failure means the mount disobeys;
see Spooked Mounts, p. 397.

elephant or similar mount would
have a flat back, and a rider could
stand up and move around; tradition-
ally, an elephant carries the driver, or
mahout, on its neck, and a howdah, a
platform with several fighters, on its

back.

Movement

and Maneuvers

See Riding and Draft Animals
(p. 459) for the Move of various
mounts. The animal’s Basic Move is
the pace it can achieve while walking
or trotting; its Enhanced Move is
for a gallop, and uses the rules under
High-Speed Movement (p. 394).
Encumbrance penalties apply normal-
ly (see Encumbrance and Move, p. 17)

Mounting Up

Mounting a horse or similar crea-
ture takes two consecutive maneuvers:
Move to jump or climb up, followed
by Change Posture to seat yourself.
You can leap astride in only one turn if
you make a Riding, Acrobatics, or
Jumping roll at -3 (no penalty if you
are using stirrups) — but on any fail-
ure, you fall!

When you are using Tactical
Combat, arider is in the center of a 3-
hex mount like a horse, or the front
of a 2-hex mount like a gryphon. An
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... but few mounts willingly carry
more than Medium encumbrance.

In combat, the mount can take any
maneuver, unless it's moving at high
speed. Then it is limited to Move or
Move and Attack.

The rider can take any maneuver.
Use Change Posture to dismount safe-
ly from a mount that hasn’t moved, or
that has moved only a step. Otherwise,
the only way to get off is to jump or
fall. To jump off safely, take a Move or
Move and Attack maneuver and make
an Acrobatics or Jumping roll. On any
failure, you fall!




Falling Off: If the mount makes a
successful DX roll for a difficult action
like a jump, tight turn, or hasty decel-
eration, the rider must make a Riding
roll. On a failure, the rider is unseated,
even though the mount performed the
maneuver. If the mount fails its DX
roll for a risky action, see result 12 on
the Mount Loss of Control Table
(below) for effects.

Spooked Mounts

If a mount fails a Fright Check, or
refuses to perform a particular feat, it
will usually shy and buck. The rider
must make a Riding roll and take a
Ready maneuver every second to
regain control.

A critical success calms the mount
immediately; three ordinary successes
in a row will have the same result.
Three failures in a row, or a single crit-
ical failure, means a total loss of con-
trol (see below). A long alternation of
successes and failures means you
spend your time fighting your mount
instead of the enemy! Fortunately, a
bucking mount is still free to dodge, as
is the rider - although no other defens-
es are possible.

Mount Loss

of Control Table

Roll 2d on the following table if
you completely lose control of a
mount. Also refer to the appropriate
result — without rolling — whenever a
rider is thrown, a mount falls, etc.

2 - You are thrown from your mount.
Take damage for a three-yard fall
(adjust this for an unusually tall or
short mount). If you remain con-
scious, you may attempt an imme-
diate Animal Handling-3 roll to call
your mount back. If you fail, you
may make a repeated attempt
every 5 minutes.

3 - You lose your grip and fall. Take
damage for a two-yard fall; a
Jumping or Acrobatics roll will
negate this. Otherwise, as 2, above.

4 - You drop whatever you were hold-
ing. Now roll again!

5 - The mount charges directly toward
the foe, hazard, etc.

6-7 - The mount is exhausted and will
not fight, or move at faster than a
slow walk (Move 2), until it gets
several hours of rest.

8-9 — The mount seems to settle down,
but is now fractious: -1 to all
Riding rolls for the rest of this
engagement. If you get this result
multiple times, the penalty is
cumulative.

10 - The mount charges directly away
from the foe, hazard, etc.

11 - The saddle comes loose. All
Riding rolls and attack rolls made
while riding are at -3 until you dis-
mount and spend 4d seconds tight-
ening the straps. If you're riding
without a saddle, treat as 3, above.

12 — The mount falls! It must make a
DX+1 roll or it breaks a leg. In any
case, the rider must roll vs. Riding-
2. On a failure, he is unseated and
takes damage for a three-yard fall.
On a success, he must make anoth-
er Riding roll, this one at a penalty
equal to his Encumbrance, to leap
clear of the falling mount. On a
success, he leaps clear and takes
damage as per 3, above. On a fail-
ure, the mount falls on him, inflict-
ing thrust/crushing damage based
on its ST, plus the damage for a 2-
yard fall.

Attacks by Mounts

A war-trained mount can attack if
it takes an appropriate maneuver; see
Chapter 16 for details. A horse can
bite, kick with hooves, or trample;
iron horseshoes give +1 to kicking or
trampling damage. The rider’s attack is
at an extra -2 if the mount attacked on
its last turn.

Panic: If a mounted fighter charges
directly toward an NPC who is unused
to facing cavalry (GM’s option), the
GM may require him to make a Will
roll to stand his ground and fight. If he
fails, hell try to run instead. Anyone
with Combat Reflexes gets +6 to this
roll. Those with a SM equal to or
greater than that of the mount do not
have to roll!

Cavalry Weapons

Melee Weapons: A rider uses melee
weapons at the lower of his Melee
Weapon skill or Riding skill. Thus, a
trained rider has no penalties to use
melee weapons while mounted. If the
mount’s velocity is 7 or more relative
to the foe, the attack has -1 to hit but
+1 damage. Use the same rules when
attacking from a motorcycle or similar
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open vehicle (substitute Driving skill
for Riding skill above).

Lances: Lance skill appears on
p- 204. To couch a lance, a rider must
have a saddle and stirrups. A couched
lance’s damage depends on the
mount’s mass and velocity. Work out
damage for a collision between the
mount and the target — (mount’s ST)
x (distance moved last turn)/100 dice
of damage, rounded down - and add
the lance’s thrust/impaling bonus of
+3. Example: A ST 25 warhorse
charging at Move 8 inflicts 2d+3
impaling damage.

Tournament jousting uses blunted
wooden lances, specially designed to
break if they strike very hard. These
inflict the same amount of damage,
but it is crushing — and if the damage
exceeds 15 points, the lance snaps,
limiting damage to 15 points.

Using Ranged Weapons
While Mounted

Attack: Firing from atop a moving
animal tests both marksmanship and
riding. Roll against the lower of Riding
or ranged weapon skill to hit. If you
are firing a noisy weapon (e.g., an
unsilenced gun), you must make a
Riding roll after each attack. On a fail-
ure, the mount is spooked (see
Spooked Mounts, above); on a critical
failure, you lose control (see Mount
Loss of Control Tuble, above).

Aim: You may Aim a ranged
weapon while mounted, but if the
mount moves more than a step, you
suffer the same penalties that you
would if firing from a moving vehicle:
you can't benefit from extra turns of
Aim, or from telescopic scopes and
other targeting systems.

Tricks: To turn in the saddle and
fire at the foe behind you: -4 to
weapon skill, and -1 to any Riding roll
made that turn. To hang on the far
side of the mount and shoot over it or
underneath it: -6 to weapon skill, -3 to
any Riding roll. This latter move
means your foe’s only targets are your
foot, face, eyes, skull, and one hand.
But if he attacks and misses by 4 or
less, he hits your mount!

Mounted Defense

A mount’s only defense is Dodge.
Some mounts may have barding (see
Horse Armor (Barding) Table, p. 286)
or natural DR.



A rider can Dodge, Block, or Parry.
If he has Riding at 12+, all of these
defenses are at normal levels. For a
less-skilled rider, reduce active defens-
es by the difference between 12 and
the riders skill; e.g., someone with
Riding-9 would have -3 to all active
defenses.

Height Difference

A cavalryman on horseback is
effectively three feet above a standing
foe. See Combat at Different Levels
(p. 402).

Mounted Combat
Results

A rider who is stunned must make
a Riding roll at -4 or fall off. A rider
who suffers any knockback is auto-
matically knocked off unless he has a
saddle and stirrups, in which case he
gets a Riding roll at -4 per yard of
knockback to stay on.

If any attack aimed at a rider miss-
es by 1, it hits the mount unless it
makes its active defense roll; the
reverse is true for attacks aimed at the
mount. Of course, either may be
attacked intentionally!

If the mount is hit, the rider must
roll vs. Riding, minus the shock penal-
ty suffered by the mount, to keep it
from spooking (see p. 397). If the
mount is crippled and falls, effects are
as per result 12 on the Mount Loss of
Control Table.

Multiple Riders

On a horse-sized or larger mount, a
second human-sized or smaller rider
can hang on behind the one control-
ling the mount. The controlling rider
has an extra -1 to Riding skill. The pas-
senger uses the lower of the controlling

rider’s skill or his own ST on any roll to
avoid falling off, but does so at -3.

FLYING COMBAT

Heroes may fly using advantages
(Flight, Telekinesis, etc.), magic spells,
antigravity belts, and so forth. A few
special rules apply to combat while
airborne.

Aerial Movement

If the ceiling is high enough, fliers
can move over other fighters! Humans
normally fly in a horizontal position
(so that they can watch the ground
and see where theyre going); treat
them as two-hex figures when using
the Tactical Combat rules.

Changing Height: Vertical move-
ment costs the same as horizontal
movement. Moving a yard vertically
and a yard horizontally simultaneous-
ly (diagonal movement at 45°) costs
the same as 1.5 horizontal yards.

Steps and Retreats: Use your basic
air Move to calculate the distance you
can step or retreat during combat
(see Step, p. 368); flyers are often fast
enough to step 2+ yards. If a flyer
retreats as part of an active defense,
he can specify that he is doing so
vertically.

Flying Fast: See High-Speed
Movement (p. 394). A diving flyer can
accelerate faster: add +10 to basic air
Move and double top airspeed on any
turn spent diving and doing nothing
else (a Move maneuver).

Cannot Hover: If you are flying
under your own power using Flight
with the Cannot Hover, Controlled
Gliding, or Gliding limitation, you
must take a Move or Move and Attack
maneuver and move at least 1/4 your

top airspeed each turn, or you'll stall
and start to fall. You might also stall if
you lose control during high-speed
movement (p. 394) and suffer sudden
deceleration that pushes you below
1/4 your top airspeed. You may recov-
er from a stall by turning your fall into
a dive and regaining speed. Roll vs.
DX-4 each turn to do so.

Flight Ceiling

On Earth, an unprotected human
has trouble breathing past 6,000’, and
needs an oxygen mask or an advan-
tage such as Doesn't Breathe past
20,000; see Atmospheric Pressure
(p. 429). On worlds with greater air
pressure, higher flight is possible. On
worlds with little atmosphere, the
reverse is true. If you use wings to fly,
you can't fly in a trace atmosphere or
a vacuum.

Aerial Attack

and Defense

There is no penalty to attack or
defense rolls in flight. Flyers are nor-
mally no less stable than fighters on
the ground.

Attack: When flyers attack foes on
the ground, use the Combat at
Different Levels rules (p. 402). Weapon
reach becomes very important! Don't
worry about the relative height of two
battling flyers — as long as they're close
enough to engage at all.

Defense: When a flyer retreats, he
can retreat out of the plane of an
attack — not merely away from his
attacker. If a flyer can hover, and has
enough space to move one step up or
down, he gets +1 over and above the
usual retreating bonus when he
retreats. To perform an Acrobatic
Dodge (p. 375), use Aerobatics skill.

HiTt LOCATION

When you strike at an enemy, you
can usually choose what part of his
body to attack. Some body parts, or
“hit locations,” are harder than others
to hit in a fight; some are more (or
less) vulnerable to specific damage
types. There are a few exceptions:

® Completely unaimed attacks —
Wild Swings, stabs in the dark,
grenade fragments, etc. — cannot delib-
erately target a hit location. Use
Random Hit Location (p. 400) instead.

® Attacks that cover a large area —
such as an avalanche or a cone of
dragon fire — make hit location irrele-
vant. See Large-Area Injury (p. 400).

® Fatigue damage always ignores
hit location.

Deciding Where
to Attack

Where to hit a foe depends on
many things - your skill, your foe’s
armor, and whether you want to kill
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him! A humanoid target has the loca-
tions listed below (see the hit location
tables on pp. 552-554 for non-
humanoids). Each location gives the
penalty to attack rolls to hit that loca-
tion (in parentheses), followed by any
special damage effects.

Torso (0): The chest and abdomen.
No penalty to hit, and no effect on
damage. This is the default target for
attacks: if you don't specify a hit loca-
tion, you are attacking the torso.




Vitals (-3): The heart or lungs (from
the front) or the kidneys (from
behind). Certain attacks can target the
vitals for increased damage. Increase
the wounding modifier for an impal-
ing or any piercing attack to x3.
Increase the wounding modifier for a
tight-beam burning attack (see box) to
x2. Other attacks cannot target the
vitals.

Skull (-7): The part of the head that
houses the brain. The skull gets an
extra DR 2, the wounding modifier for
all attacks increases to x4, knockdown
rolls are at -10, and critical hits use the
Critical Head Blow Table (p. 556).
Exception: None of these effects apply
to toxic damage.

Eye (-9): Impaling, piercing, and
tight-beam burning attacks can specif-
ically target the eye. Injury over HP/10
blinds the eye; otherwise, treat as a
skull hit without the extra DR 2! (As
with skull hits, toxic damage has no
special effect.)

Face (-5): The jaw, cheeks, nose,
and ears. Many helmets have an open
face, allowing this attack to ignore
armor DR! Knockdown rolls are at -5,
and critical hits use the Critical Head
Blow Table. Corrosion damage (only)
gets a x1.5 wounding modifier . . . and
if it inflicts a major wound, it also
blinds one eye (both eyes on damage
greater than full HP).

Neck (-5): The neck and throat.
Increase the wounding multiplier of
crushing and corrosion attacks to
x1.5, and that of cutting damage to
x2. The GM may rule that anyone
killed by a cutting blow to the neck is
decapitated!

Groin (-3): The lower torso. Jackets
and light armor don't always cover
this area. Treat as a torso hit, except
that human males (and the males of
similar species) suffer double the usual
shock from crushing damage (to a
maximum of -8), and get -5 to knock-
down rolls.

and Catching Fire (p. 434).

Tight-Beam Burning Attacks
A “tight-beam burning attack” is any ranged burning attack that isn’t
a jet, cone, area-effect, explosion, or follow-up attack. For instance, a
laser is a tight-beam burning attack, while a torch or a flamethrower is
not. Such attacks can target the eyes and vitals for bonus damage, but
divide damage by 10 for the purposes of Making Things Burn (p. 433)

Arm or Leg (-2): A good way to dis-
able without killing! Against a living
target, reduce the wounding multipli-
er of large piercing, huge piercing, and
impaling damage to x1. Any major
wound (loss of over 1/2 HP from one
blow) cripples the limb - but damage
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beyond the minimum required to
inflict a crippling injury is lost. Note:
The penalty to hit an arm with a shield
is -4.

Hands or Feet (-4): As for an arm or
leg, but damage over 1/3 HP in one
blow inflicts a crippling major wound
(excess damage is still lost). This gives
you a chance to cripple the foe with
little real damage. However, your foe
might just switch hands (or hop) and
finish you off! Note: The penalty to hit
a hand holding a shield is -8.

Weapon (varies): The place to strike
if you need to take the foe unharmed,
if you have to disarm a friend, or if
you just want to show off. See Striking
at Weapons (p. 400).



Grappling and
Hit Location

Halve hit location penalties (round
up) if you are grappling a body part —
it's easier to grab a body part than to
strike it. This does not apply to grab-
bing a weapon!

Random Hit Location

You never have to target a hit loca-
tion — you can always just strike at
“whatever target presents itself.” To do
so, attack with no modifier for hit
location. If you hit, and your foe fails
to defend, roll 3d on the appropriate
hit location table to find out where the
blow fell; see Hit Location Tables
(p. 552). The GM decides what table to
use for non-humanoids.

Use random hit location for a Wild
Swing (p. 388), shooting blind
(p. 389), suppression fire (p. 409),
fragmentation damage (p. 414), and
any other situation where the GM
feels targeting a location is unrealistic.
If a random attack comes from direct-
ly above, treat “feet” as “hands” and
“legs” as “arms.”

Injury Tolerance

and Hit Location

The Injury Tolerance advantage
(p. 60) can alter the effects of hit
location.

Diffuse or Homogenous: Ignore all
knockdown or wounding modifiers
for hit location. (Eyes and limbs can
still be crippled.) All injuries use the
wounding modifiers from Injury to
Unliving, Homogenous, and Diffuse
Targets (p. 380).

No Brain: Hits to the skull get no
extra knockdown or wounding modi-
fier. Hits to the eye can cripple the eye;
otherwise, treat them as face hits, not
skull hits.

No Eyes, No Head, or No Neck: You
lack the hit location(s) in question,
and your foes cannot target it.

No Vitals: Hits to the vitals or groin
have the same effect as torso hits.

Unliving: Hit location has its usual
effect, save that piercing and impaling
damage to any location other than the
eye, skull, or vitals uses the wounding
modifiers from Injury to Unliving,
Homogenous, and Diffuse Targets.

Targeting Chinks in Armor
You may use a piercing, impaling, or tight-beam burning attack to tar-
get joints or weak points in a suit of armor, vehicle, etc. Roll at -8 to hit

a chink in the foe’s torso armor, or at -10 for any other location (face,
eyes, vitals, arm, etc.), instead of using the usual hit location penalty. If
you hit, halve DR. This is cumulative with any armor divisors.

Large-Area Injury

Some attacks affect much or most
of the victim's body - for instance,
dragon’s breath, a bomb blast, a huge
fire, or immersion in an acid pit. In
particular, any damage described as
being “area effect” or “cone,” and any
external explosion, inflicts large-area
injury.

A melee attack from an attacker
whose Size Modifier exceeds that of
his target by seven or more is also a
large-area injury - if the attacker is
striking unarmed or with a weapon
scaled to his body size. (If he wishes
to target a hit location, his tiny vic-
tim must be pinned or otherwise
immobile.)

Damage Resistance protects nor-
mally against large-area injury - but if
your DR varies by location, your
“effective DR” is the average of your
torso DR and the DR of the least pro-
tected hit location exposed to the
attack (which could still be your
torso), rounding up. If your DR varies
against different attacks, “least pro-
tected” refers to the location with the
lowest DR against that particular type
of attack.

A location protected by cover or
masked by the body does ot count as
“exposed to the attack.” Against an
explosion or cone, only locations fac-
ing the blast or cone are exposed (e.g.,
if you're turned away, your face and
eyes aren't exposed). For damage
caused by immersion in a hazardous
environment (e.g., fire or acid), only
the immersed locations are exposed.
Against a true area effect, all locations
are exposed.

Don't modify large-area injury for
hit location (that is, treat it as a torso
hit) unless only one location is
exposed. If a single limb (hand, arm,
etc.) is exposed, damage in excess of
that required to inflict a major wound
is lost.
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Hit Location
for Non-Humanoids
and Vehicles

It is impossible to supply hit loca-
tion rules for every type of animal or
machine. Instead, we provide some
guidelines: see Non-Humanoid Hit
Location Tables (pp. 552-554) and
Vehicle Hit Location Table (pp. 554-555).

STRIKING
AT WEAPONS

You might strike at a weapon
because you want to take its user alive
... or because the weapon is the only
thing you can reach, or is less well-
armored than its wielder.

State whether you are striking to
disarm or to break the weapon, and
then roll to hit. You are at -5 to hit a
reach “C” melee weapon (e.g., a knife)
or a pistol; -4 to hit a melee weapon
with reach 1 (broadsword, mace, etc.)
or a medium-sized firearm (e.g., a car-
bine or sawed-off shotgun); and -3 to
hit a melee weapon with reach 2+
(spear, greatsword, polearm, etc.) or a
rifle. Attempts to disarm are generally
at an extra -2, but see next page.




Striking at Weapons in Tactical
Combat: A reach “C” weapon is in its
wielder's hex. A weapon with a one-
yard reach is in the user’s hex and in
the hex directly in front of him. A 2- or
3-yard weapon is in the two or three
hexes directly in front of the user. See
the diagram on p. 400. However, you
can always strike at a reach 2+
weapon on your first turn after it was
used to attack or feint against you.

Defending Your Weapon

Dodge: You can dodge normally to
protect your weapon.

Parry: You can only parry using
the weapon that was attacked — and
only if it's ready. If you have a
broadsword in one hand and a knife
in the other, and your foe targeted the
knife, you can’t parry with the sword.
A parry represents turning your
weapon so that the foe’s blow misses
or slides off harmlessly.

Blocking: You cannot block an
attack on your weapon.

You may combine a dodge or a
parry with a retreat to get the usual
bonus. The Defense Bonus of a shield
provides no benefit whatsoever.

Knocking a
Weapon Away

A strike to disarm is an attempt to
knock or twist the weapon out of your
foe’s grasp without damaging it. Only
a weapon that can parry can attempt
to disarm, which limits disarming to
unarmed attacks, melee weapons, and
certain thrown weapons. You have an
extra -2 to hit unless you use a fencing
weapon (main-gauche, rapier, saber,
or smallsword).

If you hit and your foe fails to
defend, roll a Quick Contest of
weapon skills with your foe; if you're
attempting to knock away a missile
weapon, your opponent rolls against
DX. Either of you may opt to make a
ST-based skill roll instead of the stan-
dard DX-based one, if that would be
better. You get +2 if you use Jitte/Sai or
Whip skill (having it is not enough!).
Your foe gets +2 if he is using a two-
handed weapon.

If you win, you disarm your foe; his
weapon flies one yard in a random
direction. If your foe wins or ties, he
keeps his weapon, but it will be
unready unless he won by 3 or more.

If you roll a critical failure, you are the
one disarmed!

Breaking a Weapon

You can instead target a weapon
with the intent to chop through, shat-
ter, or otherwise wreck it. You may
make such an attack with any weapon
—even a firearm.

If you hit and your foe fails to
defend, roll your normal damage
against his weapon. See Damage to
Objects (p. 483) for effects. A weapon’s
weight and composition will deter-
mine its DR and HP. (For weapons
bought as advantages, see Gadget
Limitations, p. 116.)

Subduing a Foe

At times, you want to subdue an enemy without killing him.
Knockout gas, high-tech stunners, magic, and similar tricks are the best
ways to take prisoners — most weapons are entirely foo final! But if you
need to defeat someone without harming him, and you have only ordi-
nary weapons, you still have several options:

Disarm him. You can do this by striking at his weapon to knock
it out of his hand or break it. Of course, he might not surrender, even

then ...

Pull your punches. You do not have to strike at full strength. You can
choose to use any ST value less than your own when you strike with
bare hands or a melee weapon, thrown weapon, bow, or sling (but not
with a crossbow or a firearm). For example, if your normal ST is 10,
you could strike at only ST 9 in order to deliver a lighter wound . . . or
tap at ST 1 to touch your foe without doing any harm.

Turn your blade. You can strike with the flat side of any swing/cut-
ting weapon (sword, axe, etc.); this turns its usual cutting damage into
crushing damage. You can also poke with the blunt end of a
thrust/impaling weapon (spear, halberd, etc.); this reduces damage by 1
point and makes damage crushing. Reversing a reach 2+ impaling
weapon to attack with its blunt end requires a Ready maneuver.

Pin him. If you can grapple your foe, you can “pin” him (see
Unarmed Combat, p. 370) and then tie him up. This takes about a
minute with ropes, two seconds with ready handcuffs. For another

option, see Arm Lock (p. 403).

Suffocate him. For details, see Choke or Strangle (p. 370), Choke Hold

(p. 404), and Suffocation (p. 436).

Strangulation and Smothering
It is possible to render someone unconscious — or even kill him —
through suffocation without inflicting significant HP damage. See

Suffocation (p. 436) for details.

If you do not wish to choke your victim (see Actions After a Grapple,
p. 370), you must somehow prevent him from breathing, or restrict the
flow of blood (and thus oxygen) to his brain, without crushing his
throat. If he is restrained, unconscious, or otherwise unresisting, you
have many options: hold his nose and mouth shut by hand, cover his
face with a pillow or similar object, or constrict either of his carotid

arteries (on his neck).

If you are conscious and being smothered, you can choose not to
resist and feign unconsciousness. In most cases, you can only fool your
attacker if he has been smothering or strangling you for at least 10 sec-
onds. You must make a Will roll to lie passively in the grip of an
assailant who is suffocating you! Winning a Quick Contest of Acting vs.
your attacker’s IQ may fool a hasty or squeamish foe into believing

you're unconscious.
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These rules add additional options
- and complexity - to melee
attacks and defenses.

ATTACK
FROM ABOVE

Ambush from above is a good sur-
prise tactic. Roll a Quick Contest to
see if it works: your Stealth vs. the vic-
tim’s Vision. A victim walking along a
trail, alley, etc. is at -2 to notice some-
one lurking above, unless he specifi-
cally states he is looking in the trees,
high windows, etc.; then he gets +2
(but -2 to notice things on his own
level!). Peripheral Vision is of no spe-
cial value in this situation.

If you win the Quick Contest, your
victim fails to spot you. He gets no
active defense against your attack! At
the GM'’s option, a particularly unwary
individual might “freeze up”; see
Surprise Attacks and Initiative (p. 393).
Even if you lose - or your target is
warned - your victim’s active defenses
are at -2 against your attack. However,
an alerted foe can take a Wait maneu-
ver and make a “stop thrust” when you
drop (see Wait, p. 366).

SPECIAL MELEE CoMBAT RULES

You can drop from any height
before attacking (a special kind of
“step”). You have an extra -2 to hit.
Regardless of the results of your
attack, you take falling damage if you
dropped from more than two yards -
see Falling (p. 431). You may attempt
an Acrobatics roll to reduce this.
Natural ambushers-from-above (e.g.,
jaguars) have Catfall (p. 41).

You can opt to drop onto your vic-
tim instead — animals often attack this
way! Resolve damage to yourself and
your target sep-

arately from

your attack.

Note that a

victim is a

soft thing to
land on, unless
he has DR 3+.

One foot of vertical difference, or
less: Tgnore it.

Up to two feet of vertical difference:
Ignore it unless you are using hit loca-
tions. In that case, the higher fighter
has -2 to hit the feet or legs, and +1 to
hit the head (skull, face, or eyes) or
neck. The lower fighter has +2 to hit
the feet or legs, and -2 to hit the head.
These modifiers are in addition to nor-
mal hit location penalties.

Up to three feet of vertical difference:
As above, but the lower fighter is at -1
to any active defense, while the upper
fighter is at +1 to his active defenses.

Up to four feet of vertical difference:
As above, but the lower fighter is at -2
to defend, while the upper fighter is at
+2. The upper fighter cannot strike at
the lower fighter’s feet or legs.

Size Modifier and Reach

If your SM is greater than 0, you
have a longer reach with your arms.
Increase the upper end of the reach of
any melee weapon according to the

table at right.

SM Reach
+1 +0*
+2 +1

+3 +2

+4 +3

You also get +1 to hit when you grap-
ple per +1 SM advantage you have over
your target.

Example: A giant with SM +3 gets +2
to the upper end of reach — a weapon
with reach 2-3 has reach 2-5 in his
hands! If he grapples a human (SM 0),
he gets +3 to hit. He gets no bonus to

+5
+6
+7
+8
+9
+10

+5
+7
+10
+15
+20
+30

* A reach “C” weapon
increases to reach 1, but

grapple another giant.

COMBAT AT
DIFFERENT
LEVELS

Suppose you want to jump onto a
table and strike down at a foe? Or
fight your way up a staircase? If you
and your foe are at different levels, the
vertical distance affects combat. This
rule is for melee combat. For ranged
weapons, see Firing Upward and
Downward (p. 407).
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there are no other effects.

Up to five feet of vertical difference:
The lower fighter cannot strike at the
upper fighter's head, and the upper
fighter cannot strike at the lower fight-
er’s feet or legs. The lower fighter is at
-3 to defend, while the upper fighter is
at +3.

Up to six feet of vertical difference:
The upper fighter may only strike at
the lower fighter's head. The lower
fighter may only strike at the upper
fighter’s feet or legs. Neither gets any
special bonus or penalty to attack. The
lower fighter is at -3 to defend, while
the upper fighter is at +3.




Over six feet of vertical difference:
Combat is impossible unless the fight-
ers adopt some strange position; e.g.,
the upper fighter lies down and reach-
es over the edge. In that particular
case, he would effectively bring him-
self three feet closer, and his foe could
strike at his head and arm. The GM
may offer appropriate bonuses and
penalties for any odd tactics that the
players employ.

Effects of Reach

If your weapon or Size Modifier
gives you more than one yard of reach,
each yard past the first brings the foe
three feet closer to you. This does not
bring you any closer to your foe! For
example, a greatsword (two-yard
reach) would let you fight as if your
foe were three feet closer. If you were
standing six feet below him, you
would fight as though he were only
three feet higher. He would not enjoy a
similar benefit unless he, too, had long
reach.

Typical Distances

Set distances by common sense
and mutual agreement (beforehand, if
possible). Some examples: Ordinary
stairs rise eight inches per step (for
simplicity, you may want to call them
one foot). The seat of a chair is less
than two feet tall. An ordinary dining
table is less than three feet tall. The
counter in a shop is about four feet
tall. The hood of a car; or the bed of a
wagon, is about three feet tall. The
roof of a car, or the seat of a wagon, is
over four feet tall.

SPECIAL
UNARMED
COMBAT
TECHNIQUES

Here are some additional options
for unarmed fighters who are not con-
tent merely to punch, kick, and grap-
ple. Most require Brawling, Judo,
Karate, or Wrestling skill. You can
improve your ability with some of
these techniques - see Sample Combat
Techniques (p. 230).

Arm Lock

An arm lock is an attempt to
restrain or cripple an opponent by

twisting his arm. It uses Judo or
Wrestling skill. To perform an arm
lock, you must have two hands free
and make a successful barehanded
parry with Judo or Wrestling against
your opponent’s melee attack.

On your first turn following the
parry, you may attempt to capture
your attacker’s arm if ke is still within
one yard. This is an attack: step into
close combat and roll against Judo or
Wrestling to hit. Your foe may use any
active defense — he can parry your
hand with a weapon! If his defense
fails, you trap his arm in a lock.

Your foe may attempt to break free
(see Actions After Being Grappled,
p. 371) on his next turn, but you are at
+4 in the Quick Contest. If he loses, he
has a cumulative -1 on future attempts
to break free.

On your next turn — and on each
turn thereafter, until your foe breaks
free — you may try to damage the
trapped arm. Roll a Quick Contest: the
highest of your Judo, Wrestling, or ST
vs. the higher of your victim’s ST or
HT. If you win, you inflict crushing

damage equal to your margin of victo-
ry. The target’s natural DR (unless it
has the Tough Skin limitation) and the
DR of his rigid armor protect normal-
ly. Flexible armor has no effect!

If you cripple your victim’s arm, he
drops anything in that hand. You can
inflict no further damage on a crip-
pled limb, but you can continue to roll
the Contest each turn. If you win, your
target suffers shock and stunning just
as if you had inflicted damage.

The rolls to inflict damage are
completely passive and do not count
as attacks! You can simultaneously
make close combat attacks on your
opponent, who defends at -4 in addi-
tion to any other penalties due to the
damage caused by the lock itself.

You can also use this ability offen-
sively. Instead of waiting to parry an
attack, grapple your foe normally with
Judo or Wrestling skill. If he fails to
break free on his next turn, you may
attempt an arm lock on your next
turn, just as if you had parried his
attack.
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Choke Hold

This Judo and Wrestling technique
involves locking one forearm around
the target's neck and applying pres-
sure to the windpipe. The more the
victim struggles, the tighter the choke
becomes. This can quickly subdue an
opponent.

To apply a choke hold, you must
grapple your victim from behind using
both hands. Treat this as a normal
grapple (see Grappling, p. 370), but
roll against your Judo at -2 or
Wrestling at -3 to hit. A victim who is
aware of you may attempt any legal
defense, but suffers the usual penalties
for an attack from behind.

On your foe’s next turn and on sub-
sequent turns, he may attempt to
break free. You are at +5 in the Quick
Contest. But note that you control
your victim’s neck and head - not his
arms and legs. He can attack you with
a Wild Swing (p. 388), Back Kick
(p. 230), etc., at the usual -4 for being
grappled.

On your next turn — and on each
turn thereafter; until your foe breaks
free — your victim loses 1 FP, per
Suffocation (p. 436). If you wish, you
may choke him for crushing damage
at the same time (see Actions After a
Grapple, p. 370), and get +3 to ST for
this purpose.

Elbow Strike

You can attack an enemy behind
you in close combat by jabbing back-
ward with your elbow. Roll against
Brawling-2 or Karate-2 to hit. There is
no modifier for not facing the enemy,
but apply an extra -1 to hit if you tar-
get a specific hit location. On a hit, roll
your usual punching damage. Treat an
elbow strike at a foe in front of you as
a normal punch.

Knee Strike

This is a vicious, snapping blow
with the knee. Unlike a kick, it only
has reach C. Roll against Brawling-1
or Karate-1 to hit. If you have grap-
pled your target, he defends at -2 . . .
and if you grappled from the front,
you may attack his groin at no penal-
ty! On a hit, roll your usual kicking
damage.

Lethal Strike
This is a blow that focuses all of
your strength onto a single narrow

point: a toe, a few stiffened fingers,
etc. It is an option for any punch or
kick with Karate. Roll against Karate
to hit, but at -2 over and above any
other penalties. You get -1 to damage,
but your blow is piercing instead of
crushing. This lets you target the vitals
or eyes! There is a down side: the
Hurting Yourself rule (p. 379) applies if
your target has DR /+ (as opposed to
DR 3+).

Neck Snap or
Wrench Limb

This brute-force technique consists
of grabbing and suddenly twisting the
victim’s head to break the neck, or a
limb to dislocate or break it.

You must first grapple your oppo-
nent by the neck or desired limb using

- or by only 1, if he’s lying prone and
you're not.

Trampling is a melee attack: roll vs.
the higher of DX or Brawling to hit.
The victim’s only legal defense is a
dodge. If you hit, you inflict
thrust/crushing damage based on your
ST; if you have Hooves, add +1 per die
of damage.

If you knock down a foe in a colli-
sion or slam and keep on moving, you
automatically overrun and trample
your opponent. Do not make any
attack or defense rolls - roll damage
immediately, based on half your ST,
rounded down.

In all cases, if your SM exceeds
your victim’s by 3 or more, don't worry
about hit location - your attack counts
as a large-area injury (see Large-Area
Injury, p. 400).

Improvised Weapons
You sometimes want to hit a foe with something other than a “real”
weapon. If so, the GM should treat the object as the weapon it resem-
bles most closely: a stick would be a baton, light club, or quarterstaff; a
heavy tool would be equivalent to a mace or a maul; a length of chain

would serve as a clumsy morningstar; and so on.

If an improvised weapon is especially clumsy, add a penalty of -1 to
-3 to hit or parry with it, or increase the minimum ST required. If it is
shorter or lighter than a “real” weapon of the same type (or not very
sharp, for a blade), reduce damage.

both hands; see Grappling (p. 370).
Your victim may attempt to break free
on his turn. If he fails, then on your
next turn, roll a Quick Contest: your
ST-4 vs. the higher of your victim's ST
or HT. If you win, you inflict
swing/crushing damage on the neck or
limb. Damage to the neck has the
usual x1.5 wounding modifier for hit
location. The target’s natural DR
(unless it has the Tough Skin limita-
tion) and the DR of his rigid armor
protect normally. Flexible armor has
no effect!

You may make repeated attempts
on successive turns, but your oppo-
nent may attack you or attempt to
break free, subject to the usual limita-
tions of being grappled.

Trampling
You can trample a victim if your
Size Modifier exceeds his by 2 or more
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SPECIAL MELEE
WEAPON RULES

Some melee weapons are more
complicated than others! Below are
some special cases.

Cloaks

You can snap a cloak in your oppo-
nent’s face or use it to block his vision;
treat either as a Feint (see Feint,
p. 365). You can also use a cloak to
grapple. Roll against Cloak skill to hit;
reach is C, 1. Otherwise, treat this just
like an wunarmed grapple (see
Grappling, p. 370).

Fencing Weapons

The “ready” position of a fighter
using Main-Gauche, Rapier, Saber, or
Smallsword skill keeps his weapon
pointed toward his foe at all times. As




well, the “fencing weapons” used with
these skills are light and maneuver-
able. These factors make it easy for a
fencer to recover from a parry or fall
back in the face of an attack.

With a fencing weapon, you get +3
to Parry instead of the usual +1 when
you retreat (see Retreat, p. 377). You
also suffer only /alf the usual penalty
for multiple parries (see Parrying,
p. 376). However, your Parry has a
penalty equal to your encumbrance
level, and you cannot parry flails at all.

Flails

A weapon with a length of chain
between the handle and the head is a
“flail.” Because of the chain, a flail can
wrap around a foe’s weapon or shield
when he tries to defend against it. Any
attempt to parry a flail is at -4; fencing
weapons, with their light blades, can-
not parry flails at all! Even a shield is
less useful against a flail: all blocks are
at -2.

Garrotes

A “garrote” is a cord or wire used
for strangling. You can only use it on
an unaware or helpless victim, and
you must attack from behind (this
often requires Stealth rolls!).

Once you are in position, roll
against Garrote skill to hit. You must
target the neck, at the usual -5 to hit.
In most cases, your target is unaware,
so you can safely make an All-Out
Attack (Determined) for +4 to hit.

The victim may attempt to parry
with his hand or a ready close-combat
weapon, but he does so at -3. Unless
he has Combat Reflexes, he is most
likely mentally stunned, for an addi-
tional -4 to his defense roll. On a suc-
cess, he manages to put his hand or
weapon between his throat and the
garrote. The hand takes no damage
unless you are using a wire garrote.

On the turn of the attack and every
subsequent turn, you may choke the
victim (see Actions After a Grapple,
p. 370), and get +3 to ST in the ensu-
ing Quick Contest. Treat the damage
as crushing (x1.5 to the neck) for a
rope garrote, cutting (x2 to the neck)
for a wire one. In addition, your victim
starts to suffocate (see Suffocation,
p. 436). To break free, the victim must
win a Quick Contest of ST-5, Judo-3,
or Wrestling-3 against your Garrote
skill.

Dirty Tricks

Creative players will constantly invent new combat tricks — for
instance, throwing sand in the enemy’s face to blind him. This presents
a problem for the GM. On the one hand, creativity should be encour-
aged; it makes the game more interesting. On the other hand, tricks
only work when theyre new and original. If sand in the face worked
every time, barbarian warriors would leave their swords at home and
carry bags of sand instead!

The best solution is to let “tricks” work once — maybe twice — and
then assume that word has gotten around. If you, as the GM, think that
the players’ clever idea is a good one, you should give it a fair chance to
work. But remember that elaborate tricks can fail elaborately . . . and
word gets around. The first Trojan horse was a great success. It hasn't
worked since then.

IQ and Dirty Tricks
Often, the GM will find it appropriate to require an IQ roll when a
fighter attempts a clever trick. Depending on the circumstance, the GM
may:

® Make the trickster roll vs. his 1Q to pull off the trick properly.
® Make the victim roll vs. his 1IQ to see through the trick.
® Require a Quick Contest of IQ to see who outsmarts whom.

There’s no hard-and-fast rule! Just remember: nobody who takes an
IQ 8 fighter should be allowed to play him as a genius!

Liquids in the Face

This is one of the most common “dirty tricks.” Treat liquid tossed in
the face as a thrown weapon with Acc 1 and Max 3. Remember the -5
to target the face!

On a critical hit, the liquid gets in the victim’s eyes, blinding him for
1d seconds (the GM rolls secretly). On any other hit, the target may
defend normally - but note that it is impossible to parry a liquid. If he
fails to defend, he must make a Will roll to avoid flinching. On a failure,
he flinches: -2 to further defenses that turn, and -2 to any DX or Sense
roll on his next turn. On a success, the attack has no effect . . . unless
the victim has Bad Temper!

This assumes a relatively harmless substance, like beer. Acid, poison,
etc. have their usual effects.

An improvised garrote (almost any
piece of rope) gives -2 to skill. A wire
garrote must be equipped with han-
dles, or you will take thrust/cutting
damage to each hand!

Picks

Melee weapons that inflict
swing/impaling damage - picks,
warhammers, etc. — do a lot of dam-
age, but may get stuck in your foe! At
the start of the turn following any
attack that penetrates the foe’s DR and
inflicts damage, you must either relin-
quish your weapon and leave it stuck
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in your foe (a free action), or attempt
a ST roll to free it (a Ready maneuver).

On a successful ST roll, your
weapon comes free. If it is one that
must be readied after an attack (any
weapon with “” next to its ST statis-
tic), you can ready it next turn. On a
failure, it is stuck. You can’t use it or
ready it — and if you wish to move,
you'll have to let go. On later turns,
you have two choices: let go of your
weapon or try another ST roll. Should
you ever get a critical failure on the ST
roll, the weapon is permanently stuck
(but you can retrieve it from a fallen
foe after the battle).




When the weapon comes free, it
does half as much damage as it did
going in. For example, if the original
wound was 4 points, it does another 2
points. Failed ST rolls cause no extra
damage.

If your foe tries to move away
while your weapon is stuck in him,
roll a Quick Contest of ST. If /e wins,
he pulls the weapon from your grasp!
If you win, your foe can’t move. On a
tie, the weapon comes free and does
damage as above.

Shields

A shield is an excellent defense
against low-tech weapons, but you can
also use it offensively:

Shield Bash: A shield “bash” is an
ordinary melee weapon attack. A
shield can only hit foes in your front
or shield-side hexes. See the Melee
Weapon Table (p. 271) for statistics.

Shield Rush: A shield “rush” is an
attempt to knock your foe down by
running into him shield-first. See
Slam (p. 368) for details. You cannot
do this with a buckler.

Whips
Whips are effective disarming

weapons. When you strike to disarm
with a whip, you get +2 in the ensuing

Quick Contest; see Knocking a Weapon
Away (p. 401).

You may try to entangle your oppo-
nent instead of his weapon. This
attack is at an extra -4 to hit, and
inflicts no damage, but follows the
Lariat rules (p. 411) if successful.

Whips are poor defensive weapons,
and get -2 to Parry. Whips are also
unbalanced, and cannot attack and
parry on the same turn — and long
whips actually become unready after
an attack or a parry. It takes one turn
to ready a two-yard whip, two turns to
ready a whip three yards or longer.

Additional rules apply, depending
on the type of whip:

Whip: You can “crack” an ordinary
bullwhip - this is the sound of the tip
breaking the sound barrier! This
requires an attack at -4 to skill, but
inflicts +2 damage. Any whip blow is
painful: anyone who suffers a whip
wound to his arm or hand must roll
against Will, modified by the shock
penalty for the injury. On a failure, he
drops anything in that hand.

Kusari: This is a weighted chain.
You can adjust reach from 1 to 4 yards
with a Ready maneuver. Treat it as a
whip when disarming, entangling
opponents, or readying. Treat it as a
flail vs. enemy defenses: -2 to block

and -4 to parry. If someone parries
your kusari with a weapon, make a
skill roll immediately. On a success,
your kusari entangles his weapon. A
failure has no special effect; a critical
failure means you drop the kusari!
Your opponent may disentangle his
weapon on his turn. This requires a
free hand and a DX roll. If he does not,
you may make a disarm attempt on
your next turn without rolling to hit
first: state that you are attempting to
disarm and immediately roll the
Quick Contest. This still counts as an
attack. You cannot use a kusari if
there is no headroom, or in an area
full of obstacles (nearby people count
as obstacles). On a critical miss, a roll
of 3, 4, 17, or 18 indicates that you
have hit yourself in the face!

Monowire Whip: An ultra-tech
whip made of superfine wire. A con-
trol allows you to vary length from 1 to
7 yards, changing both reach and
ready time. Adjusting the length
requires a Ready maneuver. When
used to snare an opponent or a
weapon, the whip cuts into its target,
inflicting thrust+1d(10) cutting dam-
age every turn it is pulled taut until the
victim escapes. A “drop weapon” criti-
cal miss indicates that you have hit
yourself or a friend.
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SPECIAL RANGED

CoMmBAT RULES

The following rules add extra detail
in ranged combat situations.

MALFUNCTIONS

This optional rule applies only to
firearms, grenades, and incendiaries.
A “malfunction” is a mechanical fail-
ure of the weapon; e.g., a misfire or a
jam. Unlike a critical failure, a mal-
function does not normally endanger
the user.

For the purpose of this rule,
firearms, grenades, and incendiaries
have a “malfunction number,” or
“Malf.,” a function of TL.

L Malf,
3 12
4 14
5 16
6 or higher 17

A fine or very fine firearm gets +1
to Malf; a cheap weapon gets -1.
Specific types of weapons might have
a higher or lower Malf., as indicated
in their descriptions. The GM is free
to lower a weapon’s Malf. for mis-
treatment, lack of maintenance, or
damage.

