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wA3LE OF CONTEND

CHAPTER ONE: INTRODUCTION I
1. The Core MECHONIC oo e 3
CHAPTER TWO: CHARACTERS 7
1. Disciplines and AHIBUIES ....cooiuiiiiiiiiie et 8
e ROCES e 10
L I =1 1 e 1 - TP URPRRPRRNt 11

2. KIFOHRT s 14

B FIrEkKONS oo 17

4. DoUble HEIIX cooeiieeeeeeeeeeeeeee e 20

L TR Vo T o T RPN 22

B, WU e 25

7. MOPOKS i e e e e e e e e b e aeaeeeaanas 28

8. DIOIOSIANS e 30

L B IToY-Yo{ U1 R RPRUTRPPR 32

O @ To L1 To ] o - PPN 34

T1 HAGAMNN o 36

T2, HOGQONS i 39

1 3. OO e 41

LI =Y 1 (= PSR OPPRN 43

LS TR 174 Vo 1o (U PPN 45

T6. NEPhIlim oottt e e 48

K I O77=e' 10 ¥ I @ aToTg e ot /=Y 2P PRUPURR 51
A, AFCREIYPES .o e e e e e a e e e e e e tabaaaeaeeeaaane 75
CHAPTER THREE: SKILLS 123
T POWEE SKIllS oo 125
2. FINESSE SKIllS e 126
3. PhysiQUE SKills oieiieiiieiiie e et e e e et e e e e e e nees 127
A, Intellect SKIllS .oeeeeiie s 127
B ACUMEN SKIllS e 128
6. CRAIM SKIllS oo 129
7. CommaANd SKIllS ooveeeeiiieiiee e 130
8. SCENECE SKIllS oo 131
9. NaVIgaHON SKills ... e et e e e e e e e e e e 133
TO. TACHCAN SKIIIS weeei ittt e et e et e e e e e eea 135
17, Engineering SKills ....ooe it 136
12. CommuNICAHONS SKIllS ..vueeeiiiiiiee e 138
13 MEAICINE SKIllS weeee et eeeaaaaes 139



CHAPTER FOUR: TRAITS 143

1. Variable Traits ..o ittt e et e et e et a e nraea s 144

2. TOlENTS ¢ttt ettt e st e e e e e 148

3. COMPlICOTONS ..ttt et e e e 150
CHAPTER FIVE: EQUIPMENT AND TRADING 159
L F e Te [T T T OSSP PSP P PP PPPPTRUPPPPON 160

2. WBOPONS ettt e e e et e e e e e ae 173

B N 4 04T Y T U TP U PP P PP 181

4. General EQUIPMENT ...ttt a e 185

5. COMMOAITIES 1.ttt ettt ettt e e ettt e e ettt e e ettt e e e et e e et e e e e aneeeeeeanee 211
CHAPTER SIX: VEHICLES 22l
1. Basic Rules Regarding VEhicles .........ccccuuviiiiiiiiiiiiiiiiee e 222

2. Creating and Modifying VEhicles .......cuooiiiiiiiiiiiiii e 224

1. Vehicle ChaSSIS .. cieiiiiiieeiiiie et e ettt e e et a e eeeeea s 240

2. VEhICIE USEIS ...eii ittt ettt e e ee e e a e 254

3. Vehicular Systems and EQUIPMENt ......ccoiiiiiiiiiii e 256

3. Vehicle Catalog....coeiiiiiie e 279

4. Non-Canonical Vehicle Cotalog .......cooruiiiiiiiiiiiiiiiiiie et 340
CHAPTER SEVEN: CAPITAL SHIPS 355
1. Basic Rules Regarding Capital SRips ......uuvviiiiiieiiciiiiiieeeeeeeee e 356

2. Creating and Modifying Capital ShIPs .....cccviiiiiiiiiiiiiiie e 360

1. Capital SHip CRhOSSIS ....uviiiiiiieeeeeiiiii ettt e e e e iaree e e e e e e eennees 373

2. Capital Ship Systems and Equipment........ccoocuiiiiiiiiiiniiiiie e 378

3. Copital Ship Catalog ... ieiieiiie et 389

4. Non-Canonical Capital Ship Cotalog .....uuviiiiiieiiiiiiiiee e 421
CHAPTER EIGHT: NAVIGATION 44|
1. Vehicles, Capital Ships, and Fuel Consumption...........ccceieiiiiiieiiiiie e 444

2. Planetary EXploration......coo. i 450

3. Interplanetary Travel ... 462

4. Interstellar TraVEl ... ittt e e 469

5. NaVIGOHONA] DOTA ..ottt ettt e e ettt e e ettt e e e st e e eanseeeeeenneeeeenes 486
CHAPTER NINE: COMBAT 535
1. General Combat RUIES ......eoeeiiiiiiie e 537

2. Character-scale Combat .......oooiiiiiiiii e 544

3. Vehicle-scale Combat......oouiiiiiiiiiie e 566

4. Capital Ship-scale Combat........uiiiiiiiiiiiie e 587

5. Mixed-scale CombBat .....oooiiiiiieii e 601



CHAPTER TEN: INTRODUCTION TO GAMEMASTERING .......... 607

1. Specific Functions of @ Gamemaster...........oiiiiiiiieeiiiie et 608

2. Creating Materials ........uviiiiiiieiiieeee et e e e e e e e e e eaens 610

T, Creating SECIOrS .ccii i 611

2. Creating NaV Maps ...ccoooiiiiiiiicee e 618

3. Creating STar SYSIEMIS....cciiiiiiiiiiiie ettt 625

4. Creating Worlds . ......oi et 636

5. Creating ComMMUNITIES «.eeooieiiiiiiiee ettt e e e et eeeee e 668

6. Creating New ltems and Equipment ...........cccooviiiiiiiiiiiiieee e 678

7. Creating CreaiUres......ooueeiiiiiieee ittt e e e e e e 694

8. Creating New Archetypes ... ...oooiuiiiiiiiiee et 737

3. SHYIES OF POy . eieeeeiee et 748

4. Handling Irregularities in Play ...t 749

5. GAME Play PROSES ...ceeeiiiiiiiiiee ettt e e e e e e e eeaae e 751

6. A Short Example of GAame Play ......eeiiieiieiiiiiiiie et 754
CHAPTER ELEVEN: ADVENTURES AND CAMPAIGNS................ 763
1. Creating AVENTUIES ....cooueiiiiiiiice et et e e 764

1. AWord on Plot SHCING ...ccoeiiiiiieee et e e e e e 771

2. One Hundred Basic Adventure 1deas ..........cceovvieiiiniiciinniiciiniicceiec e 773

3. The Five Room Dungeon Model .........ccccceoriiiiiiniiiiiiniiiiiiec e 775

2. A WOId ON SEHINGS c.uuvviiiiiiieeeeiiiiee e e e ettt e e e e et et e e e e eettbbaaeeaeee s ntaraeaeeeeeeannnees 777

1. Site-Based AdVENTUIES ......ccoiiiiiiiiiiiiiiiite et 778

2. Planetary Wilderness AdVeNntures.............ceveeeeiiciiiiiiieeeeeecieiiee e eeeieeee e 780

3. Urban AdVEntUres ........oeeeeiiiiiiiiee et 780

4. SPACE AAVENTUIES ..ottt ettt et 781

3. AWOrd 0N COmMPOIGNS c.evereeiiiieeeeiiiee ettt e e ettt e e et eeeeateeeeessaaeeaeanssesaasssaeaaansseeeeanseeens 782
CHAPTER TWELVE: THE WING COMMANDER UNIVERSE ... 787
LIS o YT Y= USSR SPPRR 788

2. Who's Who in the Wing Commander UniVerse ...........cccueieaiuiiieiiiieeeeiiee e 811

3. Environmental EFects ......eeii i 970

R ST 1o [ VAP ORRPPRRRPRRt 1005
APPENDIX ONE: CHARTS AND TABLES A-l
APPENDIX TWO: TEMPLATES A-IS
APPENDIX THREE: GLOSSARY AND ACRONYM KEY ............. A-29
INDEX A-51

Vi









CFAPTER ONE: iNtR0ODUCTION

CkAPTER ONE: iNtROVUCTION




CFAPTER ONE: iNtR0DUCTION

1.O: INTRODUCTION

This is the Wing Commander Role-Playing Game First Edition Core Rules.

Wing Commander is an award-winning and ground-breaking series of space combat flight
simulators, originally created by Chris Roberts and Origin Systems, Inc. Starting with the original
game in 1990 and ending with Wing Commander: Secret Ops in 1998 (later followed in 2007 with
Wing Commander: Arena), the series has developed a large following throughout the years from all
types of gamers. The series is known for a number of firsts, including some of the first examples of
voice acting in the video game industry (WC2), the world's first fully interactive movie (WC3), one of
the very first games that could be played over a network (WC: Armada), and one of the first
"episodic" video games ever created (WC: Secret Ops).

The Wing Commander series is set in the 27" century and chronicles the struggles of the Terran
Confederation, a starfaring human society, in their epic struggle and ultimate victory against the
forces of the Kilrathi Empire, a cat-like species with a warrior-based culture. After a brief inter-human
conflict later in the series, a new conflict heats up against a new, powerful foe known only as the
Nephilim.

