


Personat Weapons

Tri-STar d20 Svstem

Tri-STar d20 Svstem

* Requires two hands to wield properly; delivers +4 damage when wielded two-handed.

WeapON Damace  Damace  ABILITIES  DiSABILITIES SKILL WEAPON Damace  Damace  ABILITES  DiSABILITIES SKILL
Bladed Weapons Assault Weapons — 5 Armour, 35 Health Points / [[ 3 Amour, 35 Hit Points ]
Ave 10 [108]  Muscle-Powered  Inaccurate Melee (Axe) Light Mini-Gun I [168+1] Accurate  Limited Shots 6)  Gun Combat (Auto-ie]
Meles Auto-Fire Static
Broadsword I [1d10]  Muscle-Powered  Meles Melee (Sword) Spreading
Knife or Dagger 0 [[ 104 ]] Concealable Melee Melee (Kmfe] Heavy Mini-Gun 1 H 208+2 ]] AUTO'HT@ Limtted ShOtS (6) Gun Gombat (AUtO'ﬂfe)
Muscle-Powered Spreading Stafc
Long Sworg I [1d8]  Musce-Powered  Melee Meleg (Sword) Maching Gun 20 [208+1] Auto-Fjre StaticHeavy Weapons (Maching Gun)
Short Sword 8 [16]  Concedlable  Mees Melee (Sword) Spreacing
Muscle-Powered Submachine Gun 10 [108+1]) Auto-Fire  Limited Shots (6) Gun Combat (Auto-fire)
Spear 10 [168]  Musck-Powersd  Mees Meleg (Polearm) Spreacing  ShortRange
Blunt Weapons Heavy Weapons — & Armour, 30 Health Points / [[ 2 Armour, 25 Hit Points ]]
‘ n ; 66 mm LAW L0 [3d6+6]  AeaFffect Inaccuale  Heavy Weapons (Launcher
e ] Muéggmmd Mee ek Poar) Light ATk Wezpon Buming  Lined Shots (1)
OubBaschalBst 6 [106]  Kuookack  Meee Mele (C) Penetrg Se‘f'SD‘ng”“d
Muscle-Powered Statc
Nunchuku or Chain 6 [1d6] Flexible Melee Melee (Whips/Chains)
Muscle-Powered Thrown Weapons
Wrip Rope,orBett & [1d4] Conoeaable  Low Penefraion  Melee (Whips) Concussion Grenade 30 [[2010+1]  AveaEffect 3 Limited Shots (1) Thrown Weapons (Grenades)
Flxble Meee Concedable  Self-Destruct
Muscle-Powered Short Range
Bows — 2 Armour, 20 Health Points / [[ 1 Armour, 20 Hit Points | Thrown Knfe 4 [[104] Concealable  Limited Shots (1)  Thrown Weapons (Biades)
Short Range
Crosshow 1 [1d10] none Siow, Limited Shots 1] Archery (Crosshow) . !
Long Bow 10 [1c8] none Limted Shats 1) Archery (Bow) Non Lethal Ranged Weapons — 3 Armour, 23 Health Points / [[ 2 Armour, 25 Hit Points ]]
Pistols — & Amour, 30 Health Points / [12 Amour, 30 Hit Points | Tear Gas Grenade 30 [2d10+1]  Area Eﬁe;ct X2 ‘ }naccurate Heavy Weapons (Grenades)
Enduring  Limited Shots (1)
Light Pistol 8 [1d6+1]  Concealable Low Pengtration ~ Gun Combat (Pistol) Seff-Destruct
Short Range Slow
Heavy Pistol 1 [18+1]  Concealable  ShortRange  Gun Combt (Pistol) Stun
Mechine Pitol 10 [108] AutoFie  Inaccurate  Gun Combat (Auto-fe) To
Concealable  Limited Shots () Taser 1l [108+1] Stn  LowPengtration  Gun Combat (Pistol)
Spreading  Short Range Short Range
MegumRewher & [182]  Conceaatle Limted Shots(§) Gun Combat Pisto) Sow
Short Range Pepper Spray 1l [1081]  Conoealable  Melee Range none
Meclum Pistol 10 [18]  Concedable  ShortRengs  Gun Combat (Pisto) Irsnttant Lmte? Shots 6
Revolver 8 [1d6+1]  Concealable Limited Shots (6) Gun Gombat (Pistol) . oie
Short Renge Ordnance — 10 Armour, 60 Health Points / [[ 5 Armour, 60 Hit Points ]]
Rifles — 5 Armour, 33 Health Points / [[ 3 Armour, 35 Hit Points ] 120 mm Heat 80 [[5d6+10]  AveaFffect Limited Shots (i) Heavy Weapons (Launcher
. — , (M Abrams Tank) Buming
Assault Rifle 1 [1d8+2]] Auto-Fire  Limited Shots (6) Gun Combat (Auto-fire) Long Renge
‘ m Spreadi‘ng ‘ Penetrating
Heavy Assaut R [206+2] éxuto-g!re ! \Qagcstlhratte ; Gun Cormbat (uto-ire) 120 mm Sabot 100 [6d6+12]  Accurate  Limited Shots (i) Heawy Weapons (Launcher
o preadng - Limked chots ‘ (M Abrams Tank) Long Range
Hunting Rl b (10842 nong none Gun Combat (Rie) Penetating X2
Light R 8 [106+1] nong fone Gun Combat (Ri) Stinger Missle 60 [4d6+48]  AwaBffect  Backlast  Heavy Weapons (Launcher
Sniner Rifle 20 [208+1] Accurate  Limited Shots (6)  Gun Combat (Rifle) Homing  Limited Shots (1)
n o LongRange  Only Arr Targets
Shotguns — 5 Armour, 35 Health Points / [[ 3 Amour, 35 Hit Points | peritramgg Sey\f_Destrﬂd
Shotgun 18 [[2d6+2*]  Spreading Limted Shots(6) Gun Combat (Rife) Sow
Low Pengfration Static
Short Range Tomahawk Missle 160 [7d6+14]  Accurate x4 Limited Shots (1) Heavy Weapons (Launcher
HeawShotqn 2™ [208+2*]  Spreading Limited Shots(6) Gun Combat (e Avea Effectx3 - Self Destruct
Low Penetrafion Long Range 8 Slow
Short Range Pengtrating X2~ Stafic

