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Chapter 1Prefa
eThis is a work of �
tion, primarily aimed to amuse. It takes the form of a role-playing game, butI will not give you the standard \this is an RPG, this is how it's played" in the prefa
e, sin
e Iassume my reader(s) are familiar with the basi
 
on
epts.The design of this game is inspired by many sour
es, one being the SF RPG I started writingsometime 1986, using pen
il and paper. It never was any good and never 
ame even 
lose to be
ompleted. It also used a D1000 as its main skill-
he
k roll. I hope atro
ities like that will be keptout of this, but the o

asional one may 
reep in.This rulebook uses SI (metri
) units throughout.For those of you who want to roll up a 
hara
ter fast, please refer to the 
hapter on 
hara
tergeneration, starting on p. 35.I'd like to extend a big \Thank you" to� Gideon for beta-testing� Brian for beta-testing� Ra
hel for not laughing� �Orjan for proof-reading and ideas� Rydis for proof-reading� David for beta-testing� Jester for proof-reading1.0.1 Changes2005-03-02 V1.0 released2005-03-16 V1.1, sniper ri
e added as a weapon (due to PU FSMC splatbook work)2005-08-09 V1.2, assorted typoes, grammati
al errors and layouts �xed.
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Chapter 2Chara
ter attributesAll 
hara
ters are de�ned by attribute statisti
s and by skills. This 
hapter will tou
h on theattributes, both the primary attributes (strength, 
onstitution, agility, pre
ision, intelligen
e,willpower, per
eption) and the se
ondary attributes.2.1 Physi
al attributesThe physi
al attributes are those whi
h resides \in the body" of the 
hara
ter. The physi
alattributes are strength, 
onstitution and agility 1.2.1.1 StrengthStrength is a mix between mus
le build and mus
le usage. Not all 
hara
ters with a given strengthare built alike, some are bulky and some are just very very good at 
oordinating their strength.On the whole, a single abstra
t \strength" stat works quite well.A normal human has a strength rating of 3-18 (3D6)Strength will be shortened to STR.2.1.2 ConstitutionConstitution measures the integrity of the 
hara
ter's body. A low 
onstitution 
an be interpretedas weak bones, possibly over-weight, being prone to twisted ankles, the 
ommon 
old or similar.A normal human has a 
onstitution rating of 8-18 (2D6+6).Constitution will be shortened to CON.2.1.3 AgilityAgility measures the 
hara
ter's ability to bend, to move gra
efully and the like.A normal human has an agility rating of 3-18 (3D6).Agility will be shortened to AGL.2.2 Mental attributesThe mental attributes are those who have to do with the mind (and how the mind intera
ts withthe body).1There is no attribute for size, it is entirely up to the player to determine the size and mass of her 
hara
ter7



8 CHAPTER 2. CHARACTER ATTRIBUTES2.2.1 Pre
isionPre
ision is a measure of hand-eye 
oordination and how fast a 
hara
ter will learn physi
al skills.A low pre
ision rating will mean that the 
hara
ter has a harder time learning hand-to-hand
ombat, 
arpentry and handling guns.A normal human has a pre
ision rating of 8-18 (2D6+6).Pre
ision will be shortened to PCN.2.2.2 Intelligen
eIntelligen
e is a measure of how well a 
hara
ter 
an think logi
ally and to a degree how well a
hara
ter remembers things and the like.A normal human has an intelligen
e rating of 8-18 (2D6+6).Intelligen
e will be shortened to INT.2.2.3 WillpowerWillpower is a measure of how stubborn a 
hara
ter is. It also measures resistan
e to pain. A
hara
ter with high willpower 
an more easily \tough out" pain than one with low willpower.A normal human has a willpower rating of 3-18 (3D6).Willpower will be shortened to WIL.2.2.4 Per
eptionPer
eption measures how well a 
hara
ter noti
es things in her environment. A high per
eptionmay mean spotting danger before it happens or noti
ing a dropped banknote in a dark 
orner. Alow per
eption may mean walking past a dangerous alien, dressed in a 
ashing pink suit, withoutnoti
ing.A normal human has a per
eption rating of 8-18 (2D6+6).Per
eption will be shortened to PER.2.3 Derived attributesThere are some derived attributes, that govern things like fatigue, health and the like. These arederived from a 
hara
ter's primary attributes, listed above.2.3.1 FatigueFatigue measures how well a 
hara
ter 
an stand physi
al exhaustion. It is, in a way, a measureof �tness. Fatigue starts as CON+STR.2.3.2 Health pointsHealth points measure how far from death a 
hara
ter is. When health points (from now on hp)rea
h 0, the 
hara
ter will fall un
ons
ious and she may die if not brought under medi
al attentionwithin a short time (see se
tion 5.5, p. 25). A 
hara
ter's hp starts at CON+STR.



Chapter 3Game me
hani
s3.1 Di�erent di
eAs you probably are aware, most RPGs are played with di
e made out of assorted polyhedra,the ones we will use for this game are the D4 (regular tetrahedron), the D6 (regular hexahedronor a 
ube), the D8 (o
tahedron), D10 (not a platoni
 body, but a semi-regular solid) and D20(i
osahedron). We will also use the D100 and I'd re
ommend using either a single D10, rolled twi
eor two D10 in di�erent 
olours (one 
an buy D10s numbered 00{90 and if you want to use one ofthem instead, they do resolve lots of issues about what die represents the 10s). O

asionally, wewill refer to other di
e.3.1.1 D5Using a D10, let 1{2 ! 1, 3{4 ! 2, 5{6 ! 3, 7{8 ! 4 and 9{10 ! 5.3.1.2 D3Use a D6 and let 1{2 ! 1, 3{4 ! 2 and 5{6 ! 3.3.1.3 D2For the D2, we re
ommend using a D6 and either 1{3 ! 1, 4{6 ! 2 or \odd" ! 1 and \even" !2.3.2 Skill 
he
ksSkill 
he
ks are always done with a D100 and a su

essful roll is one that is lower than the (possiblymodi�ed) skill value used.Skill modi�
ations are more 
ommon in 
ombat than otherwise, but may be used on o

asionfor non-
ombat skills.Always round to the 
losest whole number if you end up with fra
tions after applying a modi�er.Feel free to 
onsistently round x:5 to x+ 1.Emma's 
hara
ter Joanne is about to roll for spotting hidden things. Joanne's\Spot hidden" is at 56%, but the GM de
ides that this is a hard roll, sin
e not only isJoanne under �re, but there have been multiple smoke grenades set o�. Multiplying56% by 0.6 gives 33.6%, we round that up to 34%.Emma rolls 51, thus Joanne fails her \Spot hidden" and will have to try later.Meanwhile, Joanne dashes towards 
over. 9



10 CHAPTER 3. GAME MECHANICSTable 3.1: Skill modi�
ation tableDiÆ
ulty MultiplierVery easy 1:5Easy 1:25Normal 1:0Hard 0:6Very hard 0:2Impossible 0:13.2.1 Perfe
t, spe
ial and fumble resultsFumbleIf a skill 
he
k roll is 95{00 (that is, 100), there is a risk of fumbling. Roll again and if the roll ishigher than the (unmodi�ed) skill value, the result is a fumble. A fumble is, in general, worse thanjust a fail (there are more spe
i�
 fumble rules for 
ombat on p. 25), so a fumbled Spot hiddenroll may end up with the 
hara
ter thinking there is a hidden trapdoor where there's only 
ra
ksin the 
oor.Note that 00 followed by 00 is always a fumble.Perfe
t and spe
ial su

essesIf a skill 
he
k roll is 01{05, there is a 
han
e of a perfe
t su

ess. Roll again and if the roll islower than or equal to the (unmodi�ed) skill value, the result is a perfe
t su

ess. If it is higher,the result is a spe
ial su

ess.3.3 Attribute 
he
ks3.3.1 Normal attribute 
he
ksAttribute rolls are used to 
he
k for things where there are no appli
able skills in the rule book(or when there are suitable skills, but a 
hara
ter doesn't have the skill in question1).An attribute roll is 
al
ulated from the relevant attribute and a diÆ
ulty multiplier; the resultshould be rolled under or equal on one D100 to su

eed.Attribute rolls 
an never be anything but \su

essful" or \failed", so there's no reason 
he
kingfor fumbles or spe
ial or perfe
t su

esses .Table 3.2: Attribute roll modi�ersDiÆ
ulty MultiplierVery easy 7:5Easy 6:25Normal 5Hard 3Very hard 1Impossible 0:5Emma's 
hara
ter Joanne is diving towards 
over be
ause she is under �re. Unfor-tunately, there is no skill 
alled \Dive for 
over" (we 
ould, possibly, use Dodge, butwe won't), so the GM asks Emma to roll an Easy AGL 
he
k.Joanne's AGL is 15, that means an Easy 
he
k is 94%. Emma rolls 18, so Joannesu

eeds in �nding 
over.1This is only appli
able for the skills that have no base 
han
e



3.3. ATTRIBUTE CHECKS 113.3.2 Opposed attribute 
he
ksWhenever two attributes are set in dire
t 
on
i
t (say, trying to break down a door or lift somethingextremely heavy), you 
an use an opposed attribute 
he
k. There is a simple formula to 
al
ulatethe relevant per
entage for su

ess, start at 50% for equal numbers and for ea
h step higer (lower)just add (subtra
t) 5% [(Att�Def) � 5 + 50℄. Anything lower than 5% or higher than 95% is anautomati
 fail or su

ess.To make this faster, refer to this table:Table 3.3: Opposed rolls per
entage table3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 183 50 45 40 35 30 25 20 15 10 5 F F F F F F4 55 50 45 40 35 30 25 20 15 10 5 F F F F F5 60 55 50 45 40 35 30 25 20 15 10 5 F F F F6 65 60 55 50 45 40 35 30 25 20 15 10 5 F F F7 70 65 60 55 50 45 40 35 30 25 20 15 10 5 F F8 75 70 65 60 55 50 45 40 35 30 25 20 15 10 5 F9 80 75 70 65 60 55 50 45 40 35 30 25 20 15 10 510 85 80 75 70 65 60 55 50 45 40 35 30 25 20 15 1011 90 85 80 75 70 65 60 55 50 45 40 35 30 25 20 1512 95 90 85 80 75 70 65 60 55 50 45 40 35 30 25 2013 S 95 90 85 80 75 70 65 60 55 50 45 40 35 30 2514 S S 95 90 85 80 75 70 65 60 55 50 45 40 35 3015 S S S 95 90 85 80 75 70 65 60 55 50 45 40 3516 S S S S 95 90 85 80 75 70 65 60 55 50 45 4017 S S S S S 95 90 85 80 75 70 65 60 55 50 4518 S S S S S S 95 90 85 80 75 70 65 60 55 50
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Chapter 4Skills and skill resolution4.1 Skill basi
sSkills in this game 
ome in two 
avours, skills one rolls for and skills that imply knowledge of asubje
t matter. The latter skills do not have a \skill su

ess per
entage" as su
h, but rather askill level, graded 1{5, giving an indi
ation of pro�
ien
y. These are marked as \know" in the skilllist and have an asso
iated base attribute.Skill levels 
an in
rease in one of two ways, either through expli
it training (time-
onsumingand/or expensive) or through experien
e. Knowledge skills 
an only be in
reased through trainingor by using \bonus xp"1.Every gaming day (that is, day in the gaming world) the �rst su

essful skill usage underpressure (whi
h, in
identally, is the only time a skill-
he
k is a
tually ne
essary2) gives one xp forthat skill. Any perfe
t skill 
he
k (see page 10) gives 1D3+1 xp, even if xp has been handed outfor that skill during the same game day.When gaining xp on a weapon skill, the xp is for that weapon only. Any xp on a spe
i�
weapon 
an be 
onverted to xp for the group weapon skill two-for-one (two weapon-spe
i�
 xp forone xp on the group it belongs to).4.1.1 Bonus xpBonus xp is a way for the GM to award good role-playing or general helpfulness from the players.As a general guide line, no player should be getting more than 2{3 bonus xp per session and thereshouldn't be more than 5{6 handed out in total per session.4.2 Training and pra
ti
eIf a 
hara
ter is in training to in
rease a skill, roll a skill 
he
k every three gaming days in training(that is e�e
tively twi
e per gaming week). Every su

essful roll gives 1 xp (there 
an be no perfe
tor spe
ial su

esses while training). If the 
hara
ter is training alone, use the Hard modi�er fromthe Skill Modi�
ation table (p. 10). If the 
oa
h is ex
eptionally good or the 
hara
ter is the solestudent for the whole three days, use the Easy modi�er from the same table.If the 
hara
ter is training a skill she doesn't already have or the skill value is lower than thevalue of the base attribute, use the base attribute instead. For a knowledge skill, use the baseattribute times 4.The highest skill value rea
hable through training is 5 times the base attribute (knowledgeskills have a maximum of 5, no matter what the 
hara
ter's attribute levels are).1Awarded by the GM as a bonus for good playing during a session, bringing pizza to the gaming session or bypure whimsy2This is not quite true, one still needs to roll for Spot hidden13