Regardless of the attacker’s skill, a
weapon will malfunction instead of
firing on any unmodified attack roll
equal to or greater than its Malf. The
exact effects depend on the weapon.

Firearm Malfunction
Table

When a weapon malfunctions, roll
3d on the following table:

3-4 - Mechanical or electrical
problem.

5-8 — Misfire.

9-11 - Stoppage.

12-14 - Misfire.

15-18 — Mechanical or electrical prob-
lem, and possible explosion.

Mechanical or Electrical
Problem

The weapon fails to fire. A success-
ful Armoury or IQ-based weapon skill
roll (takes a Ready maneuver) can

diagnose the problem. Once the prob-
lem is known, make an Armoury skill
roll to correct it. Each repair attempt
takes one hour, and any critical failure
destroys the weapon.

Grenades: This represents a fusing
problem: the weapon detonates 1d
seconds late.

Misfire

The weapon fails to fire. A suc-
cessful Armory+2 or IQ-based
weapon skill roll (takes a Ready
maneuver) can identify the problem.
If the weapon is a revolver, the next
shot will fire normally. Otherwise,
each attempt to fix the problem
requires three Ready maneuvers, two
hands free, and a successful
Armoury+2 or 1Q-based weapon skill
roll. Critical failure causes a mechan-
ical or electrical problem.

Grenades: The grenade is a dud,
and will never explode.

Stoppage

The weapon fires one shot, then
jams or otherwise stops working.
(Treat the fired shot as a normal
attack.) Each attempt to clear the
stoppage requires three Ready maneu-
vers, two hands free, and a successful
Armoury roll, or 1IQ-based weapon
skill roll at -4. A success fixes the
weapon. Failure means it isn't fixed
yet, but you can try again. Critical fail-
ure causes a mechanical or electrical
problem.

Beam weapons: Treat as a mechan-
ical or electrical problem.

Grenades and other single-use
weapons: The weapon is a dud; it will
never fire or explode.

Explosion

Any TL3 firearm or TL4 grenade,
breechloader, or repeating firearm
may blow up in the gunner’s face,
inflicting 1d+2 cr ex [2d]. If the
weapon uses an explosive warhead,
use the warhead’s damage instead.
TL5+ weapons do not explode - treat
as a mechanical or electrical problem.
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FIRING UPWARD
AND DOWNWARD

Firing downward increases the dis-
tance you can throw or fire a projec-
tile; firing upward decreases it. This
effect is unlikely to matter at short dis-
tances, but can be important at long
range. Ignore it entirely for beam
weapons like lasers!

Firing Downward: For every two
yards of elevation you have over your
target, subtract one yard from the
effective distance, to a minimum of
half the real ground distance.
(Example: You are 40 yards away from
your target, and 10 yards higher.
Subtract 5 yards from effective range.
You fire as though you were only 35
yards away.)

Firing Upward: For every yard of
elevation your target has over you, add
one yard to the effective distance.
(Example: You are 40 yards away from
your target, and 10 yards lower. Add
10 yards to effective range. You fire as
though you were 50 yards away.)

COVER

To take cover behind an obstacle,
simply move so that it is between you
and your attacker. You might also
have to kneel or lie prone, depending
on the obstacle’s height. Cover pro-
tects one or more hit locations, mak-
ing you harder to hit with ranged
weapons.

You must normally expose your
skull, eyes, face, and neck to see a tar-
get. You must expose your weapon
arm and hand to fire a one-handed
weapon. You must normally expose
both arms and hands to fire a two-
handed weapon, plus half of your
torso and vitals, unless you are firing
through a narrow slit. Your groin, legs,
and feet can remain hidden if the
cover is sufficient to protect them. You
might have to expose more of your
body if the cover is partial, or if you
are unable to kneel, sit, or lie prone
behind low cover.



If your foe is partially behind cover,
you have three options:

® Target a location that is not
behind cover. Your attack takes the
usual hit location penalty. If the loca-
tion is only alf exposed, you have an
extra -2 to hit.

® Roll randomly for hit location.
Your attack takes no hit location
penalty, but shots that hit a covered
location strike the cover instead. For
shots that hit a location that is only
half exposed, roll 1d: on a roll of 4-6,
the shot strikes cover, not the target.

® [gnore the cover and try to shoot
right through it! This is only likely to
be effective if you have a powerful
weapon or your target is behind light
cover. You have an extra -2 to hit.
(Exception: If your foe is completely
concealed by cover, you suffer the
usual penalty for shooting blind, typi-
cally -10.) The cover adds its “cover
DR” against the attack. For structures,
this is typically the barrier's DR +
(HP/4); see the Structural Damage
Table (p. 558) and Cover DR Table
(p. 559) for more information. For the
cover DR of living things, see Over-
penetration, below.

Cover is normally only effective
against ranged weapons, but certain
obstacles might interfere with melee
attacks as well. You can fight across a
low obstacle if your attacks have suffi-
cient reach to strike past it. Thus, two
fencers could duel across an interven-
ing table, but could not strike each
other’s legs or feet.

OVERPENETRATION

When you inflict piercing, impal-
ing, or tight-beam burning damage
with a ranged attack, there is a
chance that damage might pass
through your target and harm some-
thing on the far side; e.g., an innocent
bystander. Similarly, a powerful
attack might go right through cover
(see Cover, above) or a shield (see
Damage to Shields, p. 484) — or even
penetrate a building or vehicle, dam-
aging it and its occupants.

The GM decides who is likely to be
hit due to overpenetration. A hit is
automatic if the second target is
immediately behind the first; e.g.,
someone taking cover or blocking
with a shield. Otherwise, see Hitting
the Wrong Target (p. 389) and
Occupant Hit Table (p. 555) to deter-
mine who is hit.

An attack only overpenetrates if its
basic damage exceeds the target’s
“cover DR.” To find this value, add
together the target or cover's DR - on
both sides, for a person in armor — and
HP (for flesh), 1/2 HP (for a machine,
vehicle, or other Unliving target), or
1/4 HP (for a Homogenous object).
Use the object’s DR alone if it’s a thin
slab, like a wall or a door. Finally,
apply any armor divisor.

If the attack does enough damage
to penetrate cover DR, determine if
anyone on the other side is hit. If so,
they get the cover DR plus their own
DR against the damage.

Example: Special Agent Ira Gray
spots an assassin with a rifle, and
throws himself in front of the VIP he’s
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protecting just as the gunman fires.
The armor-piercing rifle bullet - a
7d(2) pi- attack - hits him in the chest!
The bullet’s basic damage is 20 points.
Gray's DR 8 ballistic vest stops only 4
points due to the armor divisor of (2).
Gray takes 16 points of penetrating
damage. Halved for small piercing,
this inflicts an 8 HP wound. What
about the VIP? Gray'’s vest gives DR
16, since both sides count, and Gray
has 12 HP. The total cover DR is 28,
halved for the armor divisor of (2) to
give DR 14. Since the bullet’s basic
damage was 20, it overpenetrated. The
VIP wasn't wearing armor, so he takes
6 points of damage, halved for small
piercing, and suffers a 3 HP injury.
He’s wounded, but not badly — Special
Agent Gray saved his life.

SPECIAL RULES
FOR RAPID FIRE

The following additional rules are
for use in conjunction with Rapid Fire
(p. 373). They only apply when mak-
ing a ranged attack at RoF 2+.

Automatic Weapons
and Full-Auto Only

Automatic weapons - firearms
with RoF 4+ —use the Rapid Fire rules.
Most can fire both controlled bursts
and “full auto” (that is, for as long as
the trigger is held down).

Some automatic weapons (e.g.,
machine guns) can only fire full auto;
they lack a semi-automatic or limit-
ed-burst setting (“selective fire”). A
weapon that is “full-auto only” has a
“I” after its RoF statistic. The only
way to fire a short burst with such a
weapon is to hold down the trigger
for a fraction of a second. Minimum
ROF is one-quarter full RoF (round
up) or shots remaining, whichever is
less.

Rapid Fire vs. Close

Stationary Targets

Rapid fire generally results in only
a fraction of the shots fired hitting the
target. This is realistic . . . except when
the target is up close and unable to
move. This situation arises when
shooting your way through a wall,
door, or parked car with a shotgun or
assault rifle — or when performing an
execution.




If your target is totally immobile
(for instance, an inanimate object, or
someone who is completely restrained
or unconscious) and has a Size
Modifier high enough to completely
counteract the range penalty, a suc-
cessful attack roll means that half the
shots fired (round up) hit. If the attack
succeeds by the weapon’s Recoil or
more, all of the shots hit.

Example: When shooting at a door
with SM +2, this rule would apply at
any range up to 5 yards (range modifi-
er -2). If the target were a man (SM 0),
this would only apply at a range of up
to 2 yards (range modifier 0) - and
only if he were tied up or unconscious.

Shotguns and

Multiple Projectiles

A weapon with a RoF followed by a
multiplier (e.g., RoF 3x9) fires shots
that release multiple, smaller projec-
tiles. The most common example is a
shotgun. The first number is the num-
ber of shots the weapon can actually
fire; this is how much ammunition is
used up. When resolving the attack,
however, multiply shots fired by the
second number to get the effective RoF.

Example: Father O'Leary’s shotgun
has RoF 3x9. He chooses to fire three
times at a demon flapping toward
him. For the purpose of the Rapid Fire
rules, he his three shots are an attack
at RoF 3 x 9 = 27, because each shell
releases multiple buckshot pellets.

At extremely close range, multiple
projectiles don’t have time to spread.
This increases lethality! At ranges less
than 10% of 1/2D, don't apply the RoF
multiplier to RoF. Instead, multiply
both basic damage dice and the target’s
DR by half that value (round down).

Example: Father O'Leary’s shotgun
has 1/2D 50, so once that demon flies
to within 5 yards, it is close enough
that the pellets won't disperse much. If
O’Leary fires three times, his RoF is 3,
not 27. But since the attack is a x9
multiple-projectile round, a x4 multi-
plier applies to both basic damage and
the demon’s DR. The shotgun’s basic
damage is 1d+1, so O’Leary rolls 4d+4
for each hit (up to three, depending on
how well he rolls). However, the
demon’s DR 3 becomes DR 12 against
the damage.

Spraying Fire

A weapon fired at RoF 5+ can
attack multiple targets. All the targets
must be in the same general direction
(within a 30° angle), and you must
engage them in succession — from
right to left or from left to right, your
choice.

Announce how many shots you
will fire at each target before you roll
to hit. You may split up your RoF
however you wish. If the targets are
more than one yard apart, traversing
between them wastes some shots. For
RoF 16 or less, you lose one shot for
each yard between targets. For RoF
16+, you lose two shots per yard.
These “wasted” shots may hit unin-
tended targets (see Hitting the Wrong
Target, p. 389).

Make a separate attack roll against
each target. Your effective RoF for
each attack is just the number of shots
you fired at that target. Since a
weapon is harder to control when you
swing it to engage multiple targets,
add +1 to effective Recoil for your
attack on the second target, +2 to
Recoil when you engage the third tar-
get, and so on.

Example: Sgt. Kelly, Special Air
Service, kicks open the door and sees
three armed terrorists. With no
hostages in sight, Kelly opens fire! His
weapon is a 4.6mm PDW (see p. 278).
He sprays fire at all three terrorists,
using his weapon’s full RoF of 15. The

first two terrorists are standing 2
yards apart; the third is 4 yards from
either. Kelly fires 5 shots at the first,
wastes 1 shot traversing to the second,
fires 4 shots at him, wastes 3 shots tra-
versing to the third, and fires his last 2
shots. He resolves this as three sepa-
rate rapid-fire attacks: one at RoF 5
with the PDW’s normal Recoil of 2,
one at RoF 4 and Recoil 3, and one at
ROF 2 and Recoil 4.

Suppresszon Fire

If you have a weapon with RoF 5+,
you can lay down “suppression fire.”
This involves holding down the trigger
and “hosing down” an area with fire.
This will affect anyone who enters the
area before the start of your next turn.
There needn't be a target in the area
when you start!

To use suppression fire, select a tar-
get zone two yards across at some
point within your weapon’s range,
take the All-Out Attack (Suppression
Fire) maneuver, and start shooting.
This maneuver takes an entire second;
you can do nothing else that turn.

Specify how many shots you are
firing, up to your weapon's full RoF. If
your weapon has RoF 10+, you can
suppress multiple two-yard zones, as
long as they are adjacent and you fire
at least five shots into each zone. Your
effective RoF in each zone is the num-
ber of shots you fired into that zone,
not your total shots.
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Once you start suppression fire,
you must attack anyone - friend or foe
- who enters the zone or a swath that
extends one yard to either side of a
line drawn from you to the center of
the zone. With the exception of penal-
ties for target visibility, all normal
attack modifiers apply - including the
rapid-fire bonus for your effective RoF
and any bonus for aiming prior to sup-
pressing. Your final effective skill can-
not exceed 6 + your rapid-fire bonus
for most weapons, or 8 + your rapid-
fire bonus for vehicle- or tripod-
mounted ones.

If you hit, use Random Hit
Location (p. 400) — you cannot target a
particular hit location with suppres-
sion fire. This may result in some
shots hitting cover (see Cover, p. 407).
If all your shots somehow manage to
strike targets, you can score no further
hits that turn.

SPECIAL RANGED
WEAPONS

Certain ranged weapons are “spe-
cial cases,” and require additional
notes.

Bolas

The bolas is a thrown entangling
weapon. The target can dodge or
block, but if he tries to parry, the
bolas hits his parrying arm, with
effects as  described  below.
(Exception: A successful parry with a
cutting weapon cuts the cords, ruin-
ing the bolas!)

You may aim a bolas at any body
part. If it hits, it does its damage and
wraps around its target. To escape, the
victim requires a free hand, and must
make three successful DX rolls. Each
attempt counts as a Ready maneuver,
during which time the victim may
take no other actions. Animals roll to
escape at -3 for paws or at -6 for
hooves.

If you hit a weapon, or an arm or
hand that is holding something, roll
a Quick Contest: your Bolas skill vs.
the target’s ST. If you win, the target
drops what he’s carrying (this does
not affect a shield strapped to the
arm). If you hit a leg or foot, you
entangle two legs; a running target
must make a DX roll or fall, taking
1d-2 damage. If you hit the neck, the

Suppression fire involves holding down the
trigger and “hosing down” an area with fire. This
will affect anyone who enters the area before the
start of your next turn. There needn't be a target

in the area when you start!

bolas cuts off the target’s breathing
(see Suffocation, p. 436) until he
escapes.

Crossbows

When you buy a crossbow, you
must specify its ST. It takes two sec-
onds to cock any crossbow of your ST
or less.

A stronger bow does more dam-
age but takes longer to cock. A cross-
bow with ST 1 or 2 greater than your
own takes six seconds to cock. A
crossbow with ST 3 or 4 greater than
yours requires a “goat’s foot” device
to cock (takes 20 seconds). You can-
not cock a stronger crossbow, except
using slow mechanical devices. You
can still fire it

Remember that in addition to
cocking time, it takes one turn to
ready a bolt — unless you have Fast-
Draw (Arrow) — and one turn to load
the bolt into the crossbow.

Flaming Arrows

A flaming arrow is made by wrap-
ping oil- or fat-soaked cloth, grass, etc.
around the shaft just behind the
arrowhead; it takes 10 seconds to pre-
pare, and must be used within three
seconds of preparation. It is clumsy in
flight, giving -2 to hit. If it hits, treat it
as an arrow that does one point of
burning damage as a linked effect (see
Linked Effects, p. 381). The chance of
the flame spreading depends on what
the arrow strikes.

Hand Grenades

It takes a Ready maneuver to grab
a hand grenade from your belt, web
gear, etc. To use it, you must arm it
(“pull the pin”); this requires a second
Ready maneuver. After that, you can
throw it normally.

Most grenades have a fixed delay
(typically under 5 seconds), but some
detonate on impact. If the grenade has
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a delay, you can take one or two sec-
onds to Aim (and hope no one shoots
you!) before you throw it. Otherwise,
it is just barely possible for the enemy
to pick up a grenade that lands next to
him and throw it back! Tt takes him
one second to kneel down, one to
ready the grenade, one to throw . . .

Harpoons

Most harpoons are barbed. Use the
rules under Picks (p. 405), except that
the tether lets you attempt the ST roll
to free the weapon at a distance. A
harpooned victim can move, but no
farther than the tether’s length; to go
further, he must win a Quick Contest
of ST to pull the tether out of your
hands. He might have to beat ST 50
(or even higher!) to escape if the teth-
er is made of thick rope and tied
securely to something solid (e.g., a

ship).

Lariats

Like a harpoon, treat a lariat as a
thrown weapon, despite the fact that
you hold onto one end. You may aim a
lariat at any body part. Your target
may dodge or parry — and if he suc-
cessfully parries with a cutting
weapon, he damages the lariat as if he
had tried to cut it (see below). But if he
tries to parry and fails, you automati-
cally ensnare his parrying arm!

If you hit the target’s arm or torso,
you ensnare it. On subsequent turns,
you must take a Ready maneuver to
keep the victim snared. Roll a Quick
Contest of ST on your turn. If you win,
you immobilize your opponent; if you
lose, he pulls the lariat from your
grasp.

If you lasso the neck, use the same
rules, but your victim is at -5 in the
Contest. If you win, the lariat cuts off
the victims breathing - see
Suffocation (p. 436).

If you rope the foot, the target
must make a DX roll to remain stand-
ing (this is instead of the Contest
above). He rolls at -4 if he was run-
ning. If he falls, he takes 1d-4 damage
- or 1d-2 if he was running. On sub-
sequent turns, use the rules above to
keep him entangled.

You must keep the lariat taut at all
times to immobilize or suffocate your
victim. This requires a Ready maneu-
ver each turn. If your horse is trained
to do this for you, substitute its ST for
yours in the Quick Contest.

To escape from a taut lariat, cut the
rope (DR 1, 2 HP). To escape from a
limp lariat (including one pulled from
the attacker’s grasp), use the rules
given under Bolas (p. 410).

A lariat takes 1 turn per 5 yards to
ready after a miss. A typical lariat is 10
yards long.

Molotov Cocktails

and Oil Flasks

A “Molotov cocktail” (TL6) is a bot-
tle filled with gasoline and fitted with
a burning “fuse” - often just a rag.
Once you have it in hand, it takes a
Ready maneuver to light its fuse (if
you have a torch or lighter) and an
Attack maneuver to throw.

In theory, the bottle bursts upon
hitting a hard surface (anything with
DR 3+), spilling the gasoline, which
immediately catches fire. In reality,
Molotov cocktails are notoriously
unreliable. They have a Malf. of 12,
regardless of tech level (see
Malfunctions, p. 407): on any attack
roll of 12+, the fuse separates from the
bottle in flight, the bottle fails to
break, or the fuel doesn't ignite.

If your target is a person, he may
dodge or block, but not parry. If he
dodges, the bottle shatters on the
ground at his feet. The same thing
happens if he fails to defend but does
not have DR 3+ (the bottle bounces off
without breaking). If he blocks, it
breaks on his shield.

If your target is the ground, or if
you targeted a person but hit the
ground instead, the Molotov cocktail
sets fire to a one-yard radius; see Area-
Effect Attacks (p. 413). On a battle
map, the target hex is filled with
flame.

If the Molotov cocktail bursts on
the target, it inflicts 3d burning dam-
age, and then 1d burning damage per
second. Most DR protects at only 1/5
value; sealed armor protects com-
pletely. If you hit the target’s shield, it
takes this damage instead, and the
wielder may continue to use his shield
until it is destroyed (the fire is on the
outside). Use the Damage to Shields
rule (p. 484), or just assume that he
must discard his shield after the bat-
tle. If you hit the ground, the flame
does 1d-1 burning damage per second
in a one-yard radius. In all cases, the
flame burns for 10d seconds.

“Greek fire” (TL3) consists of
naphtha - a light petroleum product
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distilled from crude oil, roughly simi-
lar to gasoline — mixed with fat or tar
and saltpeter to make it sticky and
burn hotter. It should be very expen-
sive! Treat earthenware flasks filled
with Greek fire as Molotov cocktails.
This is the classic fantasy “oil flask.”

Below TL3, flammable, hot-burn-
ing liquids are unavailable in realistic
game worlds.

Note that these weapons are fragile.
Roll 1d for each bottle if you fall; it
breaks on a roll of 1-4. A foe may
strike at a bottle on your belt (-5 to
hit); it breaks automatically if hit.
Either result soaks you in flammable
liquid: any burning damage will set
you on fire!

Nets

A net is a thrown entangling
weapon. The target may dodge or
parry it. If he successfully parries with
a cutting weapon, he damages the net;
treat a net of any size as a diffuse
object with DR 1 and normal HP for
its weight. If the target fails to defend,
he is entangled, and cannot move or
attack until freed.

To escape, the victim requires at
least one free hand, and must make
three successful DX-4 rolls. Each
attempt counts as a Ready maneuver,
during which time the victim may
take no other actions. Animals roll at
an extra -2, as do humans with only
one hand available; rolls to escape
from a small net are at +3. If the victim
fails three consecutive rolls, he
becomes so entangled that he must be
cut free.

It is also possible to escape a net by
damaging it. The victim can only use
attacks with reach “C,” but they hit
automatically. Use the Breaking a
Weapon rules (p. 401) - but treat a net
as diffuse (see Injury to Unliving,
Homogenous, and Diffuse Targets,
p. 380).

You may also use a small net as a
melee weapon. It has a reach of 1 or 2
yards. Handle the attack as per Lariats
(above) and the victim’s attempt to
break free as per Bolas (p. 410).

FIREARM
ACCESSORIES

These rules cover the effects of the
firearm accessories mentioned in
Chapter 8.



Bipods and Tripods

If a weapon has an attached bipod,
a prone shooter may treat it as if it
were braced (see Aim, p. 364) and
reduce its ST requirement to 2/3 nor-
mal (round up). To open or close a
folding bipod requires a Ready
maneuver.

A heavy weapon may be mounted,
on a tripod or similar device. The gun-
ner cannot move or step on any turn
he fires the weapon, but he can defend
normally. He may ignore the weapon’s
ST requirement while it is on its
mount. Removing a weapon from its
mount, or reattaching it, requires
three Ready maneuvers — more, for
some very heavy weapons.

Laser Sights

These devices use a low-powered
laser beam to project an aiming dot
onto the target. Some use a visible
beam; others use a beam visible only
to infrared or ultraviolet vision.

Laser sights have a maximum
range at which they are effective;
beyond that range, the dot is too dis-
persed to be visible. If no maximum
range is given, assume the sight’s
range is matched to the 1/2D range of
the weapon on which it is mounted.

If you can see your own aiming
dot, you get +1 to hit, regardless of
whether you took an Aim maneuver.
But if the farget can see it, he gets +1
to Dodge! Activating a laser sight is a
free action; specify whether its on
before you Aim or Attack.

Scopes

A telescopic sight, or “scope,” gives
a bonus to hit if you take an Aim
maneuver. With a fixed-power scope,
you must Aim for at least as many sec-
onds as the scope’s bonus. With a vari-
able-power scope, you may Aim for
fewer seconds, but this reduces your
bonus by a like amount. Scopes are
variable-power unless otherwise
noted.

A scope may be integral to a
weapon, attached, or part of a vehicle’s
sighting system. Telescopic Vision
(p. 92) also gives a scope bonus. You
can only use one scope (including
Telescopic Vision) at a time. Some
advanced scopes also function as
night-vision devices.

Silencers

A silencer muffles the sound of
gunshots. Someone several rooms
away indoors, or out of your line of
sight outdoors, gets a Hearing+5 roll
to hear an unsilenced shot. This roll
may be at up to +4 for a high-powered
weapon or quiet environment, or
down to -4 for a low-powered gun or
noisy environment (GM’s discretion).
A typical silencer gives an extra -4,
while the best commercial silencers
might give -6.

Anyone who is in front of your
weapon and exposed and close
enough for you to attack with it auto-
matically hears the shot — even with a
silencer. However, the silencer makes
the sound difficult to localize: the lis-
tener must make an IQ roll (not a
Hearing roll) to deduce your location
unless you're in plain sight.

Silencers are most common for
auto pistols and submachine guns, but
exist for many other weapons.

Guided Weapons

A “guided” weapon is a projectile
that can receive steering commands in
flight. This enables the firer to keep it
on course. The weapon relies on the
operators skill to reach its target. Early
guided missiles had to be steered by
the operator using a joystick. Modern
systems merely require him to keep
the launcher’s sights trained on the tar-
get; the missile and launcher’s elec-
tronics do the rest.

Most reference works categorize
guided weapons according to how the
launcher communicates with the pro-
jectile. For instance, a “wire-guided”
missile or torpedo receives commands
via thin wires that spool out behind the
projectile in flight, while a “radio-guid-
ed” weapon receives commands via
radio. There are many other systems!

Treat an attack with a guided
weapon exactly like any other ranged
attack, except for these special rules:

Semi-Active Homing Weapons
“Semi-active” laser or radar homing is common on TL7+ missiles.
The seeker head on this type of projectile detects and homes in on the
reflections of a laser or radar beam directed at the target. As for other
homing weapons, the firer does not need to do anything once the
weapon is launched. However, someone (the firer or an ally) must aim
a properly modulated laser or radar beam at the target until the mis-

sile hits.

Modern soldiers often sneak up close to their targets and use rifle-
sized “laser designators” to direct laser-homing “smart bombs” or
missiles launched by distant aircraft or artillery. Designating a target
requires continued Aim maneuvers and a DX-based roll against
Forward Observer skill (p. 196); failure means the weapon misses its

target.

GUIDED
AND HOMING
WEAPONS

Some weapons can be steered, or
steer themselves, once launched. This
makes it easier to hit distant targets!
These weapons appear late in TL6,
and are commonly available from TL7
on. Most are rocket-propelled, save for
underwater torpedoes — but magical
or exotic examples may exist in some
game worlds.
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Aim: If you Aim a guided weapon
before you Attack, you receive its Acc
bonus - but you don't have to aim. If
the projectile takes multiple seconds to
reach its target (see Time to Target,
below), the attack is automatically
aimed and gets its Acc bonus.

Attack: If the target is within the
weapon’s 1/2D range, the weapon can
hit on the turn you fire it. Use an
Attack or All-Out Attack maneuver to
fire. If the target is more distant, use a
Concentrate maneuver - and since the
projectile will be in flight for several




seconds, you will also have to take
Concentrate maneuvers on one or
more subsequent turns.

Modifiers: Treat a guided weapon
as any other firearm when assessing
modifiers, but ignore range modi-
fiers! Your target might have “elec-
tronic countermeasures” (ECM) that
give a penalty to hit. Details depend
on the ECM and the guidance system,
and are outside the scope of the
Basic Set.

Homing Weapons

A “homing” weapon is a projectile
that steers itself to the target. It has its
own homing sense — called a “seeker
head,” on a missile — that determines
how it tracks its target. This equates to
a sensory advantage; e.g., an infrared-
homing missile uses Infravision, while
a radar-homing missile uses Scanning
Sense (Radar). Some weapons have
multiple homing senses! Use the
weapon's homing sense(s) instead of
your senses when assessing combat
modifiers; e.g., radar ignores darkness
but can be jammed.

Homing weapons use the usual
ranged combat rules, with these mod-
ifications:

Preparation Time: Some launchers
require several seconds to insert bat-
teries, turn on and warm up electron-
ic systems, etc. These activities require
Ready maneuvers, but are already fac-
tored into the time to ready a new
shot, as listed with the Shots statistic.

Aim: Your weapon must “lock on”
to the target before you can fire. This
takes an Aim maneuver, and usually
requires you to be able to see the tar-
get. This special Aim maneuver
requires a roll against your weapon
skill: Artillery (Guided Missile), for
homing missiles - not Guns or
Gunner.

Attack: Fire a homing weapon
using a Ready maneuver, not an
Attack maneuver - the projectile
attacks on its own! If the target is
within the weapon’s 1/2D range, the
weapon attacks on the same turn; oth-
erwise, see Time to Target, below.
When you make the attack roll, do not
roll against your skill to hit. Instead,
use the weapon'’s skill of 10, adding its
Acc if you made your skill roll for
“lock on.”

Modifiers: Homing missiles ignore
range modifiers and all modifiers for
your injury, movement, posture, etc.!
Base visibility modifiers on the projec-
tile’s homing sense, not on your sens-
es. Anything that jams this sense (e.g.,
radar jammer vs. radar homing) gives
a penalty to hit. All other ranged com-
bat modifiers (for size, speed, etc.)
apply normally.

Time to Target

If a guided or homing attack has a
1/2D statistic, do not halve damage.
Instead, read this as the attack’s speed
in yards/second. The projectile can hit
a target at up to its 1/2D range on the
turn you launch it. It requires multiple
turns to reach a more distant target.
Defer the attack roll until the projec-
tile actually reaches its target.

The projectile continues to close at
a speed equal to its 1/2D until it has
traveled a total distance equal to its
Max (that is, for Max/speed seconds,
including the turn of firing). If it still
has not hit, it will crash, self-destruct,
etc. Thus, it's possible to “outrun” a
guided or homing attack . . . if you're
fast enough!

Some further special rules:

Guided  Weapons:  Take a
Concentrate maneuver each turn to
steer the weapon. Should you lose
sight of the target while the attack is
en route, your attack misses automat-
ically! You must make an Attack or
All-Out Attack (Determined) on the
turn the projectile reaches the target.
Resolve the attack as if you had fired
the weapon that turn. If you cannot
make an Attack or All-Out Attack, the
projectile will fly past the target and
crash.

Homing Weapons: You are no
longer in control of the projectile once
you launch it. It will home on its own.
The projectile itself will take an Attack
maneuver on the turn that it reaches
the target.

AREA AND
SPREADING
ATTACKS

Some attacks — dragon’s breath, gas
bombs, etc. — affect a wide area.
Damage from all such attacks uses the
Large-Area Injury rule (p. 400), unless
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the victim is so big that only a single
body part is contained within the area.

Area-Effect Attacks

Gas bombs, Molotov cocktails, and
similar attacks - including anything
with the Area Effect enhancement
(p. 102) - affect everyone within a
specified radius. Damage does not
usually decline with distance. On a
miss, use the Scatter rule (see p. 414)
to determine where the area is cen-
tered. Active defenses don't protect
against an area attack, but victims
may dive for cover or retreat out of the
area; see Dodge and Drop (p. 377).

Cone Attacks

Dragon’s fire, wide-beam micro-
wave and sonic weapons, and any-
thing with the Cone enhancement
(p. 103) are examples of cone attacks.
A cone attack requires a roll to hit . . .
but it might still catch the target in the
area of effect on a miss! On a hit, the
cone is on target; otherwise, use the
Scatter rule (see p. 414) to determine a
new target point. Once you know the
target point, imagine (or trace on a
battle map) a line between the attack-
er and that point. The cone spreads to
either side of this line, out to its maxi-
mum range.

A cone is one yard wide at its ori-
gin, but increases in width at a “rate of
spread” equal to its specified maxi-
mum width divided by its maximum
range. For instance, a cone with a
maximum range of 100 yards and a
maximum width of 5 yards would
spread by one yard per 20 yards of
range; out at 60 yards, it would be
three yards wide. If maximum width
is unspecified, assume the cone
spreads by one yard per yard of range.

A cone affects everyone within its
area, but anyone who is completely
screened from the attacker by an
object or person is behind cover,
which protects normally. Targets may
attempt a dodge defense to leave the
area or get to cover; see Dodge and
Drop (p. 377).

Dissipation

Certain cone and area attacks dissi-
pate with distance. This is common for
realistic wide-area beam weapons and
area-effect burning attacks. Attacks
with the Dissipation limitation
(p. 112) also use these rules.




Attacking an Area

You can deliberately attack an area of ground with
an area-effect or explosive attack. For a Molotov cock-
tail, grenade, etc., this means you lobbed it in a high

arc. Roll to hit at +4. There’s no defense roll, but any-
one in the area can dive for cover; see Dodge and Drop
(p. 377).

Scatter

When an area-effect, cone, or explosive attack miss-
es its target, it's important to know where it actually
ends up!

If you fail your attack roll, you missed your target
by a number of yards equal to your margin of failure,
to a maximum of half the distance to the target (round
up). If the enemy dodges, use his margin of success to
determine distance instead.

Exception: If your target was flying or underwater,
or youre using the Artillery or Dropping skill to fire
upon or bomb a target you can't see, you miss by yards
equal to the square of your margin of failure. This does
not apply to a dodge.

To determine the direction of your miss, roll one
die. Take the direction you are facing as a roll of 1, 60°
clockwise (the next facing, on a hex map) as a roll of 2,
and so on. Your attack misses in that direction, by the
number of yards determined above.

In the case of a damaging attack
(e.g., Innate Attack), damage declines
with the target’s distance from the cen-
ter of the area or the apex of the cone.
For a cone, divide damage by the
cone’s width in yards at the target’s

Certain attacks, such as hand
grenades and Explosive Fireball spells,
produce a blast when they hit. Such
attacks have the notation “ex” after
their damage type: “cr ex” for a crush-
ing explosion, “burn ex” for a burning
explosion, and so on.

In addition to doing the listed dam-
age to whoever was struck directly, an
explosion inflicts “collateral damage”
on everything within (2 x dice of dam-
age) yards. For instance, if an explo-
sion does 6dx2 damage, everyone
within 24 yards is vulnerable -
although some might be lucky enough
to take little or no damage.

distance from the apex. For an area
effect, divide damage by the distance
in yards between the target and the
center of the effect.

For an attack that allows a HT roll
to resist (e.g., Affliction), find the

EXPLOSIONS

The listed damage only applies “as
is” to the target struck. For everything
else caught in the blast, roll this dam-
age but divide it by (3 x distance in
yards from the center of the blast),
rounding down. Roll damage individ-
ually (but the GM can save time by
using one roll for several NPCs). Use
torso armor to determine DR against
explosion damage.

If an explosive attack has an armor
divisor; it does not apply to the collat-
eral damage. For example, the shaped-
charge warhead of an anti-tank rocket
has an armor divisor of (10), but this
only reduces the DR of a target it actu-
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“damage divisor” as above, but do not
apply it to damage (if any). Instead,
use the divisor as a bonus to the HT
roll to resist; e.g., two yards from the
center of an area effect, add +2 to HT.

ally strikes; those nearby get their full
DR against the blast.

Explosions are considered incendi-
ary attacks, and can start fires; see
Catching Fire (p. 434).

Anyone caught in a blast may
attempt an active defense roll to dive
for cover from the explosion’s collater-
al damage and fragmentation; see
Dodge and Drop (p. 377).

Fragmentation Damage
Many grenades, bombs, and
artillery shells have metal casings
designed to shatter when they
explode, producing a storm of sharp
fragments. Some are packed with



extra material (pellets, nails, etc.) to
enhance this effect.

Fragmentation damage, if any,
appears in brackets after explosive
damage; e.g., “[2d]” means 2d frag-
mentation damage. Everyone within
(5 x dice of fragmentation damage)
yards is vulnerable. For example, that
[2d] attack would throw fragments
out to 5 x 2 = 10 yards.

The farther a target is from the
blast, the less likely the fragments are
to hit him. A hit is automatic if the
explosive attack actually strikes the
target. The fragments attack everyone
else in the area at skill 15. Only three
modifiers apply: the range modifier
for the distance from the center of the
blast to the target, the modifier for the
target’s posture (prone, etc.), and the
target’s Size Modifier. It is possible for
several fragments to hit! For every
three points by which the attack roll
succeeds, one additional fragment
strikes the target.

The only active defense against
fragments is to dive away from the
explosion that produced them; see
Dodge and Drop (p. 377).

For each hit, roll hit location ran-
domly. If that location is behind cover,
the fragment hits cover.

Fragmentation damage is cutting.
Note that if an explosive attack has an
armor divisor, this does not apply to
the fragments it produces.

Airbursts: Against an airburst, do
not apply posture modifiers — lying
prone under an airburst does not
decrease the body area exposed to the
rain of fragments! Only overhead
cover protects.

Incidental ~ Fragmentation: An
explosion with no listed fragmenta-
tion damage can still create fragments
if there is any loose or frangible mate-
rial at the explosion site. Incidental
fragmentation damage ranges from
1d-4 for ordinary earth to 1d for an
explosion on loose scrap.

Hot Fragments: White phosphorus-
type smoke warheads produce this
effect. The fragments typically inflict
1d(0.2) burning damage every 10 sec-
onds for one minute.

Demolition

Sometimes the only way to deal
with a problem is to blow it up! If the
adventurers are using or facing

Explosions in Other Environments

Other Atmospheres: These rules assume Earth-normal air pressure.
A thicker or thinner atmosphere enhances or reduces the blast effect.
Underwater, divide collateral damage by range in yards instead of 3 x
range in yards. In a vacuum or trace atmosphere, with no medium to
carry the shockwave, damage comes only from the expanding gases
themselves: divide damage by 10 x range in yards.

Contact Explosions: A person can throw himself on a grenade, etc. to
protect his friends; see Sacrificial Dodge and Drop, p. 377. He takes max-
imum possible damage; his DR protects him normally. Everyone else
gets his torso’s DR + HP as “cover DR.”

Internal Explosions: If an explosive goes off inside someone - e.g., a
follow-up attack penetrates the target’s DR, or a dragon swallows a
hand grenade — DR has no effect! In addition, treat the blast as an attack
on the vitals, with a x3 wounding modifier.

explosives, the PCs or GM should
decide how many dice of damage - in
multiples of 6d - the blasting charge
is supposed to do, and what kind of
explosive it is.

Explosives normally do crushing
damage with the Explosion modifier
(p. 104) — and often the Fragmentation
modifier (p. 104).

How Much Explosive? An explo-
sion doing 6dxn damage takes (nxn)/4
pounds of TNT. If you are using an
explosive other than TNT, divide
the weight required by its relative

explosive force (REF) - see the
Relative Explosive Force Table, below.

How Big a Blast? Reverse the for-
mula to determine how much damage
a given weight of explosive will do:
damage is 6d x square root of (weight
of explosive in lbs. x 4 x REF).

Example: A 1920s Chicago safe-
cracker plans to blast through a bank
vault. Estimating the toughness of the
vault (see p. 557), he decides he needs a
blast that does 6dx8 damage. He’s using
dynamite. The weight of dynamite he
needs is (8 x 8)/(4 x 0.8) = 20 Ibs.

Relative Explosive Force Table

TL Type REF
3 Serpentine Powder 0.3
4 Ammonium Nitrate 0.4
4 Black Powder 0.4
5 Black Powder 0.5
6 Diesel Fuel/

Nitrate Fertilizer 0.5
6 Dynamite 0.8
6 TNT 1.0
6 Amatol 1.2
6 Nitroglycerine 1.5
7 Tetryl 1.3
7 Composition B 1.4
7 C4 Plastic Explosive 1.4
9 Octanitrocubane 4
10 Stabilized Metallic

Hydrogen
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Description

Standard gunpowder; pre-1600.
Common improvised explosive.
Standard gunpowder, 1600-1850.
Standard gunpowder, 1850-1890.

Common improvised explosive.
Commercially available for mining,
demolition.

The basic, stable, high explosive.
TNT-ammonium nitrate. Fills
bombs & shells in WWIL.
Unstable! If dropped, detonates
on 13+ on 3d.

Common for smaller explosive
shells and bullets.

Another common explosive filler.
Standard military and
covert-ops explosive.

Theoretical advanced explosive.

Exotic science-fiction explosive.



SPECIAL DAMAGE

These rules cover attacks that don't
simply bash through the target’s DR to
injure him.

AFFLICTIONS

An “affliction” is any attack that
causes a baneful effect — blindness,
choking, stunning, etc. - instead of
damage. Examples include tear gas,
stun guns, the Affliction advantage
(p. 35), and most other “nonlethal”
weapons and powers.

The target of an affliction always
gets a modified HT roll to resist; e.g.,
HT-3. His DR normally adds to this
roll; for instance, DR 1 gives +1 to HT.
However, afflictions often have armor
divisors or special “penetration modi-
fiers” (see below) that bypass some or
all of the target’s DR. For example, DR
gives no HT bonus against a follow-up
affliction if the “carrier” attack pene-
trates DR.

On a failed HT roll, the victim suf-
fers the effects of the affliction: stun-
ning for high-tech stun guns, choking
and partial blindness for tear gas,
etc. See Afflictions (p. 428) for descrip-
tions of the most common effects.
Since afflictions represent a huge
variety of different attacks — from
beam weapons to chemical agents to

psionic mind blasts — you should con-
sult the footnotes to the relevant
weapon table for full details.

Linked Afflictions: Some attacks
that inflict ordinary damage have an
affliction “linked” to them. For exam-
ple, a cattle prod does burning dam-
age and requires the victim to make a
HT-3 roll to avoid stunning. Anyone
hit by such an attack must attempt his
resistance roll or suffer the affliction,
regardless of whether any damage pen-
etrates his DR.

Side Effects: Certain damaging
attacks cause an affliction as a “side
effect” . . . if they inflict injury. The vic-
tim gets a HT roll to resist, but typi-
cally at -1 per 2 points of injury.

SPECIAL
PENETRATION
MODIFIERS

In addition to armor divisors
(see Armor Divisors and Penetration
Modifiers, p. 378) and follow-up
attacks (see Follow-Up Damage,
p. 381), there are several other “pene-
tration modifiers”:

Blood Agent: The attack must
reach an open wound or mucous
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membrane (eyes, open mouth, nose,
etc.) to be effective. If it does not, it
has no effect at all. See Blood Agent
(p. 110) for detailed rules.

Contact Agent: This is most com-
mon for contact poison, nerve gas,
and exotic “hand of death” effects.
The attack must touch bare skin or
porous clothing to have any effect.
Any DR stops it, unless the DR is lim-
ited with Tough Skin. Exception: If the
attack is an Area Effect (p. 102) or
Cone (p. 103), it affects everyone in
the area who lacks the Sealed advan-
tage (either innate or granted by a
sealed suit).

Respiratory Agent: The attack
affects only those who inhale it. DR
has no effect - but the attack cannot
harm those who are holding their
breath, breathing supplied air (e.g., in
a vacuum suit), or using a gas mask or
respirator. It is also totally ineffective
against anyone who has either the
Doesn’t Breathe or Filter Lungs
advantage.

Sense-Based: The attack is chan-
neled through one or more of the vic-
tim’s senses (e.g., vision or hearing),
as specified for the attack. It can only
affect someone using the targeted
sense. See Sense-Based (p. 109) for
details.




The following rules are shameless-
ly unrealistic and strictly optional, but
can be fun in larger-than-life games!

Bulletproof Nudity

PCs with Attractive or better
appearance can get a bonus to active
defenses simply by undressing! Any
outfit that bares legs, chest, or midriff
is +1. Just a loincloth or skimpy
swimwear is +2. Topless females get
an extra +1. Total nudity gives no fur-
ther bonus to defense, but adds +1 to
Move and +2 water Move.

Cannon Fodder

The GM may rule that minor NPCs
are mere “cannon fodder,” with these
effects:

1. They automatically fail all
defense rolls . . . yet never All-Out
Attack.

2. They collapse (unconscious or
dead) if any penetrating damage gets
through DR. If they are unprotected,
or if the hero’s attacks are such that
damage would always penetrate,
there’s no need to roll damage at all. In
any event, don't bother keeping track
of HP!

Cinematic Explosions

In reality, a grenade or anti-tank
rocket will almost certainly kill an
unarmored man. In cinematic com-
bat, explosions do no direct damage!
Ignore fragmentation, too. All a blast
does is disarray clothing, blacken
faces, and (most importantly) cause
knockback. Every yard of knockback
from a cinematic explosion causes a
token 1 HP of crushing damage.

Cinematic Knockback

In reality, guns cause little or no
knockback. But in cinematic combat,
a big gun can blast foes through win-
dows and even walls! Work out
knockback for a piercing attack just
as if it were a crushing attack. In
addition to rolling to see if he falls
down, anyone who suffers knockback
from any attack must make an IQ roll
or be mentally stunned on his next
turn. This roll is at -1 per yard of
knockback.

CINEMATIC COMBAT RULES

Flesh Wounds

Immediately after you suffer dam-
age, you may declare that the attack
that damaged you (which can include
multiple Aits, if the foe used rapid fire)
was a glancing blow or “just a flesh
wound.” This lets you ignore all but 1
HP (or FP) of damage . . . at the cost of
one unspent character point. If you
have no unspent points, the GM might
let you go into “debt”: he will subtract
these points from those you earn for
the adventure.

Infinite Ammunition

PCs always have spare ammuni-
tion or power cells. If they use up all
they are carrying, they immediately
find more. Furthermore, weapons
never malfunction.

Melee Etiquette

If a PC chooses to fight unarmed or
with melee weapons, his opponents
always face him one-on-one, one at a
time. Unengaged NPCs can dance
around the fight uttering shrill cries of
encouragement, but wait their turn to
attack.