The book you're reading is a pencil-and-paper (PNP) role-playing game adaptation of these original
games. The rules contained herein have been designed to be as flexible as possible, so that players
may be as detailed or as carefree as they'd like to be while playing the game. They've also been
designed such that players may play a game very similar to the original games, or have a much
different type of adventure within the Wing Commander Universe.

To play the Wing Commander Role-Playing Game (WCRPG), you'll need the following equipment:

e At least two ten-sided dice (2d10) for each player. One of these should show multiples of 10
(a d10x10). If one is not available, the dice should be distinguishable from one another with
one of them designated as the “d10x10”".

e Pencil and paper. Pencil is preferable to pen, as it is far easier to erase and modify.

e Some kind of screen for the “gamemaster” (GM) used to conceal the results of some of their
rolls.

e Access to at least one copy of these rules.

e While not strictly necessary, some GMs may prefer to have a calculator handy in order to
help with more complex calculations.

An Open Apology to Fans and Haters of the Wing Commander
Movie

Fans of the Wing Commander franchise will remember the movie Wing Commander released in
1999, starring Freddie Prinze, Jr. as Christopher Blair, Saffron Burrows as Angel and Matthew Lillard
as Maniac. A great number of fans out there are dubious as to whether or not the movie should be
considered part of the overall Wing Commander continuity, owing fo several factors (including the
look of the Kilrathi, the look of various ships and fighters, and the overall changes to the universe's
continuity). The editors of WCRPG have decided to use the same timeline that was included in the
latest installment of the series, Wing Commander: Arena. The timeline in that game includes the
events mentioned in the movie, and in this regard the continuity of the movie is considered part of
WCRPG. Those who do not consider the movie part of the official continuity may simply ignore any
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reference to the movie included in these rules. For those who are fans of the movie, the editors would
like them to understand that the exclusion of any material from the movie was not done out of any
sense of malice and hope no hard feelings are generated as a result. WCRPG's system includes
procedures for creating anything and everything that could appear in the Wing Commander Universe
(including hairless Kilrathi, modifications to Raprers, etc.), so it is still possible for dedicated fans of
the movie to re-create these materials for use in their gaming groups if they so choose.

L.I: THE CORE MECHANIC

WCRPG is based on a d% type dice-rolling system. All crucial rolls in the game are made on two ten-
sided dice, with one of them designated as "1d10x10" (a "tens-place" die). Valid results on a d% roll
therefore range from zero to ninety-nine. Specifically, when a situation comes up wherein a
character’s failure may affect the outcome of the game, a die roll is required against a certain failure
threshold, known as a difficulty class (DC) (or hit difficulty (HD) in combat situations). These die rolls
are known as Checks. The DC for all Checks equals the character's score in the Attribute, Skill,
Specialization or Save being checked (usually a combination of one or more of these). Other
attributes of the character (such as Traits) may modify the result of the roll. If the final result is lower
than or equal to the DC, the action succeeds. If not, it fails. The amount by which a roll falls short of
the DC is its degree of success; conversely, the amount by which a roll exceeds the DC is its degree of
failure. These simple rules govern all die rolls necessary to play the game.

WCRPG commonly uses variants on the standard d% roll. The most common variants are as follows:

e xd10: This indicates a roll of x ten-sided dice, where x is a set number (for example, a rol/
calling for 3d10 needs three fen-sided dice). The player rolls the indicated number of dice
and sums up the result. NOTE: There is a distinction between 2d10 and d%,; 2d10 is an xd10
roll. Be careful not fo confuse the two.

e xd5: This is similar to an xd10 roll, except that the ten-sided dice are treated as five-sided
dice. To achieve this effect, take the result of an individual die, halve it, and round up (for
example, a result of 7 becomes a result of 4). Zeroes count as 10 (a final result of 5) in this
case.

e xd2: xd?2 rolls are rare in the game, but sometimes occur. Roll the indicated number of ten-
sided dice; treat all odd results as 1 and all even results as 2, and sum up the result as with
an xd10 roll.

For rolls of d% or xd10, a result of 0 on a die counts as a zero (not 10) unless the situation
specifically states otherwise. For example, the die results of a 3d10 roll are 2, 5, and 0. The result of
the roll is 7, not 17.

Sometimes a player may roll exceptionally well (or exceptionally poorly) on the dice. Certain die

rolls have what's known as critical potential. Critical potential awards or punishes die results above or
below certain critical thresholds. Low results may indicate a critical success, denoting a particularly
good outcome. In combat, a critical success is more commonly known as a critical hit. A character's
critical success threshold equals zero plus one for every ten points in the given Skill Check DC; a roll
of 00 is always a critical success. Conversely, very high rolls may result in critical failure (known as a
critical miss in combat); critical failures often have very nasty effects. A character's critical failure
threshold is 90 plus one for every ten points in the given Skill Check DC; a roll of 99 is always a
critical failure. Only certain rolls have critical potential; some have outcomes for critical success only,
some for critical failure only, and some for both critical success and critical failure. A roll that has
critical potential will be noted in the rules, along with the effects of critical results. A critical result
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occurs if the player's roll falls within the bounds of a critical threshold regardless of whether or not the
player would have otherwise succeeded against the Check's DC.

N









CFAPCER CWO: CFARACCERD



CFAPTER TWO: CFARACTERD

2.0: INTRODUCTION

Players don’t necessarily have to play themselves when playing WCRPG (there are no Kilrathi on
Earth at the moment - thank God - and even if there were, Terrans aren’t the best species for
everything!). Rather, they assume the role of a character, an alter ego through which a player plays
the game. Each player is required to create at least one character, though they may create (and play)
as many characters as they wish. The features of characters should be noted somewhere, either on a
copy of a Character Record Sheet as provided with this set of rules or on a regular piece of notebook

paper.

This chapter goes over the basics of character creation as well as some of the concepts necessary in
order to play the game. The first sub-chapter explains Disciplines and Attributes, what they are used
for and how they relate to Skills. The second sub-chapter gives detailed information on the many
races seen throughout the Wing Commander universe. The third sub-chapter gives detailed
procedures on character creation, including a step-by-step example of a character's creation. Finally,
the fourth sub-chapter goes over character archetypes, which may be used to speed up the character
creation process.

2.1: DISCIPLINES AND ATTRIBUTES

Not all people are alike: some possess great physical strength, some possess great intellect, some are
fortunate enough to possess both, while some possess neither. People also have differing sets of
skills: some are good at fixing vehicles, some at bookkeeping, others at care-giving, and so forth.
Just as no two people are alike, no two characters in WCRPG are exactly alike (in theory at least):
some will be good pilots, some good doctors, others good politicians or good snipers. In order to tell
how good they are at doing specific tasks, each character has a set of characteristics, which affects
their basic combat statistics (see Chapter 2.3) and is affected by their Skill scores. In WCRPG, there
are two main categories of characteristics, Disciplines and Aftributes. Attributes and Disciplines are
qualities that all characters possess which help dictate how well they perform certain actions. The DC
of almost every die roll in WCRPG that involves a character will be at least indirectly determined by at
least one of their characteristics.

All characters in WCRPG have seven Discipline scores. These scores reflect the character’s ability to
perform specific tasks and their aptitude in certain fields. A character’s strength in their Disciplines at
the onset of the game is somewhat determined by the species to which they belong (see Chapter 2.3).
Each Discipline has five Discipline Skills; the scores of the Discipline Skills are summed together to
directly determine the score of their controlling Discipline (this is different from most RPGs). The seven
disciplines in WCRPG are Command (CMD), Science (SCI), Navigation (NAV), Tactical (TAC),
Engineering (ENG), Communications (COM) and Medicine (MED):

e Command: Command is a measure of a character’s ability to negotiate and to lead others.
Its Skills are usually required by those put into leadership positions; it's a useful area of focus
for anyone in a leadership position, be they a ship's captain or a civil leader (though the
focus of this Discipline fends to be combat-oriented).

e Science: Science is a measure of a character’s understanding of how to gather and apply
systematic knowledge. This Discipline is primarily needed by science officers and researchers,
though it can be useful to any character. All Science Skills focus on a particular set of
scientific fields and measure the character's knowledge of those fields. The information that
can be obtained through the use of Science Skills is often of vital importance, whether they
are used to determine the military capability of an alien vessel, the gravitational force of a
planet, or the severity of the weather.
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Navigation: Navigation is a measure of a character’s ability to pilot craft and to get people
from one place to another without getting lost and is of primary importance to anyone
travelling from place to place. This aftribute isn’t necessarily limited to those who pilot
vehicles; persons attempting to use a map and compass will still need to use their Navigation
attribute.

Tactical: Tactical is a measure of a character’s understanding of military tactics and their
application. This Discipline is primarily needed by anybody who has to do any shooting from
a vehicle (firing a weapon is handled by Security, which is a Command Skill). Tactical is used
to improve the performance of varying craft and improving their chances of survival in
combat situations.