14 CHAPTER 4. SKILLS AND SKILL RESOLUTION4.3 Using experien
e pointsEvery skill has a base 
ost that governs how many xp is needed to get a higher skill value. Thein
rement depends on how good one is at the skill at the moment (it's easier to get better fastwhen one isn't that skilled). Refer to the Skill In
rement table.Knowledge skills are governed by the \knowledge skills" table.Table 4.1: Skill in
rement tablesSkill level In
rement Expe
ted result0{25 3D4 826-45 D10 646{60 D8 561{70 D6 471{80 D4 381{90 D3 291{95 D2 296{99 1 N/AKnowledge skillsSkill level Base 
ost times0{1 12{3 24 3Note that in
reasing skill values takes a week of more-or-less rest, so it will most probablyhappen in natural pauses between sessions (during long travel, say).Joanne feels she needs to be
ome better at Ele
troni
s (she is now at a modest24%), so she enrols in an ele
troni
s 
lass. She will be in the 
lass for 8 weeks. The�rst week Emma rolls 69 and 15 for Joanne's 
he
ks, gaining 1 xp. Se
ond week Emmarolls 83 and 11, third week 58 and 61 (no xp this week), fourth week 14 and 84 (now atotal of 3 xp), �fth week Emma rolls 55 and 41, sixth 77 and 47, seventh 86 and 23 andthe eighth week 61 and 12. Joanne now has 5 xp on Ele
troni
s and Emma de
ides arest is in order.The �rst 2 xp used start from 24% (this means using 3D4) and Joanne gains 7%.The se
ond 2 xp used start from 31%, so Emma rolls a D10 for the se
ond in
reaseand rolls a 6, landing Joanne on a total of 37% and one remaining xp (to be used whenshe's got more experien
e to use up).4.4 Buying skills for a new 
hara
terYou 
an either use your initial xp to buy skills as normal or you 
an skip rolling the di
e and justgo for the expe
ted value for the roll, thus ending up on average the same, but possibly slightlyworse or better (it is faster, though, sin
e one doesn't have to roll di
e).There are no limits on what skills a new 
hara
ter 
an buy, but we urge players to build a
hara
ter that makes sense, at least for the 
hara
ter you'd want to play.For some rough guide lines, see the 
hara
ter templates on p. 41.4.5 Base 
han
e and base attributesSome skills have more than one base attribute, this means that instead of using any of the listedattributes, one should use the average between the attributes, whenever there's a question of
omparing to \base attribute".



4.6. WEAPON SKILLS 15Base 
han
e means this is what all 
hara
ters has from the word \go" (usually 0 or baseattribute, some knowledge skills have base 
han
es, most do not).4.6 Weapon skillsWeapons are grouped in several major groups (beam pistols, beam ri
es, pistols, ri
es, edgedswords, point swords, knives and 
lubs). In e�e
t, the skill for a given weapon is found by addingthe skill for the base group and the skill for the spe
i�
 weapon (they are in
reased as if they wereseparate). Individual weapons are learned as skills with the same base attribute and base 
han
eas the group, but with a base 
ost of one lower.Joanne has Point Swords at 30% and Ep�ee at 30%, making her e�e
tive skill withan ep�ee 60%.4.7 Skill list4.7.1 ArmourerAttr: INT Base: INT Cost: 2 Attr: INTBase: INTCost: 2The Armourer skill is used for repairing weapons and armour and 
an also be used for buildingimprovised weaponry and armour. Use the highest skill value of Armourer and relevant weaponskill when �eld-stripping or 
leaning a weapon.This skill 
an also be used to do minor modi�
ations to weapons and armour; spe
i�
ally asu

essful skill roll is needed to adjust any power armour to a new wearer (this is normally donein the store when buying a light power armour or by the supply depot for any of the 
ombatarmours).4.7.2 AstrogationAttr: INT Base: 0 Cost: 3 Attr: INTBase: 0Cost: 3Astrogation is the skill of navigating by the stars. This skill is primary used for getting navigational�xes in spa
e and requires a

ess to referen
e works (star 
harts and the like) and instrumentation,but it 
an also be used for navigation on a planet surfa
e.4.7.3 Beam pistolsAttr: PCN Base: PCN Cost: 2 Attr: PCNBase: PCNCost: 2Weapon skill.This skill 
overs all beam pistols, both usage and 
are. Apart from a skill-
he
k when atta
king,this skill 
an also be used to speed-reload (e�e
tively instant 
hanging of the power pa
k).4.7.4 Beam ri
esAttr: PCN Base: PCN Cost: 2 Attr: PCNBase: PCNCost: 2Weapon skill.This skill 
overs all beam ri
es, both usage and 
are. This skill 
an also used for speed-reload(e�e
tively instant 
hanging of the power pa
k).4.7.5 ClimbAttr: AGL,STR Base: AGL,STR Cost: 1 Attr:AGL,STRBase:AGL,STRCost: 1This skill 
overs 
limbing. In general, dedu
t one fatigue for ea
h minute spent 
limbing (withoutrest). It's mu
h harder to rest when free-
limbing than when 
limbing using ropes and 
rampons



16 CHAPTER 4. SKILLS AND SKILL RESOLUTIONand the diÆ
ulty level should go up as one goes from a slanted wall with ni
e big grip-friendlygaps to a mountain-side, to a sheer glass wall.4.7.6 ClubsAttr: AGL,STR Base: AGL,STR Cost: 2Attr:AGL,STRBase:AGL,STRCost: 2 Weapon skill.This skill 
overs the use of all 
lubs and 
lub-like weapons (
hair legs, pool 
ues, 
udgels, ma
esand the like).4.7.7 Combat suitAttr: PCN Base: 5 Cost: 4Attr: PCNBase: 5Cost: 4 Weapon skill.This is the skill of using, �ghting and moving around safely in a 
ombat suit (infantry, s
outor 
ommand suit). This skill also 
overs basi
 maintenan
e (proper intervals between 
leaningout the innards, repla
ing air and water, inserting new food 
artridges, swapping power) from theinside and the outside of the suit.It also 
overs basi
 repair work (more involved faults should be handled by someone with theArmourer skill). As a guideline, minor adjustments and lubri
ation are 
overed.When �ring the built-in weapons in a 
ombat suit, use this skill as the sole weapon skill. Whenusing 
lose 
ombat weapons, use the lowest of the relevant weapon skill and this skill (if the valueof \Combat suit" is lower than the base weapon skill, only add half of the weapon-spe
i�
 bonus).4.7.8 Computer programmingAttr: know INT Base: 0 Cost: 5Attr: knowINTBase: 0Cost: 5 This skill 
overs all programming-related matters (writing, debugging, analysing and designing
ode). It doesn't, really, 
over things like \set the VCR 
lo
k" or \set a timed re
ording". Spread-sheets are borderline programming, it depends on the exa
t spe
i�
s if it's programming or just
omputer use.4.7.9 Computer usageAttr: know INT Base: 1 Cost: 1Attr: knowINTBase: 1Cost: 1 This skill governs things like \navigate UI", \�nd do
umentation", \use keyboard", \use most 
om-mon appli
ations" (spreadsheets, word pro
essors, at least to a level of \type things in, 
ut&paste,delete, save to �le, open �le).The higher the level of this skill, the more \advan
ed" things 
an be expe
ted to be done.4.7.10 Deep spa
e ta
ti
sAttr: INT Base: 0 Cost: 3Attr: INTBase: 0Cost: 3 This skill is used to get an advantage in spa
e. It is primarily designed to be used suÆ
ientlyaway from steep gravitational wells, but 
an be used there too (imagine it is named \deep spa
eand orbital ta
ti
s", though the name is just that bit too long).It 
overs maneuvering, estimating a
tions from the opponent, using lo
al features of spa
e forone's gain and the like.4.7.11 DemolitionAttr: INT Base: 0 Cost: 2Attr: INTBase: 0Cost: 2 This skill governs the use of primarily explosives to bring down stru
tures. At times, using a bit of
hain-sawing to weaken stru
tural membersmay be advisable. A failed roll means either \stru
ture



4.7. SKILL LIST 17only partially 
ollapsed" or \used too mu
h explosives", at the GM's dis
retion. A fumbled rollalways means \used mu
h more explosives than needed" and results in debris being hurled forquite a distan
e. Again, a
tual damage 
aused to bystanders is up to the GM's dis
retion.4.7.12 DodgeAttr: AGL Base: AGL Cost: 1 Attr: AGLBase: AGLCost: 1This is a 
ombat skill, but not a weapons skill as su
h. This is how to dodge, weave and void3during 
ombat. This is somewhat e�e
tive against proje
tile and beam weapons.A 
hara
ter 
an attempt one dodge per 
ombat round, no matter if she is atta
king or defend-ing. Dodging while doing an all-out atta
k gets a Hard modi�er. On a su

ess, 
ount the dodge asa parry. If parrying and dodging the same atta
k (and both the parry and dodge su

eeds), ignoreall damage 
aused to the 
hara
ter. A barely su

essful parry and a barely su

essful dodge isgood even against a perfe
t atta
k. Use the atta
k and parry table (tab. 5.1 on p. 24) for just adodge against an atta
k, ignore all damage done to the atta
ker and read \falls over" for \defenderis disarmed".4.7.13 Edged swordsAttr: PCN Base: PCN Cost: 3 Attr: PCNBase: PCNCost: 3Weapon skill.This skill governs the use of all edged swords. This is swords like sabres, long-swords, broadswords,
utlasses, fal
hions, Japanese swords and the like.This skill does not 
over sharpening swords (in general), unless the GM spe
i�
ally wants it to(there is no sword-sharpening skill, so if one is needed, either let it be 
overed by one of the twosword skills or 
reate one).4.7.14 Ele
troni
sAttr: INT Base: 0 Cost: 2 Attr: INTBase: 0Cost: 2This skill 
overs the design, building and trouble-shooting of ele
troni
 equipment. With the righttools and raw materials, the 
hara
ter 
an build almost all ele
troni
 equipment, though it maytake a while.
3\Voiding" is, basi
ally, not having your body interse
t your opponent's blade by small body adjustments,dodging is doing the same, but usually with larger movements. It's the same as boxing's \weave".



18 CHAPTER 4. SKILLS AND SKILL RESOLUTION4.7.15 First aidAttr: INT Base: 0 Cost: 2Attr: INTBase: 0Cost: 2 This is the skill of pat
hing up damaged humans. It 
overs things like CPR, splintering brokenlimbs, staun
hing bleeding, pat
hing up damaged lungs and in general stabilising damaged people.It does not (per se) help regain lost hp, but will stop hp loss when in negative hp.4.7.16 HideAttr: PCN Base: PCN Cost: 1Attr: PCNBase: PCNCost: 1 This is the skill of 
on
ealment (both of self and of other people or things). If in a hurry, the mainthing is to be still, very still4. A 
hara
ter knows if a roll failed, but if the roll is fumbled the
hara
ter believes she is well-hidden while being more-or-less obvious.Given a bit of time, stru
tures and other people 
an be hidden su

essfully but this may requireadditional materials (
amou
age nets, additional materials to break up the shape of obje
ts, 
amopaint and the like).When someone is a
tively looking for someone (or something) that is hidden, treat ea
h \levelof su

ess" as one step harder (that is, a su

essful \Hide" is a normal \Spot hidden", a spe
ial\Hide" is a Hard \Spot hidden" and a perfe
t \Hide" is a Very hard \Spot hidden").4.7.17 KnivesAttr: AGL Base: AGL Cost: 3Attr: AGLBase: AGLCost: 3 Weapon skill.This skill 
overs the use of and 
are for knives. It in
ludes sharpening the knife. The limitbetween what is a sword and a knife is somewhat 
uid, but for the purpose of having �rm rules,we've pla
ed the dividing line at the ma
hete (with the ma
hete being, barely, in the knife 
amp).4.7.18 Language:...Attr: know INT Base: varies Cost: 4Attr: knowINTBase:variesCost: 4 This is the language skill template. The base 
han
e in a 
hara
ter's native language(s) is 3whereas the base 
han
e in all other languages is 0.Language pro�
ien
y 
an be approximately judged by the language table (p. 18).Table 4.2: Language skillsLevel Des
ription0 Does not speak nor understand at all1 Can make herself understood and understand spoken and written 
ommuni
ation.Will have misunderstandings.2 Can speak and understand the language fairly well, will still have the o

asionalmisunderstanding and la
k words for several important 
on
epts3 Uses the language on the same level as a native, though has obvious diale
t ora

ent.4 Uses the language well, has only faint tra
es of diale
t or a

ent, 
an usuallymimi
 a

ents and diale
t, to a degree.5 Very pro�
ient in the use of language. Never makes unintentional linguisti
mistakes.4The author on
e managed to \hide" on top of a low wall between a road and a 
hur
h, by simply sitting stilland reading a book, people a
tively looking for him, knowing he was within 50 metres of roadside managed to passhim by twi
e