If the foe is a super-strong monster
that could kill or maim the hero with
a single blow, it rarely strikes to inflict
damage directly. Instead it slams the
hero, or grabs him and tosses him
around!

TV Action Violence

If struck by a potentially lethal
attack (including a rapid-fire attack
that inflicts multiple hits), the hero
can choose to convert his failed
defense roll into a success. This costs
him 1 FP and he loses his next turn.

The hero cannot spend FP to avoid
unarmed attacks or melee or thrown
weapon attacks that inflict crushing
damage (or no damage, such as a
grapple), unless they would hit the
skull or neck. Likewise, he cannot
avert attacks on his weapons or non-
living possessions.

With this rule in effect, those
involved in a fight with lethal weapons
“duck for cover” and are forced “onto
the defensive” until they're exhausted.

Dual-Weapon Attacks

This optional rule might be cinematic . . . but it is balanced enough
to use in a realistic campaign. The GM has the final say.

If you have at least two hands, you can strike with two hands at once
using an Attack maneuver instead of an All-Out Attack (Double) maneu-
ver. Each hand can attack unarmed, with a one-handed melee weapon,
or with a pistol. Of course, if your ST is high enough, you can wield a

two-handed weapon in one hand!

Each attack is at -4 to hit, but you can learn the Dual-Weapon Attack
technique (p. 230) to reduce this penalty. You have an extra -4 (total -8)
with your “off” hand, unless you have Ambidexterity (p. 39) or learn

Off-Hand Weapon Training (p. 232).

Roll to hit separately for each hand. You can attack one target or two
— but to strike two foes with melee attacks, they must be adjacent. If you
aim both attacks at a single opponent, he defends at -1 against them, as

his attention is divided!

If you already have multiple attacks - for instance, from an Extra
Attack (p. 53) — you may “trade” only one of these for a Dual-Weapon
Attack. All your remaining attacks must be simple, single-weapon

attacks.

SPECIAL COMBAT SITUATIONS




CHAPTER FOURTEEN

INJURIES,
ILLNESS, AND
FATIGUE

The life of an adventurer is not all song and glory. You get tired. You
get your clothes dirty. You might actually get hurt — or even worse,

killed!
— Fortunately, all these problems can be cured. Even death.
i
RN

Readon. ..
Wounds and ailments cause “injury”: a (usually) tempo-
; ! rary loss of Hit Points. Thus, your HP score measures your
‘ ability to sustain injury; see Hit Points (p. 16).
Injury often results from “penetrating damage”: the
damage left after Damage Resistance is subtracted from
the basic damage of an attack. However, disease, overex-
ertion, and the like can cause injury without damage.
If any injury reduces you to 0 or fewer HP, you will soon fall
unconscious. You can even go to negative HP . . . but if you go
too far, you risk death. For the average man, the difference
between full HP and negative HP is one or two sword
blows or bullets. This is realistic . . . and dramatic.
Even in cinematic battles, heroes rarely shrug off
dozens of blows. Instead, they avoid being hit.
Armor helps . . . but fights can be deadly, so think
before you act!

The life of an adventurer is not
all song and glory. You get tired.
You get your clothes dirty. You
might actually get hurt — or even
worse, killed! Fortunately, all
these problems can be cured.
Even death.

INJURIES, ILLNESS, AND FATIGUE



Example of Injury

Fiendish Friedrick has HT 12 and HP 14. He has the
ill fortune to be trapped in a dead-end corridor by a
horde of orcs. He fights valiantly, but the monsters
keep coming.

The first wound Friedrick receives is a spear thrust
that inflicts 4 HP of injury. This reduces him to 10 HP.
He will have a -4 shock penalty on his next turn.

Then the orc leader swings a halberd. The GM is
using hit locations, and says the orc strikes at
Friedrick’s right arm. Friedrick fails to block and suf-
fers 11 HP of injury. This is over Friedrick’s HP/2, so it
cripples his arm. But injury to a limb can't exceed the
minimum required to cripple it. For Friedrick, HP/2 is
7. Damage over HP/2 is 8 HP, so he only loses 8 HP.
Now he is at 2 HP . . . and has the One Arm disadvan-
tage!

Since a crippling wound is also a major wound,
Friedrick must make a HT roll to avoid being stunned
and knocked down. If he fails by 5 or more, he could
even pass out! Luckily, he succeeds. He'll have a -4
shock penalty (the maximum) next turn, but he can
keep on fighting. He picks up his axe left-handed . . .

However, Friedrick now has less than 1/3 his HP
left. His movements slow and falter: he is at half Move
and Dodge.

Soon, Friedrick takes another blow. This inflicts 2
HP of injury, reducing him to 0 HP. At the beginning of
his next turn, he rolls vs. HT - and succeeds! Grimly, he
hangs on to consciousness. Despite the -2 for shock, he
slays another orc. For two more turns, he makes suc-
cessful HT rolls. He is wounded again, dropping to -3
HP, but fights on. But on his third turn, he fails his HT
roll and instantly falls unconscious.

Friedrick has desecrated the orcs’ sacred burial
grounds, so theyre mad. They keep hacking at him
after he falls! When he reaches -14 HP, he must roll vs.
HT or die. He succeeds . . . and the orcs keep hacking.
At -28 HP, and again at -42 HP, he must make another
HT roll to survive. Each time, he rolls a 12 or less and
clings to life. But the orcs keep hacking. Eventually,
Friedrick reaches -70 HP (-5xHP) and dies automati-
cally.

Only strong magic can help Friedrick now! And if
the angry orcs keep hacking until he is at -140 HP
(-10xHP), there won't even be a body to revive - just

GENERAL INJURY:
Lost HIiT
POINTS

Repeated wounding eventually
causes anyone or anything to weaken
and collapse, even if no single injury is
very great. The chart below summa-
rizes the effects of being at low or neg-
ative HP. All effects are cumulative.

Less than 1/3 your HP left - You
are reeling from your wounds.
Halve your Move and Dodge
(round up).

0 HP or less - You are in immediate
danger of collapse. In addition to
the above effects, make a HT roll at
the start of your next turn, at -1 per
full multiple of HP below zero.
Failure means you fall unconscious
(or simply stop working, if you
weren't truly alive or conscious in
the first place); see Recovering from
Unconsciousness (p. 423). Success
means you can act normally, but
must roll again every turn to con-
tinue functioning. Exception: If you
choose Do Nothing on your turn,

Friedrickburger.

and do not attempt any defense
rolls, you can remain conscious
without rolling. Roll only on turns
during which you attempt a
defense roll or choose a maneuver
other than Do Nothing.
-1xHP - In addition to the above
effects, make an immediate HT roll
or die. (If you fail by only 1 or 2,
youre dying, but not dead - see
Mortal Wounds, p. 423). If you suc-
ceed, you can still talk, fight, etc.,
as above (until you fail a HT roll
and collapse). Roll again each time
you suffer injury equal to a further
multiple of your HP, whether as a
result of one wound or many. For
instance, if you have 11 HP, you
must roll to avoid death at -11 HP.
If you survive, you must roll again
at-22 HP, -33 HP, and soon. ..
-5xHP - You die immediately. You
have lost a total of 6 times your HP!
Nobody can survive that much
injury.
-10xHP - Total bodily destruction, if
this makes sense given the source
of the damage - 200 points of
arrow wounds leave a messy but
recognizable corpse; 200 points of
fire injury leaves nothing but an
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unrecognizable lump of charcoal.
The difference can be important in
settings where resurrection, reani-
mation, etc. are possible!

SHOCK

Whenever you suffer injury,
reduce your DX and IQ by the num-
ber of HP you lost - to a maximum
penalty of -4, regardless of your
injuries — on your next turn only. This
effect, called “shock,” is temporary;
your attributes return to normal on
the turn after that.

Shock affects DX- and IQ-based
skills, but not active defenses or other
defensive reactions; see Temporary
Attribute Penalties (p. 421). Therefore,
on the turn after you are badly hurt, it
is often a good idea to try flight or All-
Out Defense instead of an immediate
counterattack!

High HP and Shock: If you have 20
or more Hit Points, your shock penal-
ty is -1 per HP/10 of injury (drop all
fractions). Thus, if you have 20-29 HP,
it’s -1 per 2 HP lost; if you have 30-39
HP, it’s -1 per 3 HP lost, and so forth.
The maximum penalty is still -4.



MAaJor WOUNDS

A “major wound” is any single
injury of greater than 1/2 your HP. If
you are using hit locations, a lesser
injury that cripples a body part also
counts as a major wound - see
Crippling Injury (below). Any major
wound requires a HT roll to avoid
knockdown and stunning (see below).

KNOCKDOWN
AND STUNNING

Whenever you suffer a major
wound, and whenever you are struck
in the head (skull, face, or eye) or vitals
for enough injury to cause a shock
penalty (see Shock, p. 419), you must
make an immediate HT roll to avoid
knockdown and stunning.

Modifiers: -5 for a major wound to
the face or vitals (or to the groin, on a
humanoid male); -10 for a major
wound to the skull or eye; +3 for High
Pain Threshold, or -4 for Low Pain
Threshold.

On a success, you suffer no penalty
beyond ordinary shock.

On a failure, youre stunned; see
Effects of Stun, below. You fall prone (if
you weren't already), and if you were
holding anything, you drop it. This
effect is called “knockdown,” and isn’t
the same as “knockback” (see p. 378).

On a failure by 5 or more, or any
critical failure, you fall unconscious!
See Recovering from Unconsciousness
(p. 423).

Those with Injury Tolerance (p. 60)
suffer reduced effects: No Brain means
that skull, face, and eye injuries don't
cause knockdown or stunning unless
they are major wounds - and even
then, the roll is at no special penalty.
No Vitals means that vitals and groin
injuries dont cause knockdown or
stunning unless they are major
wounds, in which case the roll has no
special penalties. Homogenous and
Diffuse include No Brain and No
Vitals.

Effects of Stun

A failed knockdown roll can cause
“stun,” as can certain critical hit
results and some afflictions. If you are
stunned, you must Do Nothing on
your next turn. You may perform any

active defense while stunned, but your
defense rolls are at -4 and you cannot
retreat.

At the end of your turn, you may
roll against HT. On a success, you
recover from stun and can act nor-
mally on subsequent turns. On a fail-
ure, you remain stunned; your next
maneuver must also be Do Nothing,
but you get another roll at the end of
that turn . . . and so on, until you
recover from stun.

Mental Stun: If you are surprised,
you might be mentally stunned; see
Surprise Attacks and Initiative (p. 393).
This sort of stunning works as
described above, but you must make
an IQ roll, not a HT roll, to snap out of
it. You're not hurt - you're confused!

CRIPPLING
INJURY

When using hit locations, sufficient
injury to a limb, extremity, or eye may
cripple it. This requires a single injury
that exceeds a certain fraction of the
targets HP. For humans and
humanoids, these thresholds are:

Optional Rules for Injury

These rules add realism, and give heroes with med-

Accumulated Wounds

ical skills or healing abilities exciting tasks to perform
— but they also require extra record keeping, so they are
optional.

Bleeding

If you are injured, you may continue to lose HP to
bleeding. At the end of every minute after being
wounded, make a HT roll, at -1 per 5 HP lost. On a fail-
ure, you bleed for a loss of 1 HP. On a critical failure,
you bleed for 3 HP. On a critical success, the bleeding
stops completely. On an ordinary success, you do not
bleed this minute, but must continue to roll every
minute. If you do not bleed for three consecutive min-
utes, the bleeding stops for good. Otherwise, you or
someone else will need to make a First Aid roll to stop
the bleeding; see First Aid (p. 424).

The GM decides which wounds bleed. Cutting,
impaling, and piercing wounds usually bleed; crushing
wounds generally don't, but there are always excep-
tions. Minor burning and corrosion injury does not
bleed significantly: the damage sears the flesh, cauter-
izing the wound and preventing blood loss. However, if
such injury causes a major wound, treat it as a bleed-
ing wound, oozing blood plasma until properly treated.
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It normally takes a single injury over HP/3 to cripple
an extremity — or over HP/2 to cripple a limb. For extra
realism, you can keep track of injury by hit location, in
which case total injury over HP/3 or HP/2, as appropri-
ate, cripples the body part. Be aware that this leads to
complicated record keeping! One good way to handle
this is to make tally marks by the affected body part on
the character’s picture.

Excess injury is still lost under this rule. For
instance, if you have 11 HP, a total of 6 HP of injury
cripples your arm. Ignore further injury, except for the
purpose of determining dismemberment. Repeated
blows to a limb or extremity cannot kill you.

Last Wounds

It can happen that a sorely wounded hero is
knocked out, or even killed, by a 1 HP blow to the foot.
There are those who find this unrealistic. If you wish,
use this optional rule: once you have less than 1/3 your
HP left, you can totally ignore any wound to a limb or
extremity unless: (a) it is a critical hit; (b) it is enough
to cripple that body part; or (c) it inflicts injury equal
to 1/3 your HP or more at once.




Limb (arm, leg, wing, striker, or

prehensile tail): Injury over HP/2.
Extremity (hand, foot, tail, fin, or

extraneous head): Injury over HP/3.
Eye: Injury over HP/10.

It is sometimes possible to cripple
a body part with less damage or no
damage at all; e.g., with a specific crit-
ical hit result.

A blow to a limb or extremity can
never cause more injury than the min-
imum required to cripple that body
part. For example, if a man has 10 HP
and suffers 9 points of injury to his
right arm, he loses only 6 HP - the
minimum required to cripple his arm.
Exception: No such limit applies to the
eyes!

Dismemberment: If injury to a body
part before applying the above limit
was at least twice what was needed to
cripple it, the body part is not just
crippled but destroyed. A cutting
attack or explosion severs a limb or
extremity; otherwise, it's irrevocably
crushed, burned, etc.

Crippling Extra Limbs

If you have more than two of a par-
ticular limb (arm, leg, etc.), a crippling
blow is injury over HP/(number of
limbs of that kind); e.g., if you have
four arms, injury over HP/4 cripples
an arm.

If you have more than two of a
given extremity (hand, foot, etc.), a
crippling blow is injury over HP/(1.5 x
number of extremities of that kind);
e.g., if you have four feet, injury over
HP/6 cripples a foot.

Effects of
Crippling Injury

Any crippling injury is also a major
wound, and requires a HT roll for
knockdown and stunning; see
Knockdown and Stunning (p. 420).
Below are some additional effects spe-
cific to particular body parts; all these
effects apply to dismemberment as
well. These last until the fight is over,
and possibly longer - see Duration of
Crippling Injuries (p. 422).

Hand: You drop anything you were
carrying in that hand. If you were
using two or more hands to hold
an object, roll vs. DX to avoid drop-
ping it. You cannot hold anything
(e.g., a weapon) in that hand. You can
wear a shield on that arm and use it to

Patient Status

Hospitals often describe a patient as being in Good, Fair, Serious, or
Critical condition. Here’s how these familiar terms equate with injury
in GURPS.

Good: Vital signs are stable and within normal limits; indicators are
excellent; patient is conscious. This means he has 1/2 or more his full
HP; e.g., an average human (10 HP) with 5 to 10 HP remaining.

Fair: Vital signs are stable and within normal limits; indicators are
favorable; patient is conscious but in moderate to severe discomfort. He
has at least 1 HP, but less than 1/2 his full HP; e.g., the same person at
1to 4 HP.

Serious: Vital signs may be unstable or outside normal limits; indi-
cators are questionable; patient is badly injured or acutely ill, and may
be unconscious. He is at 0 HP or worse, but above -1xHP; e.g., our vic-
tim at -9 to 0 HP.

Critical: Vital signs are unstable and outside normal limits; indica-
tors are unfavorable; patient is often unconscious, and may not survive.
He is at -1xHP or worse; e.g., our patient at -10 HP or below.

Temporary Attribute Penalties

Shock, afflictions, and many other things can temporarily lower your
attributes. ST reductions affect the damage you inflict with muscle-
powered weapons. IQ penalties apply equally to Will and Per. However,
there are no other effects on secondary characteristics; for instance, ST,
DX, and HT reductions do not affect HP, Basic Speed, Basic Move, or
FP.

An attribute penalty always reduces skills governed by the lowered
attribute by a like amount. For example, -2 to IQ would give -2 to all IQ-
based skills (and to all Per- and Will-based skills, since IQ reductions
lower Per and Will).

Exception: Defensive reactions that don't require a maneuver to per-
form - active defenses, resistance rolls, Fright Checks, etc. — never suf-
fer penalties for attribute reductions. For instance, -2 to DX would not

affect Block, Dodge, or Parry.

Note that permanent attribute losses require recalculation of all sec-

ondary attributes and skills!

block, but you cannot attack with it.
Until healed, you have the One Hand
disadvantage (p. 147).

Arm: As for a crippled hand . . .
but while someone with a crippled
hand could at least carry something in
the crook of the arm, you cannot use a
crippled arm to carry anything! You
do not drop a shield on that arm
(unless the arm is severed), but
you cannot use it to block — and since
it's just hanging in front of you, reduce
its usual Defense Bonus by one. Until
healed, you have the One Arm disad-
vantage (p. 147).

Foot: You fall down! You cannot
stand or walk without a crutch or

INJURIES, ILLNESS, AND FATIGUE

something to lean on. You can still
fight if you brace yourself against
a wall. If you have nothing to lean on,
you may assume a kneeling or sitting
posture. Until healed, you have
the Lame (Crippled Legs) disadvan-
tage (p. 141).

Leg: You fall down! You can still
fight if you assume a sitting or lying
posture. Until healed, you have the
Lame (Missing Legs) disadvantage
(p. 141).

Eye: You are blind in that eye. Until
healed, you have the One Eye (p. 147)
disadvantage - or Blindness (p. 124), if
you lose all your eyes — unless you
have some substitute for eyes.



Nonhuman Body Parts

Extra Arms: If you have three or more arms, a
crippled arm (hand) simply reduces the number
of arms (hands) you can use. You only suffer an
actual disadvantage if reduced to fewer than two
arms (hands).

Extra Head: 1f an extraneous head is crippled,
you lose the benefits of that Extra Head; see Extra

Head (p. 54).

Extra Legs: If you have three
or more legs, see Extra Legs
(p. 54) for the effects of a crip-
pled foot or leg.

Striker: You cannot use your

Striker to attack. If your Striker is

also a wing or a tail, see below for
additional effects.

Tail: Any advantages the tail

provides (e.g., Extra Arm or

Striker) no longer function. As

well, your balance is off: -1 DX,

except for close manual tasks. If

youre a swimmer or winged

flyer, the DX penalty is -2 and

you are at half your usual water

or air Move (which will also

halve your top speed with
Enhanced Move).

Wing: If you have Flight (Winged), you
cannot fly - and if you were airborne,
you fall. If your wing is also a Striker,

you cannot use it to attack.

Duration of
Crippling Injuries
If you suffer a crippling
injury, make a HT roll to see how
serious it is. For battlefield
injuries, roll at the end of combat.
Success means the crippling is
temporary, failure means it's last-
ing, and critical failure means
it's permanent. Dismemberment
is automatically permanent -
don't bother rolling!

Temporary Crippling: Until you are back at full
HP, you suffer the disadvantages described
under Effects of Crippling Injury, above. Once
you are fully healed, these effects disappear.

Lasting Crippling: You suffered a broken bone,
badly torn (or burned) muscle, or other lingering
damage. Roll 1d. This is the number of months it
will take for the injury to heal fully. (If the injury
is treated by a physician, subtract 3 from the roll
at medical TL7+, 2 at TL6, or 1 at TL5 - but the
period of healing is never less than one month.)

Permanent Crippling: You lose the use of that
body part. It is either nonfunctional or gone.
Either way, you acquire a new disadvantage (One
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Hand, Lame, etc., as appropriate). You
get no extra character points for this!
It simply lowers your point value. In
some settings, even this degree of
injury is curable; see Repairing
Permanent Crippling Injuries (p. 424).

MoORTAL WOUNDS

If you fail a HT roll to avoid death
by 1 or 2, you don't drop dead, but suf-
fer a “mortal wound.” This is a wound
so severe that your internal injuries
might kill you even after you stop
bleeding.

If you are mortally wounded, you
are instantly incapacitated. You may
or may not be conscious (GM’s deci-
sion). If you suffer further injury and
must make another HT roll to avoid
death, any failure kills you.

While mortally wounded, you must
make a HT roll every half-hour to avoid
death. On any failure, you die. On a suc-
cess, you linger for another half-hour -
then roll again. On a critical success,
you pull through miraculously: you are
no longer mortally wounded (but you
are still incapacitated).

If you're alive but mortally wound-
ed, surgery may be able to stabilize
your condition - see Stabilizing a
Mortal Wound (p. 424). At TL6+, “trau-
ma maintenance” can keep you alive
while waiting for surgery. This involves
CPR, oxygen, transfusions, etc. Instead
of rolling vs. HT every half-hour, roll
against the higher of your HT or your
caregiver’s Physician skill every hour -
or every day, if you are on a heart-lung
machine or similar life support. You
do not need to roll at all if you're put
into magical or ultra-tech suspended
animation!

The Injuries rules may seem harsh,
but don’t despair . . . you can get better!

RECOVERING
FROM
UNCONSCIOUSNESS

Failure by 5 or more on a knock-
down roll, a failed HT roll to stay con-
scious at 0 HP or less, and many other
things (e.g., certain critical hits) can
leave you unconscious. It is up to the

If you recover from a mortal wound,
make a HT roll. On a failure, you lose a
point of HT permanently. On a critical
failure, the GM may apply the
Wounded disadvantage (p. 162) or
some other effect (e.g., reduced appear-
ance due to scarring).

“Now stand aside.”
“’Tis but a scratch.”

This does not apply to a merely
unaware victim. If you sneak up
behind a sentry with a knife, you can’t
automatically kill him. Game it out
realistically. Target the vitals or neck.
Since it’s a surprise attack, he won't be
hitting back: make an All-Out attack!
Your attack roll will almost certainly

“A scratch? Your arm’s off.”

“No it isn't.”
“Then what's that?”
“ .. I've had worse.”

— King Arthur and the Black Knight,
Monty Python and the Holy Grail

DEATH

If your character is killed, you may
still wish to keep track of further
injury. In certain futuristic or magical
worlds, the dead can be brought back
to life by prompt treatment, as long as
the body is mostly intact (not reduced
to -10xHP).

Instant Death

Decapitation, a cut throat, etc. can
kill anyone, regardless of HT and HP.
If a helpless or unconscious person is
attacked in an obviously lethal way,
he’s dead. Don't bother to roll for dam-
age, calculate remaining HP, etc. Just
assume that he drops to -5xHP.

RECOVERY

GM to decide whether you are truly
unconscious or just totally incapacitat-
ed by pain and injury - but either way,
you can't do anything. You recover as
follows:

o If you have 1 or more HP remain-
ing, you awaken automatically in 15
minutes.

@ At 0 HP or worse, but above -1xHP,
make a HT roll to awaken every hour.
Once you succeed, you can act normal-
ly. You do not have to roll against HT
every second to remain conscious
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succeed. Your victim gets no active
defense at all. You will probably inflict
enough injury to incapacitate or kill
him. But it isn't automatic.

Dying Actions

When a PC or important NPC is
killed in any but the most sudden and
thorough fashion, the GM should
allow a “dying action.” If this is a final
blow at the enemy, it should take no
more than a turn. If it's a deathbed
speech, the GM should stretch time a
little bit for dramatic purposes!
This has nothing to do with realism,
but it’s fun.

unless you receive new injury. But since
you are below 1/3 your HP, you are at
half Move and Dodge.

® At -1xHP or below, you are in bad
shape. You get a single HT roll to
awaken after 12 hours. If you succeed,
you regain consciousness and can act
as described above. But if you fail, you
won't regain consciousness without
medical treatment — use the rules
given under Stabilizing a Mortal
Wound (p. 424). Until you receive
help, you must roll vs. HT every 12
hours; if you fail, you die.



High HP and Healing

The healing rates given for natural recovery, first aid, magical heal-
ing spells, the Regeneration advantage, etc. assume someone with

human-scale Hit Points; that is, with fewer than 20 HP. Those with
more HP heal in proportion to their HP score. Multiply HP healed by 2
at 20-29 HP, by 3 at 30-39 HP, by 4 at 40-49 HP, and so on, with each
full 10 HP adding 1 to the multiple.

NATURAL
RECOVERY

Rest lets you recover lost HP,
unless the damage is of a type that
specifically does not heal naturally
(for an example, see Illness, p. 442). At
the end of each day of rest and decent
food, make a HT roll. On a success,
you recover 1 HP. The GM may give a
penalty if conditions are bad, or a
bonus if conditions are very good.

First Aid Table

Aid Table, he may roll against First Aid
skill.

On a success, the medic rolls as
indicated on the table to see how
many HP the victim recovers — mini-
mum 1 HP. A critical success restores
the maximum possible HP! This roll
includes the 1 HP for bandaging; thus,
aroll of 1 HP restores no further HP.

On a critical failure, the victim
loses 2 HP instead of recovering any
HP at all!

Tech Level Time per Victim HP Restored
0-1 30 minutes 1d-4
2-3 30 minutes 1d-3
4 30 minutes 1d-2
5 20 minutes 1d-2
6-7 20 minutes 1d-1
8 10 minutes 1d
9+ 10 minutes 1d+1

FIRST AID

The two main uses for First Aid
skill (p. 195) are bandaging and treat-
ing shock.

Bandaging

It takes one minute to apply pres-
sure or a tourniquet to stop bleeding.
This restores 1 HP.

Using the Bleeding rule (p. 420),
someone who is wounded but receives
a successful First Aid roll within one
minute of his injury loses no HP to
bleeding. A later roll will prevent fur-
ther HP loss.

Treating Shock

After bandaging, the aid-giver may
take extra time to apply a more elabo-
rate dressing and treat the victim for
shock. He must keep the victim
warm, comfortable, calm, and still.
After the time indicated on the First

SURGERY

Surgery can physically repair dam-
age to the body, but it's risky at low TLs
— especially prior to the invention of
anesthesia (mid-TL5) and blood typ-
ing (TL6). See Surgery skill (p. 223)
for general modifiers and for the
effects of a failed skill roll. Some addi-
tional rules:

Equipment: Basic equipment gives
-6 at TL1, -5 at TL2-3, -4 at TL4, -2 at
TL5, and +(TL-6) at TL6+. Equipment
quality further modifies the roll; see
Equipment Modifiers (p. 345). The
modifiers for TL5+ surgery assume
that anesthetic is available. If it isn't,
apply a -2 penalty to skill. This is
instead of the usual -1 for a missing
item.

Infection: Before TL5 (and, at the
GM’s option, even during much of
TL5), antiseptic practice is poor.
Check for infection (see Infection,
p. 444) after any surgery.
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Stabilizing a
Mortal Wound

Each attempt takes one hour. The
roll is at -2 if the patient is at -3xHP or
worse, or -4 if he’s at -4xHP or worse.
On a failure, repeated attempts are
allowed, at a cumulative -2 per
attempt. If the victim dies on the table,
resuscitation may be possible; see
Resuscitation (p. 425).

Repairing Lasting
Crippling Injuries

It is possible to fix a lasting crip-
pling injury (see Duration of Crippling
Injuries, p. 422) through surgery
rather than leaving it to heal on its
own. This takes 2 hours. On a success,
measure the injury’s remaining recov-
ery time in weeks rather than months.
But on a critical failure, the injury
becomes permanent!

Repairing Permanent
Crippling Injuries

Radical surgery can fix certain per-
manent crippling injuries at TL7+;
exact details are up to the GM. This
often requires prosthetic or transplant
parts, which might be costly or hard to
find. At TL7-8, the procedure might
only restore partial functionality. This
kind of operation is also tricky: -3 or
worse to skill. On a failure, the patient
needs 1d months to recover before
another attempt is possible.

MEDICAL CARE

Anyone under the care of a
competent physician (Physician skill
12+) gets +1 on all rolls for natural
recovery.

The healer may also make a
Physician roll to cure the patient.
Only one physician may roll per
patient, but a single physician can
care for up to 200 patients. The exact
number of patients a physician can
attend to and the frequency with
which he may roll to cure them
depend on the TL of his Physician
skill; see the Medical Help Table,
below. On a success, the patient
recovers 1 HP; on a critical success,
he recovers 2 HP. This is in addition
to natural healing. However, a criti-
cal failure costs the patient 1 HP!

High-tech physicians depend heav-
ily on equipment but still receive good




Medical Help Table

Medical Frequency Patients

TL of Rolls per Doctor
0 There are no physicians.
Get well by yourself.

1-3 Weekly 10
4 Every 3 days 10
5 Every 2 days 15
6 Daily 20
7 Daily 25
8 Daily 50
9 2 x daily 50
10 3 x daily 50
11 4 x daily 100

12+ 5 x daily 200

It just so happens
" ond Ultra-Tech Drugs
that your friend here : —— — = :
. Miraculous drugs are a staple of science-fiction medicine. Below is
(N Only MOSTLY a quick-and-dirty system for designing TL9+ drugs.
) .

dead. Theres a b 1g Effects: Select one or more attribute modifiers, advantages, or dis-
diﬁ[erence between advantages to represent the drug’s effects and (usually bad) side effects.

ilv dead and all Most medical drugs give Rapid Healing, Resistant to Disease, HT
mosltly deaa and a bonuses, or similar benefits. Some mitigate disadvantages, canceling
dead. them for the drug’s duration (e.g., a psychiatric drug might suppress

_ Miracle M. ax, {())iul?grg z%ri)d Paranoia). A few provide unique effects, such as healing
The Princess Duration: Select the duration of the effects. Standard durations are

Bride short-term (lasts [25 - HT] minutes), medium-term ([25 - HT]/4 hours),
long-term (one full day), or very long-term (up to a week). Multiple doses
generally extend duration rather than increasing effect; e.g., two doses
of a long-term drug last two days.

Potency: The subject gets a HT roll to resist disadvantages and other
basic training; therefore, a TL6+ negative effects. The drug’s potency is a modifier to this roll. Assume
physician performs as though he were that each doubling of dosage gives an extra -1 to the roll.

TL6 if he has to make do without the Form: A drug may be a pill, injection, aerosol, contact agent, or
gadgetry to which he is accustomed, aerosol contact agent. Many drugs are available in multiple forms. Most
as long as the surroundings are clean. pills require 30 minutes or more to take effect, but can be dissolved in

drinks. Contact agents (e.g., patches) take at least 5 minutes. Aerosols

RESUS CITATION and injections take effect almost immediately.

Cost: This can vary, but here’s a rule of thumb. Sum the absolute

Reviving a drowning, asphyxiation, point values of all traits the drug adds or removes. Multiply the sum by
or heart attack victim requires a base cost for duration: $2 for short-term, $10 for medium-term, $50
resuscitation. Make a successful for long-term, or $250 for very long-term. For drugs that heal, use the
Physician/TL7+ roll - or a First point cost of HP or FP, as appropriate, and treat permanent healing as
Aid/TL7+ roll at -4. Each attempt takes “long-term.” Potency modifies price: double cost for each -1 to HT rolls.
one minute. Repeated attempts are Multiply final cost by 2 for aerosols or contact agents, by 10 for aerosol
possible, but there is almost always a contact agents.
time limit. LC: This will vary by society and with the nature of the drug. Medical

Cardiopulmonary  resuscitation drugs are typically LC3. Drugs perceived as socially harmful might be
(CPR) and rescue breathing, widely LC2 or even LC1.

taught after 1960, are more effective = = -
than earlier forms of resuscitation. Example: A “truth drug” that forces the subject to roll HT-3 or suffer

First Aid rolls (but nof default rolls) to -4 to Will for (25 - HT) minutes would cost 20 (point value) x $2 (short-
term) x 8 (potency) x 1 (injection) = $320 per dose. It would probably
only be available to spies: LC2.

revive victims of drowning or asphyxi-
ation are at -2 instead of -4.
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Running long distances, using
extra effort, being suffocated, casting
magic spells, and many other things
can cause “fatigue”: a temporary loss
of Fatigue Points. Your Fatigue Points
(FP) score starts out equal to your HT,
but you can modify this; see Fatigue
Points (p. 16). Just as injury represents
physical trauma and comes off of HP,
fatigue represents lost energy and
reduces FP. When you lose FP, keep
track of it on your character sheet.

LosT FATIGUE
POINTS

The chart below summarizes the
effects of being at low or negative FP.
All effects are cumulative.

Less than 1/3 your FP left - You are
very tired. Halve your Move,
Dodge, and ST (round up). This
does not affect ST-based quantities,
such as HP and damage.

0 FP or less - You are on the verge of
collapse. If you suffer further
fatigue, each FP you lose also caus-
es 1 HP of injury. Thus, fatigue
from starvation, dehydration, etc.
will eventually kill you - and you
can work yourself to death! To do
anything besides talk or rest, you
must make a Will roll; in combat,
roll before each maneuver other
than Do Nothing. On a success,
you can act normally. You can use
FP to cast spells, etc., and if you are
drowning, you can continue to
struggle, but you suffer the usual 1
HP per FP lost. On a failure, you
collapse, incapacitated, and can do
nothing until you recover to posi-
tive FP. On a critical failure, make
an immediate HT roll. If you fail,
you suffer a heart attack; see
Mortal Conditions (p. 429).

-1xFP - You fall unconscious. While
unconscious, you recover lost FP at
the same rate as for normal rest.
You awaken when you reach posi-
tive FP. Your FP can never fall
below this level. After this stage,
any FP cost comes off your HP
instead!

FATIGUE

FATIGUE CoOSTS

The following activities commonly
result in FP loss.

Fighting a Battle

Any battle that lasts more than 10
seconds will cost FP - you expend
energy quickly when you fight for
your life! Those who make no attack
or defense rolls during the fight are
exempt from this fatigue, but other
actions (e.g., casting magic spells) still
have their usual FP cost. Assess the
following costs at the end of the battle:

No Encumbrance: 1 FP.

Light Encumbrance: 2 FP.
Medium Encumbrance: 3 FP.
Heavy Encumbrance: 4 FP.
Extra-Heavy Encumbrance: 5 FP.

If the day is hot, add 1 FP to the
above - or 2 FP for anyone in plate
armor, an overcoat, etc. Full-coverage
armor at TL9+ is climate-controlled.
This counts as a cooling system, and
negates the penalties for hot weather.

These costs are per battle, not per
10 seconds of battle. A very long battle
may cost more (GM’s decision), but it
would have to run for 2 or 3 minutes
(120 to 180 turns!) before extra FP
costs would be realistic.

Hiking

Use the FP costs for fighting a bat-
tle, but assess them per hour of road
travel; e.g., one hour of marching with
light encumbrance costs 2 FP (3 FP on
a hot day). If the party enters combat
while on the march, assume they've
been walking for an hour, unless
events dictate otherwise, and assess
fatigue accordingly.

Overexertion

Carrying more than extra-heavy
encumbrance, or pushing/pulling a
very heavy load, costs 1 FP per second
(see Lifting and Moving Things, p. 353).
For FP costs for other forms of heavy
exertion, see Extra Effort (p. 356).

Running or Swimming
Every 15 seconds of sprinting, or
minute of paced running or swim-
ming, requires a HT roll to avoid los-
ing 1 FP. Encumbrance has no direct
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effect on this, but you run or swim
more slowly. See Running (p. 354) and
Swimming (p. 354).

Special Abilities

Most magic spells (see Chapter 5),
many advantages (such as Healing,
p. 59), and a few cinematic skills (for
instance, Power Blow, p. 215) cost FP
to use, as does any trait with the Costs
Fatigue limitation (p. 111).

STARVATION AND
DEHYDRATION

When you buy equipment, don't
forget food! The traveler’s rations
under Camping and Survival Gear
(p. 288) are the minimum necessary to
keep you healthy on the road; missing
even one meal weakens you.

Note to the GM: If keeping up with
the party’s meals doesn’t sound like
fun, feel free to ignore this whole sec-
tion. Travel is much more hazardous if
you have to keep track of food and
water!

Starvation

A human needs three meals per
day. For each meal you miss, take 1
FP. You can only recover “starvation”
fatigue with a day of rest: no fighting
or travel, and three full meals. Each
day of rest makes up for three skipped
meals.

Dehydration

In temperate areas, where water is
easy to come by, assume that you can
renew your supplies as needed. But if
water is in short supply, watch out! A
human (or elf, dwarf, etc.) needs 2
quarts of water a day — 3 in hot cli-
mates, 5 in the heat of the desert! If
you get less than you need, you lose 1
FP every eight hours. If you drink less
than a quart a day, you lose an extra 1
FP and 1 HP per day. You can regain
all FP lost to dehydration after a day of
rest with ample water supplies. You
recover lost HP at the usual rate.

MISSED SLEEP

The average human can function
for a 16-hour “day.” He must then rest




for an eight-hour “sleep period.” Less
Sleep (p. 65) shortens this sleep peri-
od, thereby increasing useful day
length; Extra Sleep (p. 136) and Sleepy
(p. 154) do the opposite. Getting less
sleep than your sleep period costs FP
that you can only recover by sleeping.

Interruptions, noise, and disadvan-
tages such as Chronic Pain (p. 126),
Insomniac (p. 140), Light Sleeper
(p. 142), and Nightmares (p. 144) can
reduce the quality of your sleep. In
game terms, your sleep counts as
fewer hours - or none at all.

Those who have the Doesn't Sleep
advantage (p. 50) can ignore this entire
section!

Staying Up Late

If you've been awake for more than
your normal day (typically 16 hours),
you start to get tired. You lose 1 FP if
you fail to go to sleep, and 1 FP per
quarter-day (usually four hours) you
stay awake after that.

If you've lost half or more of your
FP to lack of sleep, you must make a
Will roll every two hours you spend
inactive (e.g., standing watch). On a
failure, you fall asleep, sleeping until
you are awakened or get a full night’s
sleep. On a success, you have -2 to DX,
1Q, and self-control rolls. Those with
the Slow Riser disadvantage (p. 155)
get an extra -1.

If youre down to less than 1/3
your FP due to lack of sleep, roll as
above once per 30 minutes of inac-
tion or two hours of action. This can
be very dangerous!

Getting Up Early
If you sleep for less than your full
sleep period, you'll still be tired when

°
Foraging

In hospitable terrain, you can supplement your supplies by forag-
ing for food. On any day, each character can “forage” as the party trav-
els. A successful Survival or Naturalist roll collects enough edible
plants and berries for one meal. (On a 17, you poisoned yourself. Roll
vs. HT. On a success, you lose 1 HP; otherwise, lose 1d HP. On an 18,
you shared with your friends: the whole party suffers — each PC rolls
independently.)

In suitable terrain, a successful skill roll with a missile weapon (at
-4) bags a rabbit or similar creature, providing meat for two meals.
Near water or at sea, a successful Fishing roll has similar results.

Each forager gets one Survival or Naturalist roll and orne missile or
Fishing roll per day.

Alternatively, the party can take some time off from travel and do
some serious foraging. Each character can make five Survival or
Naturalist rolls and five missile or Fishing rolls per day. Foragers can
smoke meat and fish over a fire and add it to the regular store of
rations.

The GM can impose penalties in areas with little plant or animal life
(e.g., -3 in snow, -6 in desert), and cumulative penalties for repeated

foraging in an area.

you wake up. Subtract twice the hours
of missed sleep from your day to deter-
mine how long you can stay awake.
For example, if your sleep period is
eight hours and you sleep only six
hours, you've missed two hours of
sleep. You will suffer the effects of stay-
ing up late after only 12 hours: your
usual 16-hour day, minus four hours
(twice your hours of missed sleep).

RECOVERING
FROM FATIGUE

You can recover “ordinary” lost FP
by resting quietly. Reading, talking,
and thinking are all right; walking

around, or anything more strenuous,
is not. Lost FP return at the rate of 1
FP per 10 minutes of rest. The GM
may allow you to regain one extra FP
if you eat a decent meal while resting.
Certain drugs, magic potions, etc. can
restore missing FP, as can spells such
as Lend Energy and Recover Energy
(see p. 248).

You can only recover from fatigue
caused by missed sleep by sleeping for
at least one full sleep period. This
restores 1 FP. Further uninterrupted
sleep restores 1 FP per hour.

You need food or water to recover
FP lost to starvation or dehydration;
see Starvation and Dehydration
(above).
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Besides the ordinary combat risks
of swords, guns, and spells, adventur-
ers commonly face other hazards.

AcCID

Acids range from extremely weak
to extremely strong (e.g., hydrochlo-
ric, perchloric, nitric, and sulfuric
acids). Most laboratory acids are dan-
gerous only to the eyes, but strong or
highly concentrated acids can “burn”
through equipment and flesh. For
game purposes, treat strong alkalis
just like strong acids.

If the victim is splashed with strong
acid, he suffers 1d-3 points of corro-
sion damage. If the acid splashes on
his face, he must make a HT roll to
avoid eye damage. On a failure, or on
a direct hit to the eyes, the damage is
to his eyes. Use the Crippling Injury
rules (p. 420) to see whether he is
blinded - and if so, whether the blind-
ness is permanent. On a critical fail-
ure, permanent blindness is certain
(acquire the Blindness disadvantage,
p. 124).

If the victim is immersed in acid, he
takes 1d-1 corrosion damage per sec-
ond. If his face is immersed, he must
also roll for eye damage (see above)
every second.

If the victim swallows acid, he
takes 3d damage at the rate of 1 HP
per 15 minutes. A successful Physician
or Poisons roll can halt this damage;
treatment requires 2d minutes.

Used against a lock’s pins or other
small, vulnerable items, acid requires
3d minutes to eat through the item.

A vial of acid powerful enough to
produce these effects is a TL3 item,
and costs $10.

AFFLICTIONS

An “affliction” is a harmful effect
other than direct injury or fatigue,
usually the result of an attack, hazard,
illness, magic spell, or toxin. In most
cases, the victim gets a HT roll to
resist, and only suffers the affliction
on a failure. Duration depends on the
cause; see the relevant disease, haz-
ard, poison, spell, or weapon descrip-
tion for details.

HAZARDS

Irritating Conditions

Coughing or Sneezing: You are at -3
to DX and -1 to IQ, and cannot use
Stealth.

Drowsy: You are on the verge of
falling asleep. Make a Will roll every
two hours you spend inactive. On a
failure, you fall asleep, and sleep until
you are awakened or get a full night’s
sleep. On a success, you have -2 to DX,
1Q, and self-control rolls.

Drunk: You are highly intoxicated:
-2 to DX and IQ, and -4 to self-control
rolls except those to resist Cowardice.
Reduce Shyness by two levels, if you
have it.

active defenses). In combat, you must
Do Nothing on your turn. If an afflic-
tion lets you drop, you can sit, kneel, go
prone, etc. if standing, or go prone if
kneeling or sitting. If it lets you stagger,
you can drop, change facing, or step or
crawl one yard. In all cases, you are
still effectively stunned.

Agony: You are conscious but in
such terrible pain that you can do
nothing but moan or scream. If stand-
ing or sitting, you fall down. While the
affliction endures, you lose 1 FP per
minute or fraction thereof. After you
recover, anyone who can credibly
threaten you with a resumption of the

I laugh in the face of danger, and then I hide

until it goes away.

— Xander, Buffy the Vampire Slayer

Euphoria: You have a -3 penalty to
all DX, IQ, skill, and self-control rolls.

Nauseated: You have -2 to all attrib-
ute and skill rolls, and -1 to active
defenses. As well, roll vs. HT after you
eat, are exposed to a foul odor, fail a
Fright Check, or are stunned, and
every hour in free fall or in any situa-
tion where you might suffer motion
sickness. A rich meal in the past hour
gives -2; anti-nausea remedies give +2.
On a failure, you vomit for (25 - HT)
seconds - treat as Retching, below.

Pain: You have a penalty to all DX,
1Q, skill, and self-control rolls. This is
-2 for Moderate Pain, -4 for Severe
Pain, and -6 for Terrible Pain. High
Pain Threshold halves these penalties;
Low Pain Threshold doubles them.

Tipsy: You are slightly intoxicated:
-1 to DX and IQ, and -2 to self-control
rolls except those to resist Cowardice.
Reduce Shyness by one level, if you
have it.

Incapacitating

Conditions

All of these afflictions prevent you
from taking voluntary action for the
duration. In addition to their other
effects, you're effectively stunned (-4 to
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pain gets +3 to Interrogation and
Intimidation skill rolls. Low Pain
Threshold doubles the FP loss and tor-
ture bonus. High Pain Threshold lets
you overcome the agony enough to
function, but at -3 to DX and IQ.

Choking: You are unable to breathe
or speak. You may do nothing but
drop. While the choking endures, you
suffer the effects of suffocation (see
Suffocation, p. 436). If you have an
object lodged in your throat, a friend
can try a First Aid roll to clear it; roll at
-2 before TL7. Each attempt takes 2
seconds. If you have Doesnt Breathe
or Injury Tolerance (Homogenous),
you cannot choke!