Engineering: Engineering is a measure of a character’s ability to acquire and apply scientific
and technical knowledge to the design, analysis, and/or construction of works for practical
purposes. This Discipline is primarily needed by engineering staff, ground crews and
mechanics, but can also be used by civilian professionals whose jobs require strong
knowledge in construction and maintenance. Characters with high Engineering scores
perform faster repairs. One of the Engineering Skills is also necessary for interstellar travel.
Communications: Communications is a measure of a character’s ability to exchange
information with others, their ability to utilize proper equipment during that exchange and to
understand information exchange applications. Almost any character can make good use of
Communications Skills; they enable the character to speak to alien beings, jam enemy
transmissions, send distress calls, gather information and negotiate trades. These Skills come
in handy in many critical situations.

Medicine: Medicine is a measure of a character’s understanding of the science and "art" of
maintaining and/or restoring the health of biological beings through study, diagnosis and
treatment. This Discipline is primarily needed by doctors and medical staff, but any character
can benefit from Medicine as its two primary Skills (/nfensive Care and Long-Term Care) can
be used to pull them back from the brink of death.

Characters also have six scores in Aftributes. These scores reflect a character's strengths and
weaknesses in various physical and mental fields. Players familiar with other RPGs such as

D&D™ and Serenity™ will find Atiributes familiar. As with Disciplines, a character’s score in their
Attributes at the onset of the game is somewhat determined by the species to which they belong (see
Chapter 2.3). Each Attribute has three Attribute Skills. The six Attributes in WCRPG are Power (PWR),
Finesse (FIN), Physique (PHY), Intellect (INT), Acumen (ACU) and Charm (CHA):

Power: Power is a measure of a character’s physical strength. It also serves as a limit to the
amount and "weight' of equipment a character is capable of carrying (a concept known as
encumbrance; see Chapter 5.4). Power affects the character’s Melee Attack Bonus (see
Chapfter 2.3) and is added directly to the damage caused by any melee or thrown weapons.
Finesse: Finesse measures a character’s agility, reflex actions and coordination. Finesse
affects several of a character's basic combat statistics, including their HD ratings,

their Initiative Bonus, their Ranged Attack Bonus and their Reflex Save DC.

Physique: Physique represents a character’s health, stamina and recuperative abilities. It
directly affects the number of HP (hit points; the maximum amount of damage a character
can take before they die) that the character has and also directly affects the character's
Fortitude Save DC,

Intellect: Intellect measures a character’s ability to learn and reason. It determines the
character's raw intelligence and learning rate.

Acumen: Acumen measures a character’s common sense, intuition and willpower.

While Intellect is used to analyze information, Acumen is more of a reflection of a character's
ability to be in-tune with their surroundings. It directly affects the character's Willpower

Save DC.

Charm: Charm measures a character’s force of personality. It is generally used when a
character is attempting to influence others.
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2.2: RACES

The Wing Commander universe is filled with many sapient races, each with their own unique way of
looking at the universe. Selecting a race for a player's character is one of the most vital parts of any
Wing Commander adventure. The GM of an adventure should be willing to inform the players what it
will be about and who it will involve beforehand, so that the players may create characters that are
appropriate for that adventure.

It is recommended that beginning players limit their race selections for their characters to the two
primary races in the Wing Commander universe - the Terrans and the Kilrathi - for their initial forays.
For those who like to throw caution to the wind, a few notes of warning are included for those races
that may prove particularly difficult to role-play.

Each playable race in WCRPG has its own profile, which includes the following information:

e Overview: This is a general introduction to the race.

e Personality: This describes the general stereotypical personality of members of a race. It also
contains information on the race's primary cultural features.

e Physical Description: This describes the typical physical characteristics of the race in question,
including average dimensions, bodily features, efc.

o Relations with Other Races: This indicates which other sapient races are on friendly terms
with the race in question, which ones are neutral and which ones are hostile. It is unlikely that
members of two races that are hostile towards one another would be in the same character
group (though WC2 and half of WC3 make a notable exception with the inclusion of Ralgha
narHhallas as a member of Concordia’s and Victory's crew).

e Territory: This gives a broad description of where the race in question can be found. This can
be as broad as the Sector level for major starfaring races or as narrow as single continents
for primitive races.

e Onomastikon: This is a sample list of names that are typically used by that race, which gives
a fairly good example of what conventions are used to name members of the species and
can be particularly useful as a guide to naming a character.

e Motivation: This indicates the usual reasons why members of a race would want to go on an
adventure, which can help to develop a character’s backstory.

e Basic Characteristics: This lists the game statistics needed to build a member of the species.
Any racial abilities the species features are listed and described here as well as their basic
racial statistics.

10
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2.2.I: TERRANS

Terrans (also known as Humans; Homo
sapiens sapiens) are an intelligent, highly
social, bipedal carbon-based species that
originated on the planet Earth (Sol System,
Terra Quadrant, Sol Sector). While
technically only those Humans who are
native to Earth are properly called Terrans,
the appellation is usually applied to all of
Homo sapiens sapiens by members of
other species. In the five centuries that the
species has been starfaring, the various
factions of humanity have established
several large states that collectively cover the majority of six whole Sectors (with significant
populations in another three). The largest of these factions by far is the Terran Confederation, though
other important Earth-origin groups include the Union of Border Worlds, the Free Republic of the
Landreich and the Grovsner Colonies.

Bridge of TCS Victory with several Terrans in view

e Personality: Terrans in general have a strong need to explore and gather knowledge. They
are clever, inventive, aggressive, tenacious, mildly territorial and possessive. Most Terrans
care deeply for their families and will go to great lengths to protect their youth, often to the
point of laying down their lives. These traits in general have enabled the spread of the
species far beyond their homeworld and have ensured their survival despite countless bloody
conflicts (not the least of which has been the ongoing conflict with the neighboring Kilrathi).
o Physical Description: Terrans are a bipedal omnivorous species with smooth skin and a
characteristic mat of scalp hair. They are 1.5 to 2 meters in height and their skin ranges from
light beige to dark brown in color. They have the highest body hair density of any Earth-
origin primate but their hair is so fine that it is often invisible at all but the closest visual range
(with the exception of the aforementioned scalp mat). Terrans have an internal skeleton and
two small, narrow-set eyes that allow for binocular vision. While moderately weak physically,
Terrans are highly flexible mentally and are particularly adept at theoretical modeling and in
applications of logic and inference. Terrans are tetrapods, having a pair of motor and
propulsive appendages that each exhibit five digits on their respective distal ends; the
opposable thumbs on their hands has in particular granted the species a high degree of
manual dexterity. As a cultural norm, they usually eat three times a day, though the species
can go a maximum of about two weeks without food and four days without water under
normal circumstances. Most adult Terrans require between seven and eight hours of sleep
per standard twenty-four hour period; both younger and elderly Terrans may require up to
twelve hours of sleep. Although there is a degree of sexual dimorphism in this species, the
differences are generally insignificant. Reproduction is performed sexually; Terran females
typically produce one offspring via live birth after a 40-week gestation period.
o Moftor Appendages: 2
o Visual Organs: 2

*  Field of Vision: Optimal 120 degrees forward, Peripheral 200 degrees
forward.

Audiifory Organs: 2

Olfactory Organs: 1

Gustatory Organs: 1

Propulsive Appendages: 2

Reproductive Organs: 1

O 0O O OO
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Relations with Other Races: As a rule, Terrans are open to the notion establishing friendships
with many different peoples. The Firekkan people were members of the Confederation for
close to a decade, until the race withdrew prior to the False Armistice in 2668; they still
remain major allies of the Human factions. Kilrathi slave races such as the Varni and Wu are
also generally welcome (if rare) within the Terran spheres. Terrans are neutral towards
underdeveloped races such as the Mopoks, Dolosians and Oasians, and are diplomatically
neutral towards minor starfaring races such as the Hagarin, Haggans and Jarma. Contact
with the Double Helix has been limited to date mainly due to their mode of communication;
attempts at communication have actually been fatal to the researchers involved, though
Terran scientists and diplomats still hold out hope for peaceful co-existence with the
enigmatic race. Terrans have had no contact with the Mantu to date. By far the race that has
shown the most belligerency towards the Terran race is the Kilrathi, along with the few
satellite races they have deigned to allow to freely exist (such as the Dioscuri). The Nephilim
have also presented themselves as a major threat to the Terran spheres. The Confederation
ultimately went to war with both of these races; the wars lasted for the bulk of the latter two-
thirds of the 27™ Century. The major Terran factions also have had mixed relations with one
another; while nominally allies, the war-torn Union of Border Worlds and the stubborn,
independently-minded Landreich have both on occasion been the subject of disdain and
apathy by the Confederation government, a policy which has led to general distrust (the UBW
and Landreich meanwhile are have very strong ties with one another).