4.7. SKILL LIST 194.7.19 Library usageAttr: know INT Base: 1 Cost: 1 Attr: knowINTBase: 1Cost: 1In short, how to sear
h for information.Library usage is the skill to approa
h an information sear
h going either for spe
i�
s andwidening out or going from a general query and nailing it down. Sometimes, the GM may feelthat a per
entage roll is needed (say, trying to get hold of information under pressure). In that
ase, INT times Library usage skill level may be a suitable initial stab at a base per
entage.4.7.20 Lo
k Pi
kingAttr: PCN Base: 0 Cost: 2 Attr: PCNBase: 0Cost: 2This skill governs how hard it is to (un)lo
k lo
ks with mostly physi
al 
omponents without therelevant key. Without a proper lo
k pi
k set, add a Hard modi�er to all attempts.4.7.21 PistolsAttr: PCN Base: PCN Cost: 2 Attr: PCNBase: PCNCost: 2Weapon skill.This skill 
overs the use and 
are of all pistols and revolvers. It 
an be used to speed-loadpistols, it 
an only be used for speed-loading revolvers if the 
hara
ter has a speed-loading 
lipwith 
artridges. This skill does not 
over 
are of muzzle-loaders, but does 
over usage of them.4.7.22 Point swordsAttr: PCN Base: PCN Cost: 3 Attr: PCNBase: PCNCost: 3Weapon skill.This skill 
overs the use of point swords5. It 
overs both atta
k and 
are for the weapons(sharpening points and edges and the like).Typi
al point swords are ep�ee, foil and rapier.4.7.23 Ride horseAttr: PCN Base: PCN Cost: 2 Attr: PCNBase: PCNCost: 2Riding on and 
aring for a horse.This 
overs 
leaning the horse, spotting if the horse is in need of more quali�ed medi
alattention, staying on the horse during diÆ
ult maneuvering and 
alming the horse when it isagitated.
5More 
orre
tly, swords whose primary atta
k is with the point



20 CHAPTER 4. SKILLS AND SKILL RESOLUTION4.7.24 Ri
esAttr: PCN Base: PCN Cost: 2Attr: PCNBase: PCNCost: 2 Weapon skill.This skill 
overs the use and 
are of all ri
es, 
arbines and subma
hine-guns. It does not 
overthe 
are or speed-loading of muzzle loaders. It does expli
itly 
over assault ri
es and ma
hineguns.Not all ri
es 
an be speed-loaded.4.7.25 RopeworkAttr: INT Base: INT Cost: 1Attr: INTBase: INTCost: 1 The skill of tying ropes together in a stable 
on�guration. Can be used to 
onstru
t rope bridges,trussing things up or tying people or obje
ts safely to something. It also 
overs spli
ing ropestogether and how to undo rope work (it may not be possible to, if the 
hara
ter is a
tually tiedto something).4.7.26 Spot hiddenAttr: PER Base: PER Cost: 2Attr: PERBase: PERCost: 2 To see things that have been obs
ured (intentionally or not). This is one of the few skills wesuggest the GM roll for without showing the player if she su

eeded or not. This should be usedwhenever the 
hara
ter is intentionally looking for something, if just idly walking past something(or someone) obs
ured, use a PER attribute roll, at a suitable hardness level.4.7.27 SwimAttr: know AGL Base: 0 Cost: 2Attr: knowAGLBase: 0Cost: 2 How to move in and under water. This is a knowledge skill, though there may be situations wherea per
entage roll is needed. At these times, use either STR or AGL (as appropriate) multipliedwith the Swim skill value (feel free to add 1{3 to the swim skill, if it is an easy task).4.7.28 Thrown weaponAttr: PCN Base: 0 Cost: 3Attr: PCNBase: 0Cost: 3 Weapon skill.This skill en
ompasses javelins, darts, throwing knives and throwing axes. Throwing a weaponthat is not designed to be thrown will usually end up with the weapon hitting with the 
at or justplain falling short.4.7.29 Throw obje
tAttr: AGL,STR Base: AGL Cost: 2Attr:AGL,STRBase: AGLCost: 2 Weapon skill.This throwing skill is a \distan
e-throwing" skill (throwing grenades, stones and the like), morethan a \pre
ision-throwing" skill. If the thrower wants to end up 
loser than \randomly within a1 metre radius" of the thing aimed for, roll again and on a su

essful roll the thrown obje
t endsup within 5 
m from the intended target spot.



4.7. SKILL LIST 214.7.30 Vehi
le:Air
raft (Jet)Attr: AGL,PER Base: 0 Cost: 4 Attr:AGL,PERBase: 0Cost: 4This skill 
overs the use and basi
 maintenan
e of a jet air
raft. Under normal 
ir
umstan
es,no skill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.31 Vehi
le:Air
raft (prop)Attr: PER Base: 0 Cost: 3 Attr: PERBase: 0Cost: 3This skill 
overs the use and basi
 maintenan
e of a prop air
raft. Under normal 
ir
umstan
es,no skill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.32 Vehi
le:CarAttr: PER Base: PER Cost: 2 Attr: PERBase: PERCost: 2This skill 
overs the use and basi
 maintenan
e of a 
ar. Under normal 
ir
umstan
es, no skillroll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks, tryingto shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.33 Vehi
le:Hover
raftAttr: PER Base: 0 Cost: 2 Attr: PERBase: 0Cost: 2This skill 
overs the use and basi
 maintenan
e of a hover
raft. Under normal 
ir
umstan
es, noskill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.34 Vehi
le:LanderAttr: AGL,PER Base: 0 Cost: 4 Attr:AGL,PERBase: 0Cost: 4This skill 
overs the use and basi
 maintenan
e of a orbital lander. Under normal 
ir
umstan
es,no skill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.35 Vehi
le:Motor
y
leAttr: AGL,PER Base: 0 Cost: 2 Attr:AGL,PERBase: 0Cost: 2This skill 
overs the use and basi
 maintenan
e of a motor
y
le. Under normal 
ir
umstan
es,no skill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.36 Vehi
le:SailAttr: INT Base: 0 Cost: 2 Attr: INTBase: 0Cost: 2This skill 
overs the use and basi
 maintenan
e of a sailboat. Under normal 
ir
umstan
es, noskill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.NB: With a sail boat, \ex
essive speed" a
tually means \in heavy weather".If the 
hara
ter also has the ship skill, this is usable for large sail ships.



22 CHAPTER 4. SKILLS AND SKILL RESOLUTION4.7.37 Vehi
le:ShipAttr: INT Base: 0 Cost: 3 Attr: INTBase: 0Cost: 3This skill 
overs the use and basi
 maintenan
e of a ship. Under normal 
ir
umstan
es, no skillroll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks, tryingto shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.If the 
hara
ter also has the sail skill, this is usable for sail ships, otherwise it refers to poweredships only.4.7.38 Vehi
le:Spa
e
raftAttr: PER Base: 0 Cost: 4Attr: PERBase: 0Cost: 4 This skill 
overs the use and basi
 maintenan
e of a spa
e
raft. Under normal 
ir
umstan
es, noskill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.39 Vehi
le:SpeedboatAttr: AGL,PER Base: 0 Cost: 2Attr:AGL,PERBase: 0Cost: 2 This skill 
overs the use and basi
 maintenan
e of a speedboats. Under normal 
ir
umstan
es,no skill roll is needed, but in any sort of rapid maneuvering (avoiding obsta
les, dodging atta
ks,trying to shake o� pursuers, at ex
essive speed. . . ), a skill roll is needed.4.7.40 Wilderness survivalAttr: INT,PER Base: 0 Cost: 2Attr:INT,PERBase: 0Cost: 2 This skill 
overs foraging for food and building prote
tion from the elements in the wilderness.This skill 
overs all 
limates and planets, simply be
ause listing all relevant sub-areas of survivalwould be long, boring and tedious.4.7.41 Zero-G maneuveringAttr: know PCN Base: 0 Cost: 3Attr: knowPCNBase: 0Cost: 3 How to move around and work in mi
ro-gravity.Table 4.3: Mi
ro-gravity movement skills0 Can get around, bumps into things and is likely to hurt herself or others. Cannot, under any 
ir
umstan
es, attempt 
ombat.1 Can get around, bumps into things. All 
ombat is with an extra Very Hardmodi�er.2 Can get around, is ungra
eful. Will o

asionally bump into things, but usuallyjust gently. All 
ombat is at an extra Hard modi�er.3 Can get around well. Not gra
eful, as su
h. All 
ombat is normal from this skilllevel and up.4 Moves around very well in mi
ro-gravity. The 
hara
ter 
an \herd" people withlevel 1{2 in this skill.5 Extremely good at moving around in mi
ro-gravity. All dodging is done withan extra Very Easy modi�er. The 
hara
ter 
an \herd" anyone safely in mi
ro-gravity.



Chapter 5CombatCombat seems to be an inevitable thing in all RPGs, so we better have some rules for how ithappens. The 
ombat system used is aimed to be as stream-lined as possible, so one 
an getdramati
 tension in the �ghts. Also note that 
ombat in this system is geared towards being fast1and deadly, so one should (if at all possible) avoid ending up in a 
ombat situation.5.1 The roundCombat takes pla
e in rounds. Ea
h 
ombat round (CR) is approximately 5 se
onds long and
onsists of multiple attempts at atta
king and defending, so all \to hit" rules govern a sequen
eof probes, feints and the like. For proje
tile and beam weapons, it is more a question of gettingthe 
orre
t aim and trying to predi
t how the target is moving.At the very start of a 
ombat, roll for initiative (PER+AGL+D20), highest s
ore goes �rst(this 
an be 
ru
ial for \one-hit �ghts"), after the �rst round treat all atta
ks as \e�e
tivelysimultaneous", though as separate for determining damage to weapons (this means, de
ide on anorder and any weapon that ends up taking enough damage to break will not be usable for atta
k).5.2 Weapon skillsWeapon skills fall in one of multiple broad 
ategories, there are also spe
i�
 weapon skills. (let'ssay Emma's 
hara
ter Joanne has \Point swords" to 30% and further has \Ep�ee" at +25%, givingher a total of 55% at using an ep�ee).Weapon skills are a�e
ted by en
umbran
e (see p. 29 for exa
t details, in short anything upto STR x 2 is �ne, anything above that gets an extra Hard modi�er per started multiple of STRand an extra Fatigue loss per 
ombat round).5.3 Atta
king and defendingWith 
lose-
ombat weapons (swords, knives, staves, body parts and similar), one has e�e
tivelythree 
hoi
es: all-out atta
k, atta
k and all-out defen
e. For an all-out atta
k, apply an Easymodi�er (p. 10) to the over-all modi�ed result. For a normal atta
k, the 
hara
ter 
an parryone atta
k without penalty and for all-out defen
e the 
hara
ter 
an parry three atta
ks withoutpenalty.The 
hara
ter also has the option to dodge. Dodging means applying a Hard modi�er whendoing an all-out atta
k, but doesn't a�e
t a normal atta
k or an all-out defen
e. Dodging is usefulagainst proje
tile and beam weapons, whereas the normal parrying implied in a normal atta
k orall-out defen
e isn't.1\Fast" both in game terms and in a
tual playing; as stream-lined me
hani
s as we 
an make them.23



24 CHAPTER 5. COMBATAny su

essful parry means that the 
hara
ter doesn't take damage from the parried atta
k.However, to parry a spe
ial su

ess, one needs to do a spe
ial or perfe
t parry and to defendagainst a perfe
t atta
k, one needs to do a perfe
t parry.Attempting to parry more than the \penalty-free" amount (none, one or three parried atta
ks)gives an extra Hard modi�er for ea
h extra parry attempt, this doesn't a�e
t parry attempts thathave already been resolved. Table 5.1: Atta
k and parry tableAtta
k Parry ResultFumble Fumble Both parties take full damage from opponent'sweaponFumble Fail Roll fumble for atta
ker as normalFumble Su

ess Roll fumble for atta
ker, add normal damagefrom defenderFumble Spe
ial Roll fumble for atta
ker, add full damage fromdefenderFumble Perfe
t Roll fumble for atta
ker, add full damage fromdefender, atta
ker is disarmedFail Fumble Defender takes normal damage from atta
kerFail Fail No damageFail Su

ess No damageFail Spe
ial No damage, atta
ker is disarmedFail Perfe
t Atta
ker takes normal damage from defender,atta
ker is disarmedSu

ess Fumble Defender takes full damage from atta
ker, de-fender is disarmedSu

ess Fail Defender takes normal damage from atta
kerSu

ess Su

ess No damageSu

ess Spe
ial No damageSu

ess Perfe
t Atta
ker takes normal damage from defender,atta
ker is disarmedSpe
ial Fumble Defender takes full damage, defender is dis-armedSpe
ial Fail Defender takes full damageSpe
ial Su

ess Defender takes normal damageSpe
ial Spe
ial No damageSpe
ial Perfe
t No damagePerfe
t Fumble Defender is instantly killedPerfe
t Fail Defender takes full damage, no armourPerfe
t Su

ess Defender takes full damagePerfe
t Spe
ial Defender takes normal damagePerfe
t Perfe
t No damage5.4 ReloadingReloading takes one round, but most weapons have speed-reloading available (some do not, they'remarked as su
h in the weapons table). To speed-reload (having the weapon usable in the sameround), all that's needed is a su

essful weapons skill 
he
k against the spe
i�
 weapon skillplus half the group skill. The number of available uses (
harges or proje
tiles) varies fromweapon to weapon and is noted in the weapons table.