Stoppable

* Some shotguns re “couble-barelled” and can fire both barrel at once. 1 so, an addtional 8 [|+106 ] damage is delivered. Double Barelled shotguns have the Limited Shts (2) Disabifty.

NOTE: When two values are listed, the values presented in double-square brackets indicate the d20 System values. Numbers outside of the brackets are for the Tri-Stat System.
If only one value is listed, it is for use with both the d20 System and the Tri-Stat System unless clearly indicated otherwise.

IMpRovIsED WEAPONS

TRi-STar d20 Svstem  ABmies & STRENGTH
Ossect  Damae  DAmAGE  DISABILITIES REQUIREMENT
Bus 30 [210+1]  AeaFffect  SuperstrengthLevel /[ Strength 56]
Inaccurate
Low Penetration
Car U [208+3]]  AeaFffect  Superstrenqth Level2/[[ Strength 42]]
Inaccurate
Low Penetration
Dumpster 8 [[206+2]  Inaccuate  Superstrenqth Level 2/ [ Strength 40]]
Low Penetration
Manhole Cover 26 [[208+3]  Low Penetration Body 16 / [ Strength 28 [
PakBench 8  [[1d6+1]  LowPenetration Superstrenqth Level /| Strength 32 ]
SteelGirder 30 [[2d10+1]  Spreacing  Superstrenqth Level3 /[[ Strength 48]
Inaccurate
TelephongPole 20 [[2d8+1]]  Spreading  Superstrength Level 2/ [ Strength 40
Inaccurate
Stop Sign 6 [1dd+t] Body 10 /[[ Strength 18]