Territory: As previously mentioned, there are several sovereign Terran factions. The largest of
these factions by far is the Terran Confederation, which holds the vast majority of the Sol,
Argent, Avalon and Hawking Sectors (including all of the worlds of the former Pilgrim
Alliance), all but a few systems of the Gemini Sector, a good chunk of the Enigma Sector (all
but Isaac Quadrant is considered Confederation space), the Deneb Quadrant of Epsilon
Sector, the Douglas and Day Quadrants of the Vega Sector and a small number of systems
in the Landreich and Trk'Pahn Sector. The Union of Border Worlds is situated in a long "strip"
along the border between the Terran Confederation and the Kilrathi Empire (hence its name),
from the Roberts and Downing Quadrants in Vega Sector, through the Deneb and Antares
Quadrants in Epsilon Sector (with some territory in Sa'Khan Quadrant) and into parts of the
Isaac and Roddenberry Quadrants of Enigma Sector. The Cabrea System (Grills Quadrant,
Enigma Sector) and New Plains System (Gonwyn Quadrant, Landreich Sector) are also part
of the UBW. The Free Republic of the Landreich is confined to the Gonwyn and Tara
Quadrants of Landreich Sector. A smaller Terran faction is the outlying Grovsner Colonies,
consisting of the Grovsner and Etruria systems on the border of Confederation and Kilrathi
space in the Tr'k Hara Quadrant of Trk'Pahn Sector. Finally, the Tri-System Confederation is a
starfaring Terran faction located in the Isaac, Hom and Irrulan systems, none of which are
connected to the same network of Akwende jumps as the other Terran factions.
Onomastikon: The nature of Terran onomastics varies depending upon the regional culture
of origin. For the most part, a Terran name consists of a forename and a surname. Major
deviations from this norm include names of Middle Eastern origin (which can include
elements such as names of ancestors, descendants, places of origin and so on), names of
Far Eastern origin (where the name structure is generally reversed) and names from a few
cultures that previously assigned mononyms to individuals. Terran forenames are generally
assigned to individuals upon birth by the individual's parents along with any meso-

names. Most forenames have an underlying concept or meaning, though the importance of
this concept has been lost in most Terran cultures over the centuries. Surnames are generally
passed down through generations and were chosen by the families involved centuries ago
based upon their location, occupation or a noteworthy family patriarch; to this day, the vast
majority of Terran surnames are patronymic in origin. A full Terran onomastikon would be
exceptionally large; the following sets of names should be considered as examples.




CFAPTER TWO: CFARACTERD

(o]

Male Given Names: Ali, Chris, Dan, Denis, Domingo, Evan, Faruq, Fenris, George,
Glen, Herman, lan, James, Jeff, John, Joseph, Keith, Kenii, Kien, Kiyoshi, Michael,
Paul, Peter, Raphael, Rashid, Stephen, Todd, Vasili, Warren, William.

Female Given Names: Adele, Amanda, Andrea, Anne, Arianne, Bernice, Beverley,
Camilla, Chuki, Clarice, Danielle, Della, Devika, Elizabeth, Fatima, Gabriella,
Hawa, Helen, Hermione, lola, Jeanette, Kristi, Madeline, Mariko, Naomi, Padma,
Sabine, Tamara, Ursula, Wendy.

Family Names: Berdak, Blair, Bourbonnais, Casey, Chun, Clemenceau, Devereaux,
Fukushima, Gagarin, George, Halcyon, Hausmann, Hideyoshi, Isaac, Johnson,
Khumalo, Knudsen, Kwetche, Lee, Loubet, Marshall, McConnell, Melekhin, Miles,
Miller, Muchow, Muller, Ndango, Newman, Ngidhe, Oberhammer, Ono, Putin,
Rimbaud, Roberts, Rogers, Sanger, Spector, St. John, Taggart, Tanaka.

Motivation: Terrans tend to be quite daring and ambitious; they will go on adventures simply
for the experience. They are also a very inquisitive and curious people as a rule, and the
drive to explore the universe is one of the major reasons why they have such a prominent
interstellar presence. Other Terrans are driven solely by the lure of a fast buck, the prestige
involved and the machismo that comes from adventuring. Finally, many of them see their
role in Terran society as defender of the future of the species from enslavement or extinction;
many Terrans travel far from their homes simply to aid in their defense.

Basic Charaderistics:

o
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Size Class: C5

Base HP: 60

Base HD: 50/50/50

Physical Attribute Building Point Pool: 150

Mental Attribute Building Point Pool. 225

Discipline Building Point Pool- 250

Genders: 2

Life Stages: Adolescent at 13 years. Adult at 18 years. Middle age at 40 years. Old

Age at 60 years. Venerable Age at 80 years.

Lifespan: 80+4d10 years.

Height (Male): 1.5 + (1d5 x 0.1) meters.

Height (Female): 1.4 + (1d5 x 0.1) meters.

Mass (Male): 40 + ((same 1d5 from height + 1d5) x 10) kilograms.

Mass (Female): 30 + ((same 1d5 from height + 1d5) x 5) kilograms.

Speed- Runner (Biped) - 6 kph (10 m/rd); 2 (short-range combat), 1/3 (long-range

combat)

Trade Valve: €740

Racial Abilities and Restrictions:

»  Complex Origins: Terran characters may use one of the following
"“templates" if approved by both the GM and the player involved:
»  Colonial The character is a citizen of the Union of Border Worlds,
Free Republic of the Landreich or Grovsner Colonies. They are
generally treated as foreign citizens in the Confederation and
mistrust that group. Colonials have Social Status at -5 and Intolerant
(Confederation Citizens) at -2.
»  Pilgrim Descent: The character has Pilgrim ancestry. They are very

adept at space navigation but are generally hated by the
Confederation populace (particularly early in the Terran-Kilrathi
War). Pilgrims have Navigational Sense at +15 and Hunted at -5.
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» Lancer. The character is either a genetically-enhanced member of
an illegal top secret Confederation black ops program or a
descendant of such a person. Lancers have a full array of
modifications: they begin with 250 points in both Attribute Pools,
300 points in their Discipline Pool and have Discipline, Nerves,
Memory and Health all at +10. They also have Reputation, Hunted,
Intolerant and Overconfident all at -10. Characters may not use this
template for adventures dating prior to 2665.

2.2.2: KILRATHI

The Kilrathi (Feliduocrura kilrah) are a race
of sapient, bipedal felinoids from the planet
Kilrah. A warrior race, the Kilrathi are
largely belligerent towards every other
species in existence (and are often that way
even amongst themselves). Over their
documented three centuries as a starfaring
species, the Kilrathi have been responsible
for the extermination and enslavement of
over a dozen species, including the Shata,
Utara, Eyoka, Hari, Gorth, Ka, Sorn, Utara,
Varni and Wu. Much of their hostility can
be aftributed to their Iegends of "Star Gods" Prince Thrakhath nar Kiranka, a Kilrathi.
who defeated the Kilrathi in a war many centuries ago and promised to one day return and bring
destruction should they ever fall to an unworthy foe. These legends formed the basis of Kilrathi
culture, gave rise to the Cult of Sivar (the only Kilrathi religion) and have as a result led to the pain
and suffering of countless members of other species.

e Personality: Kilrathi are believed to have evolved from carnivorous pack-hunters, resulting in
their belligerent and expansionist behavior; their predatory instinct permeates their entire
culture (including their architectural style, which tends toward polygonal structures with razor-
sharp points). They are natural guerrilla fighters and pack hunters by nature. Obviously,
anything the Kilrathi intellect can overrule anything their instinct suggests, but the pack hunter
paradigm is the one that comes most naturally to them and is therefore the one they will turn
to under stress or when they believe they have the advantage. Kilrathi are bred and raised in
a warrior society, which itself is built upon the tenets of honor and strength of the individual.
The society is class-based, with the nobility (thrak'hra) holding power over the commoners
(kilra'hra) and a single religion centered around Sivar, the Kilrathi God of War, to which all
Kilrathi are expected to pay due deference. The nobility is composed of eight Great Clans to
whom all Kilrathi share some allegiance: nar Caxki (known for their military prowess), nar
Qarg (known as strategists; they have a long-standing feud with the nar Ragitagha clan), nar
Ki'ra (clan of the Hunters, known as intellectuals and considered the most noble of the
Clans), narKur'u'tak, nar Kiranka (the Imperial Clan, known as administrators, organizers
and planners), nar Ragitagha (the most widespread clan, known for their mastery of
psychological warfare), nar Sutaghi (a powerful Clan of religious leaders; they mostly control
the Cult of Sivar), and nar Sihkag (smallest and least of the great Clans; they act as liaison
between the nobility and commoners and serve as secret police and spies). One's loyalties in
Kilrathi society are expected to be to the race first and clan second, though there are many
documented instances where this is not the case. Obedience to one's superiors without
question is the most basic and pervasive social tenet of Kilrathi martial culture. Imagination
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and creativity are only encouraged in senior commanders and nobles. This makes many
Kilrathi seem fairly single-minded; they tend to focus only on a specific goal and see to it that
it is carried out at all costs. Any insult or challenge is grounds for a struggle to the death in
Kilrathi society; it is in fact punishable by death for a warrior in the Kilrathi military to back
down from single combat. The friendship of a Kilrathi is hard-won, usually requiring
something perceived as an act of great honor by the kil involved.
Physical Description: As with most felids, Kilrathi are obligate carnivores; while they do
occasionally consume small amounts of plant material, they lack the physiology required to
digest it efficiently. Kilrathi share many of the same basic characteristics as other felids,
including flexible, muscular bodies, a pelt of fur that ranges in color from brown to golden
yellow (sometimes marked with distinctive spofts, stripes and/or rosettes of varying colors;
Kilrathi nobility tend to have very distinctive patterns), a raspy tongue, a strong sense of smell
and hearing, and a tapetum lucidum to assist with vision in low-light conditions. The major
difference between Kilrathi and other cats is their mode of locomotion; Kilrathi are bipedal
and plantigrade. Their bipedalism frees up their forelimbs to act as motor appendages; their
carpals are much longer than those of other felids, giving them a great deal of manual
dexterity. Kilrathi hands have three fingers along with an opposable thumb; this feature
partially explains the foundation of Kilrathi mathematics on a base-8 system. Physically,
Kilrathi are a little over two meters in height and average about a hundred kilograms in
mass. Kilrathi are significantly stronger than humans, with a warrior being able to dead-lift
about 700 kg overhead. Kilrathi have teeth and claws, both of which are exceptionally
powerful; Kilrathi claws are capable of cleanly severing a Human spinal column with a single
swipe. Adult Kilrathi require somewhere between five to seven kilograms of meat per day and
can go for about eleven days without food (though it should be noted that starving Kilrathi
are guife cranky). Kilrathi prefer to gorge themselves on prey when possible and lay torpid
for a period of two hours or so afterwards to aid in digestion; the necessities of space flight
and war often preclude this, forcing them to use a more "civilized" form of meal-taking. Prior
to their achievement of spaceflight, Kilrathi could sleep for up to sixteen hours a day (owing
to the large amount of energy spent hunting). Modern Kilrathi don't require quite as much
sleep, but they still usually spend anywhere from ten to twelve hours sleeping each day when
possible. Kilrathi reproduce sexually, with females entering into a state of estrus about once
every three months or so, which lasts for around two weeks. Their gestation period is
approximately 110 days, after which the female will give live birth to one or more cubs;
single births are by far the most common, but litters of up to four at once have been
recorded.