Daze: You are conscious — if you are
standing, you remain upright - but you
can do nothing. If you are struck,
slapped, or shaken, you recover on
your next turn.

Ecstasy: You're incapacitated with
overwhelming pleasure. Treat as
Agony, but neither Low Pain
Threshold nor High Pain Threshold
has any effect — and instead of a bonus
for torture, someone offering to con-
tinue the pleasure gets +3 to any
Influence roll! If you have Killjoy,
you're immune.




Hallucinating: You can fry to act,
but you must roll vs. Will before each
success roll. On a success, you merely
suffer 2d seconds of disorientation.
This gives -2 on success rolls. On a fail-
ure, you actually hallucinate for 1d
minutes. In this case, the penalty is -5.
The GM is free to specify the details of
your hallucinations, which need not be
visual. On a critical failure, you “freak
out” for 3d minutes. You might do any-
thing! The GM rolls 3d: the higher the
roll, the more dangerous your action.

Paralysis: You cannot move any vol-
untary muscles, and fall over if you are
not in a balanced position. You remain
conscious, and can still use advantages
or spells that require neither speech
nor movement.

Retching: You are conscious but
vomiting (or suffering dry heaves). You
can #ry to act, but you will be at -5 to
DX, IQ, and Per, and automatically fail
at any action that requires a
Concentrate maneuver. At the end of
the retching spell, you lose 1 FP. You
gain no benefit from recent meals or
oral medication - you've thrown it up.

Seizure: You suffer a fit of some
kind. Your limbs tremble uncontrol-
lably, you fall down if standing, and
you cannot speak or think clearly. You
can do nothing. At the end of the
seizure, you lose 1d FP.

Unconsciousness: You are knocked
out, just as if you had suffered injury.

Mortal Conditions

Coma: You collapse just as if you
had been wounded to -1xHP or below
and passed out; see Recovering from
Unconsciousness (p. 423). You get a
single HT roll to awaken after 12
hours. On a failure, you won't recover
without medical treatment. Until you
receive treatment, roll vs. HT every 12
hours. On any failure, you die.

Heart Attack: Your heart stops
functioning (“cardiac arrest”). You
immediately drop to -1xFP. Regardless
of your current HP, you will die in
HT/3 minutes unless resuscitated - see
Resuscitation (p. 425). If you survive,
you will be at 0 HP or your current HP,
whichever is worse. Missing HP heal
normally. If you die and it matters
what your HP total was, treat this as
death at -1xHP or your current HP,
whichever is worse. Injury Tolerance
(Diffuse, Homogenous, or No Vitals)
grants immunity to this affliction.

Hazardous Atmospheres

Earth’s atmosphere is 78% nitrogen and 21% oxygen (plus 1% com-
prising a number of other gases). Visitors to other planets (and victims
of lab accidents or death traps) might encounter other atmospheres,
most of which are unsafe for humans without proper protection. Of
course, “breathable air” for humans might be deadly for nonhumans,
and vice versa!

Corrosive: The atmosphere reacts with exposed flesh. Those with the
Sealed advantage are safe; those in sealed suits might be safe, but some
gases eat away at seals. Small concentrations in otherwise breathable
air require a roll at HT to HT-4 every minute to avoid 1 point of corro-
sion damage. Victims suffer coughing (see Afflictions, p. 428) after los-
ing 1/3 their HP, blindness (as the disadvantage) after losing 2/3 their
HP. Atmospheres made up mostly of corrosive gases have effects com-
parable to immersion in acid (see Acid, p. 428) and count as suffocat-
ing. Corrosives include ammonia and nitrides. Chlorine and fluorine
are extremely corrosive and toxic!

Toxic: The atmosphere is poisonous. Individuals without respirators,
Doesn't Breathe, Filter Lungs, etc. are susceptible. Ordinary airborne
industrial pollutants might require a daily HT roll to avoid 1 point of
toxic damage. Lethal gases would call for a HT-2 to HT-6 roll every
minute to avoid 1 point of toxic damage. If such gases make up most of
the atmosphere, they inflict at least 1d toxic damage per 15 seconds (no
resistance possible) and count as suffocating. A typical toxic gas is car-
bon monoxide. Chlorine and fluorine are deadly in tiny concentrations,
and also corrosive.

Suffocating: The atmosphere is unbreathable. For humans, this
means it lacks oxygen. Those without Doesn’t Breathe or an air supply
start to suffocate (see Suffocation, p. 436). Hydrogen, methane, and
nitrogen are all suffocating. As noted above, an atmosphere made up
mostly of corrosive or toxic gases is suffocating as well — but these usu-

ally kill so rapidly that suffocation becomes irrelevant.

ATMOSPHERIC
PRESSURE

Regardless of its composition, an
atmosphere may be difficult or impos-
sible to breathe if its pressure is wrong.
We measure air pressure in “atmos-
pheres” (atm.); 1 atm. is air pressure at
sea level on Earth.

Trace (up to 0.01 atm.): Treat an
atmosphere this thin as vacuum (see
Vacuum, p. 437).

Very Thin (up to 0.5 atm.): The air
is too thin to breathe. Earth’s atmos-
phere becomes “very thin” above
20,000'. If you lack protection (e.g., the
Doesn't Breathe advantage, or a respi-
rator and oxygen tanks), you suffocate
— see Suffocation (p. 436). Vision rolls
are at -2 without eye protection.
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Thin (0.51-0.8 atm.): Earth’s atmos-
phere is “thin” between 6,000" and
20,000'. Thin air is breathable if oxy-
gen is present in Earthlike percent-
ages, but it is hard on unprotected
individuals. Increase all fatigue costs
for exertion by 1 FP. Vision rolls are at
-1 without eye protection. Finally, any-
one who breathes thin air for an hour
or more must check for “altitude sick-
ness.” Make a daily HT roll at +4.
Critical success means acclimatiza-
tion — do not roll again. Success
means no effect today. Failure means
headaches, nausea, etc., giving -2 to
DX and IQ. Critical failure means the
victim falls into a coma after 1d hours;
see Mortal Conditions (above). Roll
against Physician skill once per day to
revive the victim before he dies.




Dense (1.21-1.5 atm.): The air is
breathable, with some discomfort: -1
to all HT rolls, unless you have a pres-
sure suit. If the air contains more than
50% oxygen, you must wear a “reduc-
ing respirator” that lowers oxygen par-
tial pressure, or suffer -2 to DX due to
coughing and lung damage.

Very Dense (1.51+ atm.): As
“dense,” but a reducing respirator is
required if the air is more than 10%
oxygen. Usually quite hot from green-
house effects.

Superdense (10+ atm.): As “very
dense,” but the atmospheric pressure
is so great that it can actually crush
someone who is not native to it, unless
he has Pressure Support or an armored
suit that provides this advantage; see
Pressure (p. 435). Visitors to Venus, or
deep inside Jupiter, experience hun-
dreds of atmospheres of pressure! Such
atmospheres are often poisonous,
which presents a separate problem.

These rules assume you are native
to 1 atm. and can function normally
at 0.81-1.2 atm. If your native pres-
sure differs from 1 atm., multiply all
the pressure ranges above by your
native pressure in atm. For example,
if you're native to 0.5 atm., a “dense”
atmosphere for you would be 0.61-
0.75 atm. and a “thin” one would be
0.26-0.4 atm.

CoLp

Cold can be deadly, but only magic
or superscience can produce cold
quickly enough to cause damage in
combat. Armor offers its usual DR
against such “instant” cold attacks,
but it must be insulated or heated to
shield against prolonged exposure to
ambient cold.

Make a HT or HT-based Survival
(Arctic) roll, whichever is better, every
30 minutes in “normal’ freezing
weather. For most humans, this
means temperatures below 35°F, but
see Temperature Tolerance (p. 93). In
light wind (10+ mph), roll every 15
minutes. In strong wind (30+ mph),
roll every 10 minutes. Additionally,
strong wind can dramatically reduce
the effective temperature (the “wind
chill factor”). Also see the modifiers
below:

Modifier to
Situation HT Roll
Light or no clothing -5
Ordinary winter clothing +0
“Arctic” clothing +5
Heated suit +10
Wet clothes additional -5
Every 10° below 0°F
effective temperature -1
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Failure costs 1 FP. As usual, once
you go below 0 FP, you will start to
lose 1 HP per FP. Recovery of FP or
HP lost to cold requires adequate shel-
ter and a heat source (flame, electric
heat, body warmth, etc.).

Thermal Shock: Sudden immersion
in icy waters (e.g., any of Earth’s
oceans far from the equator) or a cryo-
genic environment can cause death by
thermal shock. Note that impure
water (e.g., saltwater oceans) can be
below the usual freezing temperature!
If you are wearing a completely water-
proof “dry suit,” you are only affected
as per normal freezing. Otherwise, roll
against HT once per minute of immer-
sion. Do not modify this for clothing.
On a success, you lose 1 FP. On a fail-
ure, you lose FP equal to the margin of
failure. Don't forget to check for
drowning as well!

COLLISIONS
AND FALLS

When a moving object hits another
object, this is a collision. Use the rules
below for ramming attempts, acciden-
tal crashes, falls, and dropped objects.

Damage from Collisions

An object or person’s Hit Points
and velocity determine collision dam-
age. Mass only matters indirectly:
massive objects usually have high HP,
but it would hurt more to collide with
a locomotive than with a pillow of the
same mass! HP take into account both
mass and structural strength.

“Velocity” is how fast the character
or object is moving in yards per sec-
ond (2 mph = 1 yard per second).
Velocity could be anything up to
Move. It might exceed Move when div-
ing or falling; see High-Speed
Movement (p. 394).

An object in a collision inflicts
dice of crushing damage equal to (HP
x velocity)/100. If this is less than 1d,
treat fractions up to 0.25 as 1d-3,
fractions up to 0.5 as 1d-2, and any
larger fraction as 1d-1. Otherwise,
round fractions of 0.5 or more up to a
full die.

If an object is bullet-shaped, sharp,
or spiked, it does half damage, but this
damage is piercing, cutting, or impal-
ing, rather than crushing.




Falling Velocity Table
F

all Velocity Fall Velocity Fall Velocity Fall Velocity
1 yard 5 13-14 yards 17 35-37 yards 28 68-71 yards 39
2 yards 7 15 yards 18 38-39 yards 29 72-75 yards 40
3 yards 8 16-17 yards 19 40-42 yards 30 76-79 yards 41
4 yards 9 18-19 yards 20 43-45 yards 31 80-82 yards 42
5 yards 10 20-21 yards 21 46-48 yards 32 83-86 yards 43
6 yards 11 22-23 yards 22 49-51 yards 33 87-90 yards 44
7 yards 12 24-25 yards 23 52-54 yards 34 91-95 yards 45
8 yards 13 26-27 yards 24 55-57 yards 35 96-99 yards 46
9 yards 14 28-29 yards 25 58-61 yards 36 100-103 yards 47
10-11 yards 15 30-32 yards 26 62-64 yards 37 104-108 yards 48
12 yards 16 33-34 yards 27 65-67 yards 38 109-112 yards 49

Alternatively, calculate velocity in yards per second as the square root of (21.4 x g x distance fallen in yards), where g is
the local gravity in Gs (g = 1 on Earth). Round to the nearest whole number.

Immovable Objects

If a moving object hits a stationary
object that is too big to push aside -
like the ground, a mountain, or an ice-
berg - it inflicts its usual collision
damage on that object and on itself. If
the obstacle is breakable, the moving
object cannot inflict or take more
damage than the obstacle’s HP + DR.

Hard Objects: If the immovable
object is hard, use twice the HP of the
moving object to calculate damage.
Clay, concrete, ordinary soil, and sand
are all “hard,” as is a building, moun-
tain, or similar obstacle.

Soft Objects: If the immovable
object is soft — e.g., forest litter, hay,
swamp, or water — damage is normal.
However, elastic objects (mattresses,
nets, airbags, etc.) give extra DR
against collision damage, ranging
from DR 2 for a feather bed to DR 10
for a safety net, trampoline, or airbag.
When striking water or a similar fluid,
a successful Swimming roll (or vehicle
control roll, if “ditching” a vehicle)
means a clean dive that negates all
damage. This roll is at a penalty for
velocity; use the speed penalty from
the Size and Speed/Range Tuble (p. 550).

Falling

A fall is a collision with an immov-
able object: the ground. Find your
velocity when you hit using the Falling
Velocity Table.

Example: Bill is pushed out a fifth-
story window. He falls 17 yards. When
he hits the street, his velocity is 19
yards/second. Bill has 10 HP, but he
uses twice this because he hit a “hard”
surface. Damage is (2 x 10 x 19)/100 =
3.8d, which rounds up to 4d crushing.

Falls and Armor: All armor, flexible
or not (but nor innate DR), counts as
“flexible” for the purpose of calculat-
ing blunt trauma from falling damage.
Thus, even if the victim has enough
armor DR to stop the falling damage,
he suffers 1 HP of injury per 5 points
of falling damage. See Flexible Armor
and Blunt Trauma (p. 379).

Controlled Falls: Tf you are free to
move, you can use Acrobatics skill to
land properly. On a success, reduce
falling distance by five yards when cal-
culating velocity. If falling into water,
you can do this or attempt a proper
dive (see above) — decide which first!

Terminal Velocity: “Terminal veloci-
ty” is the maximum speed a falling
object can achieve before air resist-
ance negates further acceleration
under gravity. Air resistance is rela-
tively negligible for distances shown
on the table, but increases drastically
for longer falls.

Terminal velocity varies greatly by
object. For human-shaped objects on
Earth, it is 60-100 yards/second. Use
the low end for a spread-eagled fall,
the high end for a swan dive. For
dense objects (e.g., rocks) or stream-
lined objects, it can be 200 yards/sec-
ond or more!

The terminal velocity rules assume
Earth-normal gravity (1G) and atmos-
pheric pressure (1 atm.). Multiply ter-
minal velocity by the square root of
gravity in Gs. Then divide it by the
square root of pressure in atm. Thus,
gravity under 1G, or pressure above 1
atm., reduces terminal velocity; gravi-
ty over 1G, or pressure below 1 atm.,
increases it. Note that terminal veloci-
ty is unlimited in a vacuum!

Damage from
Falling Objects

If an object falls on someone, find
its velocity on the table above and cal-
culate damage as for an ordinary col-
lision. To hit someone with a dropped
object, use Dropping skill (p. 189).
Most dropped objects will have Acc 1.
Your target cannot avoid the object
unless he knows it's coming. If he’s
aware of it, he can dodge.

A falling object with a Size
Modifier equal to or greater than that
of whoever it lands on impedes the
victim’s movement. He may move only
one yard on his next turn, and his
active defenses are -3. These penalties
result from bulk, not mass, so ST is
irrelevant.

Hit Location from a Fall

If using hit locations, roll randomly for the hit location damaged in
a fall. If the injury is to an extremity or a limb, do not ignore injury in
excess of that required to cripple it. Instead, subtract the full amount
from HP! If the fall would cripple a limb, roll 1d. On 5-6, all limbs of
that type are crippled, although there is no extra injury.
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Collision Angle

The angle at which you hit adjusts
velocity, affecting damage. This is
especially true in collisions between
two moving objects!

Head-On: In a head-on collision
between two moving objects, collision
velocity is the sum of the objects’
velocities. The slower object cannot
inflict more dice of damage than the
faster one.

Rear-End: 1f a faster object over-
takes and strikes a slower one, colli-
sion velocity is that of the striking
object minus that of the struck object.
The struck object cannot inflict more
dice of damage than the striking one.

someone who doesn’t get out of the
way. This rule does not apply to falls.

Anything with a ST attribute can
deliberately trample as well; see
Trampling (p. 404).

Whiplash and Collision

Anyone inside an object that comes
to a sudden stop in a fall or a collision
(a falling elevator, a crashing car, etc.)
takes damage. Find the speed lost in
the “stop” and work out falling dam-
age for this velocity. Seatbelts or straps
give DR 5 vs. this damage; airbags give
DR 10. In a collision involving an open
vehicle, also work out knockback from
this damage for those who weren't
strapped in. This is how far they fly . . .

In a collision involving an open vehicle, work
out knockback for those who weren't strapped
in. This is how far they fly . . .

Side-On Collisions and Falls: 1f a
moving object strikes a stationary one,
or strikes a moving object side-on, col-
lision velocity is that of the striking or
falling object. The struck object can-
not inflict more dice of damage than
the striking or falling one.

Example: A car with 60 HP, moving
at 50 mph (velocity 25), strikes a
pedestrian with 10 HP. The pedestrian
was fleeing from the car at Move 5, so
this is a “rear-end” collision. Collision
velocity is 25 (car) - 5 (pedestrian) =
20. The car inflicts (60 x 20)/100 = 12d
crushing damage on the pedestrian;
the pedestrian inflicts (10 x 20)/100 =
2d crushing damage on the car.

Overruns

If the Size Modifier of the striking
object in a collision exceeds that of the
struck object by two or more (e.g., a
car hitting a man) the striking object
“overruns” the struck object. This
inflicts additional crushing damage:
roll thrust damage for ST equal to half
the striking object’s HP (or half its ST
score, if it has one). Even a slow-
moving elephant or a tank can crush

ELECTRICITY

If an uninsulated person is exposed
to electricity, he may receive a shock.
The effects of electric shock are highly
variable, ranging from momentary
stunning to instant death! This section
helps the GM assess these effects if a
character receives a shock during an
adventure. If a specific attack or sce-
nario gives different rules, they over-
ride the guidelines below.

All electrical damage falls into one
of two classes: nonlethal or lethal.
Against either, metallic armor (e.g.,
plate armor) provides only DR 1 - and
if the wearer is grounded, he actually
attracts electrical attacks, giving the
attacker +2 to hit.

Nonlethal Electrical

Damage

High-voltage, low-power shocks
are unlikely to kill, but can stun the
victim or even render him uncon-
scious. This is called “nonlethal elec-
trical damage.” Examples include
electric stun weapons, realistic elec-
tric fences, and static shocks on a
cool, dry day. The GM should require
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an immediate HT roll whenever
someone is zapped.

Modifiers: From +2 for a short cir-
cuit in a battery-powered gadget down
to -3 or -4 for a specially designed stun
weapon. Nonmetallic armor gives a
bonus equal to its DR - but surface
shocks (e.g., from a cattle prod) tend
to flow over armor rather than
through it, and have an armor divisor
of (0.5), while energy weapons
designed to arc through armor have
an armor divisor of (2) or even (5).

On a failure, the victim is stunned.
An instantaneous jolt (static electrici-
ty, electrolaser, etc.) stuns for one sec-
ond, after which time the victim may
roll vs. HT once per second to recover.
A continuous shock (stun gun, electric
fence, etc.) stuns for as long as the vic-
tim is in contact with the source, and
for (20 - HT) seconds after that, with a
minimum of 1 second. After this time,
the victim may roll vs. HT each second
to recover. The basic HT modifier for
the strength of the shock (but not for
DR) applies to all recovery rolls.

Electromuscular Disruption (EMD):
Some ultra-tech weapons deliver a
more powerful current that induces
convulsions. The HT roll is at -5, and if
the victim fails, he is knocked down
and paralyzed instead of merely
stunned. Otherwise, the effects are as
above.

Lethal Electrical

Damage

High-power shocks cook flesh and
inflict real damage; they can even stop
the victim’s heart! This is called “lethal
electrical damage.” Examples include
power mains, lightning bolts (natural
and magical), and cinematic electric
fences.

Lethal electric shocks inflict burning
damage: only 1d-3 to 3d around the
house, but 6d on up for lightning, trans-
mission lines, etc. A victim who suffers
any injury must make a HT roll at -1 per
2 points of injury suffered. On a failure,
he falls unconscious for as long as the
current is applied, and for (20 - HT)
minutes afterward, with a minimum of
1 minute. He will be at -2 DX for anoth-
er (20 - HT) minutes when he recovers.
Failure by 5 or more, or any critical fail-
ure, results in a heart attack; see Mortal
Conditions (p. 429). Lethal electrical




damage also causes “surge” effects in
victims who have the Electrical disad-
vantage (p. 134).

Localized Injury: Attacks that don't
affect the target’s entire body - includ-
ing most magical electricity attacks —
cause pain and burns, but not uncon-
sciousness or cardiac arrest. Treat this
as normal burning damage, except that
the victim must make a HT roll at -1 per
2 points of injury suffered. On a failure,
he is stunned for one second, after
which time he may roll vs. HT once per
second to recover. If the injury is to the
arm or hand, he must also make a Will
roll or drop anything carried in that
hand.

FLAME

Exposure to flame inflicts burning
damage. See Wounding Modifiers and
Injury (p. 379) and Hit Location
(p. 398) for wounding effects. Below
are some additional special rules.

Fire Sources

Adventurers often encounter flam-
ing oil (see Molotov Cocktails and Oil
Flasks, p. 411), high-tech weapons,
Innate Attacks, and battle magic (see
Fire Spells, p. 246) . . . not to mention
the burning rubble these attacks leave
behind!

If you spend part of a turn in a fire
(e.g., running through the flames), you
take 1d-3 burning damage. If you
spend all of a turn in a fire of ordinary
intensity - or if you are on fire — you
take 1d-1 damage per second. Very
intense fires inflict more damage; for
instance, molten metal or a furnace
would inflict 3d per second! Use Large-
Area Injury (p. 400) in all cases.

Continued exposure to a fire can
result in intense heat that can rapidly
fatigue you even if the flames them-
selves cannot penetrate your DR. See
Heat (p. 434).

Incendiary Attacks: Any attack with
the Incendiary damage modifier
(p. 105) does one point of burning
damage in addition to its other dam-
age; in effect, it has a one-point linked
burning attack. Examples include
torches (see Torches and Flashlights,
p. 394) and flaming arrows (see
Flaming Arrows, p. 410). High-tech
tracer bullets also qualify.

° °
Making Things Burn
Materials are grouped into six “flammability classes,” based on the
amount of burning or incendiary damage needed to set them aflame:

Super-Flammable (e.g., black powder, ether): Negligible damage
(candle flame).

Highly Flammable (e.g., alcohol, paper, tinder): 1 point.

Flammable (e.g., dry wood, kindling, oil): 3 points.

Resistant (e.g., seasoned wood, clothing, rope, leather): 10 points.

Highly Resistant (e.g., green wood, flesh): 30 points.

Nonflammable (e.g., brick, metal, rock, fireproof synthetics): N/A.

A fire source (including any incendiary attack) that inflicts the list-
ed amount of burning damage in a single damage roll ignites the mate-
rial immediately. Divide damage by 10 for tight-beam burning attacks.
If the flame fails to ignite the material immediately, but could do so on
its best damage roll, roll damage once per second for as long as it is in
contact. Even if the flame is incapable of inflicting enough damage on
its best roll, it may set things afire with prolonged contact. Roll 3d for
every 10 seconds of contact. Materials one category up (e.g., Flammable
materials taking 1 point per second) catch fire on a 16 or less; those two
categories up (e.g., Flammable materials touching a candle flame)
catch on a 6 or less.

Once a material starts burning, it may ignite adjacent materials.
Make separate rolls for it based on the fire’s damage (1d-1 per second
for an ordinary fire).
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Catching Fire

A single hit that inflicts at least 3
points of basic burning damage
ignites part of the victim’s clothing.
(The Ignite Fire spell does this at its
third level of effect; see p. 246). This
does 1d-4 burning damage per second
and is distracting (-2 to DX, unless the
damage simply cannot harm the tar-
get). To put out the fire, the victim
must beat it with his hands. This
requires a DX roll, and each attempt
takes a Ready maneuver.

A single hit that inflicts 10 or more
points of basic burning damage
ignites all of the victim’s clothes. This
does 1d-1 burning damage per second
and is very distracting (-3 to DX,
except when rolling to put out the
fire). To put out the fire, the victim
must roll on the ground. This requires
a DX roll, and each attempt takes three
Ready maneuvers. Jumping into
water takes only one second, and
automatically extinguishes the fire.

If a wooden shield takes 10 or more
points of burning damage in one sec-
ond, the bearer is at -2 to DX, and
takes 1d-5 burning damage per second
until he gets rid of it.

GRAVITY AND
ACCELERATION

A change in gravity can be harmful.
These rules describe health effects; see
Different Gravity (p. 350) for the effects
of gravity on common tasks.

Space Adaptation
Syndrome
(“Space Sickness”)

Those who are not native to micro-
or zero gravity (“free fall”’) may
become nauseated and disoriented by
the constant falling sensation. Roll
against the higher of HT or Free Fall
when you first enter free fall. The
Space Sickness disadvantage (p. 156)
gives -4.

On a success, you are unaffected.
On a failure, you are nauseated (see
Afflictions, p. 428), which may trigger
vomiting. If you begin to retch while
wearing a vacc suit, you may choke;
treat this as drowning (see Swinming,
p. 354). Roll against the better of HT or
Free Fall every 8 hours to recover. If
you suffer from Space Sickness, you
cannot adapt!

Clothing that is wet or worn under armor is
almost impossible to ignite, and won't stay lit.
On the other hand, fancy dresses, lace cuffs, and
so on, ignite if they take even 1 point of burning

damage!

In all cases, remember to apply
shock penalties to DX if the flame
inflicts injury!

The above guidelines assume ordi-
nary clothing. Armor is good protec-
tion against fire; clothing worn over
armor (e.g., a surcoat) might burn, but
the armor’s DR reduces the damage
normally. Clothing that is wet or worn
under armor is almost impossible to
ignite, and won't stay lit. On the other
hand, fancy dresses, lace cuffs, and so
on, ignite if they take even 1 point of
burning damage!

Remember to divide damage from
tight-beam burning attacks by 10
when applying the rules above.

High Acceleration

Make a HT roll whenever you expe-
rience a sudden acceleration (“G-
force”) of at least 2.5 times your home
gravity. Treat a home gravity under
0.1G as 0.1G for this purpose.

Modifiers: -2 per doubling of accel-
eration (-2 at 5x home gravity, -4 at
10x, and so on); +2 if seated or lying
prone, or -2 if upside down.

On a failure, you lose FP equal to
your margin of failure. On a critical
failure, you also black out for 10 sec-
onds times your margin of failure.

A sudden acceleration may throw
you against a solid object. If this
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happens, treat it as a collision with
that object at a velocity equal to 10 x
G-force of the acceleration.

HEAT

In ordinary hot weather, you will
experience no ill effects if you stay in
the shade and dont move around
much. But if you are active in temper-
atures in the top 10° of your comfort
zone or above — over 80°F, for humans
without Temperature Tolerance (p. 93)
- make a HT or HT-based Survival
(Desert) roll, whichever is better, every
30 minutes.

Modifiers: A penalty equal to your
encumbrance level (-1 for Light, -2 for
Medium, and so on); -1 per extra 10°
heat.

Failure costs 1 FP. On a critical fail-
ure, you suffer heat stroke: lose 7d FP.
As usual, if you go below 0 FP, you
start to lose 1 HP per FP. You cannot
recover FP or HP lost to heat until you
move into cooler surroundings.

In addition, at temperatures up to
30° over your comfort zone (91-120°
for humans), you lose an extra 1 FP
whenever you lose FP to exertion or
dehydration. At temperatures up to 60°
over your comfort zone (121-150° for
humans), this becomes an extra 2 FP.

Intense Heat: Human skin starts to
burn at 160° see Flame (p. 433) for
damage. Even if no damage pene-
trates your DR, you will rapidly over-
heat if the ambient temperature is
more than 6 x your comfort zone's
width over your comfort zone (e.g., in
a fire). After 3 x DR seconds, make a
HT roll every second. On a failure, you
lose 1 FP. Your DR provides its usual
protection against burning damage,
but it has no effect on this FP loss.

Sunburn: After a day of full sun on
unprotected skin, an albino will be
near death and a light-skinned
Caucasian will be very uncomfortable
(1d-3 damage). Darker-skinned indi-
viduals may itch, but aren’t in much
danger. Details are up to the GM.

Armor: Armor prevents sunburn
and provides its full DR against burn-
ing damage - but only armor that pro-
vides Temperature Tolerance (through
insulation or a cooling system) can
prevent FP loss due to heat. This fea-
ture is standard on battlesuits and
TL9+ combat armor.




PRESSURE

Adventurers are most likely to
encounter extreme pressure in super-
dense atmospheres (see Atmospheric
Pressure, p. 429) or deep underwater
(where pressure increases by about 1
atmosphere per 33 of depth).
Pressures in excess of your native pres-
sure — 1 atm., for a human - are not
always immediately lethal, but present
serious risks.

Over 2 x native pressure: You risk
“the bends” (see below) if you experi-
ence over 2 x native pressure and then
return to normal pressure. With
Pressure Support 1, the bends are only
a risk when returning from over 70 x
native pressure. With Pressure
Support 2 or 3, you are immune to the
bends.

Over 10 x native pressure: You may
be crushed! On initial exposure and
every minute thereafter, roll vs. HT at a
basic +3, but -1 per 10 x native pres-
sure. If you fail, you suffer HP of injury
equal to your margin of failure. If your
Size Modifier is +2 or more, multiply
injury by SM. With Pressure Support
2, read this as “Over 100 x native pres-
sure” and “-1 per 100 x native pres-
sure.” With Pressure Support 3, you
are immune to pressure.

The Bends

When you are breathing air that
has been compressed (e.g., using
scuba gear), your blood and tissues
absorb some of the nitrogen gas in the
compressed air. When you return to
normal pressure, or “decompress,”
this nitrogen escapes, forming small
bubbles in the blood and muscles.
This can result in joint pains, dizzy
spells, possibly even death. These
symptoms are known as “the bends.”

You risk the bends if you return to
normal pressure after experiencing
pressure greater than twice your
native pressure (or /0 times native
pressure, with Pressure Support 1).
To avoid this, you must decompress
slowly, spending time at intermediate
pressures to allow the nitrogen to
escape harmlessly.

Divers and mountaineers use pre-
cise tables to determine decompres-
sion times based on time spent at a
given pressure. For game purposes, at
up to 2 atm. (about 33’ underwater), a
human can operate for any amount of
time and return without risk. At up to
2.5 atm. (50" depth), a human can
safely operate for up to 80 minutes
and return without requiring slow
decompression. Greater pressures
reduce the safe time without slow

Radiation Hazards

Cosmic Rays: A constant hazard for space travelers. Inflict 1
rad/week. Only massive shielding protects people.

Fallout: Small radioactive particles, such as those produced by a
ground-burst nuclear bomb. Inflicts 2-5 rads/minute within a few hours
of the blast, and several rads/hour over the next day. If you breathe or
swallow fallout (in contaminated food or water), the ingested material
delivers a continuing dose (see below).

Fission Plant Accident: 1,000 rads/hour or more! This is only in close
proximity (e.g., the reactor room); divide dose by the square of the dis-

tance in yards from the source.

Ingested Radioactive Material: Plutonium, radium-226, uranium-
235, etc. Even tiny doses can cause 1 rad/day to several rads/minute,
depending on the isotope. (Some radioactive materials, such as pluto-

nium, are also extremely toxic!)

Innate Attack: An attack with the Radiation damage modifier
(p. 105) delivers one rad per point of damage rolled.
Nuclear Blast: One-megaton fission air or space burst at 2,000 yards:

6,600 rads!
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decompression: at 4 atm. (100’
depth), it's about 22 minutes; at 5.5+
atm. (150" depth), there is no safe
period.

Safe decompression involves slow-
ly lowering the pressure, either natu-
rally (e.g., a diver deliberately taking
hours to reach the surface) or in a
decompression chamber. The time
required increases with both pressure
and exposure time. It can be several
hours - or even days.

If you fail to decompress slowly
enough, make a HT roll. Critical suc-
cess means no ill effects. Success
means severe joint pain, causing
agony (see Incapacitating Conditions,
p. 428); roll vs. HT hourly to recover.
Failure means unconsciousness or
painful paralysis; roll vs. HT hourly to
regain consciousness, with each fail-
ure causing 1d of injury. Once con-
scious, you suffer joint pain, as
described above. Critical failure
results in painful death. Recom-
pression to the highest pressure expe-
rienced lets you roll at HT+4 every
five minutes to recover from all
effects short of death.

An instant pressure reduction can
also result in explosive decompres-
sion; see Vacuum (p. 437) for details.
All effects are cumulative!

RADIATION

Radiation threatens high-tech
heroes in the form of solar flares, cos-
mic rays, nuclear accidents, radioac-
tive materials, and lethal weapons
(nuclear bombs, particle beams, etc.).
Exposure is measured in rads. The
more rads received, the greater the
chance of ill effects.

Whenever a character is exposed to
radiation, the GM should note both
the dose and the date. Each dose
diminishes separately from all others;
it starts to heal after 30 days, at the
rate of 10 rads per day. However, 10%
of the original dose never heals (except
via ultra-tech, magic, etc.).

Example: A reactor technician
spends a day in a “hot” environment
and receives a 200-rad dose. After 30
days, that particular dose starts to heal
at 10 rads/day. After another 18 days,
the remaining dose is 20 rads - 10% of
200 rads - and stops healing.



Effects of Radiation
on Living Things

When a living being accumulates
at least 1 rad (but no more than once
per day, for continued exposure to a
given source), he must make a HT roll.
On the Radiation Effects Table, below,
find his current accumulated dose in
the “Accumulated Dose” column.
Apply the modifier in the “HT” col-
umn to his HT roll. Then roll the dice.
Use the first result in the “Effects” col-
umn on a critical success, the second
on a success, the third on a failure,
and the last on a critical failure.

Radiation Effects Table

Accumulated

Dose HT Effects
1-10 rads +0 —/-/A/B
11-20 rads +0 —/A/B/C
21-40 rads +0 A/B/C/D
41-80 rads -1 A/B/C/D
81-160 rads =3 A/B/C/D
161-800 rads -4 A/B/C/D
800-4,000 rads -5 C/D/E/E
Over 4,000 rads -5 D/E/E/E

—: The dose has no obvious effect,
but doses continue to accumulate.

A: Radiation burns and chronic
“somatic” damage. HT hours after irra-
diation, suffer 1d of injury and gain
Low Pain Threshold for one week
(those with High Pain Threshold lose
this instead). If you recover, make two
more HT rolls with the modifier on
the table: one to avoid sterility, the
other to avoid gaining the Terminally
Il (1 year) disadvantage. Gain either
condition only on a critical failure.

B: Hematopoietic syndrome. As A,
but as well, after HT hours you are
nauseated (see Irritating Conditions,
p. 428) for a further (40 - HT) hours;
lose 1d each from DX, IQ, and FP; and
acquire the Hemophilia disadvantage.
Each day, make a HT roll with the
modifier on the table. On a critical
success, you heal 2 points each of DX,
IQ, and FP; on a success, you recover
1 point of each; on a failure, there is
no improvement; and on a critical fail-
ure, you lose 1 point of each and are
nauseated that day. After recovering
all lost DX, IQ, and FP, you no longer
suffer from Hemophilia or need to
make daily HT rolls.

C: Gastrointestinal syndrome. As B,
but in 1d/2 weeks, you also lose all

body hair and must make daily HT
rolls. On a critical failure, you suffer
1d points of injury; on a failure, 2
points of injury; on a success, 1 point
of injury; and on a critical success,
injury stops and normal recovery can
occur (and hair starts to grow back).
Until injury stops, you have
Susceptible to Disease -3 (p. 158) and
suffer from nausea. If you lose more
than 2/3 of your HP to radiation, your
teeth and nails start to fall out.

D: Terminal radiation sickness. As
C, except HP loss begins in 1d/2 days,
and even a critical success won't stop
daily HP loss - it only postpones it for
a day. Death is certain.

E: Rapid cerebrovascular death.
After one hour, you lose 1d from each
of DX, IQ, and FP; take 1d of injury;
gain  Hemophilia, Low Pain
Threshold, and Susceptible to Disease
-3; and are nauseated. Make an hourly
HT roll. Critical failure means instant
death from brain hemorrhage; failure
means loss of another 2 points of DX,
IQ, and FP, and 2 more points of
injury; success means 1 extra point of
each; critical success mean no decline
that hour.

Other Effects: In addition to these
effects, a single dose of 200+ rads caus-
es sterility and blindness for 1d
months; a dose of 500+ rads makes it
permanent. An accumulated dose of
100+ rads increases the risk of birth
defects. Should you become a parent,
make a HT roll, at +3 if you are male.
On a failure, the child has some sort of
birth defect (GM’s option).

Radiation and

Nonhumans

The above effects apply to humans
and most other mammals. Other crea-
tures may have Radiation Tolerance
(p. 79).

Machines are not affected unless
they have the Electrical disadvantage
(p. 134). Each time such a machine
accumulates a dose of 100 rads, make
a HT roll at a basic +4, -1 per 100 rads
accumulated dose. On a failure, it
ceases to function until repaired. On a
critical failure, it is destroyed (any
data stored on it is also lost).

Radiation Protection

Any material between you and the
radiation source grants a Protection
Factor (PF) that reduces your received
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dose. Divide your dose by PF; e.g., PF
100 means 1/100 the dose. Half an
inch of lead, 1.5 inches of steel, or 750
yards of air has PF 2; a yard of water
has PF 8; a yard of earth has PF 27;
and a yard of concrete has PF 64.

Shielding protects differently
against certain types of radiation.
Radiation from solar flares and plane-
tary radiation belts (like the Van Allen
belt) is mostly free electrons and alpha
particles: multiply PF by 20. Against
cosmic rays, divide PF by 100!

Radiation Treatment
All costs below are per treatment.

At TL7, drugs are available that can
halve your effective rad dosage if a
dose ($500) is taken 1-3 hours in
advance. Chelating drugs are also
available to get radioactive fallout out
of your system; a dose ($500) halves
exposure after 3 days and eliminates it
entirely after a week. This has no
effect on radiation already absorbed!

At TL8, advanced chelating drugs
($500) encapsulate and remove fallout
in 12 hours.

At TL9, advanced anti-radiation
drugs or cell-repair nanotechnology
($1,000) can give +3 to all HT rolls vs.
radiation for 2 weeks.

At TL10+, cell-repair nanotech or
rejuvenation technology might be
able to completely repair the ravages
of radiation, provided the victim is
still alive.

SEASICKNESS

Those aboard a seagoing vessel
(excluding large, modern vessels with
roll stabilizers) must check for sea-
sickness on their first day afloat. Use
the rules for the Motion Sickness dis-
advantage (p. 144) - but if you lack
that disadvantage, you roll at HT+5,
and with a success by 5 or more, or a
critical success, you suffer no ill
effects at all.

SUFFOCATION

If you completely lack air - see
Actions After a Grapple (p. 370), Choke
Hold (p. 371), and Holding Your Breath
(p. 351) for examples - you lose 1 FP
per second. If you are drowning after
a failed Swimming roll, you can get
some air, but you also inhale water:
roll vs. Swimming every five seconds;




failure costs 1 FP (see Swimiming,
p. 354).

At 0 FP, you must make a Will
roll every second or fall unconscious.
You are likely to die unless rescued
(see Lost Fatigue Points, p. 426).
Regardless of FP or HP, you die after
four minutes without air.

If you get clean air before you die,
you stop losing FP and start to recov-
er FP at the usual rate (see Recovering
from Fatigue, p. 427). If you are
unconscious, you awaken once you
have 1 FP. If you were drowning, a res-
cuer must also make a First Aid roll to
get the water out of your lungs in
order to save you — see Resuscitation
(p. 425).

If you went without air for more
than two minutes, roll vs. HT to avoid
permanent brain damage: -1 to 1Q.

Poison can show up on weapons;
on darts, needles, or spikes in traps; in
food or drink offered by a treacherous
foe; and anywhere else you did not
expect it. Human foes are not the only
ones who can poison you. Snakes,
insects, and certain other creatures
have natural poison (usually blood
agents) — and eating the wrong plant
or animal may treat you to a dose of
digestive poison.

DESCRIBING
POISONS

A poison’s description includes its
name, means of delivery, delay, resist-
ance roll, effects (injury and symp-
toms), and cost per dose — and possi-
bly notes on what constitutes a
“dose,” how to use or conceal the poi-
son, and how to treat it (including any
antidotes).

A poison can have multiple sets of
effects. For example, tear gas is both a
respiratory agent (with one set of
effects) and a vision-based agent (with
other effects).

Delivery
A given poison might reach its vic-
tim in any of several ways:

VAcuuM

Vacuum is the absence of air - but
these rules also apply in trace atmos-
pheres, where there is almost no air. If
you are exposed to vacuum without
protection (e.g., a vacc suit or the
Vacuum Support advantage), the fol-
lowing rules apply.

Breathing Vacuum: You can't hold
your breath in vacuum - and you may
rupture your lungs if you try (1d of
injury). If you exhale and leave your
mouth open, you can operate on the
oxygen in your blood for half the time
listed under Holding Your Breath
(p. 351). After that, you begin to suffo-
cate (see Suffocation, p. 436).

Explosive Decompression: When
an area suddenly goes from normal

POISON

Blood Agent: The poison must
reach a mucous membrane (eyes,
open mouth, nose, etc.) or an open
wound. If it is sprayed or spat, it must
actually strike one of these vulnerable
areas (so a spitting cobra must target
the face). If it is delivered as a gas or
wide-area spray, only those with the
Sealed advantage (p. 82) — or with one
of Doesn't Breathe (p. 49) or Filter
Lungs (p. 55) and one of Nictitating
Membrane (p. 71) or Protected Vision
(p. 78) — are immune. These advan-
tages might be natural or provided by
equipment.

Contact Agent: The poison must be
inhaled or touch skin to take effect. If
it is use to poison a melee weapon, the
weapon must hit an unarmored and
unclad hit location for the poison to
affect the target. If it is delivered as a
gas or wide-area spray, it affects every-
one in the area who lacks the Sealed
advantage (whether natural or provid-
ed by a suit, vehicle, etc.).

Digestive Agent: The victim must
swallow the poison. This is typical of
poisonous plants and toxic substances
such as arsenic. If the poison has a
slight but distinctive taste (e.g.,
cyanide), the GM can allow the victim
a Taste roll or Perception-based
Poisons roll — at a basic -2, but +2 per
doubling of dosage — to notice it in
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pressure to little or none (a
“blowout”), body fluids boil, blood
vessels rupture, and eardrums pop.
Take 1d of injury immediately, and
roll vs. HT to avoid the bends (see The
Bends, p. 435). Also roll vs. HT+2 for
each eye; failure means One Eye or
Blindness, as appropriate. Finally, roll
vs. HT-1 to avoid Hard of Hearing.
Use the Duration of Crippling Injuries
rules (p. 422) to determine how long
these disadvantages last.

Extreme Temperatures: Vacuum
itself is neither “cold” nor “hot,” but in
the absence of air, surfaces in shadow
will eventually grow very cold, while
those in sunlight will become extreme-
ly hot. For example, on the moon -
with its month-long “day” - the tem-
perature can range from -243°F (at
night) to 225°F (at noon).

time. Poisons that are easier to detect
give a bonus; those that are harder to
detect, or whose taste is masked by
suitable food or drink, give a penalty.
To force someone to swallow a poison
rather than spit it out, you must grap-
ple him by the head or neck and main-
tain your hold for 10 seconds.

Follow-Up Poison: The poison must
be placed on a piercing or impaling
weapon, or injected using a hollow
projectile, hypodermic needle, etc. If
the weapon penetrates DR and does
any damage, it delivers the poison.
Most “follow-up” poisons are simply
blood or contact agents injected into
the body.

Respiratory Agent: The poison is a
gas that only affects those who inhale
it into their lungs. Delivery is usually
via an area or cone attack (e.g., gas
grenade, spray gun, or dragon’s
breath), but an entire atmosphere
could be poisonous! Only Doesn’t
Breathe and Filter Lungs protect com-
pletely against respiratory agents — but
a victim who makes a Sense roll to
notice the poison in time may hold his
breath (see Holding Your Breath,
p. 351). Unconscious or stunned vic-
tims inhale automatically. An impro-
vised mask, such as a wet towel over
the face, gives +1 to HT to resist.



Sense-Based Agent: The poison
affects the victim through a specific
sense. It has no effect on those who
lack that sense or have appropriate
protection. A smell-based agent is usu-
ally a foul stench that induces nausea;
suitable protection is nose plugs, a res-
pirator, or the Protected Sense (Smell)
advantage. A vision-based agent is
generally a cloud of gas that irritates
the eyes; appropriate protection is a
gas mask, goggles, or the Protected
Sense (Vision) advantage. See Sense-
Based (p. 109).

Delay

Most poisons require a few sec-
onds to several hours to take effect.
This is nearly always true for digestive
agents.