5.5. DAMAGE AND FATIGUE 255.5 Damage and fatigueFor ea
h three rounds of 
ombat, dedu
t one fatigue point. When fatigue rea
hes 0, the 
hara
terneeds to rest for at least �ve minutes before doing anything else. Continuing �ghting is doneat two diÆ
ulty levels harder than it should've been (anything harder than \Impossible" is anautomati
 fail). Fatigue points are re
overed at the rate of one every two CR. However, if they'verea
hed 0, �ve minutes of 
omplete rest is needed before any re
overy 
an be made. At the endof the �ve minute period, fatigue is at half of normal max.Damage from weapons are taken from hp and when hp rea
hes 0, the 
hara
ter falls un
on-s
ious. If hp falls below 0, the 
hara
ter starts losing hp at a rate of 1 hp every 4 rounds untila su

essful First aid has been done (equally good is being shu�ed into an auto-do
). When hprea
hes �CON, the 
hara
ter dies.2 Fatigue and hp 
an be regenerated. For ea
h minute of not working hard (
ombat, running,
arrying heavy loads and the like), a 
hara
ter regains one fatigue. Alas, hp regenerate moreslowly, at 1 hp per day of taking it easy (if 
ompletely at rest, the 
hara
ter regenerates 2 hp perday).5.6 FumblingWhen a 
hara
ter fumbles with weapons, something bad happens. As a GM, feel free to improvisefumbling result or 
onsult the handy weapons fumble table.Table 5.2: Weapons fumble tableRoll Result01{25 Atta
ker drops weapon26{40 Atta
ker drops weapon, 
ies o� D6+6 metres41{50 Atta
ker stumbles over own feet, defen
eless in next round51{60 Atta
ker stumbles over own feet, falls over. Defen
eless innext round and takes D4-1 damage61{70 Atta
ker hits herself, take normal weapons damage (forproje
tile weapons, see 26{40).71{80 Atta
ker hits friend (if �ghting alone, see 61{70) for nor-mal damage81-90 Atta
ker armour malfun
tions. If she is wearing te
h ar-mour, the power starts glit
hing (�15% to all atta
ks), ifnon-te
h armour it starts loosening (�1 to prote
tion).91-95 Atta
ker falls over and hits herself with her own weapon(even with proje
tile weapons). D4-1 from fall damage,normal weapons damage.96-99 Atta
ker weapon malfun
tions. If it is a proje
tile or beamweapon, there is a 15% 
han
e that the weapon explodes,imparting normal damage. If it's a knife, sword, spear orthe like, the weapon simply breaks apart and 
annot berepaired.00 Atta
ker weapon malfun
tions as per 96{99, atta
ker fallsfalls over (taking D4-1 fall damage) and atta
ker's armourmalfun
tions as per 81{902\Taking it easy" means no running, no 
ombat and no heavy 
arrying; likewise, no long-distan
e walks.



26 CHAPTER 5. COMBAT5.7 ArmourArmour 
omes in many variations, starting from the old 
lassi
s like boiled leather, on to modernarmour like powered 
ombat suits. Obviously, the prote
tion they o�er from various types ofdamages varies, but we shall gloss that over, for the sake of simpli
ity3.Ea
h armour absorbs a number of points of damage, this is 
alled the armour's absorption(ABS).Armour 
omes in basi
ally two versions, powered and unpowered. Powered armour uses energy
ells (see p. 29 for details). Table 5.3: Armour listArmour ABS Weight E-
ell sizeHeavy 
loth 1 3{7 kg N/ABoiled leather 2 4{8 kg N/AStudded leather 3 6{10 kg N/ARibbed leather 4 8{12 kg N/ABand mail 4 9 kg N/AChain mail 5 15 kg N/APlate mail 6 20 kg N/AImpa
t-resistant vest 6y 6 kg N/AAs above, with trauma plates 8 12 kg N/AChameleon suit 2 5 kg CLight power armour 5 25 kg CInfantry armour 10 150 kg DS
out armour 9 170 kg DCommand armour 12 200 kg DyAgainst proje
tile weapons only5.7.1 Powered armourChameleon suits and the three types of infantry battle-suits (infantry, s
out and 
ommand armour)are all powered and the infantry, s
out and 
ommand suits require power to even move.A 
hameleon suit has multiple 
ameras and 
olour-
hanging pixels on it and an on-board
omputer to mimi
 and meld into the surroundings as well as possible. It makes hiding two levelseasier (makes an \impossible" modi�er into a \Hard", a \normal" into \very easy" and makes foran automati
 su

ess for both \easy" and \very easy"). When un-powered, a 
hameleon suit islight-grey in 
olour and slightly sparkling and shows up quite well.The light powered armour also doubles as an environmental suit and has a small level of powerampli�
ation, so as to in
rease the movement speed and physi
al strength of the wearer. It hasno built-in weaponry, but for the purpose of lifting and 
arrying, add 5 to the wearer's STR.The battle-suits are worn 
ompletely around the user and have 
ompartments for storing 
on-
entrated food, water and air (water and air 
an be topped up from the outside, the food supplies
annot). They also have waste 
olle
tion units that 
an be 
hanged externally. They're usableas va
uum suits. They have built-in weaponry (they all have a plasma ri
e built-in (
ontinously
harged from the 
ombat suit) and the infantry suit also has grenade laun
hers built into theba
k of the suit, shooting grenades forward over the head; some modi�ed models also have anti-personnel mine dispensers), the main di�eren
e is that a s
out suit is slightly lighter and has a3A more detailed damage system may be o�ered in a future supplement, but nothing will require using it



5.8. WEAPONS 27higher top speed than the others and has repla
ed some of the weaponry with sensors and pro-
essing 
apa
ity. The 
ommand suit has full weaponry, slightly heavier armour (it's also slightlylarger than the two others) and is jammed full with positioning gear, a ta
ti
al 
omputer andradio equipment.None of the battle-suits is really \mobile" without a power sour
e, due to their weight.5.8 WeaponsWeapons 
ome in two major variations, 
lose-
ombat weapons and distan
e weapons.5.8.1 Break valueClose-
ombat weapons are often used to parry or blo
k and may take damage from it. Givenenough damage, the weapon will break. This will be simulated in the game by the abstra
t\break value" (BV, a number assigned to ea
h weapon).If in any atta
k, a weapon is in
i
ted with more damage than its BV, it will lose 1 from it. Ifin any atta
k, a weapon is in
i
ted with more than 6 damage than its BV, it will break.5.8.2 Distan
e weaponsAll distan
e weapons share some 
hara
teristi
s, they have a maximum e�e
tive range, they havea rate of �re and they 
an be �red a given number of times before needing a reload.Table 5.5: Close 
ombat weapons tableName Type Damage Weight BVBroadsword ES 2D6+2 1.5 kg 12Dagger K D4+1 0.5 kg 6Ep�ee PS 2D6 1 kg 10Foil PS 2D6-1 0.7 kg 8Gladius ES D6+2 1.5 kg 10Katana ES 2D6+3 1.5 kg 10Ma
hete K D6+2 0.7 kg 10Rapier PS 4D4 1.5 kg 11Sabre ES 2D6 1 kg 12Spiked ma
e C D6+2 1 kg 6Wakizashi ES D6+2 1.0 kg 7PS { pointed sword ES { edged sword K { knife C { 
lubTable 5.6: Proje
tile weapons tableName Type Damage Weight Rounds Calibre Range Rate
harges E-
ellGlo
k 17 P 2D6 0.625 kg 16 + 1 9 mm 30 m 8Laser pistol BP 2D6 1 kg 30 B 30 m 6Laser ri
e BR 3D6 3 kg 20 C 250 m 6Plasma pistol BP 2D6 0.5 kg 20 A 20 m 3Plasma ri
e BR 3D6 2 kg 20 B 90 m 3Mauser ri
e R 3D6 4.5 kg 6 6.5 mm 450 m 3Sniper ri
e R 3D6 5.3 kg 6 6.5 mm 3000 m 2Assault Ri
e (light) R 2D6 4.5 kg 30 5.56 mm 450 m 30BP { Beam pistol BR { Beam ri
e P { Pistol R { Ri
e per CR



28 CHAPTER 5. COMBATContinued from last pageName Type Damage Weight Rounds Calibre Range Rate
harges E-
ellAssault Ri
e (heavy) R 3D6+1 5.3 kg 20 7.62 mm 450 m 20BP { Beam pistol BR { Beam ri
e P { Pistol R { Ri
e per CR5.9 Example 
ombatJoanne is in a bad situation4, she is being 
ornered by Ondkille, a lo
al thug.Ondkille is waving a knife and threatening to kill her, unless she hands over not onlyall her weapons and 
ash, but also the pa
kage Joanne is 
ouriering (
ontaining ava

ine for spa
e plague, to be shipped to the planet Borta later the same evening).Joanne is wearing her re-infor
ed leather ja
ket (treat as studded leather) and hertrusty ep�ee. She frees her weapon and prepares to atta
k (she de
ides not to do anall-out atta
k, sin
e knives are nasty things).Ondkille, meanwhile, wears boiled leather (2 ABS) and a dagger (40%, D4+1). Hisrelevant stats are STR: 8, CON: 8, AGL: 10, PER: 13, Fatigue: 16, hp: 16.As they both prepare to �ght, Emmaand the GM 
he
ks for initiative (5+AGL+PERfor Joanne, 19+AGL+PER for Ondkille). With a total of 36 for Joanne and 42 forOndkille, he goes �rst. He does a full-out atta
k, for a to-hit 
han
e of 60% and theGM rolls 17, a su

essful atta
k. Joanne tries to parry (point sword 30% and ep�ee at37% for a total of 67%), and Emma rolls 62, a su

ess. Joanne then atta
ks ba
k (rollis 97, a possible fumble, a se
ond roll is 5, giving just a fail).In the next round, Ondkille goes ba
k to just atta
king. At a rolled 85, he misses.Joanne, at a rolled 9, hits and Ondkille (rolling 25) parries. Following round seesOndkille miss (at 83), Joanne hit (11) and Ondkille miss his parry (58). This meanshe takes damage. Emma rolls 2D6 to see what damage Joanne's sword does and rollsa 9. Dedu
ting the 2 ABS from that lands 7 damage on Ondkille who is now down to9 hp.The following round, Ondkille misses his atta
k (84), Joanne lands her (55) andOndkille just barely misses his parry with a rolled 41. Alas, the damage this time isonly 6, landing Ondkille with a total of 5 hp.We see similar things in the �fth round, with Ondkille missing (86), Joanne hitting(23) and Ondkille missing his parry (61). This time, Joanne delivers 8 damage, thusbringing Ondkille down to �1 hp. He slowly 
rumples to the ground and Joanne 
leansand sheathes her ep�ee, before moving onwards to the spa
eport, 
arrying her valuablepa
kage. Joanne is now at a fatigue of 23.
4Joanne's relevant stats are STR: 13, CON: 15, AGL: 15, PER: 16, Fatigue: 28, hp: 28



Chapter 6Equipment and money6.1 En
umbran
eChara
ters are limited in their 
arrying 
apa
ity. The more load, the less e�e
tive one 
an move.This, mostly, a�e
ts 
ombat. Top load for normal fun
tion is STR x 2 (so, with a STR of 11, a
hara
ter would be able to 
arry up to 22 kg without any adverse e�e
ts, given that it's suitablywell distributed). For every 
ompleted or partial multiple of STR beyond 2 there is an extra Hardmodi�er to all weapon skills and one extra fatigue lost per 
ombat round.6.2 Energy 
ellsEnergy 
ells 
ome in a variety of sizes. In general, a bigger 
ell 
ontains more energy than a smaller
ell, though equipment powered by larger 
ells may drain the 
ell at a higher rate. Approximatesizes for ea
h type of 
ell is given below.Table 6.1: Energy 
ell des
riptionsType Weight Size Typi
al usageA 50g 3 
m x�1 
m Flashlights, portable igniters, larger 
lo
ks and thelikeB 100g 17 mm x26 mm x44 mm Weapons, long-term low-powered items, radios, 
ellphones and the likeC 0.5 kg 10 
m x10 
m x10 
m Some weapons, larger 
omputers, environmentsuitsD 2 kg 0.3 m x0.1 m x0.15 m Combat suits, vehi
le-
arried beam weaponsE 20 kg 1.0 m x0.3 m x0.3 m Vehi
le power sour
e29