o  Moftor Appendages: 2

o Visual Organs: 2

= Field of Vision: Optimal 110 degrees forward, Peripheral 200 degrees

forward.

Audiifory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 2

o Reproductive Organs: 1
Relations with Other Races: In general, the Kilrathi see all other races as falling into one of
two categories, bak (a fellow predator who may be a threat) or ukta (prey-food). Either way,
Kilrathi are naturally predisposed to be mistrustful of all forms of life other than their own.
This is true of their nominal allies (such as the Dioscuri), their slave species (such as the Varni
and Wu), species that conduct trade with them (such as the Hagarin, Haggan and Jarma)
and their enemies (species such as the Mantu and Firekkans). Any species with which they are
neutral are that way because they have limited interactions with them (Mopoks) or due to
treaty (Oasians). Only three species have seriously challenged the superiority of the Kilrathi:

O O O O
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Terrans (with whom they are at war), the Mantu (whom they were unable to conquer), and
the Nephilim (whom, ultimately, are the only race the Kilrathi well and truly fear).

Territory: The Kilrathi Empire is a vast domain; it consists of the entirety of the Vukar Tag,
Kilrah and M'shrak Sectors as well as the vast majority of Trk'Pahn Sector (all but five systems
belonging to the Confederation and Grovsner Colonies in the Trk Hhra Quadrant). Kilrathi
holdings also include about half the Antares Quadrant, most of S'Khan Quadrant and all of
the Tr'L Rass Quadrant in Epsilon Sector, and all of the Hralgkrak Quadrant in the Landreich
Sector (with some holdings in the Gonwyn and Ral'lfra Quadrants). The Kilrathi also hold
nine systems in Vega Sector, four in the Isaac Quadrant of Enigma Sector and three in the
Clark Quadrant of Gemini Sector. The Kilrathi are known to have additional territorial
holdings in the domain of the former Hari Empire (where they built their Hakaga-class
carriers and Hvarkann-class dreadnoughts); their exact extent is unknown.

Onomastikon: Kilrathi onomastics uses a set of conventions not unlike those seen during
Japan's feudal era. Most Kilrathi have at least two names; those who have but a mononym
are usually utak (privy workers), the lowest members of Kilrathi society. Kilrathi forenames
are generally given to cubs during a special ceremony on their fourth birthday; in ancient
times, few Kilrathi would live to reach this age and those who did had a much higher chance
of surviving into adulthood. The forename is usually two syllables long, though there are a
few single syllable names that are widely used. They convey some kind of personality trait or
concept, either one expected to be displayed by the youth in their future or one that's already
been observed. Few Kilrathi have meso-names; usually these indicate a notable

ancestor. Surnames are most commonly based on the location of an individual's home
planet, but can also be based on clan affiliation, birthplace or notable ancestry. The form of
surnames is largely dependent upon the level of nobility of an individual kil. Noble Kilrathi
use one of six honorifics as a precursor to their surname: nar, lak, dai, jag, lon and ko. Nar
is the most common honorific used by Kilrathi and denotes a clan name, either one of the
eight Great Clans or one of their offshoots (/ak is more common for the offshoot clans). Dar
(a formal variant of Arai - family, which itself is reserved for formal retainers of high-ranking
nobles) is sometimes seen in Kilrathi names preceding a specific family name, which then
usually proceeds the clan name. Jag is also used in this capacity, though usually only by
Kilrathi of lower rank. Finally, the lowest-ranked noble Kilrathi will either use /an or ko in
their name, used specifically to denote community of birth or the family's profession,
respectively. Lan and ko are sometimes used by commoners; the absence of an honorific
automatically indicates a kil of common birth. Kilrathi do not tolerate the use of nicknames.
Their names in general tend to be harsh and guttural, with "C" and "G" sounds almost always
pronounced hard. Vowels are almost always pronounced short.

o Forenames: Akhjer, Arrak, Bakhtosh, Bhurak, Buktag'ka, Butlav, Cakg, Dakhath,
Dawx, Druvakh, Gar, Ghairahn, Ghellen, Drakj'khai, Ghradhark, Ghraffid, Gilkarg,
Graknala, Hassa, Hrothark, Jamuka, Joor'ath, Joor'rad, Jorkad, Julgar, Kahl, Karga,
Kavark, Khajja, Khasra, Khrell, Kt'lan, Kuraq, Kurthag, Largka, Mirrach, Naghrah,
Naijji, Nerrag, Nrallos, Ratha, Ralgha, Rakti, Rusmak, Talmak, Tarros, Thrakhath,
Ukar, Vak, Vak'ga, Vorghath, Vurrig.

o Surnames: dai Nokhtak, daiRagark, jag Rhang, Jhorrad, ko Lannis, /an Dorv, lan
Mraal, /an Vharr, lan Vrenes, nar Caxki, nar Dhollas, nar Dhores, nar Ghorah Khar,
nar Hhallas, narHravval, narJa'targk, narKiranka, nar Poghath, nar Ragitagha, nar
Raktha, nar Sihkag, nar Sutaghi, nar Ta'hal, nar Tsahl, narVal, narVolles, Tukarg.

Motivation: The predatory instinct gives a Kilrathi all the motivation they'll ever need. Many
Kilrathi warriors leave the comfort of hearth and home just to seek the chance for glory and
battle amongst the stars, to sink their teeth and claws into the flesh of their enemies. The few
in their society who do not do so are the infirm, the elderly (of which there are very few) or
those whose function is to serve the greater good of the whole race. To not seek the glory of
the hunt when one is capable of doing so is viewed as a great dishonor to one's self, one's
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family and one's clan; it's often only a matter of time before one of these kil is challenged by
a relative looking to redeem their honor.

e Basic Characteristics:
o Size Class: C6
Base HP:- 70
Base HD: 53/50/53
Physical Attribute Building Point Pool- 175
Mental Attribute Building Point Pool: 200
Discipline Building Point Pool- 270
Genders: 2
Life Stages: Adolescent at 8 years. Adult at 22 years. Middle age at 38 years. Old
Age at 55 years. Venerable Age at 72 years.
Lifespan: 76 + 8d5 years.
Height 1.88 + (1d5 x 0.27) meters.
Mass: 78.75 + ((1d5 from long dimension + 1d5) x 5.25) kilograms.
Speed- Runner (Biped) - 10 kph (16 m/rd); 3 (short-range combat), V2 (long-range
combat)
Trade Valve: €1,150
o Racial Abilities and Restrictions:
= Warrior's Talons. Kilrathi have both fangs (22 Lethal Damage) and claws (30
Lethal Damage).
= Night Vision. Kilrathi have the Enhanced Visual Sense special ability; they
can see clearly in low light conditions.
»  Enhanced Senses. Kilrathi are natural born hunters with enhanced senses.
All Kilrathi have Senses (Sight), Senses (Smell) and Senses (Hearing) all at
+5.
»  Warrior's Code. Kilrathi society is based upon a strict code of honor; those
who violate it are expected to commit ritual suicide in atonement (Creed at -
25).
» Vo ka garga ka naru ha garga. "Those not of the blood must have their
blood spilt"; Kilrathi are Intolerant of non-Kilrathi at -10.