Delays given are for victims with
Size Modifier 0. The victim’s size mod-
ifies delay: each +1 to SM doubles the
delay; each -1 to SM halves the delay.
For example, if the delay is 1 hour,
someone with SM -2 is affected in only
15 minutes.

until the poison affects you or you
leave the area. If the poison has a
delay, roll after each delay period
instead.

Some poisons are specific to cer-
tain species and do not affect others.
Others are easier or harder for partic-
ular species to resist. These effects are
up to the GM.

Effects of Poison

The most common effect of poison
is toxic or fatigue damage. Mild poi-
sons might only inflict 1 HP or FP;
more severe poisons might inflict 1d
or more. DR has no effect on this dam-
age. These HP and FP losses heal nor-
mally, but if the poison is cyclic (see
below), no healing is possible until
after the final cycle!

Damaging poisons sometimes
affect their victims gradually, causing
damage each time a specified interval
of time passes. The description of
such a poison specifies the length of
this interval and the total number of
cycles. The interval may vary from
one second (for a fast-acting agent)

Special Delivery

Two qualifiers can apply to several of the standard means of delivery:

Cumulative: A poison may be mild in low concentrations but become
harmful with continued exposure. The GM must decide how much
exposure constitutes a “dose.” This might be time-based (e.g., a toxic

atmosphere that requires an hour of exposure) or based on the victim’s
bulk or body mass (ST/10 ounces of liquid, HP/5 pills, etc.). See Drinking
and Intoxication (p. 439) for a detailed example.

Persistent Gas: A respiratory agent or area-effect blood or contact
agent typically persists for 10 seconds or more, depending on wind.
Some contact agents leave a poisonous residue on exposed surfaces until
they're washed away.

Resistance Roll

Some poisons give the victim a HT
roll to resist. Make this roll after the
delay, if any, has passed. There is often
a modifier: a mild poison might call
for a HT+2 roll, while one that is
almost impossible to resist might
require a HT-8 roll! HT to HT-4 is typ-
ical. DR never affects this roll.

If you're in a poisonous environ-
ment (like a gas cloud or toxic atmos-
phere) and make your initial HT roll,
you must roll again once per second

to one day (for a slow poison). The
total number of cycles may be two to
several dozen.

If a resistible poison is cyclic, the
victim gets a new HT roll to resist
every cycle. On a success, he shakes
off the poison; on a failure, an addi-
tional cycle of damage occurs. Note
that even a poison that inflicts 1 HP of
injury per day can be lethal if it’s hard
to resist and lasts for two dozen cycles!

A poison always has some symp-
toms. The basic damage includes
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symptoms such as swelling, headache,
and fever. Poisons that inflict toxic
damage may have more severe symp-
toms that occur automatically after
the poison causes enough injury (usu-
ally 1/3, 1/2, or 2/3 of the victim's HP).
For example, a poison might result in
blindness once the victim loses 1/2 his
HP. Symptoms vanish when the vic-
tim’s HP rise above this threshold.

Some poisons cause effects other
than injury or fatigue, including
attribute penalties, irritating or inca-
pacitating conditions (see Afflictions,
p. 428), temporary disadvantages, or
even the removal of existing advan-
tages (e.g., an alchemical poison that
negates Magery). The victim usually
gets a resistance roll against these
effects, and the effects always have a
specific duration. The default dura-
tion is a number of minutes equal to
the margin of failure on the resistance
roll. In a poisonous environment, a
failed resistance roll means the effects
last for as long as you're in the envi-
ronment plus the duration.

Cost Per Dose

It is up to the GM whether a par-
ticular poison is for sale - it might be
impossible to extract in a useful
form, or the authorities might want
to keep it off the market. If a poison
is available, its cost often reflects how
difficult it is to obtain, not its effec-
tiveness. In most game worlds, peo-
ple who sell poisons are criminals. All
of these factors make cost per dose
highly variable. See Poison Examples
(p. 439) for suggestions . . . but the
GM is free to use whatever prices he
feels are reasonable.

Dosage

The statistics given in a poison’s
description always assume one “dose”:
enough poison to produce the
described effects in one victim. Some
additional notes:

Contact Agents: One dose of a con-
tact agent coats or affects a single hit
location.

Gases and Sprays: One dose of a
respiratory agent, or a blood or con-
tact agent in gas or spray form, affects
one hit location on one victim. For a
respiratory agent, this must be the
face. Ten doses are enough to affect
everyone in a room (say, a 2-yard
radius).




Poison Examples

Arsenic (TL1): A digestive agent with a one-hour
delay and a HT-2 roll to resist. Inflicts 1d toxic damage,
repeating at hourly intervals for eight cycles. $1/dose.
LC1.

Cobra Venom (TL0): A follow-up poison with a one-
minute delay and a HT-3 roll to resist. Inflicts 2d toxic
damage, repeating at hourly intervals for six cycles. A

victim who loses 1/3, 1/2, or 2/3 HP has -2, -4, or -6 DX,
respectively. $10/dose. LC1.

Cyanide (TL4): This fast-acting poison is deadly in
any form. As a follow-up poison or respiratory agent, it
has no delay. As a contact or digestive agent, it has a 15-
minute delay. In all cases, there is no HT roll to resist!
Inflicts 4d toxic damage. $2/dose. LCI.

Mustard Gas (TL6): An area-effect respiratory and
contact agent. As a contact agent, it has 7o delay and a
HT-4 roll to resist, and inflicts 1 point of toxic damage,
repeating at 8-hour intervals for 24 cycles. As a respira-
tory agent, it has a two-hour delay and a HT-1 roll to
resist, and inflicts 1d toxic damage, repeating at one-
hour intervals for six cycles. $10/dose. LCO.

Nerve Gas (TL6): An area-effect contact agent with
no delay and a HT-6 roll to resist. Inflicts 2d toxic dam-
age, repeating at one-minute intervals for six cycles. A
nerve gas usually causes agony, paralysis, retching, or
seizure as well; see Afflictions (p. 428) $20/dose. LCO.

Smoke: Ordinary smoke is an area-effect respiratory
agent with a 10-second delay and a HT roll to resist.
Causes coughing (see Afflictions, p. 428) for the time
spent in the smoke plus one minute times the margin
of failure. Dense smoke can cause actual damage. LC4.

Tear Gas (TL6): An area-effect respiratory and
vision-based agent. As a respiratory agent, it has no
delay and a HT-2 roll to resist, and causes coughing (see
Afflictions, p. 428). As a vision-based agent, it has no
delay and a HT-2 roll to resist, and causes blindness.
Both effects endure for the time spent in the gas plus
one minute times the margin of failure. Tear gas is
opaque: Vision rolls are at -1 to -3 per affected yard.
$10/dose. LC2.

Individuals unprepared for mustard, nerve, or tear
gas may have to make Fright Checks!

Poisoned Weapons: One dose of a
follow-up poison envenoms the tip of
a piercing or impaling weapon, or fills
a hypo. Poisoning the edge of a
weapon, so that a cutting attack can
deliver it, requires three doses per
yard of reach. Most poisons on blades
only last for one successful strike or
three blocked or parried ones. Misses
and dodged attacks do not rub off the
poison.

Varying the Dosage: Tt is possible to
vary the dosage of a digestive agent or
a follow-up poison delivered by hypo-
dermic. Each doubling of dosage (and
cost!) halves the delay and interval,
doubles damage, gives -2 to HT rolls to
resist, and gives +2 to all rolls to detect
the poison (including the victim’s
Sense rolls, and any Diagnosis or
Forensics roll made to investigate the
victim’s symptoms or death). Using
less than one full dose may reverse
these modifiers or simply make the
poison ineffective, at the GM’s option.

Treatment

If the poison has a delay, there may
be time to treat the victim before he
suffers any ill effects. Since he will not
yet be showing symptoms, he must be
aware of his predicament in order to
seek help!

A poisonous animal bite is usually
obvious - but the GM may require a
Naturalist roll to realize that an ani-
mal is venomous. Sucking the poison
from the wound takes a minute,
requires a First Aid or Physician roll at
-2, and gives +2 on HT rolls to resist.

If the victim suspects a digestive
agent, he or a friend can induce vom-
iting to expel the poison. This takes 10
seconds, calls for a First Aid or
Physician roll, and gives +2 to resist
the poison. But for some poisons,
vomiting is a bad idea - it can increase
injury!

It might also be possible to take an
antidote. Antidotes exist for only a few
poisons. Where they do exist, they are
usually specific to the poison. The cor-
rect antidote gives the victim a bonus
to HT rolls to resist the poison, or even
completely halts the poison.

Medical procedures - chelation,
gastric lavage, intravenous fluids, oxy-
genation, etc. - can also give a HT
bonus, but only if the treatment suits
the poison. Such measures require a
Physician roll. The HT bonus never
exceeds TL/2 (round up, minimum
+1).

To learn whether it is safe to induce
vomiting, or which antidotes or proce-
dures to use, you must identify the
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poison. This is tricky before symp-
toms appear! The GM may require
rolls against Poisons (to identify a
residue on a dart, in a glass, etc.),
Naturalist (to identify a venomous
animal), or even Intimidation (to force
the poisoner to reveal what he used).

Once the victim takes damage,
symptoms appear. At this point, a
Diagnosis or Poisons roll can identify
the poison. If the poison is cyclic, the
correct antidote or medical proce-
dures can help prevent further dam-
age, providing their bonus to future
HT rolls.

DRINKING AND
INTOXICATION

If you drink too much alcohol in a
short period of time, you may become
intoxicated. Keep track of how many
“drinks” you consume each hour. For
simplicity, one drink is a full mug or
can of beer (12 0z.), a full glass of wine
(4-5 0z.), or a shot of spirits (1.5 oz.).

At the end of any hour during
which you consume more than ST/4
drinks, roll against the higher of HT or
Carousing. If you continue to drink,
continue to roll once per hour.




Modifiers: -1 per drink over ST/4
that hour; -2 on an empty stomach, or
+1 if you have recently eaten; +2 for
the Alcohol Tolerance perk (p. 100), or
-2 for the Alcohol Intolerance quirk
(p. 165).

Each failure shifts you one level
from sober to tipsy to drunk to uncon-
scious (drunken stupor) to coma; see
Afflictions (p. 428) for details. A criti-
cal failure drops you two levels: sober
to drunk, tipsy to unconscious, or
drunk to coma. If penalties reduce
your roll to 2 or less, critical failure
means you drop three levels!
Remember that any roll 10 or more
above effective skill is a critical failure;
e.g., a roll of 11+ against a modified
HT of 1.

Pink Elephants: If you are drunk,
make one additional HT+4 roll. On a
failure, you are also hallucinating (see
Incapacitating Conditions, p. 428).

The Heaves: If you are drunk and
keep drinking, your body will try to
purge itself of the alcohol (which is a
toxin, after all!). When a failed HT roll
indicates that you would fall uncon-
scious or into a coma, make a second,
unmodified HT roll. On a success, you
vomit up the alcohol instead of pass-
ing out; treat this as retching (p. 429).
On a critical failure, however, you pass
out and then retch; treat this as chok-
ing (p. 428).

Sobering Up: To sober up, you must
first stop drinking. After half as many
hours as the total number of drinks
you consumed, roll vs. HT. Various
remedies may give a bonus. On a suc-
cess, you move one step toward sober.
Continue to roll each time this many
hours pass until you are sober.
Exception: To recover from a coma,
you need medical help!

Hangovers: If you are tipsy or
worse, you must roll vs. HT when you
stop drinking, at -2 if you're drunk or
-4 if you're unconscious. On a failure,
you will suffer a hangover. This kicks
in 1d hours after the end of the drink-
ing session - or on awakening, if you
pass out or fall asleep before this time
- and lasts hours equal to your margin
of failure. During this time, you will
suffer from moderate pain (see
Irritating Conditions, p. 428) and
acquire Low Pain Threshold (or lose
High Pain Threshold, if you have it).
The GM may decide that preventative

treatment (including drinking plenty
of water and possibly taking a mild
analgesic) gives you a bonus to this
roll.

ADDICTIVE
DRUGS

The habitual use of a mind-altering
substance can lead to dependency.
Abusers have the Addiction disadvan-
tage (p. 122), and may suffer with-
drawal (see box) if forced to go with-
out the drug.

Below are rules for three common
classes of addictive drugs. Note that
these are also poisons. If someone
takes a large dose, follow all the usual
rules for poison on pp. 437-439, except
where specified otherwise.

Stimulants
Stimulants elevate the user's mood
and energy level . . . temporarily.

Potent ones - e.g., amphetamine -

restore 1d FP, and give Doesn'’t Sleep
and Overconfidence (12). These
effects endure for (12 - HT) hours,
minimum one hour. After that time,
the user loses twice the FP he recov-
ered (e.g., if his FP jumped from 8 to
10, he drops to 6 FP), and gains the
disadvantages Bad Temper (12) and
Chronic Depression (9) for an equal
length of time.

If the user takes multiple doses in
24 hours, he must roll vs. HT after the
second and later doses, at a cumula-
tive -1 per dose after the first. On a
critical failure, he suffers a heart
attack (see Mortal Conditions, p. 429).

Stimulants are cheap and only
slightly addictive. If they are legal,
stimulant addiction is a Minor
Addiction (-1 point); if they are illegal,
it is a -5-point Addiction.

Hallucinogens
Hallucinogens - e.g., LSD and
mescaline - cause disorientation,

Drug Withdrawal

Use these rules when you try to give up an Addiction, either volun-

tarily or because you are broke, imprisoned, or in a place where your

drug just isn’t available.

Withdrawal is a painful process that requires a series of daily with-

drawal rolls. Tt normally takes 14 successful rolls to shake the habit

(thus, it always takes at least two weeks), but the GM is free to vary this.

Should you manage to withdraw, you must “buy off” your Addiction

disadvantage immediately.

The effects of withdrawal rolls depend on whether the drug is p/hys-

iologically or psychologically addictive.

Physiological Dependency: Your body has come to rely on the drug!

Make daily withdrawal rolls against HT (maximum 13). Each success

puts you a day closer to shaking off your Addiction. The results of fail-

ure depend on whether the drug is available. If it is, you give in and take

a dose; if you still want to try to withdraw, you must restart the process

from day one. If the drug is not available, you take 1 HP of injury and

may continue the process . . . but that day doesn’t count toward the 14

successful rolls needed to withdraw. You cannot naturally recover HP

lost to withdrawal until you either succeed or abandon the attempt.

Psychological Dependency: You've convinced yourself that you can-
not function without the drug. Make withdrawal rolls against Will

(maximum 13). Use the physiological dependency rules, except that if
you fail a roll and the drug is unavailable, you don't take injury. Instead,
you gain -1 point of drug-related quirks, chosen by the GM. These van-
ish if you give in and take a dose of the drug (but then you must restart
the process). If you don't give in, these quirks grow into progressively
more severe mental disadvantages. If you make 14 successful Will rolls,
you withdraw — but you must make one final Will roll. On a failure, you
keep any quirks or disadvantages incurred along the way!
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hallucinations, and fits of paranoia.
They may induce psychological
dependency, but not physiological
addiction.

Most of these drugs are taken oral-
ly and require about 20 minutes to
work. Make a HT-2 roll to resist. On a
failure, the user starts hallucinating
(see Incapacitating Conditions, p. 428).
This lasts for hours equal to the mar-
gin of failure. After that time, the user
may roll vs. HT-2 once per hour to
shake off the drug’s influence.

Addiction is typically worth -10
points if the drugs are legal, -15 points
otherwise.

increasing the risk of overdose.
Sedatives are cheap and highly addic-
tive. If the user acquires them legally,
he has a -5-point Addiction; otherwise,
he has a -10-point Addiction.
Painkillers: Potent painkillers, such
as morphine, are used to treat chronic
or surgical pain. Abuse is often the
unintended result of legitimate use.
Taken orally, there is a delay of 20
minutes; injected, there is no delay.
Roll vs. HT-4 to resist. On a failure, the
user acquires the High Pain Threshold
(p. 59) and Unfazeable (p. 95) advan-
tages, and the Laziness disadvantage
(p. 142), and experiences euphoria

Overdose

Anyone who takes two or more doses of depressants risks an “over-
dose.” This definitely includes taking a single dose of two or more
depressants! Any alcohol at all counts as an extra dose. Drug interac-

tions can kill . . .

Overdose occurs on a critical failure on any resistance roll for mul-
tiple doses. As with any poison, each doubling of dosage gives -2 to
resistance rolls — and as for all success rolls, a roll of 10 or more above
effective skill is a critical failure. For instance, heroin offers a HT-4 roll
to resist. If a HT 10 man takes a double dose, his effective HT is 10 - 4
- 2 = 4. He overdoses on a 14 or higher.

Overdose causes unconsciousness for hours equal to the margin of
failure. As well, the drug acts as a poison with a resistance roll equal to
its usual resistance roll (the most difficult roll, for two or more drugs);
e.g., HT-4, for heroin. It inflicts 1 point of toxic damage, repeating at 15-
minute intervals for 24 cycles. If the victim reaches -1xHP, he slips into
a coma (see Mortal Conditions, p. 429).

Depressants

Depressants induce drowsiness,
lassitude, and (in large doses) insensi-
bility. All offer a HT roll to resist. As
with any poison, a large dose gives a
penalty — see Dosage (p. 438). Massive
doses may lead to overdose (see box).
Commonly abused depressants
include:

Sedatives: These include sleep aids,
anti-anxiety drugs, and many psychi-
atric drugs. A typical sedative is taken
orally and requires 20 minutes to take
effect. Make a HT-2 roll to resist. On a
failure, the user becomes drowsy (see
Irritating Conditions, p. 428) for hours
equal to the margin of failure.
Habitual users need larger and larger
doses to produce the same effect,

(see Irritating Conditions, p. 428). All
effects last for hours equal to the mar-
gin of failure. Painkillers powerful
enough to produce these effects are
expensive and totally addictive.
Addiction is worth -15 points if the
drugs are legal, -20 points otherwise.
Heroin: This opium derivative has
few legitimate uses. It is typically
injected, in which case there is no
delay. Roll vs. HT-4 to resist. Failure
incapacitates the user for hours equal
to the margin of failure - treat this as
ecstasy (see Incapacitating Conditions,
p. 428). In addition to the usual risk of
overdose, there is always the chance
the heroin was “cut” with toxic filler;
effects are up to the GM. Heroin is
very expensive, incapacitating, totally
addictive, and illegal; Addiction to
heroin is a -40-point disadvantage.
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Maladies and strange diseases may
affect adventurers in far-off lands . . .
or even at home. The search for a cure
— whether for the Princess’ wasting
disease, an alien plague, or a terrorist’s
bioweapon - is a wonderful plot
device. The invention of diseases is an
excellent opportunity for the GM to
exercise a morbid sort of creativity.

Magical or technological items, the
Resistant advantage (p. 80), and high
HT can all protect you from disease.
Risks are greatest in warm, moist
areas. If you catch something, you
won't know until the symptoms start
to show . . . the GM makes your roll to
avoid it!

ILLNESS

DISEASE

Most diseases are caused by
microorganisms and spread by infect-
ed people or animals - but some have
other causes!

News about disease-ridden areas
travels fast; a successful Current
Affairs roll can alert adventurers to the
presence of disease in a region.
Spotting locals suffering from symp-
toms requires a Perception-based
Diagnosis or Physician roll. And in an
area where animals are carrying a dis-
ease that people can catch, investiga-
tors would need to examine an infect-
ed specimen and make a successful
Veterinary roll to realize the danger.
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Defining a Disease

Diseases are defined in much the
same way as poisons (see Poison,
p. 437). For each disease the PCs
encounter, the GM should specify:

Vector: How the disease spreads.
Diseases are generally blood, contact,
digestive, or respiratory agents. These
terms mean just what they do for poi-
sons; see Delivery (p. 437).

Resistance Roll: The HT roll to
avoid the disease. Anyone exposed
must roll, possibly at a penalty. Most
diseases allow a roll at HT to HT-6.
The means of exposure can modify
this roll; see Contagion (p. 443). On a
success, the victim does not contract

AND FATIGUE




the disease. On a failure, he does, but
he gets further rolls — once per “cycle”
— to throw off the disease.

Delay: This is the incubation period
— the time between initial exposure to
the disease and the appearance of the
first symptoms in those who fail to
resist. This is 24 hours for a “generic”
disease, but can vary considerably for
real-life diseases.

Damage: The disease’s effects in
game terms. This is typically 1 point of
toxic damage, but it might be higher -
up to 1d - for virulent diseases. DR
does not protect against disease!
Symptoms (fever, sneezing, coughing,
spots, rash, etc.) appear after the sub-
ject starts to suffer injury. Injury from
disease will ot heal naturally until the
victim makes his HT roll to recover!

Cycles: Like a cyclic poison, a dis-
ease damages its victim at regular
intervals until he makes a HT roll or a
maximum number of cycles passes.
The “default” interval between HT
rolls is one day. The number of cycles
varies with the deadliness of the dis-
ease; for instance, a potentially fatal
disease might only inflict 1 HP per
cycle but endure for 20-30 cycles.

Symptoms: A disease can cause
attribute penalties, temporary disad-
vantages, etc. after the victim loses a

specified fraction (typically 1/3, 1/2,
2/3, or all) of his HP to it.

Contagion: Some diseases are mild-
ly or highly contagious - although
sometimes not until after the incuba-
tion period.

animal illness. This cannot identify a
totally new illness, but a good roll
might give enough information to
allow treatment.

Most diseases are caused by microorganisms
and spread by infected people or animals — but

some have other causes!

The combination of resistance roll,
damage, and cycles determines “dead-
liness.” By carefully selecting these
statistics, the GM can distinguish
between a virulent but mild flu that
ends in a day or two (24-hour delay,
HT-2, 1 point of toxic damage, 12-hour
interval, six cycles) and a slower but
usually fatal disease (72-hour delay,
HT-5, 1 point of toxic damage, daily
interval, 30 cycles).

Diagnosis

Once the symptoms of a
disease become apparent, identifica-
tion requires a successful roll
against Diagnosis or Expert Skill
(Epidemiology) - or Veterinary, for an

Contagion

If you enter a disease-ridden area or encounter a disease carrier,
make a HT roll at the end of the day to resist the disease. On a failure,
you catch the disease! Modifiers to this roll include the disease’s basic
virulence modifier and the least advantageous applicable modifier from

this list:

Avoided all contact with possible victims: +4.
Entered dwelling or shop of victim: +3.
Spoke with victim at close quarters: +2.

Touched victim briefly: +1.
Used victim’s clothes, blankets, etc.: +0.

Ate victim’s cooked flesh (animal, we hope!): +0.
Ate victim's raw flesh (ditto!!): -1.

Prolonged contact with living victim: -2.

Kissing or other intimate contact with victim: -3.

Proper precautions — masks, antiseptics, etc. — provide a bonus 7o
those who know and understand them. The GM should consider limit-
ing such measures to PCs from cultures that understand the germ

theory of disease (late TL5).
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Treatment

Appropriate remedies - herbs,
drugs, etc. - can provide a bonus to
the cyclic HT rolls to shake off certain
diseases. At TL6+, antibiotics (e.g.,
penicillin) give +3 to recover from
most bacterial diseases. At any TL, a
physician’s care provides the same
bonuses to recover from disease that it
gives to recover from injuries (see
Medical Care, p. 424).

However, some diseases are drug-
resistant, in which case ordinary
medicine gives no bonus. At TL7+,
drug treatments can often mitigate
the effects of such illnesses — usually
by reducing damage or lengthening
interval - but these aren’t cures.
Radiation treatment, gene therapy,
nanotech, magic, and psi might still
work, however.

Immunity and
Susceptibility

Differential Susceptibility: Members
of a given ethnicity, sex, or race may
be more or less susceptible to a partic-
ular disease. For instance, the GM
might decide that dwarves are
immune to the Purple Shakes, and
that elves get +2 on their HT rolls
against it . . . but that the mortality
rate among male giants is 100% unless
they are treated within two days. A
successful Diagnosis or Physician roll
reveals differential susceptibility, if
applicable.

Natural Immunity: Some individu-
als are simply immune to a specific
disease. If the GM rolls a 3 or 4 for
your first attempt to resist a disease,
you are immune! He should note this
fact and not tell you — under normal
circumstances, you have no real way
of knowing about your immunity.




Acquired Immunity: Anyone who
survives a given disease may be
immune in the future. This depends
on the illness. You only catch measles
once, for instance — but mumps can
come back over and over.
Vaccination: Vaccination won't
cure disease, but it provides almost
certain immunity. At TL5, vaccines
exist for a few diseases - notably
smallpox — but aren’t widespread. At
TL6+, new vaccines appear constantly,
and most can be stored for long peri-
ods of time, like other medicines.
Developing a new vaccine is difficult
and time-consuming; use the rules
under New Inventions (p. 473), rolling
against Bioengineering skill. At
TL10+, exotic treatments (e.g.,
nanomachine colonies) can give indi-
viduals or entire societies the
Resistant to Disease advantage.

INFECTION

A microorganism that attacks open
wounds may cause an “infection.”

Infections are possible anywhere, but
some places (especially jungles) may
harbor especially severe forms of
infection.

Open wounds treated with antibi-
otics (TL6+) never become infected
except on a critically failed First Aid or
Physician roll. People wounded under
less-than-clean circumstances (GM’s
decision) and who do not receive
treatment must make a HT+3 roll,
modified as follows:

Ordinary “clean” dirt in wound: +0.

Dung or other infected matter in
wound: -2.

Locale harbors a special infection:
-3.

These modifiers are cumulative,
and replace those listed under
Contagion (p. 443).

On a failure, the wound is infected.
Treat this as any other disease. A typi-
cal infection requires a daily HT roll,
modified as above, with failure indi-
cating the loss of 1 HP. Most infections

progress until the victim either makes
a HT roll, ending the infection, or
takes so much injury that he dies.

Treatment with antibiotics (TL6+)
gives +3 to HT rolls. This usually halts
the infection before serious injury can
occur.

If drugs are unavailable, or if the
patient doesn't respond, a surgeon can
cut out the infected tissue if the injury
from infection hasn't progressed
beyond a certain point. On the head or
torso, this limit is the patient's HP/2.
On a limb or extremity, it is the
amount of injury required to cripple
the body part. Surgery cannot help
infections more severe than this.

The surgeon must make a Surgery
roll. This inflicts 2d of injury to the
head or torso, or amputates a limb or
extremity. On a success, it cures the
infection. On a failure, damage or
amputation occurs but the patient
remains infected.

AGE AND AGING

As discussed under Age (p. 20), you
can start your adventuring career at
any age that falls within your race’s
usual lifespan. However, unless you
are Unaging (p. 95), you will experi-
ence gradual decline once you age
past a certain point.

Beginning at age 50, make a series
of “aging rolls” each year to see if old
age is taking its toll. (If you did not
note an exact birthday, roll on the first
day of every game year.) At age 70, roll
every six months. At age 90, roll every
three months!

If you have Extended Lifespan
(p. 53), each level doubles the age at
which you must make aging rolls (50
years), the ages at which aging rolls
become more frequent (70 and 90
years), and the time intervals
between aging rolls (1 year, 6 months,
and 3 months). If you have Short
Lifespan (p. 154), each level halves
these numbers.

Aging rolls are a series of four HT
rolls - one for each of your four basic
attributes, in the following order: ST,
DX, IQ, HT. You may not use any form
of Luck (p. 66) on these rolls.

Modifiers: Your world’s medical
tech level minus 3; e.g., -3 at TLO, or
+4 at TL7. +2 if you are Very Fit, +1 if
Fit, -1 if Unfit, or -2 if Very Unfit.

On a failure, reduce the attribute in
question by one level. A critical failure,
or any roll of 17 or 18, causes the loss
of two levels. Exception: If you have
Longevity (p. 66), treat any roll of 16
or less as a success, and treat a 17 or
18 as an ordinary failure — and if your
modified HT is 17+, only an 18 fails!

When you lose an attribute level to
age, reduce your point value accord-
ingly. Reduce all secondary character-
istics and skills based on that attribute
to reflect its new level. For instance, if
aging reduces your IQ by one, your
Perception, Will, and skills based on
any of those three quantities also drop

I'm 37. I'm not old.
— Dennis,

by one. If any attribute reaches 0 from
aging, you die a “natural” death.

At the GM’s option, you may lose
advantages or gain disadvantages of
equivalent point value instead of los-
ing an attribute point. For example,
your Appearance could decline, or you
could gain Hard of Hearing.

Artificial Youth

In some settings, magic or technol-
ogy can halt or reverse aging. Should
you become younger through any
means, you regain all attribute levels
lost between your new age and your
old one. This simply increases your
point value; you do not have to “buy
back” the recovered attribute levels.
Even without magic or high technolo-
gy, you can spend earned character
points to raise your attributes to com-
bat aging.

Monty Python and the Holy Grail
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CHAPTER FIFTEEN

CREATING
TEMPLATES

The GM is responsible for establishing which professional, social, and racial
origins are (and aren't) appropriate for PCs. No GM can hope to anticipate every
possible character concept, but a good GM shares his expectations with his play-
ers and helps those who are struggling for ideas. One effective way to do this is to

provide the players with a set of “templates”: collections of traits that typify the

kinds of characters that are likely to figure prominently in the campaign.
This section gives rules for template design, and is intended for GMs.

It assumes you have read the rules for template use in Chapter 7.

CHARACTER
TEMPLATES

A “character template” is a carefully structured list of the attrib-
ute levels, secondary characteristics, advantages, disadvantages,
and skills the GM feels a PC should possess to fill a particular pro-
fessional, social, or dramatic role in the campaign. The GM calcu-
lates all point costs in advance and gives the results with the tem-
plate, reducing the amount of math involved in character creation.
The main purpose of a character template is to prevent new
&y players from overlooking vital abilities when choosing from among
n o .
L] all the options in Chapters 1-6. The secondary goal is to accelerate
" character design. Thus, a template should list only necessary traits
2%  —not everything that might fit. The player should always have room
to customize his PC!

U VY U I\
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Character Templates Aren't Rules!

Character templates are not rules. They are just a char-
acter-design aid with no effect on point costs, success rolls,
NPC reactions, character development, or any other aspect
of game play. The traits on templates are suggestions as to
what abilities a hero will need to fill his role in the game
world. Make sure your players know this! They should feel
free to customize or alter templates, or to create characters
without using templates at all.

CREATING TEMPLATES



TYPES OF
CHARACTER
TEMPLATES

Most character templates fall into
one of the general categories below - a
few will fall into more than one. There
is no harm in mixing PCs built using
different classes of templates within a
single campaign.

Cultural Templates
Cultural background is a powerful
defining concept in many settings. For
instance, Alexander the Great was first
and foremost a Macedonian, and this
identified him throughout his adven-
tures. A cultural template might spec-
ify the genetic traits of a closed breed-
ing group, skills taught to all members
of a culture, or the beliefs and preju-
dices of a given tribe, nation, or reli-
gion. It will often include Cultural
Familiarity and Languages.

Character Templates

and Player Perceptions

The character templates you offer your players will affect their view
of the game world and the type of campaign you intend to run. Suppose
you are planning a fantasy campaign. If you present only thief and war-
rior templates, your players will justifiably conclude that you intend to
run a freebooting campaign set in a world where rough-and-tumble
“professional adventurers” are common. But if you also include tem-
plates for farmers, herbalists, and minstrels, your players may infer
that you intend a more staid campaign, set in a quasi-medieval world.
Make sure your template list sends the right message!

Always make clear when templates are for PCs and NPCs alike —
and when they arent. Players usually assume that the abilities listed
on templates reflect status quo in the game world. For instance, they
will expect enemy thieves and warriors to have certain abilities . . .
and spend their points and cash to prepare accordingly. If this
assumption proves costly or fatal, you might end up with confused or

angry players!

Finally, design your templates as a complementary set. If some tem-
plates outshine others, or are clearly of lower quality, the players might
feel that you favor those who play certain character types — even if that

is not actually the case.

Occupational Templates
Someone who does a certain job
(e.g., a physician or a mechanic)
should have the necessary job skills -
see Jobs (p. 516). Not all occupations
are jobs, however; you could create
occupational templates for hereditary
nobles, idle rich, slaves, students, etc.
These latter templates might include
Duties, codes of conduct (see Self-
Imposed ~ Mental  Disadvantages,
p. 121), and “entrance requirements.”
All occupational templates should
suggest Wealth and Status appropri-
ate to the occupation, and should
specify attribute levels and advantages
that would lead to success at - or suc-
cessful adaptation to - that career.

Dramatic Templates

A dramatic template defines a
character’s role in the plot - often in
terms of an archetype such as “wise
man” or “trickster.” Some roles are
genre-specific (“screaming victim” is
rare except in horror, for instance);
others are universal (e.g., “femme
fatale”). The dramatic template
ensures that the PC has the traits he
needs to advance the plot, regardless of
his exact occupation or culture. This
type of template attempts to define
personality as much as ability; there-
fore, it often includes more mental
disadvantages than other kinds of
templates.
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CONCEPT

A character template is a partially
built character. To design it, you need
a “concept” — a clear idea of what it
represents and where it fits in - just as
for a fully realized character (see
Character Concept, p. 11). Decide on
the type of template you are designing
and what role it will fill, and then visu-
alize which traits would best meet the
demands of that role in your cam-
paign. Use your knowledge of the
game world to help you here!

Example: We shall construct a
“heroic knight” template for a fantasy
campaign. This template is both dra-
matic (the “heroic” part) and occupa-
tional (the “knight” part). We could
create separate templates for each
aspect — or even treat one as a “lens”
on the other (see Lenses, p. 449) - but
we have chosen to keep things simple.
We decide that a heroic knight should
be strong, honorable, a wise leader,
and a skilled warrior.

FLEXIBILITY

The concept behind a template
should be sufficiently flexible that the
player can easily individualize his
character. Leave enough creative
“space” that the player is not stuck
playing a stereotype. There are two
useful measures of flexibility: the
number of abilities on the character
template (its degree of detail) and the
extent to which those abilities use up
the player's “budget” for character cre-
ation (its point cost).

Degree of Detail

A “dense” character template
includes many traits. It defines a par-
ticular role precisely . . . so precisely
that it can rob a PC of individuality. A
“sparse” template makes a few sugges-
tions, perhaps only a skill or two. It
makes the resulting PC easier to cus-
tomize, but leaves inexperienced play-
ers wondering, “What's my role?” The
secret is to strike a balance between
the two: don't try to give the template
every trait that might fit — just focus on
the traits that define the role!

Template Cost

The more expensive the template,
the more points you're spending for
the player. Keep the campaign power




level in mind and come in under the
point budget for PCs, leaving enough
unspent points (and enough unused
points in disadvantages, if you are
enforcing such a limit) that the player
can customize his character. If a tem-
plate absolutely must tie up a lot of
points, make it “interactive” (see
p. 449).

Example: We'll design our heroic
knight for a 150-point game with a
-75-point disadvantage limit. This
means well try to spend fewer than
150 points total, and take less than the
full -75 points of disadvantages.

Secondary

Characteristics

It is usually best to leave Hit Points,
Will, Perception, Fatigue Points, Basic
Speed, and Basic Move at their base
values. Tweaking these numbers is
likely to confuse new players. Unless
the concept absolutely requires excep-
tional talent in one of these areas (e.g.,
high Perception for a detective), just
choose attributes that give fair sec-
ondary characteristics and leave fine-
tuning to the adventurous player.

The character templates you offer your players
will affect their view of the game world and the
type of campaign you intend to run.

SELECTING
TRAITS

The next few sections offer
concrete advice on selecting the actu-
al traits that appear on character
templates.

Attributes

The 9-13 range is suitable for most
characters. “Adventuring” templates
should have one or two above-average
scores, but those for most normal jobs
should leave everything at 10.
Remember that an 11 or 12 is note-
worthy, and that a 13 or 14 is excep-
tional - see How to Select Basic
Attributes (p. 14). Dramatic templates
are a special case, as it often serves the
purposes of drama for an archetype to
have extreme attributes. Still, try to
avoid excessive stereotyping.

Example: We see our knight as a
capable warrior, so we give him supe-
rior physical attributes: ST 12 [20],
DX 12 [40], and HT 12 [20]. To reflect
his wisdom and resolve, we give him
IQ 11 [20] - he is supposed to be a
wise leader, not a genius. This comes
to 100 points.

Advantages

For occupational templates, list the
job's requirements (e.g., Languages for
a translator) or benefits (e.g., Clerical
Investment for a priest). Other possi-
bilities include “tricks of the trade”
(e.g., Combat Reflexes for a soldier)
and talents that would lead a person to
select this particular career (e.g.,
Night Vision for a thief).

For cultural templates, also consid-
er genetic and cultural traits (e.g., “All
Northerners  have  Temperature
Tolerance”), as well as Cultural
Familiarity (p. 23), Languages (p. 23),
and Social Regard (p. 86).

For dramatic templates, include
traits that are invariably found in liter-
ary and cinematic examples of the
archetype (e.g., Charisma or
Handsome appearance for a swash-
buckler).

Justify each advantage using an
argument similar to one of those
above — which means that most advan-
tages on a character template should
be learned or social in nature. Also, try
to avoid unusual advantages. If every
single character of a given type has a
rare advantage, it will dilute the value
of the advantage and possibly strain
the suspension of disbelief.
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Example: A knight requires Status 2
[10]. His Wealth should be at least
Comfortable [10], to cover his cost of
living and buy his expensive equip-
ment. This costs 20 points.

Disadvantages

For the most part, follow the advice
given for advantages. In the case of
occupational templates, avoid disad-
vantages that are liable to inhibit job
performance (e.g., Honesty for a
thief). Focus instead on those that are
likely to help with the chosen career
(e.g., Fat for a sumo wrestler) and
those that are expected (e.g.,
Disciplines of Faith or Vows for a
priest). Some professions tend to lead
to disadvantages, a few of which
might be so common that they merit a
place in the template (e.g., Social
Stigma for a thief).

Dramatic templates are often
defined almost entirely by their men-
tal disadvantages, and frequently have
“good” disadvantages or tragic flaws —
see Disadvantages for Heroes (p. 119).

Example: Our knight owes fealty to
his liege lord, so we give him Duty
(Liege lord, 9 or less) [-5]. Since he’s a
heroic knight out of fantasy, we also
give him Code of Honor (Chivalry)
[-15], Honesty (6) [-20], and Vow
(Never refuse a request for aid) [-15].
This comes to -55 points.

Skills

Pick the skills needed for the char-
acter to be competent at the role the
template describes. Avoid excessive
numbers of skills, but include all nec-
essary skills, a few skills that are com-
plementary but not vital, and perhaps
one or two skills that serve mostly to
provide background color.

When assigning skill levels,
assume that skill 12 suffices for “safe”
jobs (e.g., accountant or librarian)
and that skill 14 is plenty for “risky”
jobs (e.g., assassin or surgeon) —
including most “adventuring profes-
sions.” Save skill 16+ for those who
truly stand out in their field; don't
water down the value of high skill by
making it commonplace.

Of course, these guidelines assume
relatively realistic characters. Many
larger-than-life heroes have dozens of
skills at high levels. It is up to the GM
whether he wishes to encourage this
pattern of skill buying in his campaign.



Listing Skills

When listing skills, include all relevant information in the following

format:

Skill Name (Difficulty) Relative Level [Point Cost]-Actual Level

For instance, “Broadsword (A) DX+2 [8]-14.” This might look odd
now, but it makes things much more transparent when the time comes

to customize the character!

It can also be helpful to break down skill listings as follows:

Primary Skills: Vital skills, at level 12+ — or at 14+, if they are likely
to matter in life-or-death situations.

Secondary Skills: Helpful skills that it's hard to imagine the charac-
ter not having, at level 11+.

Background Skills: Anything else that fits, chosen for descriptive rea-
sons rather than utility, usually at a lower level than primary and sec-
ondary skills.

Examples: Our knight is an adven-
turer first, so we make his primary
skills Broadsword-14 [8], Lance-14
[8], Riding (Horse)-12 [2], and
Shield-14 [4]. We make his leadership
abilities secondary: Leadership-11 [2]
and Tactics-11 [4]. Finally, we add
Armoury (Melee Weapons)-10 [1] and
Heraldry-10 [1] as background skills,
to cover his knowledge of arms and
armor. Total cost is 30 points.

SETTING
THE PRICE

Total the cost of everything on
the character template. This is the
“template cost”: the number of
points the player must pay to pur-
chase the template.

If template cost comes to more
than 90% of the campaign’s starting
points (see Starting Points, p. 10), play-
ers are liable to find it restrictive. To
remedy this, lower attribute levels,
remove noncritical advantages and
skills, or add a few appropriate disad-
vantages. Alternatively, you can try to
optimize the template (see below).

If you still can’t get template cost
down to a reasonable level, it is likely
that the starting points you've selected
are less than ideal for the heroes you
see working well in the game world. Tt
might be a good idea to revise the
campaign power levell See Power
Level (p. 487) for advice.

Example: Our knight has spent 100
points on attributes, 20 on advantages,
-55 on disadvantages, and 30 on skills.
That’s 95 points, which is well within
the recommended 90% limit for a 150-
point campaign (135 points).

Optimization

Experienced players usually
attempt to minimize the point cost
and maximize the effectiveness of
their characters. New players are
unlikely to do so; therefore, it is a good
idea to optimize templates so that
characters built with them are not less
efficient than scratch-built PCs. There
are two main methods for doing this:

1. Select attribute levels that mini-
mize the cost of the chosen skills. For
instance, an Average skill at DX+2
level costs 8 points; six such skills
would cost 48 points. An Average skill
at DX+1 costs 4 points; six skills at this
level would cost only 24 points. By
lowering six skills from DX+2 to
DX+1, you could free up 24 points —
and if you then spent 20 points on DX,
you could raise DX by one level,
regain the original skill levels, and
save 4 points!

2. Add advantages that give skill
bonuses at discount rates — notably
Talents (see p. 89).

If you have trouble justifying this,
remember: templates are blueprints
for adventurers — exceptional charac-
ters built with more points than the
average person - so high attributes
and rare advantages are going to be
more common than in the general
population.

WRITING IT UP

Use the following format for the
final character template (illustrated
here using our heroic knight):

Heroic Knight
95 points
You are a brave knight out of fan-
tasy or fairy tales - strong, honorable,
a wise leader, and a skilled warrior.

Attributes: ST 12 [20]; DX 12 [40]; 1Q
11 [20]; HT 12 [20].

Secondary Characteristics: Dmg 1d-
1/1d+2; BL 29 lbs.; HP 12 [0]; Will

Discounts

Avoid the temptation — often carried over from other RPGs - to offer

a discount on template cost. A character built using a template should

be indistinguishable from an equivalent character designed from the

ground up.

Adjusting for Player Experience

When designing character templates, be sure that they take into
account the character-creation habits of your experienced players. For
instance, if all their warriors have Combat Reflexes and all their wiz-
ards have Magery 3, your templates should follow suit — even if the
“typical” warrior or wizard in the setting lacks this level of talent. This
puts the characters of inexperienced players who use your templates on
an equal footing with those of more experienced players.

CREATING TEMPLATES




11 [0]; Per 11 [0]; FP 12 [0]; Basic
Speed 6.00 [0]; Basic Move 6 [0].

Advantages: Status 2 [10]; Wealth
(Comfortable) [10].

Disadvantages: Code of Honor
(Chivalry) [-15]; Duty (Liege lord; 9
or less) [-5]; Honesty (6) [-20]; Vow
(Never refuse a request for aid)
[-15].

Primary Skills: Broadsword (A)
DX+2 [8]-14; Lance (A) DX+2
[8]-14; Riding (Horse) (A) DX
[2]-12; Shield (E) DX+2 [4]-14.

Secondary Skills: Leadership (A) 1Q
[2]-11; Tactics (H) IQ [4]-11.

Background Skills: Armoury (Melee
Weapons) (A) IQ-1 [1]-10; Heraldry
(A) IQ-1 [1]-10.

CUSTOMIZATION
NOTES

Give the player a few thoughts on
how he can make his character differ-
ent from other PCs built using the
same character template. For
instance, you might include a brief list
of useful traits to buy with leftover
points, advice on how to flesh out the
player-defined traits in the template
(e.g., self-imposed mental disadvan-
tages, Patrons, and the details of Ugly
appearance), or thoughts on appropri-
ate or necessary equipment.

Example: We mention that the
player should specify his knight’s coat
of arms and liege lord. He also needs
weapons, armor, and a mount! Since
Wealth (Comfortable) cannot cover all
that, we suggest using a few leftover
points to purchase additional Wealth -
or to buy his liege lord as a Patron
who can provide these things.

For an occupational template, this
is the place to note the job roll, month-
ly pay, and wealth level for the job -
see Jobs (p. 516). Job prerequisites
should appear in the template; there is
no need to reiterate them here.