30 CHAPTER 6. EQUIPMENT AND MONEY6.3 MoneyThe monetary unit used all throughout Settled Spa
e is 
alled the Credit (or Cr for short). Thereare lo
al 
urren
ies in some pla
es1, but the Credit is usable all over Settled Spa
e.There are four 
ategories of \available money". There's the obvious, 
ash in hand (e�e
tivelywhat the 
hara
ter has in her purse). There is \
ardable money" (that is, money available on a
ash-
ard or 
redit arrangement). There's also two types of \money in the bank", short-term andlong-term banking. Short-term banking is funds that 
an be 
onverted to ready 
ash on shortnoti
e (think \minutes to hours") and long-term is assets that 
an take up to a month to 
onvertto ready 
ash (sto
k 
ertio�
ates, bonds, property). Depending on the detail level of the on-going
ampaign, it 
an be important to keep tra
k of available money.6.4 EquipmentIt's not possible to list all possible things, so the equipment table should be taken more as aguideline than as an exhaustive authorative list. Note that pri
es may vary, due to lo
al availability(and the GM's whim). Table 6.2: EquipmentItem Weight (kg) Cost (Cr)Air tank, SCUBA 4 100Air tank, 
ombat suit 6 800Air tank, re�ll N/A 80 { 200First-aid kit 0.5 25Lo
kpi
k, ele
trome
hani
al 1 1500Lo
kpi
k, ele
troni
 0.2 3000Lo
kpi
k, me
hani
al 0.1 500Power 
ell A 0.05 1Power 
ell B 0.1 5Power 
ell C 0.5 20Power 
ell D 2 100Power 
ell E 4 250Rations, 1 day 0.5 30Rope (30 m) 4 60Toolkit 1 45Air tank re�lls vary in 
ost, depending on the exa
t air mix.Toolkits 
ontain a s
rewdriver, allen and torx bits, hex so
kets.
1Some of the orbital 
olonies are experimenting in a oxygen standard, with a 
oating ex
hange rate to the Creditand some Earth nations still use their histori
al 
urren
y, usually with a �xed rate to the Credit



Chapter 7Spa
e7.1 Settled spa
eMost humans live on or in orbit around Earth. There are settlements on the moon (Luna City,Lunati
 Republi
 of Liberia) and a terra-forming proje
t is a
tive on Mars, with around 10 000lo
ally-settled workers with families. The asteroid belt has a few hundred settled asteroid 
ities(totalling about 300 000 people, all in all).The bulk of humanity lives in the solar system, but there are agri
ultural 
olonies and mining
olonies in other star systems. There are also military training fa
ilities and staging posts dottedaround nearby star systems. Human-settled areas are sometimes referred to as Settled Spa
e,though there has been some movement renaming them to Solar Federation.There are alien spe
ies, though there isn't mu
h intera
tion between humans and aliens (thereis some, though it's usually only in spa
e-ports, spa
e do
ks and the like). The most prominentalien spe
ies in Human spa
e is the Ape-
ats (see p. 40).7.2 Spa
e travelThe simple spa
e travel rules say \roughly 36 hours from planet to moon", \roughly 3-6 monthsfrom planet to planet" and \interstellar travel needs to get out of the gravity well before warping,so 
all it 72 hours ea
h end and three days in warp (for a total of 9 days)". Warp drives requirea relatively shallow gravity gradient on both \warp out" and \warp in" points, so 
annot beused too 
lose to large masses. Additionally, when warping to inside the same gravity well, theun
ertainty in exit point is magni�ed, so it is unwise to warp within a given solar system (it isdone, o

asionally, however).7.3 Spa
eshipsThere are two main types of spa
eships, surfa
e-to-orbit and planet-to-planet. the �rst type haspowerful 
he
mi
al ro
kets, to generate enough boost to leave a planet surfa
e and thi
k, heavyheat shields to prote
t the vehi
le during re-rentry.7.3.1 LandersLanders 
ome in two basi
 sizes. The smaller size, suited for 12-16 passengers, 
an take smallamount of 
argo (some 10-25 kg per passenger) plus two pilots. The larger size is mostly used forshifting 
argo from spa
e to the surfa
e. Load 
apa
ity max 23 tons or 40 m3. Large landers havetwo pilots. 31



32 CHAPTER 7. SPACELarge landers 
an take passengers, but they usually la
k passenger seats, so it 
an be prob-lemati
 for take-o�s. There is modular seating available for emergen
ies, though. With the 
argobay 
onverted 
ompletely to passenger servi
e, it 
an seat a maximum of 20 passengers.7.3.2 System shipsSystem ships 
ome in a multitude of sizes, though the normal disposition is to be 
omposed ofone or four spheres (in the latter 
ase, en
losed inside a larger sphere). Most warp ships aredesigned to fun
tion both as passenger ships and 
argo ships at the same time. When 
omposedof four sub-spheres, the normal spa
e-allo
ation is \one sphere for 
ommand and 
rew, one forpassengers, two for 
argo", though this varies. A normal \sphere se
tion" (either a 
omplete shipor one-of-four) 
omes in one of 3 sizes: 6m, 10m or 15m radius, for a total volume of 900 m3, 4100 m3 or 14 000 m3 of spa
e.Maximum freight mass for intra-system engine only regulates maximuma

eleration (and thustravel time). Warp engines have an upper weight limit, depending on the engine. If the ship isover this mass, the warp engine will not work.Ships 
an move either via warp drive or by using intra-system engines (not unusually ionengines). One reason why intra-system hops is usually done via system drive in normal spa
e,rather than warping is that short-distan
e warping near stars is unreliable, position-wise, so it'dbe safer warping out and then ba
k in. Though that would be *mu
h* more 
ostly than goingthere by warp (fuel 
osts for a single warp is the same as about four months of 
ontinous thrustwith the standard ion engine). Fast 
ourier ships usually do a double warp1, to minimize traveltime (at the expense of 
ost).7.4 System ship 
onstru
tionDesigning a system ship is (basi
ally) down to de
iding \one sphere or four" and the sphere se
tionsize, then de
ide on what to sti
k in it. At a minimum, a system ship needs one galley, air puri�-
ation units and an intra-system drive. Warp drive, lander bays and the like are re
ommended,though, and will be found on most ships.Table 7.1: Spa
e ship hull tableSe
tion Single sphere Four spheres Hullsize volume weight volume weight se
tion(m3) (tons) (m3) (tons) 
ost6 m 900 70 3600 630 10 00010 m 4200 200 17000 1800 35 00015 m 14000 440 57000 3900 70 000
1Some pilots do a single warp, sin
e that saves 
he
king position exa
tly at the remote end before warpingba
k, saving somewhere between 3h and 36h depending on how far o� target the landing was and the skill of thenavigator, plus the 3 days of the a
tual warp



7.4. SYSTEM SHIP CONSTRUCTION 33Table 7.2: Spa
e ship engine table IIn-system enginesEngine Weight range (t) Volume CostIn-system A 0{250 30 m3 30 000In-system B 175{500 40 m3 40 000In-system C 400{1 000 55 m3 70 000In-system D 800{2 000 120 m3 150 000In-system E 1 800{5 000 250 m3 300 000In-system F 4 000-10 000 500 m3 650 000Table 7.3: Spa
e ship engine table IIWarp drive enginesEngine Max weight (t) Volume CostWarp A 300 15 m3 100 000Warp B 700 20 m3 120 000Warp C 1 500 30 m3 150 000Warp D 4 000 45 m3 180 000Warp E 10 000 65 m3 220 000Warp F 25 000 90 m3 260 000Table 7.4: Spa
e ship additional fa
ilitiesFa
ility Size Spa
e use Weight Capa
ity CostAir puri�er large 60 m3 2 tons 40 persons 6 000Air puri�er medium 45 m3 1.5 tons 20 persons 8 000Air puri�er small 30 m3 1 ton 10 persons 10 000Cabin 1, basi
 12 m3 N/A 1 person 700Cabin 2, basi
 18 m3 N/A 2 persons 800Cabin 4, basi
 24 m3 N/A 4 persons 900Cabin 1, luxury 24 m3 N/A 1 person 950Cabin 2, luxury 32 m3 N/A 2 persons 1 100Cargo foam N/A N/A 5 kg / m3 N/A 30 / m3Galley small 15 m3 1 ton 6 persons 750Galley large 30 m3 1.5 tons 20 persons 3 000Lander bay small 200 m3 N/A 1 small 15 000Lander bay large 300 m3 N/A 2 small / 1 large 25 000Laser battery light 30 m3 1 ton N/A 35 000Laser battery heavy 45 m3 1.5 tons N/A 45 000
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Chapter 8Chara
ter generation8.1 Generating a 
hara
terGenerating a 
hara
ter involves the following steps:1. De
ide on a ra
e (see the Chara
ter Ra
es 
hapter, p. 39), for des
riptions and attributes)2. Roll your attributes3. De
ide your skills (either by using a \pre-prepared" pa
kage or by buying skills from base
han
es)4. Aquire equipment (tools, provisions, 
lothes, weapons, vehi
les...)At some point, you should de
ide on a name and a gender for your 
hara
ter (the latter maynot always be ne
essary, depending on gaming group, GM and a
tual ra
e of the 
hara
ter).8.2 Rolling attributesThere are three re
ommended ways of rolling for attributes, 
alled \the harsh way", \the gentleway" and \the path of 
hoi
e".8.2.1 The harsh wayRoll on
e for ea
h attribute, write down the result, live with it.Ingvar is about to 
reate a new 
hara
ter and has de
ided on a standard human.He de
ides on using the harsh way for generating stats and starts rolling.. .STR: 11CON: 10AGL: 12PCN: 10INT: 13WIL: 14PER: 128.2.2 The gentle wayFor ea
h attribute, roll twi
e, pi
k the result you prefer.35



36 CHAPTER 8. CHARACTER GENERATIONJames is about to 
reate a new 
hara
ter and has de
ided on a standard human.He de
ides on using the gentle way for generating stats and starts rolling. . .Rolls pi
kSTR 7 6 7CON 12 12 12AGL 10 13 13PCN 10 16 16INT 11 14 14WIL 12 12 12PER 14 9 148.2.3 The path of 
hoi
eRoll for all attributes on
e and write them down. Re-roll up to three results and repla
e themwith the newly-rolled results. Sum all results up and distribute this total over your stats, makingsure they are within the limits of the maximum and minimum possible result for ea
h stat.Ra
hel is about to 
reate a new 
hara
ter and has de
ided on a low-G human. Shede
ides on using the path of 
hoi
e for generating stats and starts rolling. . .Initial rolls were: 2D6+3, 9; 2D6+6, 12; 2D6+6, 13 2D6+6, 15; 2D6+6, 16; 3D6+2,12; 3D6+3, 12 and Ra
hel de
ides to re-roll the 2D6+3, the 3D6+3 and the lowest2D6+6. She rolls 11, 12 and 13 for a total of 92. She 
an now assign stats for a totalof 92 points to her low-G human 
hara
ter.STR 10CON 13AGL 12PCN 13INT 16WIL 15PER 148.3 Initial skillsAs mentioned on p. 14, initial skill values are generated by using the 
hara
ter's initial xp to buyskills from base 
han
es.Ingvar prepares to generate skills for his 
hara
ter. He has 200 initial xp to dis-tribute for skills. He has de
ided to go for a spa
e trader-mer
enary-type 
hara
ter.In the end, the skills look like as follows:



8.3. INITIAL SKILLS 37Skill %Armourer 52Astrogation 45Beam pistols 38Beam ri
es 40Climb 12Clubs 12Combat suit 45Computer usage (know) 3Deep spa
e ta
ti
s 34Demolition 33Dodge 49Edged swords 10Ele
troni
s 20First aid 36Hide 10Knives 38Language: English (know) 3Library usage know 1Pistols 34Point swords 10Ride horse 10Ri
es 10Ropework 30Spot hidden 26Vehi
le:Car 12Vehi
le:Lander 48Vehi
le:Spa
e
raft 50Zero-G maneuvering (know) 2