2.2.3: FIREKKANS
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Firekkans (Armatiavis firekka) are a species of highly
social, bird-like lifeforms originating from the planet
Firekka (Firekka System, Antares Quadrant, Epsilon
Sector). The Firekkans have only recently become a
maijor player on the galactic scene, after the Kilrathi
attempted to invade their world for their Sivar-Eshrad
ceremony in 2655. Firekkan society is based on a
hierarchy of flocks. Because of their strong .
subordination their flock and its desire to remain tightly Two Firekkans celebrating the liberation of their world

. . . from the Kilrathi
knit, few Firekkans have left to go out into space (at
least in the past; with the ascendency of Teehyn Ree Rikik, more Firekkans have launched themselves
into the void for the good of their species). Firekkan culture and philosophy are very spiritual and are
based heavily on imagery of flight and nature, and their architecture is quite distinct. Probably the
most noteworthy thing about the Firekkans is a potent alcoholic drink known as Firekka's Finest,
commonly hailed as one of the best drinks available anywhere in Known Space.
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Personality: Firekkans are a friendly, outgoing race. They are very social creatures
(particularly with one another) and have developed a complex system of greetings, gestures
and customs when dealing with others (including those not of their race). A typical greeting
among the Firekkans is to groom one another for parasites and bugs (again, this is type of
greeting is often also extended to those not of their race). To those that offer them friendship,
friendship is readily given. To those who offer them hostility, Firekkans can be fierce
opponents. Firekkan culture relies heavily on a matriarchal flock system, valuing the interests
of the flock (and particularly the will of the flock matriarch) above those of the individual. The
flocks themselves have a hierarchy, with the leader of the most important flock (the Teehyn
Ree) functioning as nominal ruler of the entire species; the species as a whole follows the will
of the Teehyn Ree. Firekkans commonly follow the Flame Winds doctrine, which emphasizes
living in the moment and not worrying about the future or planning ahead since any single
event can undo any future plan. Other notable things about Firekkan personality include the
ducking of one’s head between the shoulders when embarrassed, involuntarily moulting
when frightened, chatting about practically everything (even in moments of crisis or where
intrepidity is called for), and clacking one's beak when amused.
Physical Description: Firekkans are an avian species similar in appearance to most other
members of the family Accipitridoe, with the main difference being the inclusion of a full
arm-and-hand motor appendage assembly separate from their wings. This technically makes
them hexapods, though they definitely exhibit far more bird-like than insect-like
traits. Firekkans are largely carnivorous like most members of Accipitridae, though they are
known to occasionally eat seeds and imbibe alcoholic beverages (Firekka's Finest being the
most well-known of these). While primarily flyers by nature, their leg and talon structure is
such that they are capable of walking; they generally are about as fast as Terran when
moving in this manner. Their head structure is like most raptors; they have a sharp,
keratinous beak with two nose-holes near the top, two eyes set forward (which are generally
blue in color), two ears lacking external pinnae, and a tuft of filoplumes on top of their head
covering the ears; this topknot is generally reddish in color. Their bodies are covered with a
series of vaned feathers, which are generally a bright orange-yellow color. Only their talons
and arms are not covered in feathers; these have a keratinous structure like their beaks and
are also an orangish color. Males have been observed with more varied and brighter color
patterns on their bodies. Firekkans are on par with Terrans both physically and intellectually,
despite the significant difference in the anatomy of the respective species. They communicate
with one another verbally, using a language based upon various calls and clicks generated
within the beak structure. Firekkans average around 2.13 meters in height, 4.79 meters in
wingspan and 92.5 meters in mass, with females of the species being slightly larger and
heavier than the males. They feed about four times a day on average and like most raptors;
their digestive system is designed to process food that has been swallowed whole. Firekkans
can generally go around two weeks without food, but will not have sufficient energy to fly if
they don't eat at least once every three to five days. They can generally go about four days
without water. Sleep is generally for six hours a day and performed as vigilant sleep;
Firekkans are capable of performing roosting flights if necessary. Reproduction is performed
oviparously, with females laying a clutch of one to three eggs after a five month gestation
period. Eggs generally take another five months or so to hatch, with both parents involved in
incubating and caring for their brood.

o Moftor Appendages: 2

o Visual Organs: 2

»  Field of Vision: Optimal 200 degrees forward, Peripheral 280 degrees
forward.

o Audifory Organs: 2

o Olfactory Organs: 1

o Gustatory Organs: 1
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o Propulsive Appendages: 4

o Reproductive Organs: 1
Relations with Other Races: The Firekkans tend to stick close to home and they're fairly new
on the intergalactic scene, so their interactions with other races have been relatively minimal
up to this point. Of the major races with which they have had contact, they by far have the
best relationship with Terrans; they were even part of the Confederation for several years and
even though they withdrew prior to the False Armistice of 2668 they remained strong allies
with the Terran governments. They do have some trade relationships with the frontier races
(such as the Haggan and Jarma) but for the most part they are neutral towards them. They
also honor the neutrality of the planet Oasis. They have practically no relationship with the
major non-starfaring races (the Mopoks, Dolosians and Dioscuri). By far their biggest
antagonists are the Kilrathi, who briefly held control over the Firekka system and enslaved the
entire Firekkan populace during the disrupted Sivar-Eshrad ceremony of 2655. The Kilrathi
have since treated the species as "one who got away", with a few of them going out of their
way to hunt down Firekkans in later years. The Nephilim also were antagonistic towards the
Firekkans during the Nephilim War, particularly when they launched their invasion of the
Antares Quadrant in 2691. While the Firekkan systems did not suffer quite as badly as the
Terran systems, the Nephilim did cause a significant disruption in trade.
Territory: The Firekkans have not been starfaring for a particularly long time. First contact
with the Terran Confederation happened just prior to the start of the Terran-Kilrathi War, with
the first few Firekkans leaving their planet for the first time shortly thereafter, beginning their
Starfaring Age. From 2654 to 2668, the Firekkans were members of the Confederation,
eventually withdrawing to form the Firekkan Planetary Alliance in protest of the Kilrathi
Armistice. By 2678, the Firekkans had colonized the adjacent TKKirsa system. Despite having
been starfaring for some time as of 2701, the vast majority of their species remains located
in their home system, located in the Antares Quadrant of the Epsilon Sector.
Onomastikon: Without exception, all Firekkan names consist of a single two-syllable word
which is usually either five or six characters in length when romanized. This word functions
primarily as a forename. Individuals will refer to themselves by flock name only if absolutely
necessary in conversation; the flock name is a separate idea in Firekkan speech and is never
included as part of the name of an individual. Firekkans are given their names by their brood
mothers during a flock ceremony that takes place a few months after they have hatched.
Firekkan names are based on no more than four unique vowel sounds: long and short "A",
short "I' and long "E". Consonant usage tends to heavily favor "L", hard "H", "K" and "R" (with
"R" sometimes trilled), with "L" and "H" slightly more common in male names and "K" and "R"
more common in female names. Glottal stops are also sometimes present in female Firekkan
names. Firekkan names are usually quick to say and easy to pronounce; nickname usage,
while not unheard of in Firekkan society, is generally rare. Firekkan names consist of exactly
one prefix and exactly one suffix.

o Male Prefixes: Haik, Haikk, Hairr, Hak, Hakk, Harr, Heek, Heekk, Heerr, Hik, Hikk,
Hirr, Laik, Laikk, Lairr, Lak, Lakk, Larr, Leek, Leekk, Leerr, Lik, Likk, Lirr.

o Female Prefixes: K', Kaik, Kaikk, Kairr, Kakk, Keek, Keerr, Ki', Kr', Kra', Kraik, Krairr,
Kree', Kreekk, Kri', Krikk, R, Rai', Rak, Rakk, Reek, Reekk, Ri', Rik.

o Suffixes: aik, air, aish, ait, ak, ar, ash, at, eek, eer, eesh, eet, ha, hai, hee, hi, ik, ir,
ish, it, ka, kai, kee, ki, kka, kkai, kkee, kki, kra, krai, kree, kri, la, lai, lee, li, na, nai,
nee, ni, ra, rai, ree, ri, rra, rrai, rree, rri, sha, shai, shee, shi, ta, tai, tee, ti.

Motivation: It takes a special kind of Firekkan to want to leave hearth and home to voyage
amongst the stars, particularly given the race's tightly knit flock culture and the stigma against
going against the will of the flock. Those relatively few Firekkans who do leave their planet
do so out of a sense of general social rejection, in search of a new "flock" with which to bond.
A few of the flocks do hold to the belief that some of their number should seek out new
worlds and experiences, the better to come back and enrich the flocks. In that sense, an
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adventure is like the Amish practice of rumspringa to some Firekkans. There are also those
bold folks who feel that they can better their own position by heading out into space; the
incidences of whole flocks leaving Firekkan to chance their fate among the stars has been
minimal as yet, but not unheard of.

e Basic Characteristics:

O

O O O O O O O

O O 0O 0 0 oo

Size Class: C6

Base HP- 60

Base HD: 41/38/53

Physical Attribute Building Point Pool: 150

Mental Attribute Building Point Pool: 200

Discipline Building Point Pool- 220

Genders: 2

Life Stages: Adolescent at 20 years. Adult at 26 years. Middle age at 39 years. Old
Age at 73 years. Venerable Age at 87 years.

Lifespan: 90 + 11d5 years.

Wingspan (Female): 3.67 + (2d5 x 0.24) meters.

Wingspan (Male): 3.52 + (2d5 x 0.23) meters.

Mass (Female): 70.76 + (2d5 from wingspan x 4.72) kilograms.

Mass (Male): 67.99 + (2d5 from wingspan x 4.53) kilograms.