ADDITIONAL
OPTIONS

Character templates need not be
“set pieces.” With a little extra effort,
you can greatly expand the versatility
of templates by building in tools that
let the player customize his character
in the course of buying the template.

Lenses

You can treat common variations
on templates as “lenses” through
which to view the basic design. A lens
is a package of advantages, disadvan-
tages, and skills that adds to the base
template, changing its emphasis. It
might be specific to just one template
or applicable to several (or all) tem-
plates in your campaign. Some lenses
are mutually exclusive; others can
“stack.”

A lens should not add traits that
oppose or that are redundant with
those on the base template(s). If this is
inevitable, explain what to do when
conflict occurs. A lens should also be
compatible with all other lenses the
player can select at the same time (but
don't worry about mutually exclusive
lenses).

The player adds the cost of any
lenses selected to the cost of the base
template and writes down both sets of
abilities.

Example: Tt is possible to represent
the “heroic knight” in our example as
a “warrior” template modified by
“heroic” and “knight” lenses:

Warrior
101 points
You are a fantasy warrior — a bar-
barian, knight, swashbuckler, or
someone else who lives by the sword.

Attributes: ST 12 [20]; DX 12 [40]; IQ
10 [0]; HT 12 [20].

Secondary Characteristics: Dmg 1d-
1/1d+2; BL 29 Ibs.; HP 12 [0]; Will
10 [0]; Per 10 [0]; FP 12 [0]; Basic
Speed 6.00 [0]; Basic Move 6 [0].

Skills: Armoury (Melee Weapons) (A)
1Q-1 [1]-9; Shield (E) DX+2 [4]-14;
and two weapon skills, each (A)
DX+2 [8]-14.

Lenses

Heroic (-9 points): You are wise, hon-
orable, and a leader of men. Add +1
IQ [20], Honesty (6) [-20], Vow
(Never refuse a request for aid)
[-15], Leadership (A) 1Q [2], and
Tactics (H) IQ [4].

Knight (+3 points): You are an invest-
ed knight, with all the attendant
privileges and  duties. Add
Comfortable [10], Status 2 [10],
Code of Honor (Chivalry) [-15],
Duty (Liege Lord, 9 or less) [-5],
Heraldry (A) 1Q-1 [1], and Riding

(Horse) (A) DX [2].
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Interactive Templates

Along with fixed character traits,
you may wish to include a number of
choices with identical point costs.
These can be specific (e.g., High Pain
Threshold or +1 ST; Chemistry-14 or
Mathematics-14) or general (e.g., any
DX/Average weapon skill at 15; any
three IQ/Hard sciences at 14), as long
as the point cost is the same. A good
compromise is to set aside a pool of
points that the player can spend on a
specific list of options however he
sees fit.

Once you are comfortable with
template design, consider using this
option for all your templates. It sim-
plifies the player's choices without
eliminating them and is an effective
stepping-stone to unassisted character
design. It is especially useful for men-
tal disadvantages, because it gives the
player more latitude in defining his
character’s personality.

Example: Not all knights use
broadswords; many prefer the mace.
On our heroic knight template, we
could replace “Broadsword (A) DX+2
[8]-14” with “Axe/Mace or Broad-
sword, both (A) DX+2 [8]-14” and let
the player choose.

We could also offer a choice of
mental disadvantages. Instead of
requiring Code of Honor, Honesty, and
Vow, we could say: “A total of -50
points chosen from Charitable [-15*],
Code of Honor (Chivalry) [-15],
Honesty [-10%], Selfless [-5*], Sense of
Duty [-2 to -20], Truthfulness [-5*],
and Vow [-5 to -15].” Note how disad-
vantages with variable values offer a
range of point costs, and how disad-
vantages that require self-control rolls
are marked (*) to indicate that they
might be at x.5, x1, x1.5, or x2 value,
depending on the self-control number.



The baseline character in GURPS
is human, but nonhumans are com-
mon in many game worlds. The col-
lection of traits that differentiate a
nonhuman species from humanity is
called a “racial template.”

Unlike character templates, racial
templates are not normally optional or
customizable - every member of a
species must purchase its racial tem-
plate, exactly as written. Furthermore,
racial templates are subject to a num-
ber of special rules that have ramifica-
tions in play, and may even include
“hidden features” that can affect out-
comes in the game.

CONCEPT

Before building a racial template,
you should develop a clear idea of
what it is you are designing. A racial
concept is not a character concept —
you are creating an entire species, and
must consider morphology, survival
strategies (biological, technological, or
magical), group behavior, and culture.

RACIAL TEMPLATES

What Is a Race?

A “race” is normally a biological
species — human, tiger, elf, Gray alien,
etc. — but you need not limit yourself
to this definition. A race might be a
genetically engineered subspecies, a
particular category of fantastic crea-
ture (for instance, “faerie” or “vam-
pire”), or a specific make or model of
construct (golem, robot, sentient
computer program, etc.). What mat-
ters is that every member of the group
possesses a common set of identifi-
able traits.

What Do They
Look Like?

A race’s appearance suggests many
of its racial traits. For instance, a
species with four arms needs to pur-
chase Extra Arms, because it has two
more arms than a human, which is an
advantage. Likewise, a species with
one eye should have One Eye, as its
lack of binocular vision puts it at a dis-
advantage next to a human.
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Be sure to distinguish between
purely cosmetic features and those
that actually affect play. Outward
appearance is often just a “special
effect,” and special effects should not
cost points — see Features and Taboo
Traits (p. 452). Only genuine differ-
ences in function, relative to a human,
call for definition in terms of attrib-
utes, advantages, and disadvantages.
Assigning point values to racial char-
acteristics unnecessarily is a sure-fire
way to make a multiracial campaign
confusing, if not unbalanced.

How Do They Think?

Decide how members of the race
act, and lend some thought to the
race’s dominant cultural background.
These things determine the race’s
mental traits, including racial skills.
Here again, be careful to distinguish
features that affect play from those
that do not.

The most challenging problem is to
determine how the race thinks. This is
crucial if you expect people to roleplay




members of the race! Humanity's two
primary motivations seem to be sex
and material comfort. Other races
might not share these drives. Of
course, any biological creature must
feel some instinct to preserve its young
and itself, or the race will vanish.
Races that lack this drive would have
psychologies that humanity would
find truly alien.

SELECTING
TRAITS

A racial template consists of attrib-
ute modifiers, secondary characteris-
tic modifiers, advantages, disadvan-
tages, quirks, and skills that apply to
every member of the race. A race may
also have features that do not have a
point cost but that do have in-game
effects.

Most of the mental and physical
traits in Chapters 1-3 are suitable as
racial traits. More rarely, social traits
are appropriate — for instance, an
entire race might enjoy Social Regard
or suffer from Social Stigma.

As the GM, you are free to assign
exotic (&) and supernatural (¥) traits
to racial templates as needed - even if
such traits are otherwise forbidden (in
which case nonhumans are likely to
be the only ones who have such traits).
A few traits explicitly note that they
are reserved for racial templates, and
cannot occur otherwise.

In all cases, make sure that the
traits you choose are in line with the
racial concept and, more importantly,
make sense.

Racial Attribute
Modifiers

If the ST, DX, IQ, or HT of an aver-
age member of a race differs from the
human norm of 10, that race has a
“racial attribute modifier.” This costs
+10 points per +1 to racial average ST
or HT, or +20 points per +1 to racial
average DX or 1Q.

A member of a race with such
modifiers pays for his personal scores
as usual, and then applies his racial
modifiers to find his final scores.

Example: A racial +10 to ST costs
100 points, while a racial -1 to IQ costs
-20 points. A racial template with
these modifiers notes “ST+10 [100]”
and “IQ-1[-20].”

PC Races vs. NPC Races

A “player character race” is one that the PCs can belong to at the
time of character creation. A “nonplayer character race” is one reserved
for NPCs under the GM’s control. There is no rule distinction between
a PC race and an NPC race. As the GM, you are free to assign a race to
either category — or even to move a race from one category to the other
during the course of the campaign.

Try not to be too restrictive, however. GURPS, being a generic sys-
tem, has rules for most situations. This makes it feasible to allow PCs
to belong to races reserved for NPCs in other games (ghosts, monsters,
robots, etc.) if the players and GM are up to the roleplaying challenge.

Player-Created Races

It is the GM'’s job to design the racial templates for his campaign.
The rules given here have fewer arbitrary limitations and balancing fac-
tors than do those for creating individual characters, because this is
intended to be a GM’s system, and the GM is free to decide what is bal-
anced in his campaign.

That said, the adventurous GM might allow an especially good play-
er or group to design races for their characters. This can be a major

time-saver for the GM in a campaign that calls for a plethora of non-
human species!
A few tips for GMs who wish to allow player-created races:

® Watch out for abuse. The lack of balancing factors in these rules
makes it possible to create a race that has a significant advantage in
effectiveness over the human race. Do not allow such races — at least,
not as PCs.

® Do not allow abilities (or combinations of abilities) that you do not
want in the PCs" hands, however balanced they may be. In particular,
keep an eye on exotic and supernatural traits. If a trait is strictly off-lim-
its to all PCs, then the race of the PC should be unimportant.

® Player-generated races work best in game worlds that already have
many different races, because “yet another race” will rarely upset the
campaign. Be sure to have a few ready-made PC races on hand for play-
ers who do not wish to create their own, however — and to serve as
examples for those who do.

® Be leery of player-created NPC races. In most game worlds, NPC
races are supposed to be somewhat mysterious. Mystery is hard to
maintain when the creator is a member of the party!

A member of this race buys a per-
sonal ST 9 [-10], IQ 14 [80]. He then
applies his racial attribute modifiers:
ST+10 gives ST 19, and IQ-1 gives I1Q
13.

Racial Secondary

Characteristic Modifiers

These work much as do racial
attribute modifiers. The main differ-
ence is the point cost: +1 to HP costs
+2 points; +1 to FP costs +3 points;
and +0.25 to Basic Speed or +1 to Will,
Perception, or Basic Move costs +5
points.
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Example: A racial -0.75 to Basic
Speed would cost -15 points. A racial
template with this modifier would
note “Basic Speed-0.75 [-15].”

A member of a race with such
modifiers calculates his basic second-
ary characteristics from his attributes
as usual, after applying all racial
attribute modifiers. He may buy these
characteristics up or down, as usual.
After that, he applies racial secondary
characteristic modifiers to find his
final scores.




Example: A member of a race with
DX+2, HT+1, and Basic Speed-0.75
buys a personal DX 12 [40], HT 12
[20]. His racial attribute modifiers
make this DX 14, HT 13. These attrib-
utes give Basic Speed 6.75. Next, he
buys his Basic Speed up to 7.75, for 20
points. At the very end, he applies his
racial Basic Speed-0.75 to get a final
Basic Speed 7.00.

Racial Advantages

and Disadvantages

A nonhuman race could conceiv-
ably possess almost any advantage or
disadvantage that an individual could
... within reason. When in doubt, the
GM should exercise common sense.

Traits related to build — Skinny,
Overweight, Fat, Very Fat, Dwarfism,
and Gigantism (see Build, p. 18) — are
relative to the racial norm. Theyre
valid for individuals, not races. To cre-
ate an entire race that is smaller or
larger than humanity, assign an
appropriate Size Modifier (see Size
Modifier, p. 19). This has no point cost
- the advantage of longer reach can-
cels out the disadvantage of being a
large target, while the disadvantages
of being short balance the advantage
of being hard to hit. Individual mem-
bers of such races can have any build;
e.g., an ogre with racial SM +1 could
take Dwarfism and have a personal
SM of 0.

Note that racial disadvantages do
not count against the campaign disad-
vantage limit (see Disadvantage Limit,
p. 11). This limit applies only to per-
sonal disadvantages. For instance, a
player in a campaign with a -75-point
disadvantage limit may take up to -75
points in disadvantages, regardless of
which race he selects for his PC.

Racial Quirks

It can be useful to assign a few
quirks on a racial basis to define a
race’s minor disadvantages or person-
ality traits. Use these sparingly, how-
ever - players are obligated to roleplay
their quirks, and too many racial
quirks can result in a complicated,
unplayable character.

Racial quirks do not count against
the normal limit of five quirks.

Features and

Taboo Traits
Many traits distinguish a race with-
out actually increasing or reducing its

capabilities. Such traits cost 0 points,
and fall into two categories:

Features: A “feature” is just a note
on how the race differs cosmetically or
physiologically from humanity when
that difference does not grant an
advantage or a disadvantage. For
instance, a human subspecies geneti-
cally modified to lack an appendix has
a feature; so does a fantasy race that
bears a magical mark from birth.
Faster and slower maturation are fea-
tures as well. A race’s native environ-
mental conditions are also features, if
they differ from the human norm
(humans are adapted to 1G of gravity,
have a temperature “comfort zone” of
35° to 90°, and breathe 78% nitro-
gen/21% oxygen at 1 atm of pressure).
A race that can tolerate a broader spec-
trum of conditions than humanity has
an advantage, however!

bonus allowed). Write this as, for
instance, “+1 to Forgery [2]” or “+3 to
Fast-Talk [6].” This trait does not actu-
ally grant the skill - it gives a bonus
whenever a member of the race rolls
against that skill or its default.

Treat a racial knack for a group of
related skills as a Talent (see p. 89).
Each +1 to those skills costs 5 points
for six or fewer skills, 10 points for
seven to 12 skills, or 15 points for 13
or more skills. The maximum bonus is
+4. If this is not a standard Talent,
note which skills get the bonus. (Keep
an open mind - some unusual things
might be “closely related” for a race
that thinks nothing like humanity!)

Racial ineptitude at one skill is a
flat -1 point for -4 to skill. This is just
a racial Incompetence quirk (see
p. 164), and is subject to all the usual
rules for Incompetence. To keep

Any biological creature must feel some instinct
to preserve its young and itself, or the race
would vanish. Races that lack this drive would
have psychologies that humanity would find

truly alien.

Taboo Traits: A specific advantage,
disadvantage, or skill might be off-
limits (“taboo”) for the race — that is,
no member of the race can possess
that trait. Given the number of possi-
ble choices, and the small odds that a
given character would actually take a
particular trait, this is not considered
a disadvantage. Often, “taboo traits”
result from racial disadvantages; for
instance, No Legs (Sessile) logically
forbids movement-related traits. To
keep a race fun to play, do not assign
excessive numbers of taboo traits,
and give a plausible cultural, psycho-
logical, or physiological reason for
each one.

Racial Skill Bonuses

and Penalties

A race with a particular gift for a
skill or a set of skills has an advantage,
while a race that is unusually inept
has a disadvantage.

Racial talent for one skill costs 2
points for +1 to skill, 4 points for +2,
or 6 points for +3 (the maximum
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things balanced, no race can be
incompetent at more than five individ-
ual skills (-5 points), and the affected
skills must be important in the game
world to qualify for points.

Evaluate racial incompetence at a
group of related skills like a Talent, but
put a minus sign in front of the cost.
For instance, -2 with 7-12 skills
would be a -20-point racial disadvan-
tage. A race can have only one “group
incompetence.”

The bonuses and penalties above
apply to all specialties of any affected
skills.

Effects of Experience: When an indi-
vidual improves a racially modified
skill, disregard the racial modifiers
and calculate the new level based sole-
ly on the points he spent. Apply the
racial skill bonus to his final skill level.
For example, a member of a race with
+1 to Fast-Talk would pay only 1 point
to have Fast-Talk at 1Q. If he wanted to
improve Fast-Talk to IQ+1 later on, he
would pay 1 more point.




Racially Learned Skills

A “racially learned skill” is an auto-
matic level of proficiency acquired by
every member of the race. It is usually
innate or instinctive. For instance, a fly-
ing race might possess racial Flight
skill, while a race with padded feet
might have Stealth skill on a racial
basis.

Price racially learned skills just as if
an individual character were learning
them; see the Skill Cost Table (p. 170).
Write them in the format used on char-
acter templates (see Listing Skills,
p. 448), calculating the final skill level
based on the racial average attribute
score. For instance, a race with DX+4,
HT-1 would have racial average DX 14,
HT 9, and would write “Flight (A) HT
[2]-9” and “Stealth (A) DX+1 [4]-15.”
The actual skill levels that an individual
member of the race enjoys vary accord-
ing to his personal attribute scores.

Effects of Experience: Members of a
race may improve racially learned skills
just as they would any other skill. For
instance, if a race has Flight at HT, it
would cost an individual member of
that race 2 points to increase his skill to
HT+1.

Racial Magic

Many races of fantasy and horror
are magical. Below are two possible
ways to handle magical powers.

Advantages: Any advantage might
stem from the race’s magical nature as a
“special effect” (see Advantage Origins,
p. 33). Such advantages require mana
to work. If regions without mana are
common in the campaign world, apply
the limitation “Mana Sensitive,” worth
-10%), to the cost of such abilities.

Racially Innate Spells: Every member
of the race might have the inborn abili-
ty to cast one or more spells; see
Chapter 5. Ignore the usual prerequi-
sites and buy the spells using the rules
for racially learned skills (above). Add
racial Magery, if any, to the race’s skill
level. Magery is not required for racial-
ly innate spells — but without Magery,
the race’s magic only works in areas of
high or very high mana (see Mana,
p. 235). A race that can only cast racial-
ly innate spells pays the usual 5 points
for Magery 0, but may buy Magery 1+
with a -40% Accessibility limitation:
“Racially innate spells only.”
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SETTING
THE PRICE

The point cost of a racial template
- called the “racial cost” - is the sum
of the point values of its constituent
traits. Anyone who wishes to play a
member of the race must pay its
racial cost. If racial cost is 0 points or
more, treat the template as an advan-
tage; if racial cost is negative, treat it
as a disadvantage. (It costs 0 points to
play a human, but there is no need to
note this, as characters are assumed
to be human unless they buy a racial
template.)

A template with a negative racial
cost does not count against the cam-
paign disadvantage limit, if any (see
Disadvantage Limit, p. 11). Individual
mental, physical, and social problems
are as likely for members of low-pow-
ered races as they are for humans and
members of high-powered races!

Players must normally purchase all
elements of a racial template as a unit,
and may only “opt out” of a given trait
with the GM’s permission. Opting out
of an advantageous trait saves points,
while opting out of a disadvantageous
one costs points. In both cases, pay
racial cost normally and note the
changes separately - for instance, “No
Infravision [-10]” or “No Bad Sight
[25]” See Omitting Racial Traits
(p. 262) for additional details.

SUB-RACES

A “sub-race” is a sizeable portion of
a race that differs significantly from
the racial norm. Examples include
extreme sexual dimorphism, true bio-
logical subspecies, half-breeds, and
radical mutations (or even upgrades,
in the case of robots).

Sub-races should share most of the
parent racial template, but with a few
important differences (and a match-
ing adjustment to racial cost). Write
up sub-races exactly as you would
“lenses” for a character template - see
Lenses (p. 449).

FILLING IN
THE BLANKS

After finalizing any racial template,
try to answer the following questions.
The answers will help you present the

race to the players and help them role-
play members of that race!

® What do they look like? How big?
How tall? What shape? What color?
Do they have hair? What color? Do
they have eyes? Do they have distinc-
tive markings? Do they have hands or
claws? What direction do their joints
bend?

® Were they created or did they
evolve? Where? What environmental
pressures combined to give them their
advantages and disadvantages?

® How do they live? How do they
govern themselves? Are they gregari-
ous or solitary in nature? If they are

gregarious, do they favor large cities,
small villages, or family groups?

® How do they think? Do they have
a racial philosophy? Do they have a
religion? Do they have many religions?
How do they react in an emergency?
Do they like new things, or are they
complacent? Can they be trusted?

® How do they get along with oth-
ers? Do they fight among themselves?
How do they react to new races?
Suspiciously? Enthusiastically? Do
they trade with other races? Are there

other races they particularly like or
dislike?

Character Cost vs. Racial Strength

Many GMs will want to create at least a few races with powers far
beyond those of normal humans. In game terms, this means a high
racial cost. This may create an apparent contradiction in the campaign:
“If these guys are so great, why don't they control the whole world?”

The most obvious answer is “They do!” There’s no reason why
humanity has to be the dominant race of the campaign. Mankind could
be an insignificant minor race or an audacious upstart to the ancient

civilizations of the nonhumans!

However, the GM needn't forsake superhuman races in an anthro-
pocentric campaign. The factors that allow individuals to excel are
quite different from those that allow one race to dominate another. An
anthropocentric story or campaign usually assumes that humanity has
several advantages, relative to other races, that would never show up on

a character sheet.

Humans are prolific. A woman can easily bear six to 12 children in
her lifetime; a man can father children with a huge number of women.
Other races might be strictly monogamous, tied to a complex fertility
cycle, or generally infertile, allowing humanity to dominate them
through sheer numbers. This is borne out in nature, where extremely
capable species — such as the dominant carnivores — inevitably have
smaller populations than “lesser” species.

Humans are aggressive. They tend to want money, property, and
power for its own sake. A pragmatic race might let the humans move
in and assume the burden of running things! They might insist on a few
basic rights, but not necessarily political power. Of course, an extreme-
ly powerful or supernatural race might pursue goals that humans can-
not comprehend, leaving humanity to do as it pleases.

Humans are organized. A superrace might never need to band
together for protection from nature as humanity’s ancestors did. Such
arace might be unable to withstand an organized human military cam-
paign or political program. Indeed, such a race might find real eco-
nomic and cultural benefit in accepting organization by humanity.

This discussion applies equally to extremely low-powered races vis-
a-vis humanity. The members of a hive mind or primitive horde might
be no match for us individually, but be more prolific, aggressive, and

organized than we are as a race!

CREATING TEMPLATES




CHAPTER SIXTEEN

ANIMALS AND

MONSTERS

An “animal” is any nonsapient natural
creature; for instance, a rhinoceros or a
tiger. A “monster” is any fantastic or unnat-
ural creature — either sapient, like a drag-
on, or nonsapient, like a flesh-eating slime
— that lacks a civilization. Both are consid-
ered characters, with racial templates (see
Chapter 15) that show how they differ
from human beings.

Since animals are normally nonsapient
and have few or no skills, and since mon-
sters are most often intended as adver-
saries for the PCs, the GM need not create
them as fully fleshed-out characters. If the
GM controls a creature, he can simply
refer to its unmodified racial template — or
just list a few combat statistics, if the thing
is intended as an opponent.

However, animals and monsters intend-
ed as PCs always require full statistics. The
GM might wish to create some animal and
monster NPCs as fully realized characters,
too. This is the difference between “a wolf”
and “the canny old wolf that terrorized the
village”!

COMMON
ANIMALS

Below are descriptions of a few com-
monly encountered beasts. Use these as
guidelines when assigning statistics to ani-
mals not listed here.

Apes

Apes are intelligent - too intelligent to
be really predictable. Animal Handling
rolls are at -1 with such creatures. Apes
attack in close combat by grappling and
biting, rather than by punching or kicking.
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Chimpanzee

A peaceful plant-eater. A chimp
won't fight unless it or its young are
threatened.

ST 11; DX 12;1Q 6; HT 12.

Will 10; Per 10; Speed 6; Dodge 9;
Move 7.

SM 0; 140 Ibs.

Traits: Arm ST +3; Bad Grip 2;
Brachiator; DR 1; Sharp Teeth;
Wild Animal.

Skills: Climbing-14.

Gorilla
A great ape.

ST 15; DX 12; IQ 6; HT 12.

Will 10; Per 10; Speed 6; Dodge 9;
Move 7.

SM +1; 400 lbs.

Traits: As chimpanzee.
Skills: Climbing-14.

Bears

When making reaction rolls for
bears, remember that grizzly, polar,
and cave bears are mostly carnivorous
and ill-tempered. Any mother bear
with cubs will be aggressive: -3 to
reactions!

A bear walking or running on four
legs is a two-hex creature. When it
stands on its hind legs to fight, it is a
one-hex creature.

Black Bear

A small, omnivorous bear.

ST 14, DX 11; 1Q 4; HT 13.

Will 12; Per 10; Speed 6; Dodge 9;
Move 7.

SM 0; 300 lbs.

Traits: Blunt Claws; DR 2; No Fine
Manipulators; Semi-Upright; Sharp
Teeth; Temperature Tolerance 2;
Wild Animal.

Skills: Brawling-13.

Grizzly Bear

ST 19; DX 11; IQ 4; HT 13.

Will 11; Per 10; Speed 6; Dodge 9;
Move 8.

SM +1; 800 lbs.

Traits and Skills: As black bear, plus
Bad Temper (9).

Polar Bear

ST 20; DX 11; IQ 4; HT 13.

Will 11; Per 10; Speed 6; Dodge 9;
Move 7 (Water Move 3).

SM +1; 1,000 Ibs.

Animal and Monster Statistics
Creature statistics in this chapter appear in an abbreviated form.

Attributes: These are racial averages, suitable for a typical encounter.
The GM might wish to increase ST for especially large specimens, or
decrease it for young or scrawny examples. Find racial attribute modi-
fiers for templates by subtracting 10 from the racial average score; e.g.,
the ST 14 listed for a black bear means its racial template would have

ST+4.

Secondary Characteristics: These, too, are racial averages. They are
derived from attributes using the usual formulas - but note that many
animals have racial Will, Perception, and Move modifiers. For damage,
see Damage for Animals (p. 460). Calculate Basic Lift normally, if need-
ed. Assume that HP equal ST and FP equal HT, unless noted otherwise.
Dodge is based on Basic Speed, and includes the +1 for Combat
Reflexes, if applicable. Size Modifier (SM) and average weight also

appear here.

Traits: A summary of the creature’s most important meta-traits,
advantages, and disadvantages, from the perspective of interacting with
humans. Most creatures have other traits, but these only matter when
creating a full-fledged racial template.

Skills: The creature’s significant skills, at racial average levels.
Assume that a creature with the Wild Animal meta-trait will also have
Survival skill in its native habitat at a level equal to its Perception.
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Traits and Skills: As grizzly bear, plus
Swimming-13.

Cave Bear
A prehistoric creature.

ST 23; DX 11;1Q 4, HT 13.

Will 11; Per 10; Speed 6, Dodge 9;
Move 7.

SM +1; 1,400 lbs.

Traits and Skills: As grizzly bear.
Cats

Cats are only domesticated in the
sense that they tend to hang around
human settlements. It is a very rare
trainer who can teach a cat a trick it
doesn't feel like learning . . .

House Cat
A domestic feline, kept as a pet,
familiar, or mouser.

ST 4; DX 14; 1Q 4; HT 10.

Will 11; Per 12; Speed 6; Dodge 10;
Move 10.

SM -3; 10 lbs.

Traits: Catfall; Combat Reflexes;
Domestic Animal; Night Vision 5;
Quadruped; Sharp Claws; Sharp
Teeth.

Skills: Brawling-16; Jumping-14;
Stealth-14.
Lion

A big, lazy cat, found in both plains
and jungle. Lions hunt in small
groups.

ST 16; DX 13; 1Q 4, HT 11.

Will 11; Per 12; Speed 6; Dodge 9;
Move 10.

SM +1 (2 hexes); 500 Ibs.

Traits: DR 1; Laziness; Night Vision 5;
Quadruped; Sharp Claws; Sharp
Teeth; Temperature Tolerance 1;
Wild Animal.

Skills: Brawling-15; Running-13.

Tiger
A solitary hunting cat, usually a
jungle dweller.

ST 17, DX 13; 1Q 4, HT 11.

Will 11; Per 12; Speed 6; Dodge 10;
Move 10.

SM +1 (2 hexes); 500 Ibs.

Traits: Combat Reflexes; DR 1; Night
Vision 5; Quadruped; Sharp Claws;
Sharp Teeth; Temperature
Tolerance 1; Wild Animal.

Skills: Brawling-15;  Stealth-13;

Swimming-13.




Individualizing Animals

The GM is not bound by the statistics given to ani-
mals, which describe typical creatures. Individuals

may vary!

Attributes
ST: May vary significantly — perhaps by as much as
20%, for large creatures. High ST is extremely valuable
for draft animals.
DX: Rarely varies by more than a point either way.
1Q: Realistically, this is fixed, as noted in the Domestic
Animal and Wild Animal meta-traits (see Mentality Meta-

Traits, p. 263). Even a one-point increase in IQ makes a
beast a genius of its kind. However, allowing an occa-
sional animal of any species to be IQ 6 makes for some
interesting pets!

HT: May vary by one or two points in either direction.

Secondary Characteristics
Any change in attributes will affect these scores nor-
mally. In addition:

HP: May vary by up to 20% in either direction, espe-
cially on a large creature.

Will: May vary by one or two points either way.
Strong-willed creatures tend to be ornery but hard to
spook — which is desirable for war beasts, less so for
pets.

Per: Rarely varies by more than a point either way.

FP: May vary by up to 20% either way.

Speed and Move: May vary a little bit. Even a one-
point increase can grossly inflate the price of a horse or
other mount.

Traits

Advantages and Disadvantages: These rarely vary
much - but feel free to give an animal mental disad-
vantages and quirks that reflect its personality. Unique
beasts might have other mundane traits; e.g., a horse
with Danger Sense or Luck.

Meta-Traits: Morphology meta-traits should never
change. However, Domestic Animal and Wild Animal
are interchangeable for a few species.

Skills

These are unlikely to vary much without training -
see Animal Training (p. 458).

Cost

Any improvement in an animal’s stats will increase
its market value. ST and FP are valuable for draft ani-
mals, Will for war beasts, Per for hunting animals,
Move for mounts, and IQ and skills for any trained ani-
mal. Likewise, inferior stats will decrease value. In the
absence of specific formulas, details are up to the GM.
A normally wild animal with Domestic Animal and
Mount skill would be worth a small fortune!

High Per is greatly prized in hunting animals!

Deer
Deer are swift herbivores, frequent-
ly hunted for food.

Red Deer
A large deer, common in medieval
Europe and still widespread today.

ST 12; DX 13;1Q 3; HT 12.

Will 10; Per 10; Speed 6.25; Dodge 9;
Move 9.

SM +1 (2 hexes); 200 Ibs.

Traits: Hooves; Impaling Striker
(Antlers); Quadruped; Weak Bite;
Wild Animal.

Skills: Running-13.

Dogs

Domesticated dogs are used for
hunting or as pets (or, if large enough,
as draft animals). There are many
breeds; statistics can vary greatly. Cost
ranges from negligible to $10,000+. A
healthy, trained dog — even a mongrel -
is always worth at least $200.

Large Guard Dog

ST9; DX 11; 1Q 4; HT 12.

Will 10; Per 12; Speed 5.75; Dodge 8;
Move 10.

SM 0; 90 Ibs.

Traits: Chummy; Discriminatory
Smell; Domestic Animal; Quadru-
ped; Sharp Teeth.

Skills: Brawling-13; Tracking-13
(bloodhounds have Tracking-15 or
better!).

Falcons

These birds of prey are commonly
used for sport hunting. A trained fal-
con — or one disturbed by a stranger —
might attack a human. A diving falcon
can reach Move 70!

Large Falcon

ST 3; DX 14; IQ 3; HT 10.

Will 10; Per 12; Speed 6; Dodge 9;
Move 2 (Ground).

SM -4; 5 Ibs.
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Traits: Acute Vision 3; Domestic (or
Wild) Animal; Enhanced Move 1
(Air Speed 24); Flight (Winged; Air
Move 12); No Fine Manipulators;
Sharp Beak; Sharp Claws.

Skills: Brawling-16.

Sharks

Some sharks are almost docile,
feeding primarily on whatever fish
happen to swim by at the wrong
moment. Those sharks aren’t any fun
atall.

Tiger Shark

A large, aggressive shark.

ST 19; DX 13;1Q 2; HT 12.

Will 10; Per 12; Speed 6.25; Dodge
10; Move 7 (Water).

SM +2 (4 hexes); 900 Ibs.

Traits: Bad Temper (9); Combat
Reflexes; Crushing Striker (Snout);
Discriminatory Smell; Doesn't
Breathe (Gills); Enhanced Move 1

(Water Speed 14; Costs Fatigue 2);



Ichthyoid; Pressure Support 2;
Sharp Teeth; Subsonic Hearing;
Vibration Sense; Wild Animal.
Skills: Brawling-15; Survival (Open

Ocean)-14.

Great White Shark

An apex predator!

ST 38; DX 10; IQ 2; HT 12.

Will 10; Per 10; Speed 5.5; Dodge 9;
Move 7 (Water).

SM +3 (7 hexes); 7,000 Ibs.

Traits: As tiger shark, plus Hard to
Kill 2.

Skills: Brawling-12; Survival (Open
Ocean)-14.

Snakes

Snakes are among the most com-
mon reptiles on Earth; they are found
in temperate or warmer climates on
six of the seven continents.

Python

A large constrictor. Statistics are
for a 15" Indian python, but lengths
can reach 30’

ST 13; DX 12; 1Q 2; HT 11.

Will 10; Per 10; Speed 5.75; Dodge 8;
Move 4.

SM 0; 225 1bs.

Traits: Cold-Blooded (50°); Constric-
tion Attack; Vermiform; Wild
Animal.

Skills: Stealth-12; Wrestling-13.

Rattlesnake

A common poisonous snake. Even
little ones are dangerous; the gigantic
diamondback described here (8’ long)
is deadly. Modifiers to HT roll for
venom: +1 if venom is immediately
sucked out; +2 if antivenin (TL6+) is
used.

ST 5; DX 13;1Q 2; HT 11.

Will 10; Per 10; Speed 6; Dodge 9;
Move 4.

SM -1; 15 Ibs.

Traits: Cold Blooded (50°); Fangs;
Toxic Attack 2d (Cyclic, 1 day, 4
cycles; Follow-Up, Fangs;
Resistible, HT-4); Vermiform; Wild
Animal.

Skills: Brawling-15; Stealth-13.

Wild Boars

Wild hogs are hunted for food - but
theyre dangerous game. Boars are
smart, evil-tempered, and likely to
attack even when encountered by
accident. They try to knock a man
down with a slam and gore him while
he’s down. Sows are less aggressive
and smaller (give them lower ST and
weight).

PETS AND TRAINED

Ordinary trained animals are prop-
erty purchased with cash, not advan-
tages bought with points. The GM
controls their actions — but the better
a beast’s training, the more likely it is
to do what its owner wishes.

These rules do not apply to unique
animal companions, such as familiars.
For a creature like that, determine its
point total as a character, and then see
Allies (p. 36) to find its point cost as an
advantage.

ANIMAL
TRAINING

To train an animal, you must know
the appropriate specialty of Animal
Handling skill (p. 175). The level of
training an animal can absorb
depends strictly on its 1Q:

1Q 2 - Average reptile. It can learn to
come when called for food and rec-
ognize its master, and not to attack
him (usually!).

1Q 3 - Average horse or hawk. Tt can
learn commands appropriate to its
work - hunting commands for a
hawk, riding or pulling commands
for a riding or draft animal, etc. -
and general tolerance for all
humans or for specific masters
(trainer’s choice). It knows its
name and comes when called (if it
feels like it).

1Q 4 - Average dog. As above, plus
“fetch,” “attack,” “find,” “sit,” etc.,
as appropriate for the species. It
tries to warn its owner of dangers it
perceives, and fights — and even
dies - for its master.
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Large Boar

ST 15; DX 12; IQ 5; HT 14.

Will 12; Per 12; Speed 6.5; Dodge 10;
Move 8.

SM +1 (2 hexes); 400 Ibs.

Traits: Bad Temper (9); Combat
Reflexes; Cutting Striker (Tusks);
DR 2; Quadruped; Wild Animal.

Small Boar
A javelina or peccary.

ST 8; DX 12; 1Q 5; HT 12.

Will 12; Per 12; Speed 6; Dodge 10;
Move 7.

SM -1; 45 lbs.

Traits: As large boar, but only DR 1.

Wolves

These wild carnivores hunt in
packs. They can be domesticated,
more or less, but never like a dog.

Timber Wolf

ST 10; DX 12; 1Q 4; HT 12.

Will 11; Per 14; Speed 6; Dodge 9;
Move 9.

SM 0; 120 lbs.

Traits: Discriminatory Smell; DR 1;
Night Vision 2; Quadruped; Sharp
Teeth; Temperature Tolerance 1;
Wild Animal.

Skills: Brawling-14; Tracking-14.

ANIMALS

1Q 5 - Average monkey. As above, but
with more complexity. The GM
may allow anything he ever saw a
trained animal do in the movies. . .

Find training time by comparing
the 1Q level of the training to the ani-
mal’s actual 1Q score on the table on
p. 459. These times assume the train-
er works with the creature for about
four hours a day, in a pair of two-hour
sessions.

This table gives the time needed to
train the animal to the general level
given above. To teach a specific new
trick - if the GM agrees the animal can
learn it — allow 14 days for an IQ 5
creature, 30 days for one of 1Q 4, or 90
days for an IQ 3 animal.




IQ of IQ Level of Training
Animal 2 3 4 5
2 60 days Imp. Imp. Imp.
3 30 days 360 days Imp. Imp.
4 7 days 180 days 360 days Imp.
5 2 days 90 days 180 days 720 days

Imp.: Training to this IQ level is impossible.

Value of

Trained Animals
Training may affect the value of a
domestic animal, as follows:

IQ 2 creatures can learn so little
that training doesn't enhance their
value.

IQ 3 creatures are of little use
unless trained. Decrease the value of an
IQ 3 domestic animal by 1/3 if it is
“unbroken” (that is, untrained). Any
young specimen is automatically
unbroken and therefore cheaper.

IQ 4 creatures are assumed to be
trained to IQ 3 level when bought; if
not, decrease price by 1/3, as above.
When an IQ 4 creature is fully trained
to 1Q 4 level, increase its base value by
50%.

IQ 5 creatures follow the IQ 4 rule.
In addition, when an IQ 5 creature is
fully trained to IQ 5 level, double its
base value.

If a domestic animal (anything with
the Domestic Animal meta-trait) has
higher IQ than normal for its species, it
is worth much more when fully
trained: multiply by 4 for +1 1Q or by
10 for +2 IQ. For example, an IQ 5
horse is worth 10 times base value.

If a wild animal (anything with
the Wild Animal meta-trait) is cap-
tured and trained, its value goes up
markedly - especially if the creature

is intelligent or ferocious. Details are
up to the GM. All Animal Handling
rolls to train wild beasts are at -5.

RIDING AND
DRAFT ANIMALS

Below are descriptions of several
domestic animals kept for riding and
draft purposes. If you are using minia-
tures, a horse is considered a three-
hex figure, with the rider in the middle
hex. Donkeys and small mules are
two-hex figures. For mounted combat
rules, see p. 396.

Cost: The costs listed assume a
beast trained to IQ 3 level (see above).
Several factors can increase this price:

® Increases in ST raise cost by a
percentage equal to the ST increase.
(Very strong specimens might be
worth more than this formula would
indicate!)

® Increases in IQ raise cost as
described under Value of Trained
Animals.

® Increases in Move drastically
raise a riding animal’s value! Double
cost for +1 Basic Move, and quadruple
it for +2 Basic Move. Remember to
multiply Basic Move for Enhanced
Move, if any.

Other changes are up to the GM.

War-Trained Mounts
War-trained riding animals are worth more than other mounts.
Before TL4, they are taught to enter battle and fight savagely, even if
their rider is unhorsed. A trained warhorse is likely to attack anyone
other than its owner who approaches it! At TL4+, they are not taught
to fight, but to be reliable transportation, not afraid of gunfire or

screams.

At any TL, it takes a year of war training (after “basic” training to IQ
3 level) to get the mount fit to ride into battle. This doubles its value.
The statistics and cost given for the cavalry horse and heavy warhorse
under Riding and Draft Animals assume a beast with this training.

Up to three more years of training are possible, giving +1 per year
on all Riding and Animal Handling rolls in combat, and increasing base

value by 50% per year.
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Camels

A dry-plains native, the camel can
go for four days without drinking. Its
stubborn temper gives -4 to Animal
Handling rolls.

ST 22; DX 9;1Q 3; HT 12.

Will 11; Per 12; Speed 5.25; Dodge 8;
Move 7.

SM +1 (3 hexes); 1,400 lbs.

Traits: Bad Temper (12); Domestic
Animal; Enhanced Move 1
(Ground Speed 14); Hooves;
Peripheral Vision; Quadruped;
Reduced Consumption 3 (Water
Only); Stubbornness; Weak Bite.

Skills: Survival (Desert)-12.

Cost: $1,500.

Donkeys, Horses,
and Mules

These animals were domesticated
in Europe and Asia before recorded
history. They were introduced to the
Americas in the late 15th and 16th
centuries.

Cavalry Horse
A light warhorse.

ST 22; DX 9;1Q 3; HT 11.

Will 11; Per 12; Speed 5; Dodge 9;
Move 8.

SM +1 (3 hexes); 1,400 lbs.

Traits: Combat Reflexes; Domestic
Animal; Enhanced Move 1
(Ground Speed 16); Hooves;
Peripheral Vision; Quadruped;
Weak Bite.

Skills: Brawling-10; Mount-12.

Cost: $4,000.

Donkey
Sturdy, but too small for an adult
to ride.

ST 15; DX 10; IQ 3; HT 11.

Will 11; Per 12; Speed 5.25; Dodge 8;
Move 5.

SM +1 (2 hexes); 500 Ibs.

Traits: Domestic Animal; Enhanced
Move 1/2 (Ground Speed 3);
Hooves; Quadruped; Weak Bite.

Cost: $1,000.

Draft Horse

ST 25; DX 9; 1Q 3; HT 12.

Will 10; Per 11; Speed 5.25; Dodge 8;
Move 6.

SM +1 (3 hexes); 2,000 Ibs.




Traits: Domestic Animal; Enhanced

Move 1 (Ground Speed 12);
Hooves; Peripheral  Vision;
Quadruped; Weak Bite.

Cost: $2,000.

Heavy Warhorse

ST 24, DX 9; IQ 3; HT 12.

Will 11; Per 12; Speed 5.25; Dodge 9;
Move 7.

SM +1 (3 hexes); 1,900 Ibs.

Traits: As cavalry horse, but with Bad
Temper (12) and Enhanced Move 1
(Ground Speed 14).

Skills: Brawling-12; Mount-13.

Cost: $5,000.

Large Mule

ST 22; DX 10; IQ 3; HT 12.

Will 12; Per 12; Speed 5.5; Dodge 8;
Move 6.

SM +1 (2 hexes); 1,400 Ibs.

Traits: As donkey, but Enhanced
Move 1/2 (Ground Speed 9) and
sterile.

Cost: $2,000.

Pony

ST 18, DX 10; IQ 3; HT 11.

Will 11; Per 12; Speed 5.25; Dodge 8;
Move 7.

SM +1 (3 hexes); 800 Ibs.

Traits: As draft horse, but Enhanced
Move 1 (Ground Speed 14).
Cost: $1,500.

Racehorse
Some are faster!

ST 20; DX 9;1Q 3; HT 11.

Will 11; Per 11; Speed 5; Dodge 8;
Move 9.

SM +1 (3 hexes); 1,100 Ibs.

Traits: As draft horse, but Enhanced
Move 1 (Ground Speed 18).

Skills: Mount-12; Running-12.

Cost: $4,000+.

Saddle Horse

An ordinary riding horse.

ST 21; DX 9;IQ 3; HT 11.

Will 10; Per 12; Speed 5; Dodge 8;
Move 6.

SM +1 (3 hexes); 1,200 Ibs.

Traits: As draft horse.
Skills: Mount-11.
Cost: $1,200.

Small Mule

ST 18; DX 10; IQ 3; HT 12.

Will 12; Per 12; Speed 5.5; Dodge 8;
Move 5.

SM +1 (2 hexes); 800 Ibs.

Traits: As donkey, but sterile.
Cost: $1,000.

Elephants
Often domesticated. Intelligent,
loyal, and hardworking.

ST 45; DX 12; IQ 5; HT 12.

Will 10; Per 10; Speed 4; Dodge 7;
Move 4.

SM +3 (10 hexes); 12,000+ 1bs.

Traits: Crushing Striker (Tusks);
Domestic (or Wild) Animal; DR 4;
Enhanced Move 1 (Ground Speed
8); Peripheral Vision; Quadruped
(but replace No Fine Manipulators
with One Arm); Trunk (Extra-
Flexible; Long, +1 SM; Weak, 1/4
ST); Weak Bite.

Cost: $10,000.

Oxen

Oxen are steers trained to work in
the fields. They are hardier and easier
to keep than horses.

ST 27; DX 8; 1Q 3; HT 12.

Will 12; Per 10; Speed 5; Dodge 8;
Move 4.

SM +2 (3 hexes); 2,500 Ibs.

Traits: Domestic Animal; DR 2 (Skull
only); Enhanced Move 1 (Ground
Speed 8); Impaling Striker (Horns);
Neutered; Quadruped; Weak Bite.

Cost: $1,500.

FANTASY MONSTERS

Here are three sample monsters from

fantasy. If the GM changed the names and
filed off the serial numbers, they could
work equally well in a science-fiction
background!