38 CHAPTER 8. CHARACTER GENERATION



Chapter 9Chara
ter ra
es and skilltemplates9.1 Human variations9.1.1 Standard HumanAttributes:STR 3D6CON 2D6+6AGL 3D6PCN 2D6+6INT 2D6+6WIL 3D6PER 2D6+6Initial xp: 200Standard humans are 1G-adapted, normal-sto
k humans. Normal Earthlings, so to speak.Average height is in the 1.7{1.9 m range.9.1.2 Low-G HumanAttributes:STR 2D6+3CON 3D6+2AGL 2D6+6PCN 2D6+6INT 2D6+6WIL 3D6+3PER 2D6+6Initial xp: 250Low-G humans are most 
ommonly found on Luna, in one of the lunar 
ities. They havea

ess to slightly better medi
al fa
ilities than standard human and are well-known for theirstubbornness. S
hooling at Luna starts at a younger age and goes on for longer (thus, more skill39



40 CHAPTER 9. CHARACTER RACES AND SKILL TEMPLATESpoints for a beginning 
hara
ter). The lower gravity during 
hildhood does, alas, lead to a slightlylower strength than Earth average.9.1.3 Zero-G AdaptAttributes:STR 2D6CON 3D6AGL 3D4+12PCN 2D6+6INT 2D6+6WIL 3D6PER 2D6+6Initial xp: 275Zero-G adapts are a geneti
ally modi�ed variant of human. They 
ommonly live in asteroid
ities in the asteroid belt, though there are some that live in mi
ro-gravity manufa
turing stationsin Earth orbit.Zero-G adapts tend to be thin and not that mus
ular, sin
e there isn't mu
h of a need for rawstrength in Zero-G. All Zero-G adepts start with the skill Zero-G Maneuvering (see p. 22) at level4.9.2 Aliens9.2.1 Ape-
atsAttributes:STR D6CON 2D6AGL D6+12PCN 2D6+6INT D4WIL D4PER D6Initial xp: 30This is a 
olle
tive organism, with several inter-member 
ommuni
ation paths within a \pa
k"(usually 
omposed of 10-30 males, 5-20 females and 0-20 young of either sex). The stats givenabove is for a typi
al individual member, the pa
k 
olle
tive is above-average intelligen
e and isvery well-
oordinated and per
eptive. Up to about 6 m, they employ what seems to be some sortof telepathy or ESP, up to about 15 m, they use ultrasound. It seems as if a limited relaying
an be done between pa
k members, pa
ks have been observed spreading up to 10 m in diameterbefore the ultrasound 
ommuni
ation starts1.The male individual members are vaguely humanoid, with a tough leathery brown skin, theyusually walk upright, but o

asionally knu
kle-walk or move on all four. The females are 
at-shaped and usually move four-legged, though they 
an grip and manipulate things with theirforepaws.1For gaming purposes, allow one relay hop, this makes the maximum diameter 12 metres. The more \
ommsload" on a relay, the less that pa
k member 
an a
tually do



9.3. SKILL TEMPLATES 41Little is known about the home planets of this spe
ies, though observation of Ape-
at pa
ks ina
tion seems to indi
ate that the lo
al gravity is probably slightly higher than 1G. It is believedthat there are 100{300 pa
ks in Settled Spa
e at any given time. Ape-
at pa
ks have a goodintuitive understanding of me
hani
s and o

asionally take hire as me
hani
s when in SettledSpa
e.9.3 Skill templatesThe skill templates are listed with a des
ription of ea
h template and a list of \default skills"(these will take up a varying amount of the skill points total and may well be in
reased on). Itwill just list the number of in
rements, rather than a �nished value, sin
e base 
han
es are (ingeneral) dependent on the stats of the 
hara
ter.Using a skill template is optional, but they're provided to give some sort of \minimal level"for the professions listed. Building up skills from s
rat
h is en
ouraged.9.3.1 Body guardThe body guard template 
overs body guards, se
urity and similar work roles, where open 
on
i
tisn't the rule of the day. Table 9.1: Body guard skill template (42)Skill in
rements averageBeam pistols 3 35Pistols 3 35Spot hidden 4 41Thrown weapon 2 16Vehi
le:Car 5 47Zero-G maneuvering 2 2 Total 
ost: 429.3.2 CourierCouriers transport items and do
uments from point A to point B, making sure they arrive withouthaving been tampered with. Table 9.2: Courier skill template (27)Skill in
rements averageArmourer 1 21Beam pistols 2 29Computer usage 1 2Dodge 2 27Hide 2 29Knives 1 19Library usage 2 2Pistols 2 29Point swords 1 21Spot hidden 2 29 Total 
ost: 279.3.3 GamblerGamblers live by trusting their lu
k, skill and poker fa
e. Not one for taking un-ne
essary risks,they do land in trouble from time to time.



42 CHAPTER 9. CHARACTER RACES AND SKILL TEMPLATESTable 9.3: Gambler skill template (20)Skill in
rements averageComputer usage 1 2Dodge 2 27Ele
troni
s 2 16Knives 3 33Spot hidden 2 29 Total skill 
ost: 209.3.4 JournalistJournalists earn their living by �nding things out (and usually by publi
ising what they �nd).Table 9.4: Journalist skill template (53)Skill in
rements averageComputer usage 3 4Language:Other 3 3Language:Native 2 5Library usage 4 4Spot hidden 3 35 Total 
ost: 539.3.5 Poli
eTo preserve the law and order! This is a poli
ewoman's lot in this world. Trained in �rst aid,driving and the use of �rearms, poli
e often move on to other, more ... lu
rative jobs2.Table 9.5: Poli
e skill template (49)Skill in
rements averageComputer usage 2 2Library usage 1 2Dodge 2 27First aid 4 32Pistols 3 35Spot hidden 3 35Vehi
le:Car 8 62Vehi
le:Motor
y
le 4 32 Total 
ost: 49
2Like se
urity in Luna City or on orbitals



9.3. SKILL TEMPLATES 439.3.6 Private investigatorPrivate investigators �nd things out, then keep quiet (or tells a sele
t few) about what they'vefound out. This is a high-risk profession; �lled with long, boring stake-outs.Table 9.6: Private investigator skill template (36)Skill in
rements averageBeam pistols 3 35Computer usage 2 3Dodge 3 33Library usage 4 4Pistols 3 35Ropework 2 29Spot hidden 5 47 Total 
ost: 369.3.7 Soldier of fortuneGuns for hire. These individuals often �nd themselves in troublesome spots, due to the fa
t thatbeing there is what earns the bread. Usually well-qeuipped on the weapon side, they 
an be anasset for any group set on 
ausing harm.Table 9.7: Soldier of fortune skill template (58)Skill in
rements averageArmourer 2 29Beam pistols 2 29Beam ri
es 2 29Climb 1 19Combat suit 5 41Demolition 2 16Dodge 2 27Knives 4 39Pistols 1 21Ri
es 2 29Ropework 1 21 Total 
ost: 589.3.8 TraderTraders earn their money by buying 
heap and selling dear. Most traders are sole operators orwork for small trade asso
iations. They usually have a

ess to spa
e ships (either their own orone leased from a trade asso
iation).



44 CHAPTER 9. CHARACTER RACES AND SKILL TEMPLATES
Table 9.8: Trader skill template (99)Skill in
rements averageComputer programming 4 4Computer usage 3 3Library usage 2 3Beam pistols 3 35Deep spa
e ta
ti
s 4 32Point or Edged swords 4 41Vehi
le:Lander 3 24Vehi
le:Spa
e
raft 5 38 Total 
ost: 99



Chapter 10History and timeline10.1 Timeline10.1.1 2010Some odd phenomena, later named \magi
" are dis
overed by a student at the University ofLink�oping, Sweden.10.1.2 2012The study of magi
 goes from being a student past-time to something studied a
ademi
ally. thethree universities who start are Link�oping University, The Royal Institute of Te
hnology in Sto
k-holm and MIT in Boston, USA.10.1.3 2014Volvaab and Partena merge and form Volvaab-Partena.10.1.4 2017The United Kingdom of Great Britain and Northern Ireland fra
tion into the Kindom of England,the Prin
ipality of S
otland and The People's Republi
 of Wales.Northern Ireland be
omes a nation of its own, in a free-trade non-aggression pa
k with theRepubli
 of Ireland.Volvaab-Partena forms the Volvaab-Partena Corporate State from what used to be the Swedishwest 
oast.10.1.5 2018The United States of Ameri
a laun
h the �rst industrial large-s
ale satellite, named \IndustrialSpa
e Platform".The Netherlands split up into Frijsland, Holland and The Netherlands.10.1.6 2019Industrial Spa
e Platform is a thriving su

ess and 
laims itself to be a sovereign 
ountry underthe name \Orbitalia".The Isle Nation splits loose from the Kingdom of England.Hawaii se

edes from the 
ontinental USA and form a mutual defen
e pa
t with Orbitalia.45



46 CHAPTER 10. HISTORY AND TIMELINE10.1.7 2020Belgium fra
tions into The Flemish republi
 and Belgique.10.1.8 2025Sto
kholm splits from the rest of Sweden.10.1.9 2026The Kingdom of Sweden splits into the Republi
 of J�amtland, The Swedish Replubli
 and TheKingdom of East and West Gothia.Italy fra
tures to a loose allian
e of 
ity states. The Vati
an State of the Holy See formallyjoins the Swiss Republi
.In November, the United Nations formally disband.Luna City is established.10.1.10 2027After a threat of war in Europe, several European states form the Nation Allian
e and pla
e\formally neutral ground" as one of their main missions.Orbitalia have built 10 daughter stations and there is talk of either be
oming a loose asso
iationof satellite states. A mission to mine the asteroid belt is laun
hed.10.1.11 2035In a s
ienti�
 breakthrough, the �rst warp drive is built. After four su

essful trips, the �rst testship fails to return from the �fth. It is presumed lost or destroyed.10.1.12 2036In the �rst \very rapid hostile take-over", Chaos Cola Company is formed and starts on the pro
essof reforming Texas into a 
orporate state.The Free Sto
kholm Mer
antile Corps start a

epting 
ontra
ts for military a
tions, area orperson prote
tion and \diÆ
ult 
ourier assignments".10.1.13 2037Ares City is the �rst established Mars 
olony, starting the slow pro
ess of terraforming Mars.Around 15 000 
itizens of the USA join for
es to establish a 
ity-state on the Moon.10.1.14 2040The Luna Libertarian Nation is formally announ
ed and building of their �rst lunar dome isstarted.10.1.15 2043Luna Libertarian Nation starts inhabiting their �rst dome and within three weeks, there's a s
hismbetween \The Libertarian Fra
tion" and \The Obje
tivist Fra
tion" (as the press 
alls them). Italmost gets to the point of 
ivil war at a 
ouple of points but after some mediation, things settledown again.After lengthy talks, it is de
ided that NA will take responsibility for law enfor
ement in Earthorbit. After the �rst arrest inside Orbitalia's main station their jurisdi
tion is limited to the outersurfa
e of spa
e stations.



10.2. BACKGROUND 4710.1.16 2060After quite a few large 
orporations have set up their own 
orporate states and quite a few nationshave fra
tured into smaller nations, the surfa
e of Earth is populated by 75 
orporate states and890 non-
orporate states. The Nation Assembly has a membership of 920 nations (60 
orporateand 860 non-
orporate).10.2 Ba
kgroundThis game is set in more-or-less our world in the year 2082. The obvious di�eren
es betweenthe world of this game and our world is that in the game magi
 works and there is a thrivingspa
e-based e
onomy.Less obvious is the politi
al state of the world. The world of Proje
t Unnamed has far morenations than exists today. As an example, today's United Kingdom has fra
tured into the Kingdomof England, The Free Prin
ipality of S
otland, the People's Republi
 of Wales, The Isle Nation ofMan and The Channel Islands Republi
.One thing that has started to appear in the world of Proje
t Unnamed is 
ompany states withthe most obvious example being The Free State of Volvaab-Partena (o

upying what today is thewest and south 
oast of Sweden).There are also some nations (most notably the 
ity-state of Free Sto
kholm) spe
ialising inan assortment of se
urity servi
es. Free Sto
kholm have bonded 
itizens providing anything fromsimple bodyguard jobs, via 
ourier servi
es, all the way up to full-s
ale regiments ready to slot into your mer
enary for
e of 
hoi
e.10.3 Large-s
ale politi
sMost nations have representation in the Nation Assembly, a supernational 
ooperation forum thattook over after the United Nations were disbanded in 2027. NA doesn't have any power per se,but fun
tions as 
ommonly a

epted \neutral ground" for negotiations. NA have published someguidelines for what 
onstitutes \not inde
ent warfare" (limiting 
ombatants from using poison,biologi
als and nu
lear weapons).NA operate a small poli
e for
e patrolling Earth's orbit, on the grounds that no nation a
tuallywanted the job (or at least not wanted to be seen wanting the job), though their jurisdi
tion stopsat spa
e station hulls and on the surfa
e of the moon.There is a thriving minority of NA delegates that are pushing for Settled Spa
e to be
omethe \national border" for NA and rename both NA and Settled Spa
e to the Solar Federation.This is not very popular with the orbital nations nor the Luna settlements. It also �nds someEarth-based nations being very disturbed.10.4 Large 
orporationsQuite a few large 
orporations have formed nations of their own, so as to be less taxed and tohave a politi
al 
limate perfe
t for the future growth of the 
ompany.10.4.1 Volvaab-PartenaVolvaab-Partena is a merger of on one hand Volvaab (in turn, a merge of Volvo and Saab) andon the other Partena, a Swedish 
ompany that used to be in the \servi
e industry" and slowlystarted buying up other 
ompanies (among those, weapons manufa
turer Bofors).Volvaab-Partena broke loose and formed the Volvaab-Partena Corporae State on what used tobe the Swedish west 
oast in 2017, the �rst 
orporate state to spring into existen
e. VP spe
ialisesin the manufa
ture of vehi
les and arms (in
luding armed vehi
les) and sells to most anyone who