Speed (Female): Flyer - 70 kph (117 m/rd); Runner (Biped) - 6 kph (10 m/rd); 23
(short-range combat, flying), 5 (long-range combat, flying); 2 (short-range combat,
walking), 1/3 (long-range combat, walking)

Speed (Male): Flyer - 67 kph (112 m/rd); Runner (Biped) - 6 kph (10 m/rd); 22
(short-range combat, flying), 4 (long-range combat, flying); 2 (short-range combat,
walking), 1/3 (long-range combat, walking)

Trade Valve: €1,490

Racial Abilities and Restrictions:

»  Con Walk if Necessary. Firekkans have the Multiple Move Modes special
ability, and are capable of both flying (primarily) and walking.

»  Noatural-Born Fliers. Firekkans are innate fliers and do not easily get lost.
They have Navigational Sense at +5. They also have a Three-Dimensional
Maneuvers specialization (Flight) at 15 points.

= Bird of Prey. Firekkans use their keen eyesight to hunt prey animals. They
have Senses (Sight) at +5. They also have a sharp beak (21 Lethal Damage)
and talons (21 Lethal Damage).

*  One That Got Away. Kilrathi will sometimes go out of their way to kill or
enslave Firekkans. Firekkans have Hunted at -5.

2.2.4: DOUBLE HELIX

The Double Helix (7e/larumcancer sapiens) are a sapient race of carbon-based brachyurid arthropods
that largely communicate through scents and pheromones. The name "Double Helix" comes from the
shape of their spacecraft; their actual name (if they have one) remains unknown. Initial contact
between the Confederation and the Double Helix was made by Probe Number H227, which was sent
through an Avalon Sector jump-point into Wild Space by the Confederation Committee for Interaction
with Alien Intelligences. The probe later returned to Confederation space on 2654.072 carrying
artifacts and data from an encounter with their ships; this encounter was by far Terrankind's most
significant extraterrestrial contact since the discovery of the Kilrathi. By 2681, several unsuccessful
attempts had been made to communicate directly with the Double Helix, including one notable

fatality.
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Personality: Not much is really known about the nature of the Double Helix largely due to
their modes of communication, namely scents and pheromones. Attempts at replicating their
form of communication have failed thus far, with the most notorious incident being the death
of famed xenolinguist Dr. Justin Klein - he fried his cerebellum due to improperly calibrated
Freneli-complex harmonic samples in the holo-link transmissions through which he was
attempting to communicate. The lack of ability to communicate with the species has lent itself
to some wild stories about them, none of which can actually be substantiated with any level
of authority (for example, one story says that they haunt the wreck of TCS Tiger's Claw and
are atfempting fo take over what's left of the ship's Al core). Probe Number H227's contact
remains the best authority on their nature; the probe observed them to be generally pacifist
though somewhat excessive when it came to preparing their food for consumption.
Physical Description: Double Helixes are large decapods that resemble a disk-shaped crab
roughly 12 meters in width and averaging about 175 kilograms in mass. Their carapace is
dark with a light plastron; it is thick in the middle, thinning out to a razor sharp edge. Along
the edges are curved serrations, patterned similarly to those of a circular saw. They are
known to be carnivorous, attacking prey creatures by launching themselves with their
powerful legs. Once in the air, they give their bodies a ferocious spin by expelling gas with
great force from holes their shells, aiming their bodies towards their prey and usually
shredding it cleanly in the process. It stands to reason that they could use this same effect in
self-defense, but none have been observed doing so. Like most brachyurids, Double Helixes
are capable of manipulating objects with a set of overgrown forward pincers. Cutting ability
aside, their body structures aren't particularly strong. The Double Helix are obviously
possessed of great intelligence; how they can build a starfaring culture without auditory
communication remains a mystery. Sleeping and reproductive habits remain unknown,
though it's suspected they are ovoviviparous.

o Moftor Appendages: 2

o Visual Organs: 2

»  Field of Vision: Optimal 80 degrees forward, Peripheral 120 degrees

forward.

Auditory Organs: None
Olfactory Organs: 2
Gustatory Organs: 1
Propulsive Appendages: 8

o Reproductive Organs: 1
Relations with Other Races: The Double Helix are relatively new players in the local
inferstellar community and have not yet made direct contact with many of the other races,
particularly the ones that are non-starfaring or have only recently achieved FTL capability.
They have had contact with the Confederation but no formal diplomatic relations have been
established owing to the aforementioned ongoing communications problems. If's suspected
that they may have some knowledge of the Mantu and possibly the Nephilim, though the
nature of their relationship with those races is unknown.
Territory: The current territory of the Double Helix is unknown; it is not even known whether
they possess Faster Than Light drive technology, let alone any substantial interstellar holdings
(Probe Number H227 did not detect anything that looked like a standard Akwende or
Morvan drive on the ships it encountered). That said it is generally believed the location of
the Double Helix homeworld is somewhere coreward and spinward of Avalon Sector; any
interstellar territorial holdings would be in that same general region.
Onomastikon: Without a spoken language, there isn't much upon which to base the
onomastics of Double Helixes. The data collected from Probe Number H227, however,
suggests that each individual has a unique odor which is used as a form of identification. The
best way available to Terrankind to describe these odors is through the use of descriptive
words (a crude system at best), using a modifier based on the intensity of the odor and how it
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is received by the Terran brain. Double Helix "names" consist of two words, one used as a
"prefix" and the other as a "suffix". Any other information on the topic is unavailable.
o Prefixes: Very Weak, Weak, Distinct, Strong, Very Strong, Intolerable.
o Suffixes: Aggregation, Alarm, Aroma, Camphoraceous, Epideictic, Ethereal, Floral,
Fragrance, Information, Mint, Musk, Odor, Offensive, Perfume, Primer, Pungent,
Putrid, Reek, Release, Reproductive, Signal, Stench, Stink, Territorial, Trail.
¢ Motivation: Without a clear mode of communication, the motivations of Double Helixes
remain a mystery (like most aspects of this race). So far they've only been encountered a few
times and those encounters have been peaceful, so it may be that they are simple explorers.
It could also be that they are patrolling their sphere of influence (if one exists) to protect
against any outside threats. It can only be speculated if their motives are more sinister than
that or not.

e Basic Characteristics:
o Size Class: Cé

o Base HP. 30 (+50 AHP)

o Base HD: 49/46/55

o  Physical Attribute Building Point Pool- 75

o Mental Attribute Building Point Pool- 175

o  Discipline Building Point Pool- 270

o Genders: 2

o Life Stages: Adolescent at 16 years. Adult at 21 years. Middle age at 51 years. Old
Age at 76 years. Venerable Age at 92 years.

o Lifespan: 94 + 13d5 years.

o Girth: 9.08 + (2d5 x 0.61) meters.

o Mass: 127.5 + (same 2d5 from girth x 8.5) kilograms.

o Speed- Runner (Multiped) - 36 kph (61 m/rd); 12 (short-range combat), 2 (long-
range combat)

o Trade Valve: €2,200

o  Racial Abilities and Restrictions:
»  Sow-Like Carapace. The body of a Double Helix is capable of both attack
and defense; it acts as First Class natural Armor and can be used for attack
(Slam; 4 Lethal Damage).
*  Math Whiz. Double Helixes appear to be able to handle complex
mathematical equations easily; they have Math Expert at +10.

2.2.5: VARNI

Varni (Venelacerta varni) are a race of sapient, bipedal lepidosaurians originally from a planet of the
same name located in the Trk'Pahn Sector. They are perhaps best known for their poisonous fangs. A
formerly starfaring species, the Varni were once masters of a Republic that consisted of ten inhabited
worlds. A surprise invasion in the 2590s by the Kilrathi (led by the future Emperor Joor'rad nar
Kiranka) led to their utter defeat and enslavement. Most Varni were taken as slaves in that action,
though a significant number were able to flee into the Terran spheres of influence (particularly
Confederation territory) and into Wild Space. The captured Varni managed to impress the Kilrathi
and earn their respect, a fact that probably saved them from annihilation. The bulk of the Varni race
today remains in the service of their Kilrathi masters.

e  Personality: Proto-Varni were predators, slowly evolving and developing their civilization over
a period of a few million years. By the time they were subjugated, they were a very advanced
and civilized race (with some outsiders holding to the opinion that they were foo civilized,
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which ultimately led to their enslavement). Varni are generally non-aggressive unless
necessary. While they aren't particularly fast learners, they aren't incompetent and often come
up with brilliant plans and strategies (including the plan to install most of the detonation
fuses on early Kilrathi Shield-Burster torpedoes backwards, assuring that they wouldn't work).
Varni aren't particularly social creatures, though they do not mind the company of others and
often make strong, lasting friendships with those they trust.
Physical Description: Varni are a lizard-like race of carnivorous consumers, averaging about
2.75 meters in height and about 112 kilograms in mass. Like most lepidosaurians, their
bodies are covered with a series of overlapping scales, which are generally either grey or
brown in color and arranged in bands or large "spots". A few Varni exhibit scales that are a
light red to light orange in color, usually in place of any brown markings; such individuals
are fairly rare but celebrated in what remains of Varni society. Varni have powerfully built
heads that include a standard set of auditory and olfactory organs. They have very acute
color vision. Their mouths contain a set of fanged jaws which are capable of injecting prey
with a moderate strength nerve toxin; it is thought that proto-Varni hunted prey similarly to
Earth's Komodo dragon (biting prey and then waiting it to die from the venom before
beginning consumption). Varni are tetrapods, with a pair of arms for fine motor control and
two legs that support full bipedal locomotion. Varni are ectothermic and have a
correspondingly low metabolic rate; they are not known to move particularly fast. They are
powerfully built creatures that rival the Kilrathi in terms of raw strength. Their mental capacity
is somewhat limited though they have been known to make brilliant leaps in logic and
science (a fact that at one time lead them to the stars); they tend not to learn new skills
particularly quickly (a fact that may have been partially responsible for their relatively slow
evolutionary process). Varni are xerophiles; a typical Varni need only feed about once every
two or three months and usually take in sufficient water to sustain them in the process of
feeding. When they do feed, they will try to take in at least a third of their total body mass.
Varni don't sleep as a rule, though members of the species will hibernate for extended
periods if ambient conditions are too cold (and if they are allowed to do so). Varni reproduce
sexually, often forming life-pairs after a complicated mating ritual conducted in late
adolescence. Varni are oviparous, with females laying a clutch of two to twelve eggs (five on
average) after two months. Eggs hatch after approximately nine months of incubation.

o Moftor Appendages: 2

o Visual Organs: 2

= Field of Vision: Optimal 118 degrees forward, Peripheral 196 degrees

forward.