Basilisk

This creature resembles a small snake
with a hideous face and a crested head. It
attacks with a “death gaze”: if it meets its
victim’s eyes, it can kill using the power of
its mind.

ST 2; DX 12;1Q 3; HT 12.

Will 10; Per 10; Speed 6; Dodge 9; Move 4.
SM -3; 2 Ibs.

Traits: DR 1; Toxic Attack 3d (Maledic-
tion 1; Psychokinetic; Vision-Based);
Vermiform; Wild Animal.

Damage for Animals

Basic damage for a beast is thrust for its ST, found by consulting the
Damage Table (p. 16). Modify this as follows:

A bite does thrust-1. Weak Bite, common for large herbivores, gives
an extra -2 per die. A bite is crushing unless the creature has Sharp
Teeth (cutting) or Fangs (impaling).

A claw does thrust-1, like a punch. Blunt Claws give +1 per die,
and damage is crushing. Sharp Claws give no bonus, but inflict cutting
damage.

A kick does thrust. Blunt Claws or Hooves give +1 per die, and inflict
crushing damage; Sharp Claws give no bonus, but cause cutting dam-
age. The Quadruped meta-trait includes Horizontal (p. 139), which
gives -1 per die to kicking damage to creatures without Claws. For large
herbivores, this cancels out the +1 per die for Hooves.

Most other attacks (horns, tusks, etc.) are Strikers (p. 88). These
inflict thrust damage, at +1 per die. Damage type depends on the Striker.

Gryphon

The gryphon is a beautiful creature,
with the head, wings, and forefeet of an
eagle, and the hindquarters of a lion. It is
immune to abilities that affect

Predators and combat-trained animals often have Brawling at
DX+2 level or better. This adds +1 per die to basic thrust damage for
any of these attacks!
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only mammals or only birds, as it is
neither!

A gryphon can be tamed if cap-
tured young, but at -3 to Animal
Handling skill. An untamed gryphon
in good health might sell for $5,000; a
tame one is priceless, and will not
cooperate with anyone except its
trainer.

ST 17, DX 12;1Q 5; HT 12.

Will 11; Per 12; Speed 6; Dodge 10;
Move 6 (Ground).

SM +1 (2 hexes); 600 Ibs.

Traits: Acute Vision 3; Combat
Reflexes; DR 2; Enhanced Move 1
(Air Speed 24); Flight (Winged; Air
Move 12); Quadruped; Sharp Beak;
Sharp Claws; Wild Animal.

Skills: Brawling-14.

Strix

A strix (plural striges) is a blood-
sucking, birdlike creature about the
size of a crow, with a long beak and
large eyes. Striges are nocturnal. A
strix attacks with its long, barbed
beak. If the attack penetrates armor,
the strix sucks its victim’s blood.

Striges have excellent aim, and can
even attack through the eyeslits of a
helm. Only two striges can strike thus
in a second, but a successful hit can
also blind the eye!

ST 5; DX 15;1Q 4; HT 11.

Will 10; Per 10; Speed 6.5; Dodge 9;
Move 2 (Ground).

SM -1; 18 Ibs.

Traits: Bloodlust (9); Flight (Winged,;
Air Move 12); Night Vision 5; No
Fine Manipulators; Vampiric Bite;
Wild Animal.

Skills: Brawling-17.

ANIMALS IN COMBAT

To play animals realistically,

remember that:

® Most animals fear man and flee
rather than attack. Exceptions include
a mother defending her young; an
insect swarm defending its nest; an
old or wounded “man-eater” predator;
a creature so stupid it doesn’t realize
men are dangerous; a creature so
powerful men aren't dangerous; or a
large  herbivore (bison, rhino,
Triceratops), which might charge any-
thing out of sheer orneriness.

® In a balanced ecology, predators
are comparatively rare, prey species
common.

Use the combat rules in Chapters
11-13 for animals, just as you would
for humans, with special attention to
Multi-Hex Figures (p. 392) and
Trampling (p. 404). A few other notes:

Reach: A beast’s reach is “C” (“close
combat only”) unless its description
notes otherwise. Most animals initiate
combat with a grapple or a slam, fol-
lowed by an attempt to crush the foe
or tear him to pieces in close combat.

Defense: Animals usually defend by
dodging. Dodge is Basic Speed + 3,
dropping all fractions. Most animals
have No Fine Manipulators (included
in Ichthyoid, Quadruped, and
Vermiform) and, therefore, cannot
parry. Those with manipulators (e.g.,
apes) can parry. Unarmed Parry is
(DX/2) + 3 or (Brawling/2) + 3. No nat-
ural animal can block. Many animals
have Combat Reflexes, which adds +1
to defenses.

Swarm Attack Examples
Bats. A “swarm” is about a dozen carnivorous bats. Flies at Move 8.
Does 1d cutting damage per turn. Armor protects with its normal DR.

Dispersed after losing 8 HP.

Bees. A “swarm” is about 1,000 common bees. Flies at Move 6.
Stings for 1 HP of injury per turn unless the victim is completely pro-

tected. Dispersed after losing 12 HP. Will give up the attack if foe is
chased 50 yards from hive. Note that bothering a hive may get several
such swarms after you!

Rats. A “swarm” is about a dozen rats. It has Move 4. Does 1d cut-
ting damage per turn. Armor protects with its normal DR. Dispersed
after losing 6 HP.

Armor: A creature’s hide, shell, fur,
etc. may give DR, as indicated in its
Traits entry.

Swarm Attacks

Treat a group of small creatures as
a unit when it attacks. This “swarm”
fills one hex on a combat map. A
swarm attacks the victim(s) in its own
hex (if you are not using a combat
map, it attacks one person per sec-
ond), and will not change victims
without a good reason.

A swarm attack hits automatically -
there is no attack or defense roll.
Every turn until it is dispersed, it does
the listed damage to its victim(s).

Special clothing (a wetsuit or bee-
keeper’s suit, or high-tech airtight
armor) may protect against some
types of swarm. Against tiny creatures
like insects, ordinary clothing gives
complete immunity for two seconds,
while low-tech armor protects for five
seconds; then the bugs get in and the
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protection  becomes  worthless!
Against larger creatures like rats,
armor protects indefinitely with its
normal DR.

Special tactics may work on some
types of swarms. For instance, one can
destroy bees with insecticide or baffle
them by leaping into a pond. This is
up to the players’ cleverness and the
GM’s common sense.

Attacking a Swarm: Any attack
against a swarm hits automatically.
The swarm gets no defense roll. (A
swarm of hard-to-hit creatures just
requires more damage to disperse.) A
swarm takes damage as if it were
Diffuse - see Injury to Unliving,
Homogenous, and Diffuse Targets
(p. 380). Shields can crush flying crea-
tures; a shield does 2 HP per turn, and
can attack at the same time as a
weapon. Stomping does 1 HP per turn
to nonflying vermin, and can be done
while attacking with a weapon.




CHAPTER SEVENTEEN

TECHNOLOGY

AND ARTIFACTS

Nearly every game world features gad-
getry of some kind, ranging from primitive
to futuristic . . . and often including things
which are magical or just weird. These
rules describe how to create and use all
kinds of devices, what happens when they
are damaged, and how to fix them.

VEHICLES

A vehicle might be little more than a
means of getting somewhere. But it could
be a source of extra firepower . . . or even
part of a character concept! A fighter
plane or mecha might be the high-tech
equivalent of a knight’s trusty steed, and a
party on the move might call a pirate ship
or star cruiser “home” for adventure after
adventure.

VEHICLE
STATISTICS

The tables in this section give statistics
for common vehicle types, and note the
skills required to operate them. Some vehi-
cle systems, such as sensors or weapons,
may require additional skills not listed
here.

ST/HP: The vehicle’s ST and HP. These
are equal for a powered vehicle: the vehi-
cle’s mass determines both how powerful
its engine must be (ST) and how hard it is
to destroy (HP). For an unpowered vehicle,
this score is marked with a 1, and repre-
sents HP only; ST is 0. Unpowered vehicles
have Injury Tolerance (Homogenous); oth-
ers have the Machine meta-trait (p. 263),
which  includes Injury Tolerance
(Unliving).

Hnd/SR: The first number is Handling;
the second is Stability Rating. See Control
Rolls (p. 466) for details.
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HT: The vehicle’s HT, a measure of
reliability and ruggedness. Fragile
vehicles have an additional code: “c”
for Combustible, “f” for Flammable,
or “x” for Explosive.

Move: The first number is
Acceleration and the second is Top
Speed, in yards/second (double this to
get mph). These statistics are equiva-
lent to a character’s Move and his top
speed with Enhanced Move. For
ground vehicles, a * indicates a road-
bound vehicle, while a # indicates one
that must follow rails. For spacecraft,
divide Acceleration by 10 to find it in
Earth gravities (G), and note that ¢
means the speed of light (186,000
miles/second).

LWt.: Loaded Weight, in tons (1 ton
= 2,000 Ibs.), with maximum payload
and a full load of fuel. Actual weight is
often lower.

Load: The weight, in tons, of occu-
pants and cargo the vehicle can carry,
including the operator. To find cargo
capacity, subtract the weight of occu-
pants (for simplicity, assume 0.1
ton/person, including gear). To find
“curb weight” (with fuel but no other
payload), subtract Load from LWt.

SM: The vehicle’s Size Modifier.

Occ.: The number of occupants the
vehicle can carry in reasonable com-
fort, given as “crew+passengers”; e.g.,
2+6 means two crew and six passen-
gers. “A” indicates a vehicle built for
long-term accommodation, with room
to sleep, cook, etc. If the vehicle
affords the occupants special protec-
tion, there is an additional code: “S”
for Sealed (p. 82), “P” for Pressure
Support (p. 77), or “V” for Vacuum
Support (p. 96).

DR: The vehicle’s DR. Some vehi-
cles have different DR on various faces
or locations. The table lists the two
most important DR scores - for
ground vehicles, this is usually the
front DR and the average of side and
rear DR.

Range: The travel distance, in
miles, before the vehicle runs out of
fuel. For unpowered or exotic vehi-
cles, “~” means only provisions (food
and water) limit range. “F” means the
FP of the rowers or draft animals, and
stored provisions, limit range.
Spacecraft either omit this statistic or
use the entry to give faster-than-light
drive capabilities.

Cost: The vehicle’s cost, in $.
“K” means thousands; “M” means
millions.

Locations: The vehicle’s hit loca-
tions, besides its body. If a vehicle has
multiple instances of a location, a
quantity precedes the abbreviation,;
e.g., “3M” for a three-masted ship, or
“14D” for 14 draft animals. A vehicle’s
hit locations determine both how it
moves (see Basic Vehicle Movement,
below) and what parts can be hit in
combat (see Vehicle Hit Location
Table, p. 554).

separate description will detail

weapons and equipment.

BAsIC VEHICLE
MOVEMENT

When adventurers use a vehicle for
transportation, it is usually enough to
know how fast it can move (Top Speed,
in yards/second) and how far it can
travel (Range, in miles). The rules
below are for those occasions when
the details become important.

“Are you telling me that you built a time
machine . . . out of a DeLorean?”

“The way I see it, if you're going to build a
time machine into a car, why not do it with

some style?”

— Marty McFly and Doc Brown,
Back to the Future

e
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Location

arm

caterpillar tracks
draft animals
exposed rider

large glass windows
small glass windows
helicopter rotors

leg

mast and rigging
open cabin

runners or skids
retractable

large superstructure
or gondola

small superstructure
main turret
independent turret
wheel

a pair of wings
exposed weapon mount

xgi-—rﬂm

Draft: For a watercraft, the mini-
mum depth of water, in feet, it can
safely operate in.

Stall: For an aircraft, the minimum
speed, in yards/second, it must main-
tain to take off and stay airborne. “0”
means it can hover.

Notes: Any special capabilities or
problems the vehicle has. If the vehicle
has complex systems, footnotes or a
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Long-Distance

Movement

When covering significant dis-
tances, the following factors can be
more important than Top Speed and
Range.

Cruising Speed: Travel conditions,
safety considerations, and the need to
conserve fuel or energy mean that in
practice, ground and air vehicles typi-
cally use only 60-70% of Top Speed
when traveling long distances. An ani-
mal-drawn or rowed vehicle can only
use its Top Speed for a few minutes -
for the beasts or rowers, this is as
fatiguing as running! The highest sus-
tainable speed is about 75% of this,
which is as fatiguing as hiking. If the
beasts or rowers drop below 1/3 FP,
halve Top Speed.

Endurance: Divide Range in miles
by cruising speed in mph to determine
endurance in hours for situations
where “loiter” capability matters more
than range. The vehicle must carry
provisions in order to take advantage
of endurance in excess of one day.
Food and water are about 12 lbs. per
person per day, but won't keep for
more than a month before TL5 (at
TL5+, canned goods and similar
rations are available).




Ground Vehicle Table

TL Vehicle

TEAMSTER
0  Dogsled 27t 0/2
1 Chariot 227 02
3 Wagon 357 -3/4
4 Coach 53+ -2/3
DRIVING/TL (LOCOMOTIVE)
5 Locomotive 152 -2/5
DRIVING/TL (AUTOMOBILE)
6  Roadster 42 -1/3
6  Sedan 46 0/4
6 Jeep 52 0/3
7 Pickup Truck 55 0/4
7 Sedan 53 0/4
7  Van 68 -1/4
7 Sports Car 57 +1/4
8 Luxury Car 57 0/4
8 SUV 68 -1/4
DRIVING/TL (HEAVY WHEELED)
6  21/2-TonTruck 88 -1/4
7  Bus 100 -2/4
8 Semi-Truck 104 -1/5
DRIVING/TL (MOTORCYCLE)
6  Hvy. Bike 33 +1/2
7 Scooter 29 +12
7 Hvy. Bike 33 +1/2
8  Sports Bike 30 +2/2
DRIVING/TL (TRACKED)
7 APC 111 -3/5

ST/HP Hnd/SR HT

12¢
11c
12¢
12¢

11

of

10f
11f
11f
11f
11f
10f
1f
11f

11f
11f
12f

10f
10f
11f
10f

11f

Move LWt
6/6 0.29
4/9% 0.29
4/8* 0.84
4/9* 24
1/35¢ 28
2/22*  0.85
3/30* 1.3
2/32 1.6
3/50 2.2
2/55% 1.8
2/45% 35
5/75* 1.8
357 21
3/50 4
124 85
1/30*  14.7
2/55%  10.3
5/32* 04
327 03
8/55* 0.5
918* 042
1/20 12.5

[1] Draft animals are dogs for the dogsled, and horses for the

chariot, wagon, and coach.

[2] Hauls a 48’ semi-trailer. With the trailer, Hnd/SR is -3/4 and
Move is 1/30%. Trailer is HP 1001, Load 24, SM +5, and DR 3.

Watercraft Table

TL Vehicle ST/HP Hnd/SR HT
BOATING/TL (UNPOWERED)

0 Canoe 23+ +11 12¢
BOATING/TL (MOTORBOAT)

7  Inflatable

Boat 20 +2/2 11

7 Speedboat 50 +1/3 11f
SHIPHANDLING/TL (SHIP)

2 Penteconter 85+ -4/3 11c
3 Cog 147+ -3/4 12¢
6  Tramp Steamer 750  -3/6 11f

212

2/12
3/20

1/5
0.1/4
0.01/6

0.14
0.2
0.5

0.2

0.25
0.5
0.4
0.85

0.4
0.6
1.5

6.7
0.3

0.1
0.1
0.2
0.2

1.6

SM Occ. DR Range Cost

+1 1
+1 141
+2 1
+3 149
+5 1+l
+2 141
+3 143
+2 143
+3 2
+3 1+
+4 147
+3 143
+3 1+
+3  1+4
+4 142
+6  1+66
+4 142
0 1

0 1

0 1+1
0 1+1
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700

200
360
375
450
500
650
500
500
400

375
400
1,200

200
190
200
150

+4  2+11S 50/35 300

$400
$330
$680
$11K

$45K

$3.6K
$8K

$10K
$20K
$15K
$25K
$85K
$30K
$45K

$17K
$120K
$60K

$1.5K
$1K
$8K
$11K

$120K

Locations Notes

14DER
2DE2W
2DE4W
4DO4W

8W

04W
G4W
04W
G4W
G4W
gdW
GW4
G4W
G4W

G6W
G4W
GOoW

E2W
E2W
E2W
E2W

2CX

(1]
(1]
(1]
(1]

(2]

(3]

[3] “APC” means “armored personnel carrier.” The higher DR
applies only to attacks from the front. Mounts a machine gun
(7.62mm or .50) on an external mount on the roof.

IWt.  Load
0.3 0.2
0.6 0.5

2 1

12.5 7.5
85 60
14,000 9,000

[1] A “penteconter” is a Greek war galley with a sail and a
single bank of oars, favored by raiders and pirates. A “cog” (or
“roundship”) is a single-masted medieval sailing ship.

SM  Occ. DR

+1 2 2
+1 144 2
+2 149 3
+8 55 3
+7 18 5

+10  41+29A 30

Range

100
200

F

7,200

Cost Loc.

$200 O

$2K O
$I8K O

$14K MO
$23K M
$15M  ¢2S

Draft  Notes

6
13
25

(1, 2]
(1, 3]

[2] Using oars, with 50 rowers. Under sail, Range is “~” and
Move is 1/4 in a fair wind. Has a bronze ram, which adds +1 per

die of collision damage.

[3] Wind-powered. Weight includes ballast.

TECHNOLOGY AND ARTIFACTS




Aircraft Table

TL Vehicle ST/HP Hnd/SR HT Move IWt Load SM Occ. DR Range Cost Loc. Stall Notes
PILOTING/TL (LIGHT AIRPLANE)

6  “Barnstormer”

Biplane 43 +2/3 10f  2/37 09 02 +3 1+ 3 85 $55K O2WWi 23

7 Light Monoplane 45 +2/3 10f  3/70 1.15 03 +4 141 3 500 $150K  G2WWi 25
PILOTING/TL (LIGHTER-THAN-AIR)

6 Blimp 120 -4/3 10 1/38 18 4 +10 10A 1 2300 $3M © 0
PILOTING/TL (HEAVY AIRPLANE)

6 Twin-Prop

Transport 100 -2/3 126 2/114 128 3 +7 2421 4 1500 $340K g3WWi 34

7  Business Jet 84 0/3 11t 4275 92 16 +6 2+6P 5 1300 $10M  G3WWi 55
PILOTING/TL (HELICOPTER)

7 Light Helicopter 47 +2/2 10f  2/90 1.5 05 +4 143 3 225 $400K GH3Wr 0

7 Utility Helicopter ~ 70 0/2 10f  2/65 4.7 1.4 +5  2+12 3 300  $2M gH2R 0

8 Utility Helicopter ~ 87 +1/2 11f 3110 10 35 +5  3+14 520 370 $8M gH3W 0 [1]
PILOTING/TL (VERTOL)

9  AirCar 45 +2/3 11f 419 12 04 +3 1+3P 4 900  $500K G4W 0
PILOTING/TL (CONTRAGRAVITY)

A Grav Bike 30 +42 11 2080 04 02 0 1+1 3 1000 $25K E 0

A Grav Jeep 50 +3/3 12 10/100 2 1 +4 145 4 2000 $400K O 0

[1] Rotors have DR 20; all other locations have DR 5.

Spacecraft Table

TL  Vehicle STIHP Hnd/SR HT Move(G) LWt
PILOTING/TL (AEROSPACE)

9  Orbital Clipper 170 -23  10f 309,000 3G) 515
PILOTING/TL (HIGH-PERFORMANCE SPACECRAFT)

» Shuttlecraft 136 +2/4 12 20/c (2G) 100
A SarFreighter 500 05 11  15c(15G) 1,000

[1] The orbital clipper is a Space Shuttle replacement that can
boost to Earth orbit and make reentry. Uses ordinary Newtonian
space flight. Cost drops to M$70 at TL10+.

[2] Uses reactionless or gravitic thrusters to accelerate to light
speed (¢) - or whatever fraction of ¢ the GM sets as a limit. Star
drives and force fields, if any, are up to the GM.

Load SM Occ. DR Cost Locations Notes
10 +9 2+44SV 4  $350M - [1]
25 +6 1+10SV 100 $35M 3Rr [2]

400 +9 2+18ASV 100 $100M  3Rr2t [2,3]

[3] Has hyperspectral sensors (Hyperspectral Vision, with
360° Vision and Telescopic Vision 10) and radar (Radar, 500,000
yards, Targeting). Its two independent turrets can, at extra cost
($0.5M apiece), mount laser cannon: Damage 6dx5(2) burn, Acc
10, Range 100,000/300,000, RoF 4, Rcl 1.
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Convoys: Multiple vehicles travel-
ing in convoy or formation move at
80% of the speed of the slowest vehi-
cle, due to the need for station keep-
ing. On a successful Leadership roll,
use 100% of the speed of the slowest
vehicle. For long journeys, roll daily.

Control Rolls
A vehicle operator must make a
“control roll” - against Boating,

Driving, Piloting, etc., as appropriate —
in any potentially hazardous situation.
The GM may require a roll every few
hours in an ongoing situation such as
a fierce storm, or every few seconds in
combat!

Modifiers: The vehicle’s Handling
(Hnd) statistic modifies all control
rolls. For sudden deceleration or tight
turns, see Pushing the Envelope
(p. 395). Visibility modifiers (-1 to -9
for darkness, fog, etc.; -10 for total
darkness) apply if there is risk of colli-
sion; they aren’t important when try-
ing to weather a storm at 30,000 feet
or in the mid-Atlantic, but they're cru-
cial if you're zigzagging through
mountains, landing or taking off in an
aircraft, sailing just off a rocky coast,
etc. See the relevant vehicle skill for
other modifiers. The GM may assess
situational modifiers as he sees fit.

On a failure, the operator does not
perform the maneuver properly, or
fails to avoid the hazard. Failure by no
more than the vehicle’s Stability
Rating (SR) is a minor problem; e.g., a
car skids off the road, or a ship loses a
few hours of travel. More severe fail-
ure means a major problem; e.g., a
crash. The GM may allow a second
control roll, at a hefty penalty, to keep
a major problem from becoming a
total disaster; the modifiers should
depend on the exact action(s) the
operator takes. On a critical failure,
disaster is inevitable!

Large vehicles may require a
roll against both the master’s
Shiphandling skill and the crew’s aver-
age Crewman skill. Use the average
margin of success or failure.

Ground Travel

A ground vehicle moves on wheels,
runners, tracks, or legs, as indicated
by the notation in its Locations entry.
The average speed it can sustain on a
journey depends on the terrain and
the weather. See Hiking (p. 351) for

definitions of terrain and weather
conditions.

Terrain: Figure cruising speed in
mph from Top Speed in yards/second
as follows:

® Very Bad (deep snow, swamp):
Top Speed x 0.1 mph on wheels or
runners, Top Speed x 0.15 mph on
tracks, Top Speed x 0.2 mph on legs.

® Bad (hills, woods): Top Speed x
0.25 mph on wheels, Top Speed x 0.5
mph otherwise.

® Average (dirt road, plains): Top
Speed x 0.5 mph on wheels, Top Speed
x 1 mph otherwise.

® Good (paved road, salt flats): Top
Speed x 1.25 mph.

For a road-bound vehicle (e.g., a
normal car), use Top Speed only when
traveling on a road. Off road, use the
lower of Top Speed and 4 «x
Acceleration in these formulas.

Example: A luxury car with Move
3/57 gets an average travel speed of 57
x 1.25 = 71 mph on a paved road
(Good). On a dirt road (Average), it
could manage 57 x 0.5 = 28 mph. But
off road in Average terrain, it would
drop to 3 x 4 x 0.5 = 6 mph!

For a vehicle that follows rails (e.g.,
a locomotive), treat the rails as Good
terrain. However, the vehicle cannot
move at all off the rails!

These rates assume sustained trav-
el at a safe cruising speed. A vehicle
going flat out can move up to 60%
faster (e.g., Top Speed x 2 mph over
Good terrain, like a road), but the GM
may require hourly control rolls to
avoid a mishap, such as a collision.

Weather: This affects ground vehi-
cles just as it does hikers. Treat sleds
and snowmobiles as skates on ice and
as skis on snow.

Water Travel

A powered vessel moves at Top
Speed x 2 mph. A sailing craft moves
at Top Speed x 2 mph in ideal wind
conditions; actual speed can drop to a
fraction of this - or even zero -
depending on wind direction and
strength. A rowed vessel can only sus-
tain a speed of Top Speed x 1.5 mph
(and even this will eventually fatigue
the crew).

Currents can increase or reduce
speed directly — typically by a few
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mph, depending on the current. Heavy
seas (caused by high winds) usually
reduce speed. An unpowered vessel
faced with a storm may require
Shiphandling and Seamanship rolls
by captain and crew to avoid being
blown off course or worse.

Draft: “Draft” is the distance
between the vessel's waterline and its
keel. In water shallower than this, it
will run aground. Re-floating it
requires waiting for a change in tide,
or jettisoning ballast or payload. In
waters of unknown depth, it is best to
proceed slowly and cautiously! (Roll
against Area Knowledge to recall
depth, or against Navigation (Sea) to
read charts.)

Air Travel

An aircraft’s cruising speed is about
Top Speed x 1.6 mph. Powered air-
craft can reach Top Speed x 2 mph at
the cost of burning 50% more fuel,
reducing Range. Supersonic aircraft
(Move 360+) can only use their full
Top Speed at high altitudes where the
air is thin (15,000’ and above). At low
altitudes, Top Speed rarely exceeds
350-400 (700-800 mph).

The GM should require control
rolls for landings during bad weather
or visibility, and when traveling at
high speeds at very low altitudes or
through mountains. Winds and
storms affect balloons and airships
much as they do sailing vessels.

Ground Speed: A powered air vehi-
cle can usually taxi at up to 2/3 its stall
speed.

Space Travel

It takes about (0.10 x velocity in
yards/second)/(Acceleration in G) sec-
onds to reach a given cruising velocity.
A spacecraft moving at that velocity
takes roughly (0.5 x distance in
miles)/velocity hours to travel a given
distance. For comparison, the moon is
around 0.25 million miles from Earth,
and Mars is 34 million miles away at
its closest approach.

Example: To accelerate to a veloc-
ity of 90,000 yards/second in a space-
craft with an acceleration of 1.5G
would take (0.1 x 90,000)/1.5 = 6,000
seconds, or about 1.7 hours. At a
velocity of 90,000 yards/second, you
would reach Mars in (0.5 x
34,000,000)/90,000 = 189 hours.




It is common to give interplanetary
distances in “astronomical units”
(AU). One AU is 93 million miles, the
average distance from the Earth to the
Sun. Interstellar distances are often
given in light-years (5.865 trillion
miles) or parsecs (3.26 light-years).
Earth’s nearest stellar neighbor, Alpha
Centauri, is 4.3 light-years away.

For a spacecraft that uses a
Newtonian reaction drive (e.g., any
real-life rocket), Top Speed is really
“delta-v”: the maximum change of
velocity it can perform before running
out of reaction mass (rocket fuel, etc.).
Each acceleration or deceleration
“costs” a fraction of this delta-v.

To lift into low Earth orbit requires
Move 8,700. To achieve planetary
escape velocity and leave orbit requires
an extra Move 3,600. For other planets,
multiply these velocities by the square
root of (M/R), where M is planetary
mass in Earth masses and R is plane-
tary radius in Earth radii. In addition
to having sufficient delta-v, the space-
crafts acceleration must exceed the
planet’s gravity (1G, for Earth).

Travel through interplanetary space
requires using up the required delta-v
to achieve the desired velocity, coasting
as described above, then using delta-v
to slow to the velocity needed to enter
orbit at the destination.

Example: A spacecraft in Earth
orbit has a delta-v of 200,000. It uses
3,600 to break orbit and 90,000 to
accelerate to a cruising velocity (Move
90,000). It drifts at that speed for 1.5
hours to reach the moon, and then use
another 88,500 to decelerate to the
moon’s orbital velocity. Its remaining
delta-v is 200,000 - 3,600 - 90,000 -
88,500 = 17,900.

Some superscience space drives
don't have to worry about delta-v - the
spacecraft can accelerate constantly!
The only requirement for such a
spacecraft to leave a planet is that its
acceleration exceeds the planet’s grav-
ity. When it travels long distances, it
requires time in hours equal to the
square root of (50.8 x distance in mil-
lions of miles/Acceleration in G) to
complete the trip.

If a spacecraft is capable of faster-
than-light travel, its performance
depends on what kind of superscience
exists. The GM should design a drive
to suit his campaign. See the

Vehicle Weapon Mounts
Any weapon built into a vehicle is considered “mounted.” The type
of mount determines the weapon'’s stability and arc of fire. For the
effects of these mounts on ranged attacks from moving vehicles, see

Ranged Attack Modifiers (p. 548).

Arm Mount (TL8): If a vehicle has arms or strikers, these may con-
tain weapons or have hands to carry them. They attack using the rules

for handheld weapons.

Carriage (TL3): Some ships have weapons on wheeled carriages or
sleds, either on deck or firing through ports. Treat these as fixed
mounts, but skill is not limited to control skill, as the gun crew can use

ropes to aim the weapon.

External Open Mount (TL1): Also called a pintle mount, deck gun,
etc. Such a weapon can elevate to fire upward or swivel to fire in other
directions. However, it isn't actually in the vehicle; the weapon and its

crew have no protection.

External Stabilized Open Mount (TL7): As above, but with gyro-sta-
bilization to reduce penalties for firing on the move.

Fixed Mount (TL1): You aim the gun by aiming the vehicle; e.g., a
cannon in the nose of a jet fighter. The weapon can only shoot in one
direction. The mount specifies which: [F] to the front, [R] to the right,
and so on. The operator rolls against the lower of his Gunner skill or his

control skill to hit.

Hardpoint (TL6): Aircraft often mount weapon pods, bombs, or mis-
siles on pylons under their body or wings. Treat these as fixed mounts,
but apply a -1 to Accuracy. External weapon loads like this count as

encumbrance.

Stabilized Turret (TL7): As below, but with gyro-stabilization to keep
the weapon aimed at the target regardless of the vehicle’s motion.

Turret (TLS): This is a turret (or head) with weapons built into it. It
can swivel to change facing independently of the vehicle. Large turrets

are usually powered.

Hyperjump enhancement on the Warp
advantage (p. 97) for one possibility.

BAsic VEHICLE
COMBAT

“Vehicle combat” is any combat
that involves handheld weapons fired
from within a vehicle (e.g., bank rob-
bers shooting from a getaway car),
weapons mounted on a vehicle (such
as a fighter jet, tank, mecha, or spy
car), or attacks that use the vehicle
itself as a weapon (ramming, punch-
ing and kicking with the arms and legs
of a mecha, etc.).

In the rules below, a vehicle’s “oper-
ator” is the person at the controls. A
“control skill” is the skill the operator
uses to direct his vehicle; e.g., Driving
or Piloting. An “occupant” is anyone in
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or on the vehicle — operator, crew, or
passenger.

Tactical Combat with Vehicles:
When using the rules in Chapter 12
with vehicles, you can represent vehi-
cles with models or multi-hex coun-
ters drawn at three feet to the inch.

Maneuvers

Treat a vehicle as an extension of
its operator. It moves on the operator’s
turn, at his place in the turn sequence
(as determined by his Basic Speed). To
control his vehicle, the operator must
take a Move or Move and Attack
maneuver on his turn — but it’s the
vehicle that moves or attacks, while
the operator remains at the controls. If
the operator takes any other maneu-
ver, or is stunned or otherwise inca-
pacitated, his vehicle plows ahead
with the same speed and course it had
on the previous turn.




The vehicle’s other occupants take
their turns at their place in the turn
sequence. They may use vehicle sys-
tems, provided they are stationed next
to the appropriate controls and take a
suitable maneuver: Concentrate to use
instruments or electronics, Attack or
All-Out Attack to fire vehicular
weapons, etc.

Occupants leaning out windows,
standing on a deck, etc. may find
Attack or even All-Out Defense prefer-
able to All-Out Attack, as they will
have a defense if someone attacks
them instead of the vehicle. This mat-
ters most for vehicles with an exposed
rider (E), glass windows (G or g), or
open cabin (0), and for crew manning
exposed weapon mounts (X).

Bailing Out of a Moving Vehicle:
Anyone who jumps or falls from a
moving vehicle and hits the ground
suffers a collision with an immovable
object, at the vehicle’s speed. If the
vehicle was flying, add falling damage
as well. For details, see Collisions and
Falls (p. 430). To jump between two
moving vehicles, make a DX or
Jumping roll. Apply the penalty for
relative speed given on the Size and
Speed/Range Table (p. 550).

Movement During
Combat

As explained under Vehicle
Statistics (p. 462), a vehicle’s Move
score is split into two numbers:
Acceleration and Top  Speed.
Acceleration functions just like Basic
Move for a character; at this speed or
less, the vehicle has no special restric-
tions on movement. At higher speeds -
anything up to Top Speed - use the
High-Speed Movement rules (p. 394),
but substitute control rolls (see
Control Rolls, p. 466) for DX rolls.

Acceleration: A vehicle can acceler-
ate up to its Acceleration each turn. A
diving flyer may add 10 x local gravity
in Gs (1G on Earth) to this.

Deceleration: A powered, wheeled
ground vehicle can decelerate by 5
yards/second per turn. An animal-
drawn or tracked, walking, or slither-
ing ground vehicle can decelerate by
10 yards/second per turn. Most air and
water vehicles can decelerate by (5 +
Handling) yards/second per turn
(minimum 1 yard/second). These rates
assume safe deceleration. It is possible
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to decelerate further with a successful
control roll, as explained under
Pushing the Envelope (p. 395); failure
means a loss of control.

Control Rolls

The operator must make a control
roll whenever he attempts a risky
maneuver or encounters an obstacle,
and whenever his vehicle suffers
knockback or major damage. On a
failure, he loses control of the vehicle.
If you are using a rulebook that sup-
plies a “crash table” for that type of
vehicle, roll on the table; otherwise,
see the applicable paragraph below. In
addition to these results, a failed con-
trol roll always erases any accumulat-
ed bonuses for Aim maneuvers, and
gives a penalty equal to the margin of
failure to any attack from the vehicle
until the operator’s next turn.

Air Vehicle: Failure by the vehicle’s
Stability Rating (SR) or less means the
vehicle loses 5 yards of altitude and
decelerates by 10 yards/second. If it
was flying dangerously low or slow, it
could hit the ground or stall; other-
wise, it just blunders ahead. Failure by
more than SR, or critical failure,
means an uncontrollable dive, tailspin,
etc. If the vehicle was climbing, it
stalls, then starts to fall; otherwise, it
dives at Top Speed each turn. Either

way, on subsequent turns, the operator
must make a Piloting-5 roll to pull out!

Ground Vehicle: Failure by SR or
less means the vehicle skids and fails
to go in the intended direction if you
were trying to turn — or veers random-
ly left or right otherwise. The GM
determines if it hits something.
Failure by more than SR, or critical
failure, means it rolls or spins out and
crashes. It skids or rolls for a distance
equal to 1/3 its current velocity before
coming to a stop, and suffers falling
damage based on the velocity it had
when it lost control.

Water Vehicle: Failure by SR or less
means exactly what it does for a
ground vehicle. In addition, anyone
standing on an open deck must make
a ST or ST-based Seamanship roll to
hold on or be washed overboard.
Failure by more than SR, or critical
failure, means the vehicle capsizes!
Those on deck are tossed overboard
automatically. An “unsinkable” vehicle
like a surfaced sub, rubber raft, or
canoe can be righted. Other vehicles
simply sink.

Shooting through a window is unwise
if the vehicle is sealed, pressurized, or has

vacuum support.

Space or Underwater Vehicle: Failure
by SR or less means the vehicle charges
ahead or veers randomly instead of per-
forming the intended maneuver; if it
was trying to avoid an obstacle, it fails
to do so. A submarine also loses 5 yards
of depth, which might lead to a crash.
Failure by more than SR, or critical fail-
ure, results in severe stress. Make a HT
roll for the vehicle; on a failure, it suf-
fers stress-related damage: a leak,
engine failure, etc.

Weapon Fire from a Moving Vehicle

When using a weapon from a moving platform - be it a Tommy gun
from a getaway car, or a javelin from atop one of Hannibal’s elephants
— it’s usually harder to hit your target than when you're standing still or
moving yourself. The penalty depends on how rough the ride is and
whether you're using a weapon mount or a handheld weapon — see
Ranged Attack Modifiers (p. 548).

It's even harder to shoot straight if you don’t know when the vehicle
will weave or dodge! If the vehicle dodged and you aren’t the operator,
you have an extra -2 to hit, or -4 if flying.

Aiming on the move is particularly difficult. The combined bonuses
from aiming (Accuracy, extra turns of Aim, targeting systems, and brac-
ing) cannot exceed the SR of a moving vehicle unless the sights or
mount are stabilized. Also apply this limit when firing from a station-
ary vehicle that is bobbing in the water or floating in turbulent air. In
space, only apply this limit when maneuvering, not when moving in a
straight line.

It is also important to consider apparent relative speed. If two cars
are rushing toward each other on a collision course, the speed of one,
relative to the other, may be over 120 mph . . . but the apparent relative
speed is zero. Only apply speed penalties for crossing targets. Ignore the
speed of targets moving more or less directly toward or away from you.
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Attack

Mounted Weapons: Vehicle occu-
pants can attack with the vehicle’s
built-in weapons, provided they are
manning weapon stations. At TL6+,
many armed vehicles have targeting
systems (optical sights, radar, com-
puters, etc.) that add a bonus to the
gunner’s effective skill, just like a tel-
escopic sight. Most of these systems
only work if the gunner takes an Aim
maneuver. A good TL6 optical sight
might add +2 to skill. A typical TL7-8
system, with computerized laser- or
radar-directed fire control, would
give +3.

Ramming: The vehicle operator
can use the vehicle itself as a weapon;
see Collisions and Falls (p. 430).

Melee Attacks: If the vehicle has
arms or legs, the operator can use it to
punch, kick, grab, etc. as if it were an
extension of his body.

Handheld Weapons: The viability of
handheld weapons depends on the
vehicle and the situation. Shooters in
or on open vehicles, like jeeps and
motorcycles, can fire in almost any
direction. Occupants of enclosed vehi-
cles must shoot through or lean out of
an open window, door, hatch, port, or
firing slit. Shots fired through a glass
windscreen “star” it, rendering it
opaque; it takes a Ready maneuver to
clear away the broken glass. Shooting
through a window is unwise if the
vehicle is sealed, pressurized, or has
vacuum support — it may result in a
leak or explosive decompression!



If the operator fires a handheld
weapon, he must take a Move and
Attack maneuver. This gives him -2 to
hit or a penalty equal to his weapon’s
Bulk, whichever is worse - his atten-
tion is divided between driving and
shooting. Do not apply this penalty to
mounted weapon attacks, ramming
attempts, or vehicular melee attacks.

Defense

A vehicle’s operator may maneuver
evasively to avoid attacks on his vehi-
cle. Treat this as a dodge; see Dodging
(p. 374). A vehicle’s Dodge score is
(operator’s control skill/2) + vehicle’s
Handling, rounded down. For exam-
ple, a biker with Driving (Motorcycle)-
14 on a motorcycle with Handling +1
has a Dodge of 14/2 + 1 = 8.

The GM may require Dodge rolls to
avoid other hazards, such as baby car-
riages and potholes, or to maneuver
through tight spots. These could be
instead of control rolls, or to avoid dis-
aster after failed control rolls!

Occupants who are free to move
(not strapped in, etc.) may dodge
attacks specifically targeted on them,
but they get no defense against stray
shots or attacks that penetrate the
vehicle and go on to strike them.

Combat Results

and Hit Location

A vehicle suffers damage like any
other artifact. Certain hit locations
have special damage effects — see the
Vehicle Hit Location Table (p. 554) for
details.

Scaling Damage

Large vehicles such as tanks, warships, and starships can have huge
DR and HP scores, and their weapons can inflict massive amounts of
damage. To avoid excessive die rolling, it is best to adjust the damage
scale.

Decade Scale (D-Scale): Use this for battles involving tanks or ships
— or even supers. Divide DR, HP, and damage dice by 10 before combat
starts. Round fractions of 0.5 or more up. (Exception: If the converted
damage is under 1d, treat fractions up to 0.25 as 1d-3, fractions up to
0.5 as 1d-2, and larger fractions as 1d-1.) Convert damage multipliers

to dice first; e.g., 6dx25 becomes 150d, which scales to 15d. Do not
divide armor divisors.

Century Scale (C-Scale): Use this for combats involving Auge vehi-
cles, such as giant space battleships. Follow the rules above, but divide
by 100 instead of by 10.

Example: A tank has DR 700 and 300 HP; its main gun does
6dx30(2) and its machine gun does 7d. In D-scale, it would have dDR
70 and dHP 30; its main gun would do 6dx3(2) and its machine gun

would do 1d-1.

After the battle, multiply remaining HP by 10 or 100, as appropriate,

to convert back.

An attacker can sometimes target a
vehicle’s occupants directly. This is
only possible if the vehicle has an
exposed rider (E), glass windows (G or
g), or an open cabin (0), or if the occu-
pants are on a ship’s deck, cargo bed,
etc. A rider has no cover; someone in
an open or glass-windowed vehicle
has partial cover (legs, groin, and half
the torso). There is an extra -1 to shoot
into or out of a window unless the
occupant is actually leaning out.

There are usually dire consequences when a
vehicle’s operator is taken out of action.

Hit locations for a given vehicle
appear in the Locations column on the
relevant vehicle table, or in the vehi-
cle’s text description. Assume that
attacks are aimed at the vehicle’s body
(equivalent to the torso on a living
being) unless the attacker specifically
stated that he was targeting another
location. Alternatively, roll randomly
for hit location. In all cases, only
exposed locations can be hit; e.g., if a
tank is behind a hill and only its turret
is visible, the turret is the only valid
target.

Collisions

For the purpose of attack and
defense rolls, any attempt to use a
vehicle as a weapon is a slam (see
Slam, p. 368), with the operator
rolling against control skill to hit. If
the intent is to ram, calculate collision
damage normally. If the intent is to
force another vehicle off the road,
assess damage for a “side-on” colli-
sion, but damage is knockback only.
For details, see Collisions and Falls
(p. 430).
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Who's at the Wheel?

There are usually dire conse-
quences when a vehicle’s operator is
taken out of action (killed, fell off,
abandoned the controls, etc.). A one-
or two-wheeled vehicle, or a mecha
walking on two or three legs, rolls over
as if it had lost control. Other types of
vehicle just charge ahead until they hit
something - but roll 1d each turn. On
a 6, or any roll greater than the vehi-
cle’s SR, the vehicle goes out of con-
trol. Someone else can regain control,
but may need a few seconds to reach
the controls, depending on where he
was. If the former operator is incapac-
itated, skill rolls will be at -2 or worse
while his body remains in the way!

Leaking

A leak occurs when a floating vehi-
cle suffers penetrating damage to the
body below its waterline, a balloon or
airship takes any penetrating damage
to the body, or a submerged vehicle
takes penetrating damage to any loca-
tion but an external mount. Use the
Bleeding rule (p. 420), but replace the
First Aid roll to stop bleeding with a
Crewman roll to patch the hole.




There is a wide variety of electron-
ic gadgets in most TL6+ game worlds.
Among the most important of these —
for adventurers, at least — are commu-
nicators, sensors, and computers.

COMMUNICATORS

Standard communicators are
radios. They transmit signals by mod-
ulating the intensity, frequency, or
phase of long-wavelength electromag-
netic radiation. This limits them to the
speed of light (186,000 miles per sec-
ond); as a result, they are effectively
instantaneous for planetary commu-
nications but have a noticeable delay
over interplanetary distances. Note
also that ordinary radio frequencies
cannot penetrate more than a few
yards of water.

Depending on the TL and equip-
ment, communicators can send code,
voice, text, video, or data. Many TL8+
communicators incorporate satellite
links or computer systems as well.
See Communications and Infor-
mation Gear (p. 288) for the range,
cost, and weight of some sample
communicators.

Communicators use the rules
under the Telecommunication advan-
tage (p. 91), except that Electronics
Operation (Communications) skill
rolls replace 1Q rolls. To extend range,
make an Electronics Operation
(Communications) roll at -1 per 10%
added to range, to a maximum exten-
sion of 100%.

The Telecommunication rules also
give several alternatives to radio,
including laser and infrared commu-
nications. More exotic options are
available in some settings.

SENSORS

Sensors grant the operator one or
more sensory advantages (Infravision,
Telescopic Vision, etc.) while used.
Statistics for a number of sensors
appear in Chapter 8; see Law
Enforcement, Thief, and Spy Gear;
Optics and Sensors; and Weapon and
Combat Accessories (all p. 289).