BuiLoing ArMour

TYPE OF BUILDING AwkwarD Size ARMOUR RaTING
Phone Booth 1 5

Wood Shed 2 10
Threg-Bearoom House 3 15

Small Office Building (6 Floors) 4 20
Mid-Sized Office Buiding (12 Floors) g 2

Large Office Builing (24 Floors) 6 30
Skyscraper (50 Floars) 7 3

DamncE PERCENTAGE — TRI-STAT ONLY

Dice Rowt Resur

1-5 Maximum Damage

6-10 15% of Maximum Damage
11-16 50% of Maximum Damage
11-20 15% of Maximum Damage

Criricar Hirs — Ti-Star ONLY

SurTs of ARMOUR DiceRo.  Resuir (A) Resutr (B) Resur () Reswr (D)

-5 115% Damage 150% Damage 200%Damage  400% Damage
mgﬁfAT"Y::ur ARIOURVALE  PEIATES 6 I0%bamage  200%Damage  100%Damage  300%Damage
iV T e vp—r— 12-20 125% Damage 150% Damage 200%Damage  200% Damage
Partial Metal Amour — 10/[[5]] -4 on physically-oriented checks
Ful Metal Amour -~ 12/[[6108]) -6 on physically-oriented and combat checks KNocksack Distace
Modern Armour

Add:

e e LIt one + Percentage of Maximum Damage delivered | Damage Inficted |
%gg;dy A ]%//[[[[2]]]] i gg pﬂyz:gz::yg:ﬁgig gpscck(imbat decks + ttacker's Attack Combat Value [[ 1/2 Attacker's Base Attack Bonus || (only if the character
Shields pysially nossesses the ACV Knockback Gombat Technioue)
Bucker B4 Noe Multiply by:
Standard Shield /6] Requires one free hand to use X (ritical Hit damage multplier, if the attack delivered a ritical hit or Called Shot to Vital - Tri-Stat only
Heavy Shield 16/[8]] Fiequireﬁ one |flree ‘harld dto FJse,k Subtract:
-4 on physically-oriented checks - —
Tactical Shield 20/]10]) Requires one free hand to use, - TargetsBody Sta [ One e targets Constfon]

-2 0n physically-oriented checks

Staric OsJect ARMOUR RATINGS

Oect ARMOUR RaTNG OJect ARMOUR RATING
Bench/Table, Metal 8/[4] Steel Cables 8/[4]
Bench/Table, Wood L2 Steel Girdr 30/[15]
Cement Barrier 30/[15] Stop Sign 6/]3]
Door, Wooden 8/[4] Telephone Pole, Metal - 20/[[10]]
Door, Vault 50/[125]] Telephong Pole, Wood  16/[8]]
Dumpster, Metal 18/]19] Treg, Glant Lo/[[20]
Furniture, Wood L/[3] Tree, Large 30/[15]
Ladder, Metal 8/[4] Tree, Medium 20/[10]
Manhole Cover /(2] Tree, Small 10/[5]
Melee Weapons  Equal to the weapon's damage [ the weapon's maximum damage ||

OPEN GAME LICENSE VesioN 1.0a

"The following et is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

symbols, or graphic designs; and any other trademark or registered trademark clearly identifed o

tors” means the copyright andjor trademark owners who have contribur
fication, correction, addition,

ivative Material” means copyrighted material including derivative

, upgrade, ment, compilation, abridgment or other form in which an existing
I, broadcast, publicy display, transmit or otherwise distrbute; (d)"Open Game Content” means the
ontent does not embody the Product Identity and is an enhancement over the prior art and any addicional
by this Licens, including translations and derivative works nder copyright law, but specificlly excludes
ing marks including trade dress; tures characers; storis, storyline, plots,
cepts, themes and graphic, photoy ther visual or audio representations; names and

, locacions, environments, creatures, equipment, magical or supernatural abilities or effects, logos,
uct identity by the owner of the Product Idencity, and which specifcally excludes the Open Game

- Target’s Immovable Attribute Level x 20
- Target’s Force Field Attrioute Level x 20 (only for Force Fields without the Full Impact Disabilty)

CRASHING AND FALLING DAMAGE

TRI-STAT 120 SvsTEM

SPEED FALLING DiSTANCE DamAGE  DamAGE
20 kph [[ 20 mph ] up to & metres [ 9 fost [ 0 [1d6+2]
30kph [ 30 mph ] 5 metres to 9 metres [[ 101029 fest | 0 [2d644]