48 CHAPTER 10. HISTORY AND TIMELINEwants to pay their pri
es. They do, to a degree, frown on reselling of their arms, sin
e that meansless pro�t for them and do frequently take out 
ontra
ts with the Free Sto
kholmMer
antile Corpsto. . . dis
ourage resellers. While VP is happy selling arms to anyone, they will ja
k pri
es up foranyone involved in an open 
on
i
t. On the other hand, they do deliver to a spot of the buyer's
hoosing.10.4.2 The Chaos Cola CompanyAn interesting mega-
orporation, in that it used to be in the soft drinks market and ended up ina very hostile take-over by a German 
omputer se
urity �rm (the CCC) in 2036. CCC managedto 
o-ordinate a most e�e
tive sto
k-pri
e dump, 
ombined with an almost-instant buy-up of thesto
k and went from owning 0% to 95% of sto
k and e�e
ted a name-
hange at the very nextAGM.10.5 Armed for
es of note10.5.1 Free Sto
kholm Mer
antile CorpsFree Sto
kholm Mer
antile Corps is the national army of Free Sto
kholm. It is one of the largestregular mer
enary out�ts in the world, with 
lose to 800 000 regular members (not all on a
tiveduty at all times). The servi
es provided by FSMC range from bodyguard and 
ourier duties upto full-s
ale invasions, even though their preferred mode of operation is to provide \operationalspe
ialists". In the few 
ases FSMC has been 
ontra
ted to perform a full-s
ale invasion, theyhave in general sub
ontra
ted quite a lot of the a
tual manning of the lines, sin
e new membersare a limited resour
e.FSMC is the main sour
e of in
ome for Free Sto
kholm.10.5.2 Luna Spa
e CommandoesLuna Spa
e Commandoes is the only large out�t around that spe
ialises in va
uum warfare. In
ombat, they generally use battle-suits with their proprietary modi�
ations (heat is a problemwith the normal suits under airless 
onditions) and heavy transport ships.LSC mainly operates on the surfa
e of the Moon, though they have been known to operate onMars and they have done the o

asional 
ommision in the asteroid belt.Rumours of LSC taking over or out individual orbital stations is exaggerated. The one timeit has happened, it was after Luna City was threatened with kineti
 harpoon bombardment fromthe orbital station eventually de
ommissioned (with extreme prejudi
e).



Chapter 11Magi
 (optional)This 
hapter is stri
tly optional.11.1 HistoryMagi
 in the form presented here was dis
overed by more-or-less a

ident at the University ofLink�oping, in the year 2010 CE, by an aspiring young student of Computer S
ien
e. He o

asionallyfound himself falling asleep in the 
omputing labs and waking up in front of the sna
k food ma
hinesor standing outside a toilet. After having made sure he was either very very good at avoidingobsta
les (in
luding lo
ked doors) or somehow getting from pla
e to pla
e he started experimenting.What he found was that by 
on
entrating really hard and visualising himself elsewhere, he 
ouldbe there. However, the pra
ti
al limtations were that he had to know the pla
e where he wantedto be quite well and also know exa
tly where it was in relation to his 
urrent position. The fewtimes where he played loose with the latter 
onditions, he found that he tended to end up wherehe thought the pla
e he wanted to end up was.Later on, this line of study was taken up by some of his friends and they found that they
ould 
ause other e�e
ts, like heating or moving things at a distan
e. They did �nd that it wassurprisingly hard work and de
ided to stop playing around when one of the group managed to endup quite dead, after having 
hilled her brain down to a temperature somewhat below freezing.11.2 Me
hani
s of magi
Magi
 is e�e
tively energy manipulation at a distan
e. It requires good 
on
entration and vi-sualization skills. There's no \free energy" involved, so to lift an obje
t weighing 1 kg, enoughenergy to 
ountera
t the lo
al gravity (9.8 Nm/s2 on Earth) must be provided (again, on Earth,that's 9.8W). Depending on what energy sour
es are lo
ally available, the 
onversion fa
tor from\
onsumed o� the energy sour
e" and \usable by the magi
ian" varies from about 0.01 to 0.9,with the remainder ending up as waste heat in and around the magi
ian and the energy sour
e.Likewise, the maximum amount of energy that 
an be 
hanneled varies from magi
ian tomagi
ian.11.3 Game me
hani
sAs a general rule, there's (at least) two di
e rolls to make for all magi
 e�e
ts. One to see if therequired power sour
e has been lat
hed on to and one to see if the desired e�e
t has su

eeded.This means that depending on the e�e
t wanted, more than two rolls may be ne
essary. Takethe traditional way of making a \�re ball". First, lat
h on to a power sour
e, then exert inwards49



50 CHAPTER 11. MAGIC (OPTIONAL)pressure on a spheri
al volume of air. After that, heat that sphere up and �nish o� by making itmove.The maximumpower that a magi
ian 
an 
hannel varies as the 
ube of WIL. This is the powerthat gets through after loss. Loss is measured as a per
entage of total energy used (there's amultiplier in the Power Loss table (p. 51), that 
an be applied to the power needed for the spell,to see the total power drained).Table 11.1: Magi
 power 
hanneling tableMaximum power is 2 �p(1:1W )3 (W = WIL).WIL Max W2 113 364 855 1666 2877 4568 6819 97010 133011 177012 230013 292014 365015 449016 545017 654018 776019 913020 10650Estimate that half of the power lost ends up dissipating inside the magigi
an as waste heat.If we apply normal rules-of-thumb, she will have a brain weighing 
a 1.5 kg and for ea
h se
ondof dissipating 4.5 kW1, her brain will in
rease its temperature by 1ÆC. Further, assume thatin
reasing the temperature more than 6ÆC will kill the magi
ian.Depending on exa
tly what magi
 e�e
t the magi
ian is looking for, we have to apply slightlydi�erent rules-of-thumb. Heating and 
ooling is a \simple" matter of adding or removing energy(thus, heating is easier, sin
e that doesn't require lat
hing on to whatever is being 
ooled as anenergy sour
e).11.3.1 TeleportationTeleportation is a

omplished by (e�e
tively) 
onvin
ing the teleported obje
t (and the world)that it is elsewhere. It is widely believed that the upper range for teleportation is in the rangeof 2 km, seeing as how no one has su

essfully survived a teleportation of a longer distan
e. Byan interesting quirk, it's easier to teleport 
on
ious, 
o�operating beings rather than inanimateobje
ts. Why this is, isn't know. For game-spe
�
i
 ranges, see table 11.3 on p. 52.11.3.2 Telekinesis and levitationTelekinesis is making things move and 
y by manipulating the for
es operating on them. This isused for quite a few magi
 e�e
ts.1I am assuming tha the brain is, roughly \half fat, half water" for the purpose of 
al
ulating a spe
i�
 heat,water is at 4.2, fat is at 1.7, giving \about three" and the brain is 1500 g worth of matter



11.4. MAGIC SKILLS 51Table 11.2: Magi
 power lossINT Loss Multiplier2 99.1% 110.23 98.0% 49.04 96.4% 27.65 94.3% 17.66 91.8% 12.37 88.9% 9.08 85.5% 6.99 81.6% 5.410 77.3% 4.411 72.6% 3.612 67.3% 3.113 61.7% 2.614 55.6% 2.215 49.0% 2.016 42.0% 1.717 34.5% 1.518 26.5% 1.419 18.1% 1.220 9.3% 1.111.3.3 Heating and 
oolingHeating is done by pouring energy into the \target", this is limited to what the magi
ian 
an
hannel. It takes 4.7 KW for one se
ond to heat 1 kg of water 1degC.Cooling, on the other hand, is done by lat
hing on to the \target" as a power sour
e and simply
hannel energy from it. This requires more 
on
entration and the need of having somewhere todump the extra
ted energy.One needs to pump in as mu
h energy to heat something up as one needs to take away to
ool it down. Note that freezing and thawing (\solidifying" and \melting") have slightly di�erentrequirements. For spe
i�
 numbers, 
onsult a physi
s or 
hemistry handbook.11.4 Magi
 Skills11.4.1 Magi
 power manipulationAttr: INT Base: 0 Cost: 5 Attr: INTBase: 0Cost: 5This is the skill for lat
hing on to power sour
es. A su

essful roll must be made to operate atnormal eÆ
ien
y. A missed roll means losing power as if INT was 2 lower (so someone with INT20 and a normal loss of 9% would suddenly operate at a loss of 26%). A missed roll for someonewith an INT of 3 or lower is a plain failure.On
e lat
hed on to a power sour
e, the magi
ian stays lat
hed until she either willingly dis-
onne
ts or until WIL/2 minutes of not drawing any power has passed.This skill 
an also be used to s
an for power sour
es and power 
ow. A magi
ian not takingpains to be unobstrusive tends to stand out fairly well to other magi
ians nearby.11.4.2 Magi
 teleportationAttr: PER Base: 0 Cost: 5 Attr: PERBase: 0Cost: 5



52 CHAPTER 11. MAGIC (OPTIONAL)Table 11.3: Teleportation, maximal rangeSelf range is 11+e� P�91:8 .PER Self Willing, Unwilling Inanimate
on
ious un
on
ious3 69 23 5 104 117 39 9 175 196 65 15 286 318 106 24 457 495 165 38 718 729 243 56 1049 1000 333 77 14310 1271 424 98 18211 1505 502 116 21512 1682 561 129 24013 1804 601 139 25814 1883 628 145 26915 1931 644 149 27616 1960 653 151 28017 1977 659 152 28218 1987 662 153 28419 1992 664 153 28520 1996 665 154 285This is the skill for teleporting oneself, others and inanimate obje
ts. For teleporting of self, themaximum range is 100*PER metres, for teleporting other willing, 
on
ious subje
ts, the maximumrange is 50*PER metres and for teleporting inanimate obje
ts the maximum range is 10*PERmetres.11.4.3 Magi
 telekinesisAttr: INT Base: 0 Cost: 5Attr: INTBase: 0Cost: 5 This is the skill for moving obje
ts at a distan
e. This 
overs both \move the whole obje
t"and \impart momentum to parts of the obje
t" (like, say, magi
ally pun
hing someone in thenose).11.4.4 Magi
 energy manipulationAttr: WIL Base: 0 Cost: 5Attr: WILBase: 0Cost: 5 This is the skill that governs in
reasing the temperature of an obje
t (for 
ooling an obje
tdown, refer to 11.4.1.11.4.5 Rules for spe
i�
 \spells"At the GM's and player's dis
retion, a spell-e�e
t the 
hara
ter is using \a lot" 
an be spe
i�edas a spe
i�
 skill (lat
hing on to a power sour
e is still done as normal, but spe
i�
 rolls of TK,energy manipulation and teleportation are bundled into the over-all \spe
i�
 spell" skill). Allthese spe
ial-purpose skills have a skill point 
ost of 4.