Sensors fall into four broad
categories:

ELECTRONICS

Hands-Free Sensors: Sensors worn
as goggles, glasses, helmet visors, etc.
They require a Ready maneuver to
switch on or off, and function con-
stantly once activated. Visual sensors
replace unaided vision while active,
but typically restrict peripheral vision.
To get around this, take a Ready
maneuver to switch off or remove the
sensor.

Manual Sensors: Binoculars, hand
telescopes, metal detectors, radar
guns, and similar handheld devices
are generally more powerful and
longer-ranged than hands-free units,
but require one or two hands to oper-
ate. To use the sensor, the operator
must take continuous Aim maneuvers,
which prevents him from moving
quickly or attacking.

Sights: Sensors attached to a
weapon, camera, etc. — usually to help
aim it. To use the sights, the device to
which they are attached must be ready
(occupying one or two hands). If the
sensor is attached to a weapon, the
user benefits from it only while mak-
ing an aimed attack. To observe
through the sights without firing
requires Aim maneuvers, just as for a
manual sensor.

Vehicular or Mounted Sensors:
Long-range sensors mounted in a
vehicle or on a tripod. Most display
information on a screen or similar
readout. The user must sit, kneel, or
stand next to the sensor to operate it.
Some such sensors are “manual” (e.g.,
TL6-7 “analog” radar and sonar sets);
the user must operate the controls by
hand. Others are “hands-free” (e.g.,
digital sensors that display data on a
head-up display); the user can take
other actions while using them.

Using Sensors

If a sensor provides the user with a
completely new sense (e.g., radar, for a
human), he must roll against
Electronics Operation (Sensors). If it
just augments a sense he already pos-
sesses, he need only make an ordinary
Sense roll - although an unusually
complex sensor might call for a roll
against Electronics Operation or
another skill. For example, a human
would make a Vision roll to use an
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ordinary telescope, but a large astro-
nomical telescope might require an
Astronomy roll.

Passive Visual Sensors

These systems work like normal
vision, but extend the limits of human
sight. They are available in all four cat-
egories described above.

Telescopic  Optics:  Telescopes,
binoculars, electro-optical scopes, etc.
give Telescopic Vision (p. 92):

Magnification Level
2-3x 1
4-Tx 2
8-15x 3
16-31x 4

Further levels follow the same
progression.

Image Intensifiers (TL7): Most
often called “night vision” devices,
these electronically amplify ambient
light to generate a monochrome (usu-
ally green) picture. They do not work
in total darkness, fog, etc. They grant
Night Vision (p. 71); the level varies
from 7 at early TL7 to 9 at TL8+.
Better systems include electro-optical
magnification, giving Telescopic
Vision 1-4 on portable systems, more
on vehicular systems.

Thermal Imaging Sensors (TL3):
These detect the infrared spectra emit-
ted by objects at different tempera-
tures, and use this information to
build up a false-color television image
of the environment. They do work in
total darkness, smoke, etc. The user
sees as if he had Infravision (p. 60),
often with Telescopic Vision 1-3. Most
are two to three times as heavy and
four to six times as costly as image
intensifiers.

Hyperspectral Imaging Sensors
(TL9): These sensors process infrared,
visible, and ultraviolet light to create a
single image. This makes them
extremely effective at picking out cam-
ouflaged  objects.  They give
Hyperspectral Vision (p. 60) and
Telescopic Vision. These devices are
rare and expensive at TL8, but become
standard vehicular sensors at TL9+,
replacing thermal imaging sensors.




Active Sensors

“Active” sensors detect objects by
bouncing energy off them and analyz-
ing the returned signal. Radar (TL6),
imaging radar (TL7), and ladar (TL8)
emit electromagnetic radiation, while
sonar (TL6) uses sound.

Active sensors never suffer dark-
ness penalties. They can sense objects
out to their rated maximum range at
no range penalty; each doubling of
range beyond that gives -2 to skill. The
major limitation of all such sensors is
that specialized but inexpensive detec-
tors can detect the scanning pulse at
up to twice their range. Each technol-
ogy also has a number of specific capa-
bilities and drawbacks; for details, see
the Scanning Sense advantage (p. 81).

Before TL9, only vehicular or
mounted units are likely to provide an
actual picture of the surroundings. At
TL6-8, a portable active sensor (e.g., a
police radar gun) usually only gives
the range and speed of objects it
detects.

COMPUTERS

The programmable digital com-
puter first appears at TL7 and rapid-
ly becomes smaller, cheaper, and
faster at higher TLs. In some settings,
computers might even attain suffi-
cient computing power to achieve
sentience!

Complexity

Every  computer  has a
“Complexity” rating. This is an
abstract measure of processing power.
Each Complexity level represents
roughly a tenfold increase in overall
capability over the previous level. A
computer’s Complexity determines
what programs it can run. Each piece
of software has a Complexity rating,
too, and can only run on a computer
of that Complexity level or higher; e.g.,
a Complexity 2 program requires a
Complexity 2 computer or better.

Complexity also determines how
many programs a computer can run
simultaneously. It can run two pro-
grams of its own Complexity, 20 pro-
grams of one Complexity level less,
200 programs of two Complexity lev-
els less, and so on. For instance, a
Complexity 2 computer could run
two Complexity 2 programs or 20

Complexity 1 programs - or one
Complexity 2 program and 10
Complexity 1 programs.

The best mid-TL8 (2004-era) desk-
top systems are Complexity 4; more
typical systems are Complexity 2-3.

Data Storage

Every computer has a data-storage
capacity, rated in megabytes (MB),
gigabytes (GB), or terabytes (TB). One
GB is about 1,000 MB; one TB is
roughly 1,000 GB or 1 million MB.
Some computers have removable
media (e.g., disks) as well; their capa-
bilities depend on the setting.

Data Storage Table

Data Size
Lengthy novel 10 MB
Complete national

road atlas 100 MB
Navigation charts

of entire ocean

or country 1,000 MB (1 GB)
Plans of 100 small

or 10 complex

vehicles 1GB
Detailed global

navigation charts 100 GB
Public or school

library 100 GB
City or college

library 1,000 GB (1 TB)
Big city or

university library 10 TB
Large university or

copyright library 100 TB

Human mind 100 TB
Other Capabilities

A computer requires at least one
“terminal” if humans are to use it. The
computer may be integrated into this
terminal or located remotely. At TL7-
8, a terminal is, at minimum, a key-
board and monitor. At late TL8 and
beyond, voice recognition, virtual-
reality glasses and gloves, neural inter-
faces, etc. might replace such clumsy
hardware.

It is possible to connect a single ter-
minal to multiple computers, giving
the user access to them all. Without
special hardware, however, the user
can only work with one computer at a
time, and must take one second to
switch between computers.

If two computers are compatible
(GM'’s decision), it is possible to link
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them via cable or communicator. The
person trying to establish contact
must know the “address” of the other
computer (telephone number, num-
bered location on a network, etc.) and
any relevant passwords. Once in con-
tact, two computers with suitable soft-
ware can share data, and the less-pow-
erful computer can act as a terminal
for the more capable one.

Finally, any TL8+ computer
equipped with a microphone or cam-
era can act as a digital recorder, to the
limit of its data-storage capacity.

Software
The programs available depend on
the setting. Some general notes:

® Complexity: Every program has a
Complexity rating, as defined above.

® Capabilities: Some programs sim-
ply provide entertainment (e.g., a
video game) or a practical function
(e.g., e-mail).

Others give the user a bonus to per-
form a specific task. For instance,
financial software might give +1 to
Accounting when preparing taxes.
Treat such bonuses identically to those
for good equipment (see Equipment
Modifiers, p. 345).

Still others are mandatory for some
tasks - notably technical tasks at
TL8+. Without them, the user's skill
will operate at a lower TL. For exam-
ple, an engineer might require a
Complexity 3 CAD/CAM program to
design a jet; without it, his
Engineer/TL8 (Aircraft) skill might
function as Engineer/TL7. These pro-
grams are generally Complexity 2 at
TL7, Complexity 4 at TL8, Complexity
6 at TL9, and so on. A program of
higher than minimum Complexity
provides a bonus or reduces the time

required.
Programs intended for robots may
grant advantages, disadvantages,

skills, or even pre-programmed per-
sonalities! These can be hardwired or
modular (see Modular Abilities, p. 71).
® Cost: Most programs have a cost
in $. This is the price of a single, legal
copy, with documentation. Each com-
puter requires its own copy. It is possi-
ble to copy software for free, but this
is often illegal. But a computer can
run as many instances of a program as
its Complexity allows; it does not
require a separate copy per instance.




The GM may wish to let PCs invent
new technology in the course of the
campaign. The rules below cover real-
istic innovation at the inventor’s tech
level - or one TL in advance of that, at
most. For rules governing larger-than-
life inventors who can build more fan-
tastic gadgets, see Gadgeteering
(p. 475).

Before starting, the player must
describe to the GM what he wants to
invent and how he thinks it will work.
This will help the GM determine the
skills and equipment required, the
cost and time involved, and the diffi-
culty of the task. If the player’s
description is especially clear or
clever, the GM should give +1 or +2 to
all invention-related skill rolls.

REQUIRED
SKILLS

First, the GM decides on the
“invention skill” needed for the task,
based on the players description of
the invention. The inventor must
know this skill to have any chance of
success. Armor, vehicles, weapons,
etc. require the relevant Engineer spe-
cialty. Other inventions might call for
different skills: Alchemy for magic
potions, Bioengineering for biotech-
nology, Computer Programming for
software, Thaumatology for magic
spells, and so on.

At the GM'’s discretion, a particular
invention might also require skill in
one or more related subjects. For
instance, inventing a new telescope
might require Astronomy skill. If so,
the inventor rolls against the lower of
this skill or his invention skill in the
rules below.

Reinventing the Wheel
Adventurers may wish to “invent” devices of a lower TL than their
own. Reduce complexity by one step per TL by which the inventor’s TL
exceeds that of the invention, to a minimum of Simple. If suitable his-
torical reference materials are available, use the higher of the inventor’s
Research skill or his invention skill for the Concept roll.

NEwW INVENTIONS

They laughed at me at the university, the fools!
But I'll show them! I'll show them all!

COMPLEXITY

Next, determine the “complexity”
of the invention. This is entirely up to
the GM, who can assign complexity
arbitrarily, base it on the minimum
skill level required to come up with
the invention, or relate it to the retail
price of the item (especially for gadg-
ets listed in worldbooks or real-world
catalogs). Use the following table for
inspiration:

Modifiers: -6 if the invention is
Simple, -10 if Average, -14 if Complex,
or -22 if Amazing (for a computer pro-
gram, apply a penalty equal to rwice
the Complexity rating instead). +5 if
you have a working model you're try-
ing to copy, or +2 if the device already
exists but you don’t have a model; +1
to +5 if the item is a variant on a exist-
ing one; -5 if the basic technology is
totally new to the campaign (regardless
of TL); -5 if the device is one TL above
the inventor’s TL.

Complexity Required Skill Level Retail Price
Simple 14 or less Up to $100
Average 15-17 Up to $10,000
Complex 18-20 Up to $1,000,000
Amazing 21 or more Over $1,000,000

For computer programs, use the
numerical Complexity rating instead.
If a cost or time calculation requires
one of the four ratings above, treat
Complexity 1-3 as Simple, 4-5 as
Average, 6-7 as Complex, and 8+ as
Amazing.

CONCEPT

After determining complexity and
required skills, the GM makes a secret
“Concept roll” against the inventor’s
invention skill to see whether he
comes up with a testable theory. This
requires no special equipment -
except perhaps a tablecloth to draw on
and several gallons of coffee!
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Each inventor may roll once per
day. Complexity doesn't affect the time
required - the basic concept for an
Amazing device is often a simple
insight . . . it’s the implementation that
can get tricky.

On a success, proceed to the next
step. On a failure, the inventor makes
no breakthrough but may try again
the next day at no additional penalty.
On a critical failure, the inventor
comes up with a “flawed theory” that
looks good but that will never work in
practice — go on to the next step, but
note that it is doomed to failure.

Of course, if the inventor has
somehow obtained actual blueprints
for the device, he can skip this stage
altogether!

PROTOTYPE

A success - or critical failure - on
the Concept roll gives the inventor a
theory he can test in the laboratory.
The next step is to construct a proto-
type (working model). This requires a
second roll against invention skill. The
GM makes this “Prototype roll” in
secret.




Modifiers: All modifiers listed for
Concept rolls; +1 per assistant with
skill 20+ in one of the skills required
for the invention, to a maximum of +4;
-1 to -10 (GM'’s discretion) if the inven-
tor must make do with anything less
than the most advanced tools and
facilities for his TL.

On a success, the inventor proves
his theory and creates a prototype. On
a failure, he may try again, provided
he has the time and money (see
below). On a critical failure, an explo-
sion or accident occurs. This inflicts at
least 2d damage to the inventor and
each assistant — and destroys the facil-
ities, which must be rebuilt at full cost
before making another attempt.

If the inventor was working with a
flawed theory, he will never create a
working prototype (this is why the GM
rolls in secret!), but a critical success
on the Prototype roll lets him realize
that his theory was bad.

Time Required

Each Prototype roll requires 1d-2
days if the invention is Simple, 2d
days if Average, 1d months if
Complex, or 3d months if Amazing.
Physically huge items (e.g., spaceships
and military vehicles) may take longer,
at the GM’s discretion. Divide time
required by the number of skilled peo-
ple working on the project. Minimum
time is always one day.

Cost

The facilities required to build a
prototype cost $50,000 if the invention
is Simple, $100,000 if Average,
$250,000 if Complex, or $500,000 if
Amazing. Triple these costs if the
invention is one TL above the inven-
tor's TL. Divide costs by 10 if the
inventor has appropriate facilities left
over from a related project of equal or
higher complexity. Each inventor who
wishes to attempt a Prototype roll
must pay the facilities cost “up front”
before making his first attempt.

In addition, each attempt to pro-
duce a prototype has a cost equal to
the retail price of the item being built,
as given in the appropriate game sup-
plement or real-world source, or as
set by the GM. Triple this cost if the
invention is one TL in advance of the
inventor’s TL.

TESTING
AND BUGS

The majority of prototypes have
shortcomings, or “bugs.” Critical suc-
cess on the Prototype roll means there
are no bugs; success by three or more
gives 1d/2 minor bugs; and any other
success gives 1d/2 major bugs and 1d
minor bugs. Minor bugs are annoying,
but not critical. Major bugs are cata-
strophic to the function of the device -
and sometimes to the user as well!

To find bugs requires testing. Once
per week of testing, roll vs. operation

Bugs that remain after testing sur-
face on any operation skill roll that
fails by 5 or more. A major bug always
surfaces on a critical failure.

PRODUCTION

Building a copy of the invention
costs 20% of the retail price if you only
need to buy parts, or full retail price if
you must pay for parts and labor. Time
required to produce each copy is half
that required for a Prototype roll. For
instance, each copy of a Complex item
takes 1d/2 months.

Funding

As explained under Tech Level and Starting Wealth (p. 27), the high-
er the tech level, the greater the starting wealth. However, the cash out-
lay required for inventing and gadgeteering doesnt scale with TL - it’s
fixed. Thus, the lower the TL, the higher the relative cost of innovation.

This might model reality well, but it takes a lot of the fun out of
being a low-tech gadgeteer. The GM may use these optional (but realis-

tic) rules to remedy this:

Patrons: Historically, many inventors had wealthy patrons to pay

their way. If you have a Patron with the +100% “Equipment” enhance-
ment, you may attempt a single roll against your Patron’s frequency of
appearance when you start a new invention. On a success, the Patron

foots the bill. Most Patrons will demand access to the invention; if you
deny this, you are likely to lose your Patron!

Professional Inventors: You can pay the costs gradually by building
the tools, facilities, etc. yourself. You must pay at least 10% “up front.”
Divide the remainder by your monthly income and add that many
months to the time required. You earn no money during this time, but
you must still pay your monthly cost of living. Independent Income
(p. 26) can be helpful here - it might represent royalties from your last
invention.

Investors: If your invention promises to be profitable, others might
be willing to cover your costs. Make a Finance roll with the same mod-
ifiers as your Concept roll (this represents perceived risk). On a success,
you receive funding. Note that your investors own shares of your inven-
tion and any profits!

skill (e.g., Driving for a car, Electronics
Operation for a radio) at -3. Each suc-
cess finds one bug; a critical success
finds all bugs. A failure triggers a
major bug, if present, or finds nothing.
A critical failure causes a problem
similar to a major bug without
encountering any real bugs; alterna-
tively, the tester is convinced, erro-
neously, that no bugs remain.
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A production line is more efficient.
To set up a production line costs 20
times the retail price of the item. The
production line makes one copy of the
item in 1/7 the time it took to build a
prototype or in (retail price/100)
hours, whichever is less. Each copy
costs 20% retail price for parts, or 50%
for parts and labor.




Fiction is full of inventors who can
design devices that are far ahead of
their time. Below is advice on how to
relax the requirements and restric-
tions of the New Inventions rules for
such “gadgeteers.” These benefits
apply only to inventors with the
Gadgeteer advantage (p. 56).

INVENTING
GADGETS

Before beginning, the player must
describe the proposed gadget to the
GM in a logical manner, and offer an
explanation of how it is supposed to
work. The item should not actually
violate physical laws (which elimi-
nates FTL travel, antigravity, telepor-
tation, etc.) unless the GM rules that
such “superscience” is possible in the
game world.

The GM is free to accept or reject
the design, depending on its feasibility.
If he accepts the item, he assigns it a
tech level (see Tech Levels, p. 511). The
stronger, smaller; or more effective the
gadget is, relative to an item that per-
forms a similar function at the cam-
paign’s TL, the higher its TL should be.

Required Skills

This is unchanged from New
Inventions. A gadgeteer must have a
good understanding of the field in
which he is working. The Gadgeteer
advantage represents a broad, intu-
itive capacity for inventing - it does
not grant specific scientific or techni-
cal knowledge. Most gadgeteers focus
on one or two skills to start out with.

Complexity

Use the usual complexity levels,
but do not confuse complexity with
tech level. A ray gun that sells for
$1,000 at TL10 is most likely an
Average item, however amazing it
might be in a TL8 setting.

Concept

Gadgeteers have far milder penal-
ties on their Concept rolls. There is 1o
penalty at all for a Simple invention,
and only -2 for an Average one, -4 for
a Complex one, or -8 for an Amazing
one. For software, use Complexity

GADGETEERING

Complexity Base Cost TL Increment
Simple $50,000 $100,000
Average $100,000 $250,000
Complex $250,000 $500,000
Amazing $500,000 $1,000,000

(not twice Complexity). Ignore the -5
for a technology that is totally new to
the campaign.

A gadgeteer is not limited to inven-
tions only one TL advanced. He may
attempt to create a device of any TL, at
a flat -5 per TL above his own.

Prototype

All the benefits listed for Concept
rolls apply equally to Prototype rolls.
Furthermore, the GM may choose to
waive the penalty for questionable
equipment. Many fictional gadgeteers
work out of a basement or a garage!

Time Required: This is unchanged.
However, the times under New
Inventions assume an eight-hour day,
which might not be enough for a cine-
matic gadgeteer! If the inventor pulls
long shifts, he must make daily HT
rolls as described under Long Tasks
(p. 346). On a failure, he has no skill
penalty - he just loses FP. If he reach-
es 0 FP, he collapses and must rest for
1d days to recover. Add this to the time
required.

Cost: Calculate the cost of the nec-
essary facilities using the table above.
Use Base Cost for an item at the cam-
paign TL, and add the amount under
TL Increment for each TL beyond that.
A gadgeteer may divide these costs by
10 if he has already paid for facilities
for a similar project of equal or higher
complexity and tech level.

Example: A gadgeteer working on a
Complex item must pay a Base Cost of
$250,000 for the necessary facilities. If
his invention is a device three TLs
above the campaign TL, he must add
three times the TL Increment for a
Complex gadget, or $1,500,000, bring-
ing the total to $1,750,000.

As with regular inventions, there is
also a cost for each attempt to build a
prototype. For an invention at the
campaign TL, this is just the retail
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price of the item. For a device from
above that TL, start with the item’s
retail price at its native TL, double this
for each TL of difference, and accu-
mulate the cost!

Example: A gadgeteer working on
an invention with a $4,000 retail cost
would pay $4,000 per attempt to cre-
ate a prototype if the device were at
the campaign TL. If it were three TLs
more advanced, he would double the
cost three times and add: $4,000 +
$8,000 + $16,000 + $32,000 = $60,000!




Gadget Bugs Table

When a gadgeteer invents a gadget of a higher TL
than his own, the GM should roll 3d on the following
table for each bug (or simply pick something appro-
priate).

3 - Roll 3d per use or hour of constant use. On a 6 or
less, the gadget attracts the unwelcome attention of
aliens, time travelers, Men in Black, Things Man
Was Not Meant To Know, etc. (GM’s choice.)

4 - The gadget is huge! If it would normally be hand-
held, it is so large that it needs a vehicle to move it
around; if it would normally be vehicle-borne, it

must be mounted in a really big vehicle (like a bat-
tleship) or a building; and so on.

5 — Each use or hour of constant use consumes $250
worth of resources — exotic chemicals, radioactives,
etc.

6 - The device has 1d+1 side effects; see the Random
Side Effects Table (p. 479).

7 - Anyone carrying the gadget is so inconvenienced by
its awkward shape and balance that he has -2 to DX.
Vehicles or vehicular gadgets give -2 to vehicle con-
trol rolls.

8 — The gadget has 1d-2 (minimum one) side effects.

9 — A powered device requires a big power supply — for
instance, a vehicle power plant. If it would normal-
ly require this much power, it needs to be tied into a
continental power grid, and causes brownouts
whenever used. If the device is unpowered, treat this
result as 10.

10 - The gadget is twice as large, twice as heavy, and

uses twice as much power as it should. If its a
weapon, halve its damage, range, and Accuracy
instead.

11 - The gadget gets too hot to handle after being used,

and must cool down for 10 minutes before it can be
used again. (If used before it cools off, it burns out
in a shower of sparks and inflicts 1d burning dam-
age on the user.)

12 - Each use or hour of constant use consumes $25

worth of resources.

13 - The gadget is unreliable, and fails on any opera-

tion skill roll of 14 or more.

14 - The gadget requires minor repairs after every use,

and does not work until repaired.

15 - The device recoils like a heavy projectile weapon

(even if it isn’t a gun). The user must make a DX roll
for every use or be knocked down.

16 - The gadget is very unreliable, and fails on any

operation skill roll of 10 or more.

17 - The device is overly complicated. If it is a weapon,

it takes five seconds to ready (this represents push-
ing buttons, setting dials, etc.). Other gadgets
require two hours of painstaking preparation before
each use.

18 - On any critical failure using the device, it self-

destructs . . . spectacularly. The user must make
a DX roll at -2 or suffer 2d injury as a result.
The gadget is gone — it cannot be repaired or canni-
balized for parts.

Testing and Bugs

For a gadgeteer, success by 3 or
more results in no bugs, while a lesser
success gives 1d/2 minor bugs. There
is no chance at all of a major bug. If
the device is above the gadgeteer’s TL,
roll once on the Gadget Bugs Table
(box) for each “minor” bug.

Production

The standard rules apply, but use
the tech level-adjusted retail price in
all calculations. In the example above,
retail price would be $60,000 (not
$4,000) for production purposes.

Quick
GADGETEERING

Inventors  with  the  Quick
Gadgeteer advantage require very little
time or money to do their work. They
can throw together a useful gadget in
minutes, using only the contents of a

random glove compartment. This tal-
ent is completely unrealistic; most
GMs will want to restrict it to highly
cinematic campaigns!

Quick gadgeteers use the
Inventing Gadgets rules (p. 475) like
regular gadgeteers, with the follow-
ing modifications.

This talent is
completely
unrealistic.

Concept

Apply the favorable modifiers
given for regular gadgeteering, but
each Concept roll requires only Id
minutes!
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Prototype
Apply the modifiers given for regu-
lar gadgeteering to the Prototype roll.

Time Required: A Simple gadget
takes only 2d minutes to assemble, an
Average one calls for 1d-2 hours (a roll
of 1 or 2 indicates a 30-minute assem-
bly time), a Complex one requires 1d
hours, and an Amazing one takes 4d
hours.

Cost: The quick gadgeteer is a
master at cannibalizing parts and
scrounging for equipment. If there
are many sources of parts, the GM
should allow a Scrounging roll to
locate usable components. If the
available resources are more limited,
the GM may require a roll against a
specialized skill; e.g., if the only
thing available is a wrecked 65
Mustang, the GM might call for an
Engineer (Automobiles) or Mechanic
(Automobiles) roll to find the neces-
sary hardware. These rolls are at no




modifier for a Simple gadget, -2 for
an Average one, -6 for a Complex
one, and -10 for an Amazing one. On
a success, the total cost for the proj-
ect is only (1d-1) x $100, with a roll
of 1 indicating no cost.

Gadgets for
Non-Gadgeteers

If the gadgeteer must buy the need- Anyone can own and use gadgets. Only those who can alter their
ed items, calculate facilities and proto- capabilities or invent new ones must buy the Gadgeteer advantage. But
type costs as for a regular gadgeteer, it would be unfair to let non-gadgeteers have gadgets for free —
and then divide by 100. Gadgeteer costs points as much for the gadgets themselves as for the

A critical failure on the Prototype ability to build them. The GM should adopt one of the following rules
roll ruins the parts — the gadgeteer to maintain game balance.
must find new ones before construc-
tion can resume. Gadgets Cost Money

The GM may permit the PCs to hire a gadgeteer to design and built
gadgets for them. Finding such a hireling should be an adventure in
GADGETEERING itself! In addition to the hireling’s pay, the PCs must pay the standard

DURING facilities cost for development and 150% of the prototype cost per item.
Work out these costs as described for regular (not quick) gadgeteering.

ADVENTURES This option has a “hidden” point cost: to cover these expenses, the

d | | d heroes almost certainly need to take high Wealth (p. 25) or trade points
G.a geteers can also analyze an for money (see Trading Points for Money, p. 26).
modify gadgets encountered during

adventures. Gadgets Require an Unusual Background
Analvsis The GM might require gadget users to have one of these Unusual
y i i Backgrounds:
To figure out a mysterious piece of
equipment, the gadgeteer rolls as if he Unusual Background (Gadgeteer Friend): If an adventurer has a gad-
were making a Concept roll to invent geteer friend who equips him with useful inventions, he has an Unusual
the item from scratch, using the same Background. This is an unabashed game-balance measure - it is unbal-
skills and modifiers. This takes 1dx10 ancing to let a single gadgeteer outfit an entire party at no point cost,
minutes for a regular gadgeteer; or 1d however realistic that might be. 15 points.
minutes for a quick gadgeteer. Unusual Background (Invention): The character possesses one spe-
e . cific gadget without being a gadgeteer. This must be a unique invention;
MOdlﬁCClth?’l if it weren't, it would just be Signature Gear (p. 85). The player must
After successfully analyzing a gadg- explain how his character came to have the item: he invented it through
et, the gadgeteer may attempt to mod- a lucky accident, his inventor grandfather left it to him, aliens planted
ify it. He rolls as if he were making a the blueprints in his head telepathically, etc. The points in this trait buy
Prototype roll, using the same skills a single, bug-free item. The owner can copy it, but he must pay the
and modifiers. This takes 1d hours for usual production costs. 5 points if the gadget is Simple, 15 points if
a regular gadgeteer, or 1dx10 minutes Average, 30 points if Complex, or 50 points if Amazing.

for a quick gadgeteer. All modifica-
tions in function are subject to GM
approval!

TECHNOLOGY AND ARTIFACTS



FUTURISTIC AND

ALIEN ARTIFACTS

Adventurers sometimes encounter
advanced or alien devices. These
rarely come with instruction manuals,
and often rely on scientific principles
unknown at the heroes’ tech level.
Gadgeteers may use the Gadgeteering
During Adventures rules (p. 477) to
deduce the function of mysterious
artifacts. Everybody else must use the
rules below.

First, the experimenter chooses an
operation skill. This choice is often a
guess — although the GM might pro-
vide clues that make it an educated
guess. Those with the Intuition advan-
tage can use it to narrow down their
choice of skills.

Next, the GM decides whether the
chosen skill is appropriate. An “appro-
priate” skill is one used to operate a
device known to the experimenter that
serves a purpose similar to that of the
artifact. It need not be the artifact’s
actual operation skill. For instance,
Guns is appropriate for a ray gun fired
using Beam Weapons skill, while First
Aid is wholly inappropriate.

Then the experimenter rolls
against the chosen skill. If this is an
appropriate skill, the GM rolls 3d,
adds the investigator's margin of suc-
cess or subtracts his margin of failure,
and consults the Enigmatic Device
Tuble, below. If the skill is inappropri-
ate, treat the roll as a failure by 10; in
other words, roll 3d-10 on the table.

Exception: If the experimenter rolls
a critical success on an inappropriate
skill, he realizes that the chosen skill

doesn’t apply and may try another
skill.

Each attempt takes one minute.
Repeated attempts are possible, but
the roll on the table is at a cumulative
-1 per attempt after the first. Someone
else can start from scratch, though -
other people often bring fresh insights
to a problem.

ENIGMATIC
DEVICE TABLE

Roll 3d, apply the modifiers below,
and consult the table. For repeated
attempts by the same experimenter,
reroll duplicate results.

Modifiers: A bonus equal to the
margin of success, or a penalty equal
to the margin of failure; +2 for Danger
Sense; +4 for Intuition; +2 if the device
has labels in a language the experi-
menter can read - or +4 for actual
manuals (at the GM’ option, a
Research roll at -5 might turn these
up); +1 to +5 for a simple device, or -1
to -5 for a complex one; -1 for manip-
ulating the device at a “safe” distance
using psi or magic, -2 for probing it
using tools or robotic manipulators,
or -4 for poking it with a stick, hitting
it with a hammer; etc.; -1 per attempt
after the first.

0 or less - The experimenter takes
3d damage and the device
is destroyed. (If the device is

Anachronistic Devices
The tech levels given for equipment assume a “realistic” campaign.
The GM is free to have any technology appear at an earlier TL — espe-
cially in a cinematic campaign. For each TL by which the listed TL of a
device exceeds that of the campaign, double the cost and weight of the

device.

Example: Steam engines are normally TL5, but dwarves in a TL3 fan-
tasy setting might use steam-powered mining machinery. Such equip-
ment would cost and weigh four times as much as usual.
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indestructible, it vaporizes every-
thing within 10 yards . . .)

1 - The device’s primary effect is
applied to the experimenter, if pos-
sible; if not, he takes 3d damage
from the device.

2 - The device’s primary effect is
applied to someone nearby, if pos-
sible; if not, someone nearby takes
3d damage.

3 - The experimenter takes 2d dam-
age.

4 — Someone nearby takes 2d damage.

5 - The experimenter takes 1d
damage.

6 - Someone nearby takes 1d damage.

7 - The experimenter suffers superfi-
cial damage (e.g., his eyebrows are
burned off).

8 - Someone nearby suffers superfi-
cial damage.

9 - The experimenter suffers an
embarrassing mishap: he gets a
body part stuck to (or in) the
device, or suffers an unpleasant
minor side effect.

10 - The experimenter forms an erro-
neous theory concerning the
device’s purpose, possibly being
misled by a secondary function or
side effect.

11 - Nothing happens. The experi-
menter gains no useful insight into
the device’s nature or operation,
but at least it didnt do anything
nasty . ..

12 - The experimenter locates one of
the device’s less-obvious controls
(but doesn’t learn what it does).

13 - The experimenter discovers the
on/off switch (or safety, for a
weapon).

14 - The experimenter gets a clue con-
cerning the purpose of the device.

15 - The experimenter gets a clear
demonstration of the device’s pri-
mary function (possibly by blowing
a large hole in something inani-
mate — and expensive - nearby). He
can now operate this function, at -4
to skill.

16 - The experimenter discovers how

to activate a single secondary func-

tion reliably (that is, with no skill
penalty).




17 - The experimenter deduces the
location and general nature of all
controls pertaining to the device’s
secondary functions, and can use
these functions at -4 to skill.

18 — The experimenter figures out how
to activate the primary function of
the device at no skill penalty.

19 - The experimenter discovers all of
the device’s functions, and can use
them at no skill penalty.

20 or more - As 19, plus the experi-
menter finds a totally serendipi-
tous — and useful - application of
the device that the creators never
thought of!

WEIRD TECHNOLOGY

“Alien” does not begin to describe
some technology: gadgets that defy
natural laws (including a few we
haven't discovered); devices from
bizarre dimensions; artifacts that mix
magic with science, or that contain (or
are) demons . . . Such things are best
described as “weird.”

Weird technology need not be
advanced - it might have been around
since the Bronze Age! In fact, weird-
ness rarely has anything to do with
tech level. Part of what makes a tech-
nology weird is that it defies the stan-
dard notions of scientific progress. It's
different, and even geniuses are at a
loss to explain it.

Weird Science

An inventor may choose to roll
against Weird Science skill (p. 228) to
get a bonus to his Concept and
Prototype rolls. This bonus is +5 if he
is using the New Inventions rules
(p. 473). It is only +1 if he is using
Gadgeteering (p. 475), as those rules
already give large bonuses for the bor-
derline-weird concepts used by gad-
geteers. The drawback is that the
invention will have weird side effects.
Roll 1d-3 for the number of side
effects (minimum one), and then roll
that many times on the Random Side
Effects Table, below.

Gadgets

As mentioned above, even gad-
geteers who do not use Weird Science
are venturing into the realm of the
weird. A buggy gadget can occasional-
ly have weird side effects — see the
Gadget Bugs Tuble (p. 476).

Experimental Devices

The GM can roll on the Random
Side Effects Table whenever adventur-
ers use an experimental device
given to them by or stolen from a
mad scientist.

Magic Items

There is no reason to limit strange
side effects to technological devices!
At the GM’s option, when a wizard
fails his roll to create a magic item by
only 1, the enchantment works but the
magic item acquires 1d-3 side effects
(minimum one), determined by rolls
on the Random Side Effects Tuble.

RANDOM SIDE
EFFECTS TABLE

Roll 3d, or choose something
appropriate.

3 — Each use causes a small, cumula-
tive change in the user’s body
(mind). Roll against HT+4 (IQ+4)
once per use. On a failure, the user
acquires -1 point toward a physical
(mental) disadvantage of the GM’s
choice.

4 - Each use inflicts 1d injury on the
user (ignore DR).

5 - Each use causes 1 point of injury
to the operator (ignore DR).

6 — The gadget transforms someone
within 10 yards into something else
(alien, animal, plant, etc. — GM’s
choice) for 10 seconds.

7 - The device makes an incredibly
annoying, high-pitched noise when
used. This gives everyone within 20
yards a headache for 10 minutes
(-2 to DX, IQ, and self-control
rolls), and the user gets a migraine
(-4 to these rolls) for 20 minutes.
Earplugs don’t help, although
Deafness does.

8 — Use of the gadget disrupts elec-

tronics: TVs and radios within one

mile get nothing but static, other
electronics within 100 yards fail on

a roll of 7 or less on 3d. Within

10 yards, even simple electrical

devices are affected. This is a

classic side effect for UFOs!

Magic items produce local mana
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disruptions instead, giving -3 to all
spell rolls within 10 yards for the
next 10 seconds.

9 - The device produces noxious
fumes in a fouryard radius.
Anyone in the area must make a
HT+3 roll every second. On a fail-
ure, they are nauseated (see
Irritating Conditions, p. 428) for
five minutes.

10 - The gadget produces a loud hum
in operation (+3 to Hearing rolls to
notice it).

11 - Impressive but harmless special
effects — beams of light, showers of
sparks, etc. — accompany the use of
the device. The source of the effects
is obvious to any observer. Anyone
in the area gets a Vision roll at +5
to notice something is going on.

12 - The gadget emits dense clouds of
steam or smoke over a four-yard
radius while in operation. Treat as
a Fog spell (p. 253).

13 - Each use of the gadget attracts a
swarm of vermin of the GM'’s
choice. The swarm disperses 10
minutes after the device is shut off.

14 - Using the gadget renders
the operator unconscious for 1d
minutes.

15 - Each use of the device attracts
the attention of demons or ghosts,
or punches holes into random
dimensions through which strange
creatures appear.

16 - The device inflicts 1 point of
injury (ignore DR) per use on
everyone within 10 yards, includ-
ing the user.

17 - Each use of the gadget opens a
gate into a random dimension for
one second. The user must make a
DX roll to avoid falling into the
hole before it closes.

18 - Roll for a different random side
effect each time the device is used.
(If this result comes up again, roll
for two side effects, and so on!)



Objects of magical power are a sta-
ple of fantasy. The following rules are
intended for game worlds that use the
magic system in Chapter 5, and make
a few basic assumptions:

® Anyone can use any magic item
that doesn't explicitly require Magery.

® Wizards manufacture magic
items using magic spells that produce
fairly predictable results. However,
magic is not technology, and magic
items can have unpredictable side
effects.

® Magic items retain their power
indefinitely — their magic does not
“wear out.” But if the item breaks or
wears out, it loses all of its magical
properties and ordinary repairs can-
not restore the magic.

The GM is free to change some or
all of these assumption to suit his
campaign!

MAagGic ITEMS

ENCHANTMENT
SPELLS

These spells allow mages to create
magic items. They appear here instead
of in Chapter 5 because enchantment
creates magical artifacts, and uses
many special rules that do not apply to
ordinary spellcasting.

Enchant (VH)

Enchantment

This spell is a prerequisite for

all other Enchantment spells.

To enchant an item, the caster

must also know this spell. The

caster rolls against the lower of

his skill with this spell and the

specific spell he wishes to place

on the item. If he has assistants,

they must have skill 15+ with both

spells, but the roll is based on the
caster’s skill.

Duration: Magic items are perma-
nent until destroyed.
Cost and Time: See Enchanting
(p. 481).
Prerequisites: Magery 2, and at least
one spell from each of 10 other
colleges.

Accuracy
Enchantment

Makes a weapon more
likely to hit by adding to the
user’s effective skill.

Cost: See table below. Divide cost by
10 if the subject is a missile (e.g., an
arrow or a bullet).

Bonus Cost
+1 250
+2 1,000
+3 5,000

Prerequisites: Enchant, and at least
five Air spells.

Deflect

Enchantment

Adds a Defense Bonus to armor,

clothing, a shield, or a weapon. This

adds to all active defense rolls made
by the user.

Cost: See table below.
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DB Cost
+1 100
+2 500
+3 2,000
+4 8,000
+5 20,000

Prerequisites: Enchant.

Fortify
Enchantment

Increases the DR of clothing or a
suit of armor.

Cost: See table below.

DR Bonus Cost
+1 50
+2 200
+3 800
+4 3,000
+5 8,000

Prerequisites: Enchant.

Power
Enchantment

Makes a magic item partially or
completely “self-powered.” Each point
of Power reduces the energy cost to
cast or to maintain any spell on the
item by 1. Halve this bonus in a low-
mana area (round down); double it in
a high- or very high-mana area. Power
has no effect on the energy cost of the
user’s spells!

If Power reduces the cost to main-
tain a spell to 0, treat the item as
“always on” after the cost to cast is
paid - but the wearer must stay awake
to maintain the spell. If Power reduces
the cost to cast to 0, the item is
“always on” for all purposes, although
the owner may turn it off if he wishes.

Cost: See table below.

Power Cost

1 point 500
2 points 1,000
3 points 2,000
4 points 4,000

Double the cost for each additional
point.

Prerequisites: Enchant and Recover
Energy.




Puissance
Enchantment

Adds to the basic damage a
weapon does when it hits.

Cost: See table below. Divide cost by
10 if the subject is a missile (e.g., an
arrow or a bullet). Double cost if the
subject is a missile weapon (e.g., a
bow or a gun).

Damage Bonus Cost
+1 250
+2 1,000
+3 5,000

Prerequisites: Enchant, and at least
five Earth spells.

Staff

Enchantment

Enchants a magic staff - see Magic

Staffs (p. 240) for details. Though

many magic items must be in the form

of a wand or staff, they do not have to
have this spell on them.

Cost: 30.
Prerequisites: Enchant.

ENCHANTING

“Enchanting” is the process of cre-
ating a magic item. It is a special kind
of spell casting; see Casting Spells
(p. 235). The caster must use ceremo-
nial magic (see Ceremonial Magic,
p. 238), and he and any assistants
must know both the Enchant spell
(see p. 480) and the specific spell being
put on the item at level 15+ - or at
level 20+, in a low-mana area.
Unskilled spectators cannot con-
tribute energy.

Enchanting always requires time
and energy. A particular enchant-
ment might also require a specific
item or material (e.g., a gem), or the
expenditure of cash for “generic”
magic supplies.

A given magic item may carry any
number of spells. Each one requires a
separate enchantment. The presence
of an enchantment has no effect on
later enchantments.

Power of a Magic Item
Each magic item has a “Power,” set
when it is created. An item’s Power
equals the caster’s skill with the
Enchant spell or the spell contained in
the item, whichever is lower. Since
enchanting is ceremonial magic, the

caster can spend extra energy to raise
his effective skill, and hence the Power
of the item.

Record Power for each magic item
created or found (to learn the Power
of a found item, the PCs must use
Analyze Magic). If an item has several
spells on it, each spell has its own
Power. Whenever it would be impor-
tant to know the skill level of a spell
cast by a magic item, use the item’s
Power.

An item’s Power must be 15 or
more for the item to work. Apply a
temporary -5 to Power in a low-mana
area; thus, an item with less than
Power 20 does not work at all in a low-
mana zone. No magic item works in a
no-mana region!

up). Make the success roll at the end
of that time. Succeed or fail, all the
energy is spent when the GM rolls the
dice.

A lone caster is limited to the ener-
gy provided by his FP and HP, but he
may have assistants, who can con-
tribute their own FP and HP as
described for ceremonial magic. The
casteris at -1 to skill for each assistant;
therefore, the number of assistants
allowed is the number that would
reduce the caster’s effective skill to 15.
With more assistants, the enchant-
ment won't work.

If anyone but the caster and his
assistants is within 10 yards, the spell
is at a further -1.

Interruptions
If a mage is interrupted while enchanting using the “slow and sure”

method, note the following:

® He will be fatigued. Assume he is missing 1d FP.

® He must keep concentrating on his enchantment; therefore, any
other spell use is at -3. (If he stops concentrating, he loses the day’s
work.)

A wizard who is bothered while not actively working on his enchant-

ment is at no disadvantage!

Success Rolls

for Enchanting

The GM makes all rolls to enchant
magic items. As with other ceremonial
magic, a roll of 16 fails automatically
and a roll of 17-18 is a critical failure.

On a success, the item is enchanted.
On a critical success, increase the
Power of the item by 2d - and if the
success roll was a natural 3, the item
might have some further enhancement
(GM'’s discretion). The caster knows
that his spell went well, but he must
use Analyze Magic to know how well.

On a failure, the results depend on
the method used to enchant the item —
see below. A critical failure always
destroys the item and all materials
used.

Quick and Dirty

Enchantment

Use this method to create a magic
item quickly. Tt requires one hour per
100 points of energy required (round
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On a failure, the enchantment is
perverted in some way. It might
acquire unpleasant side effects (see
Random Side Effects Table, p. 479),
become an entirely different spell, or
anything else the GM likes. The caster
won't know his spell went wrong
unless he uses Analyze Magic or tries
the item!

Slow and Sure

Enchantment

Use this method when the
enchanter wants to be sure it's done
right. Tt takes one “mage-day” per
point of energy required. A mage-day
represents a full eight-hour workday
for one mage. For instance, an item
that requires 100 energy points would
take one mage 100 days, two mages 50
days, and so on. A mage may work on
only one enchantment at a time; he
may not “work two shifts,” either on
the same or different items.




All of the caster’s assistants must be
present every day. If a day’s work is
skipped or interrupted, it takes two
days to make it up. Loss of a mage
ends the project!

Make the success roll at the end
of the last day. There is no FP or HP
cost to the enchanters - they invested
the energy gradually as the spell
progressed.

On a failure, the enchantment did-
n't work. The time was wasted, and
any materials used in the spell are lost.
(Exception: If the enchanters were
adding a spell to an already-enchanted
item, it is unharmed, though extra
materials are lost.)

Spells for Enchantment

The Magic Items Table provides
information on several common
enchantments.

Spell: The name of the spell.

Energy: The energy cost required to
enchant an item with the spell. Note
that this is not the same as the cost to
cast that spell normally! See also
Enchantment Spells (p. 480).

Item: The class of item required:

Code Class of Item

A armor or clothing

J jewelry; e.g., an amulet
or ring

S staff — any rod-shaped
piece of organic material
up to 6 feet long

Sh s