50 kph [[ 50 mph ] 10 metres to 29 metres | 30 to 89 feet ] 30 [[3d6+6]
100 kph [[ 100 mph ] 30 metres to 59 metres [[ 90 o 179 feet ] 50 [4d6+8])
150 kph[[ 150 mph] 60 metresto k9 metres [ 180t0 449%eet] 10 [[5d6+10]]
200kph([200mph]] 150 metresto 499 metres [ 5000 1499 feet] 90 [[6dB+12]
500 kph [ 500 mph] 500 metres [| 1500 fest ]| (or greater) 120 [7d6+14]
1,000 kph [ 1,000 mph ] 150 [[8d6+16]
2,500 kph [ 2,500 mph | 180 [[9d6+18]]
each adaftional 2,500 kph [[ 2,500 mph [ 30 [+1d6+2]]

Content; () “Trademark” means the logos, names, mark, sign, motto, desigas that are used by a Contributo to identify iselfor it products or the associated products contributed to the Open Game License
by the Contributar (g) “Use”, “Used or “Using” means to us, Distribute, copy, edit, format, moif,translte and otherwise create Derivative Material of Open Game Content. (h) “You' or “Your” means
the licensee in terms of

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No tems may be added to or subtracted from this License except as described by the License itsell. No other terms or conditions may be applied to
any Open Game Content distrbuted using ths License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agrecing to use this Licens, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive lcense with the exact terms of this License
10 Use, the Open Game

5. Representation of Authority o Contribute: If You ae contributing original material s Open Game Content, You represent that Your Contributions e Your oiginal creation and/or You have suffcent
rights to grant che rights conveyed by ehis License.