11.5. EXAMPLES 5311.4.6 Spe
i�
 spell e�e
tAttr: Varies Base: 0 Cost: 4 Attr:VariesBase: 0Cost: 4This skill is handled as per 11.4.5. Basi
ally, this skill bundles one or more rolls of all magi
skills ex
ept Magi
 power manipulation (p. 51 11.4.1) into a single roll.The intention is that this skill is used for things the 
hara
ter is doing often or has doneoften (either in play or in the 
hara
ter ba
k-story). Remember that these skills are at the GM'sdis
retion.11.5 Examples
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Chapter 12Example s
enario12.1 Brief des
riptionThe 
hara
ters are 
ontra
ted by the Free Sto
kholm Mer
antile Corps to a

omplish two tasks.The �rst task is to a
quire the formula for a va

ine against spa
e 
u and the se
ond, two-threemonths later, when a suitably large bat
h has been made, to transport 4l of va

ine to the LagrangeSpa
e Station, where it will be distributed and hopefully save the station from an epidemi
 in themaking.The va

ine is 
urrently the property of Chaos Cola Company, presumably in their Berlin HQ.It is believed that a qui
k raid and a 
at-burglar entry will be all that is needed. Transportationand, should it be needed, additional equipment 
an be provided by FSMC, though any losses willbe do
ked from their �nal payment.An ideal party would have at least one 
ourier, at least one spa
e mer
hant and hopefully oneor more ex-military heavies.12.2 Introdu
tionThe 
hara
ters have all seen and responded to an ad in \Freebooter International"1, the trademagazine for legally grey employment. They've all arrived at a small oÆ
e in Sto
kholm and it isheavily hinted that the job they're about to be briefed on is underwritten by FSMC.As the 
hara
ters enter the small oÆ
e, they're met by Lt. Col. Pallin, FSMC Intelligen
e.Wel
ome, my name is Lieutenant Colonel Jeanne Pallin. I am with a militaryorganisation, as you might have understood from my title. We have a job that ismedium-risk, medium-term, well-paying. All reasonable expenses will be paid. Youwill exe
ute one a
tion of industrial espionage and one long-distan
e 
ourier mission,using pro
eeds from said industrial espionage.Any of you who feel reservations about taking this 
ommission, please leave theroom now. If you stay for further brie�ng, you will have to sign a non-dis
losureagreement, limited in time for up to three years and we will 
ontra
t the Free Sto
kholmMer
antile Corps to enfor
e said NDA.Lt. Col. Pallin waits until it is 
lear those in the room wish to stay, 
ontra
ts arebrought out and signed.1Interested in a medium-term job? We're talking 2-6 months, good health bene�ts, some spe
ialist equipmentprovided. You are a former 
ourier, have a

ess to spa
e transportation or an extensive military ba
kground. Weprefer to be unnamed, until su
h a point we have agreed on a joint business venture. Pay starts at 10 000 Cr perperson, but 
an be higher for spe
ialist skills or a well-knitted team.Please enquire further at Kungsgatan 16, Free Sto
kholm, June 6th 208255



56 CHAPTER 12. EXAMPLE SCENARIOThank you. I am here on behalf of FSMC Intelligen
e. We are in dire need ofva

ine against Spa
e Flu, strain C20, partly for future internal use and partly to ful�la 
ontra
t with Lagrange Station. Unfortunately, the pro
ess for making said va

ine,a suitable RNA sequen
e and some test samples are 
urrently in the possession of theChaos Cola Company. Our intelligen
e indi
ates that it is being kept in the CCC HQin Berlin. We will need you to enter the building, lo
ate the lab, steal a few samplesand 
opy the pro
ess and sequen
ing data. We 
an provide 
overt transportation,
hameleon suits and, if needed, loan you other spe
ialist equipment. Unfortunately,our budget will not stret
h to 
over this equipment, should it be lost or damaged, soit will have to be 
overed out of your fee. However, we have a fairly 
omprehensiveinsuran
e 
over and we do pay \danger money", so should it be that you will have toabandon some or all of the equipment due to, say, a �re-�ght, most of the 
ost willprobably be 
overed by the insuran
e.After you have, ahem, a
quired these assets, you will have to return to Sto
kholm,where we will produ
e as mu
h va

ine as we 
an in two months. You will then haveto a
t as 
ouriers to Lagrange Station, where you will deliver the shipment to ourlo
al representatives, for further distribution. The pay s
hedule is one quarter now,one quarter after the assets are delivered to Sto
kholm, one quarter before the 
ourierphase of the mission starts and the remainder upon su

essful delivery. We pay inCredits. Should you wish to have payment done in an as untra
eable as possiblefashion, we 
an assist with that, at only a 0.1% 
harge. After su

essful 
ompletionof this mission, you 
an, if you wish, be put on our sub
ontra
tor list and as su
h youwill have a

ess to equipment at a dis
ounted pri
e and, should you wish, training atone of our many fa
ilities.The equipment that will be provided no matter what is 
hameleon suits with power pa
ks, astealth 
ighter with pilot and maps of the target building and surrounding 
ity blo
ks. If asked-for,an ele
troni
 lo
k-pi
k 
an be provided. Combat suits are available, but anything heavier than alight powered armour will only be provided to someone with 40% or more in Combat Suit skill.12.3 CCC Berlin HQThe interesting part of the CCC HQ is the top 
oor, where the board oÆ
es and the high-se
uritylab is lo
ated. There is a map at p.60.There are four se
urity guards (p. 58) on duty in the building during o� hours. One is stationedat the street-level entran
e, one is stationed at the se
urity post on the top 
oor and two are a
tingas roving se
urity patrols, sweeping the whole building (in singles) on a random s
hedule.The guards wear their body armour at all times, just in 
ase. On average, there is a break-inattempt on
e every two months, so the guards stay relatively sharp.The guards will open �re or atta
k with the sabre (depending a bit on exa
tly where theyare) shortly after having 
hallenged anyone they don't re
ognise in the building out-of-hours. Ingeneral, anyone 
hallenged has about �ve se
onds to behave extremely non-threatening and beingable to produ
e a valid employee or sub
ontra
tor pass-
ard at very short noti
e. Any CCCemployee wanting to work overtime needs to make Se
urity aware before evening 
omes. The 
oorwhere they're the most relaxed is on the top 
oor, sin
e they have a mu
h better idea of who ison that 
oor.Basi
ally, all the players need is in the laboratory (room 3 on the map), though further inves-tigation 
an reveal other items of worth.12.3.1 Rooms of interest1. Stairwell and se
urity 
he
kpointThis is a spiral stair
ase leading down to the rest of the building and up to the roof helipad.This is the most likely point of entry. The se
urity 
he
kpoint is manned at all times by



12.4. WAIT FOR PRODUCTION 57one se
urity guard. Entran
e to the rest of the top 
oor is via sliding steel doors, 
ontrolledfrom the se
urity desk. The swit
h to a
tivate the door is 
learly labelled.2. Lab 
he
kpointThe lab 
he
kpoint 
ontains a monitoring station for the en
losed lab. A

ess to the labis via an airlo
k. The lab is a bio
ontainment level IV fa
ility, at lower-than-atmospheri
pressure. There is one se
urity guard posted in this room, between 06:00 and 22:00 all daysof the week. Between 22:00{06:00, the room is irregularly 
he
ked by roving se
urity patrols(for ea
h segment of 10 minutes the 
hara
ters are in the room, roll a D5, if the result is 1,a se
urity patrol will 
he
k this room). Any se
urity guard entering this room will see any
hara
ter inside the lab itself,The 
he
kpoint is surrounded by 20 
m of 
on
rete and armour-plate sandwi
h (this in
ludes
eiling and 
oor),3. LabThis is the lab area. There is a 
omputer workstation in here, 
onne
ted via opti
al �bre tothe servers. There is also a bewildering array of samples and equipment. With some 
arefulsear
hing (either a su

essful Spot Hidden or 30 minutes sear
hing) the Strain C20 sampleswill be found. Retrieving the pro
edural data from the workstation is a breeze for anyonewith Computer Usage at 2 or higher.4. CEO OÆ
eLush room, heavy 
arpet on the 
oor, oak desk, large leather 
hair. In one 
orner there isa drinks 
abinet, 
ontaining a fair sele
tion of spirits and mixers. In the top left drawer ofthe desk, taped to the ba
k wall, is a small envelope, 
ontaining the se
ret re
ipe for ChaosBubblyjui
e, the seventh most popular drink in Known Spa
e.12.4 Wait for produ
tionDepending on how noti
eable the 
hara
ters were during their break-and-enter at the CCC HQ,they will either have two months of top quality relaxation and training at an FSMC training 
ampor being hounded. If the heat is on to them too bad, FSMC will not prote
t them, that'd be \bade
onomy". This would be if they trashed the pla
e and killed more than one guard.12.5 Take-o� And Lagrange StationIf the 
hara
ters have a

ess to a lander of their own, they'll be heavily pushed towards using it.La
king that, one will be provided by FSMC and piloted by a 
ombat veteran. Mere minutes beforeboarding, 
arrying a 
ool-box 
ontaining 4l of va

ine and a data disk, the party are ambushedby CCC se
urity guards (see p. 58).If the 
hara
ters are using FSMC transport, their pilot will simply put down smoke grenadesand shu�e them in the general dire
tion of the lander and exe
ute an emergen
y take-o� as soonas everyone is in. If the 
hara
ters are on their own, let them de
ide what's happening.The trip up to Lagrange Station takes about 20 hours of long, boring 
ight. Lagrange Station isa rotating toroid spa
e station (see p. 61), 1 km in largest diameter, with the toroidal tube havinga diameter of 100 m. Lagrange Station is the home of 
a 3 million people. Do
king fa
ilities is inthe 
ounter-rotating hub se
tion. This se
tion also 
ontains all mi
rogravity produ
tion fa
ilities.Landers will be shifted into the spokes for storage while the owner(s) are on the station.On the station, the 
hara
ters will need to deliver the va

ine to the FSMC representative.After delivery, produ
tion of more va

ine will start immediately and the 4000 doses the 
hara
tershave delivered will be administered to do
k workers, 
ustoms inspe
tors and health 
are personnel.There are, basi
ally, two ways to play this en
ounter, depending on the GM. Either it's astraightforward \do
k, look up the FSMC oÆ
e in the dire
tory, exe
ute delivery, get paid, �nito"



58 CHAPTER 12. EXAMPLE SCENARIOor (if wanted) one 
an pla
e all sorts of CCC-
ontra
ted assassins on the route, with the entan-glement with the legal oÆ
e this would 
ause.12.6 NPCs12.6.1 Lt Col Jeanne PallinJeanne is a short, blond, good-looking woman with an attitude. She keeps her hair 
ropped 
loseto her head.Stats and skills should be unne
essary for her, sin
e she won't, as su
h, be in dire
t 
onfronta-tion with the 
hara
ters. If needs be, her stats 
an be summarised as \�uber-
ompetent". Feel freeto equip her with an array of nasty knives and a silen
ed pistol or two.Jeanne is 32 years old and has been serving in the FSMC sin
e the age of 14. She gravitatedtowards Intelligen
e se
tion sin
e she had a natural aptitude for 
overt work and data analysis.She has also pulled a stint as instru
tor at the FSMC paratrooper training fa
ility.12.6.2 FSMC Lagrange Station representative, Major EnglundMajor Peter Englund is a tall, thin and wiry man, wearing thin glasses. His head is shaven andhe sports a penil-thin mousta
he. He is surpisingly relaxed and laid-ba
k for an FSMC oÆ
ial,but doesn't quite engage in \
huminess".12.6.3 CCC Se
urity GuardAll guards have a 
omms radio, wired to a headset and throat mike. The radio is stress-a
tivatedand very hands-o� in operation. They also have CCC-issue 
ellular phones, being able to slaveaudio to either the head-set or radio, though that requires a
tually manipulating a swit
h.Stats and skillsCCC Se
urity guardsSTR 12 INT 11CON 13 POW 9AGL 13 PER 15CON 16 hp 25fatigue 25Skill %Assault Ri
e 26Dodge 43Edged sword 31Glo
k 17 32Pistols 31Ri
es 30Sabre 40Equipment� Impa
t-resistant vest with trauma plates (8 abs)� Comms radio� 4 spare magazines for the Glo
k 17� Glo
k 17, full mag loaded, 1 bullet ready� First-aid kit



12.6. NPCS 59� Cellular phone� Pass-
ard, bypassing all se
urity 
he
ks� Sabre in s
abbard� Assault ri
e (roll a D10, 1{7 means it's a light AR, otherwise it's a heavy)
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Table 12.1: Lagrange Station, spin-axis view
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Chapter 13Other rules13.1 Cyberneti
sThere are 
yberneti
 repla
ements for body parts (there's even some enhan
ement available).However, for the most part, 
yberneti
s is limited to medi
al repla
emenet of missing limbs (orother fun
tions). A 
yberneti
 arm is about as strong as a de
ently strong human. A 
yberneti
hand, likewise. While you 
an get them with some built-in tools, in general it's easier 
arryingthese tools in a ba
kpa
k. More 
onvenient and better feedba
k.Cyberneti
 eyes work, though they do give a somewhat grainy image of the world. In this�eld, there's some available enhan
ements over \human standard issue". You 
an get your 
ybereyes with zoom, with IR, with UV sensitivity or with light ampli�
ation. Re
ording to a datamedium is a standard, though the (dedi
ated) re
ording devi
e needs to be pur
hased separately.The re
ording is at-will and the storage medium 
an store up to 12 hours of full video. Note thatthis video is bound to be quite jerky in the raw state, sin
e it's a re
oding from what the implanteye(s) are seeing, not what ends up interpreted by the wearer's brain.One distin
t drawba
k to 
yber kit is that it needs a power sour
e to work and is thus mu
heasier to sense and dete
t, 
ompared to a standard-issue human.Studies have shown no detrimental e�e
t in magi
-use by 
yber implants and it 
ould be arguedtaht it's a good way of making sure one keeps power
ells around.
63
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