Artack Cueck MobiFieRs

Acrion Dirricuries

ATTACK SITUATION MobiFiEr Tri-Stat d20 System
Attacker is Check.\l'alue Task Difficulty - '
Taking an action to aim +2, or +3 with scope Modfer o) Dificulty of the Action
Attacking Multiple Targets with one action (Tri-Stat Only) L per additional target 410 (3] Practically Guaranteed (why roll dice?)
Attacking with two weapons (same targef) 8 8 [5] Exiremely Easy
Attacking with two weapons (different targets) 12 +6 Quite Easy
Attempting a Combined Attack -2 per aftacker afer the fist h (7] Easy B
Attempting to Touch the Target ) bl - EG‘OW AVS%QQQHDWCU‘W
Making a Total Attack +2 \erage Licutty
Fiing personal weapons fiom a moving vehicle 20r-4 1 [15] Above Average Dificuy
Firing personal weapons whie pioting a vehicle 8 b [0] Difout
Firing personal weapons whi swimming or perfoming acrobatics -4 6 [25] Cute Difcut
In an awkward positon (on the ground, ec) 4 3 % gg H Extreme\;ll DDlﬁflfu“\t
. . upremely Dificu
Attacker is Attempting a Called Shot: 10 1 Prac ;
. racically Impossible
Disarming (with melee attack) -4 [4] yin
Disarming (with a ranged attack| 8
Targeting a partilly amoured point 4 MoveMENT-ReLATED (oMBAT PENALTIES
Targeting a vital spot -8
Targeting a Weak Point 2,-4,0r-6 NoRMAL CHARACTER ~ MoVEMENT ATTRBUTE ~ PenalTy
Target is Moving at: Joqqing (Tri-Stat) Up to Body x 4 Up Ito Maximum no penalty
upto 99 kph |99 mph] no modifier metres per round Mribotelevl -2
10010 499 kph [[ 100t0 499 mph] 2 Jogging (20 System) Up to Dexterity x 1 Maximum no penatty
500 to 999 kph [[ 500 to 999 mph | -4 yard per round Attribute rank -2
100010 4999 kph [ 1,000t0 4,999 mph | b Running (Tri-Stat) Up to Body x5 Maximum -l
5,000t0 9,999 kpn [5,000t0 9,999 mph | 8 metres per round Attribute Level -1
;gggg tko ﬁf%%gog%hrg 1h0j]() %? tnﬁii’ggg i 18 Rumning (d20 System) ~ Upto Deteryx 3 Maximum 0
i all Sdlls yards per round Attrioute rank -1
et DN Tk 1 O i Sprinting (Tri-Stat) UptoBody x 6 Maximum Attribute Level -k
Concealed by trees or brush 2 metres perround
Concealed by darkness, fog, or smoke -4 - : : :
Taking cover 106 Sprinting (d20 System) Up tg Dexterity )((j 3 Maximum Attribute rank -4
ards per roun
Range Modifiers: Al
Attacking at up to twice range -4
Attacking at up to five times range 3 Trick Sxor Mooirigrs — Tri=Star ONLY
TRICK Sor Aroack's Penary —— DeceNDER's PenaLTY
DereNse CHeck Mobieicks DecRe of Diericurry ToHn To Evoe
DEFENSE SITUATION MoiFiER FancyTrick Shot 1 1
= (hallenging Trick Shot -l -4
Dodge/Parry Defense No Modifier Complex Trick Shat -6 -6
Block Defenss R Diffcl Tic Shot 3 3
Total Defense +L || +4]) per attack sacrificed Fantastic Trick Shot 10 10
Defencing Against Mutiple Attacks -k [ -2 ] per adftional attack (cumulative)
Defending Against Undetectable Assallant 8
Defending When Surprised Defense Check Not Possible XP Awaros = d20 ONwy
[| Flat-Footed; No Dex Bonus ]
Defending Against Critcal Ht Defense Check Not Possible Base Award = 100 times the average character level of the characters in the hero group
6. Norice o License Copyrighe: You must update the COPYRIGHT NOTICE porcion o this License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content You are copying, Add ha‘f the base aWﬁfd n( the CharaCterS Uitz l5 Weak/lnfenor Conﬂld .
modifying or distrbuting, and You must add the titl, the copyright date, and the copyright s name t0 the COPYRIGHT NOTICE of any original Open Game Content you Distribute. Add the base aWard \f the Characters overcame moderate/comparab‘e Conﬂlct
o “’Q}Fiﬁ‘;‘éiﬁﬁi‘fﬂﬁ:{ o Lﬁd Li%“ i \RT:T?R&“TP?‘%{H“SPG{??p‘g‘c Add 1.5 1o 2 times the base award f the characters overcame strong/superior conflct
I another, Independent Agreement with the owner of such Irademark or Registered Irademark, ¢ se Of any roduct entity 1n Upen Game Content does not consticute a - - - - - -
o i s o o s o e B g Add 10% ofhe base award f he charactersfal o overcome mino/ferior orfct
G‘) (E‘)p;htin; (f‘c ]ﬁnc;xt{ ?;Hu;d?‘:fm J‘ix{gnatid ;\:hemi mq“ ‘publish updated versions of this License. You mai‘ use any AUK]IUIIZ;J version of this License to copy, modify and distrbute any Open Add 20% Of the baSe aWard if the Characters faH to moderate/ Oomparab‘e Conﬂict
10 oy Y MUST ey f s e oy o s e G o D Add 30% of the base award if the characters fail to overcome strong/superior conflit
11, Useof Contributor may not market or advertisc the Open Gam t using the name of any Contributor unless You have wrtten permission from the Contributor to do so — >
122 m{)nf;}\’\:y‘[g C;Z‘P]‘;,‘Iiy‘;iln‘]lg&?h%i:u"%f“[f (l(]\ri\;[\’;i\[[:\dan\ OF\MI(‘ terms of this License with respect to some or all of the Open Game Cumtpn[ due to satute, judicial order, or governmental Add hah( the aWard for good' her0|C’ |n'CharaCter |’O|e'p|aymg
I* TLL;“MW Th\x‘ I/wc}insg ‘\\‘wU u"rf\mm aun;mlwa\; '?L\'a\\t fail to comply with all terms herein and fal to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall Add the baSS aWard fOI’ SUOﬂg ) hef0|C, Iﬂ-ChaI’aCtef |’O|e'p\aymg
Rl i el el ekl ey ke Add 1.5 to 2 times the hase award for exceptional, heroic, in-character role-playing
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