Audiitory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 2

o Reproductive Organs: 1
Relations with Other Races: The Varni are technically members of the Kilrathi Empire and as
such have the same set of allies/enemies as their Kilrathi masters. The Kilrathi recognize the
Varni as bak, fellow predators that might be threats. For their part, the Varni are resentful of
their enslavement but believe the Kilrathi are quite capable of carrying out a gruesome
retribution should they get out-of-line. Those Varni who are free generally hate the Cats with
a passion and often find themselves allied with Terrans. They're generally neutral towards
other races, though they sometimes have problems with the bird-like Firekkans, notably when
any of their youth are around (given that small birds are often part of the Varni diet). The
Varni remaining in the Kilrathi Empire at the time of Kilrah's destruction suffered greatly
along with their masters when the Nephilim later invaded the former Kilrathi sphere. After
2700, not many Varni still existed outside of the Terran spheres of influence.
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Territory: The Varni are subjugate to the Kilrathi; officially, they are subjects of the Kilrathi
Empire and as such they have no territory of their own. Their home system is in the Tr'l
H'mass Quadrant of the Trk'Pahn Sector, with direct jumps to the Zarnobian, Omega and
Trk'Pahn systems. Their homeworld was subjected to intense orbital bombardment at the end
of their war with the Kilrathi; as this happened in the late 26™ century, it should come to no
surprise that the ambient radiation levels have not yet gone down far enough for them to
repopulate their world nor is it likely that the Kilrathi will allow them to return anytime soon.
Onomastikon: It is rare to hear a Varni's full name spoken out-loud; their Kilrathi masters
often refer to them as "slave" (when they deign to speak to them), while Terrans and other
species are content to use just the individual's given name; most species are unaware of the
usage of patronymic surnames amongst the Varni. A Varni's given name is chosen by their
brood mother after their first year of life, when a youngling has a greater chance of surviving
into adulthood. Varni names, like most names pronounced by a reptilian tongue, are heavy
in"T", "S" and "N" sounds; they also favor "V" and "R" sounds to a lesser degree. Vowel sounds
in Varni names include short A, long A (represented by e), long E (represented by i), long o,
and "oo" (represented by u). Given names consist of two parts separated by a glottal stop
(represented by a hyphen); consonant sounds found prior to the glottal stop are never found
after it. Varni surnames all start with the prefix "var" and end either in "nao" for males or "nat"
for females, with a vastly shortened form of the brood father's given name placed in
between.

o Given Name Prefixes: Ana-, Ane-, Ano-, Anu-, Asu-, Ata-, Ate-, Atu-, Ava-, Avi-, Ena-
, Eni-, Eri-, Ero-, Ete-, Etu-, Evo-, Ina-, Iri-, Iro-, Ise-, Isu-, lta-, lte-, lto-, ltu-, lva-, Ivo-
, One-, Oni-, Ore-, Oro-, Ose-, Osi-, Osu-, Ofti-, Oto-, Otu-, Ova-, Ovi-, Uno-,
Ura-, Uri-, Usa-, Uso-, Usu-, Ute-, Uti-, Uto-, Uva-.

o Given Name Suffixes: nat, nav, nes, nos, nov, nun, nur, nus, ran, rat, rav, res, rin,
rir, ris, rit, rot, rov, san, sar, sen, ses, set, sin, sor, sos, sus, tan, tav, ten, tet, tev, tir,
tis, ton, tov, tuv, vat, ven, ver, ves, vet, vev, vin, vit, vor, vot, vov, vut, vuv.

o Male Surnames: Vartanao, Vartenao, Vartinao, Vartonao, Vartunao, Varranao,
Varrenao, Varrinao, Varronao, Varrunao, Varnanao, Varnenao, Varninao,
Varnonao, Yarnunao, Varsanao, Varsenao, Varsinao, Varsonao, Varsunao.

o Female Surnames: Vartanat, Vartenat, Vartinat, Vartonat, Vartunat, Varranat,
Varrenat, Varrinat, Varronat, Varrunat, Varnanat, Varnenat, Varninat, Varnonat,
Varnunat, Varsanat, Varsenat, Varsinat, Varsonat, Varsunat.

Motivation: While many Varni yearn for freedom from the yoke of Kilrathi slavery, most do
nothing for fear of reprisals against their families. Those Varni who attempt escape are either
those that have no family left or are so fed up with being tormented that they no longer fear
death. Many who attempt to escape don't make it very far; those that succeed, however,
often find friends in the Terran spheres of influence, where they begin actively doing what
they can to win back their people's freedom. That usually either means signing on with
mercenary crews or joining the Confederation military; either poses a significant risk, as
Kilrathi are known to summarily execute any Varni captured while serving with Terrans.

Basic Characteristics:
o Size Class: C6
Base HP. 70
Base HD: 54/51/54
Physical Attribute Building Point Pool- 175
Mental Attribute Building Point Pool: 100
Discipline Building Point Pool- 200
Genders: 2
Life Stages: Adolescent at 10 years. Adult at 12 years. Middle age at 29 years. Old
Age at 48 years. Venerable Age at 60 years.
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Lifespan: 60 + 7d5 years.
Height. 2.05 + (2d5 x 0.14) meters.
Mass: 84 + (2d5 from height x 5.6) kilograms.
Speed- 7 kph (11 m/rd); 2 (short-range combat), 2 (long-range combat)
Trade Valve: €975
Racial Abilities and Restrictions:
*  Venomous Fangs. The bite of a Varni inflicts 8 points of Lethal Damage and
injects the target with a mild Nerve Agent (15 minutes per Stage).
»  Grows Back. Varni are capable of naturally re-growing lost limbs; they have
the Regeneration special ability.
»  Hinged Jaw. Varni are capable of chewing but prefer to take in their food
whole; they have the Swallow Whole special ability.
»  Pacifist Demeanor. Varni tend to be very calm in stressful situations, using
force only as a last resort; all Varni have Nerves at +10.
= £nslaved. The Varni are a Kilrathi slave race and even free Varni are
sometimes treated as pariahs in the alien societies in which they are forced
to live; all Varni have Social Status at -5.
= Slow Movers. Varni are often sluggish due to their physiology; all Varni have
Reflexes at -5.
»  Fscaped Slaves. Varni that have escaped the Kilrathi yoke are sought after
and brought to heel; all free Varni have the Hunted Complication at -15.
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2.2.6: WU

The Wu (Homoniparilis adipemluctator wu) are a humanoid species and one of two extant sapient
races native to the Kur'u'khag Quadrant of the Kilrah Sector (the other being the Kilrathi themselves).
A formerly starfaring species, the Wu at one time were the leaders of a hegemony of sapient races. A
peaceful, artistic people, they were among the first races to be attacked and enslaved by the Kilrathi
after that race made first contact with the Utara, ultimately leading to the annexation of the entire Wu
Hegemony by the nascent Kilrathi Empire in the process. The bulk of the Wu race today remains in
the service of their Kilrathi masters, with some of them serving as a work force and the rest as a food
source.

e Personality: Individual Wu are fairly pacifistic, wishing mainly to lead a creative life (a wish
that often goes unfulfilled owing to their enslavement by the Kilrathi). Artwork, music and the
like are all highly prized in Wu society and serve an important part of what's left of their
culture. To increase the productivity of their slaves, many Kilrathi taskmasters still afford the
Wu some opportunity each day to play the stringed instruments for which the species is
legendary. Wu communities (usually located near a Kilrathi labor camp or slaughter farm)
rely on an individual leader. Normally, this is the chief trustee of the taskmaster; they hold a
somewhat more privileged position than the rest of his brethren. Due deference is paid for
eldership in Wu society, with elder members of the race receiving preferential treatment even
over those in nominal positions of leadership. Elder Wu generally have better clothing, are
allowed to eat first and have better sanitation facilities made available to them as a rule. The
expense of these privileges increases as a Wu ages and it's not uncommon for Kilrathi to
send elderly Wu to the slaughterhouses once they reach the age of 40. Wu will fight to
defend the ones they love and can be fierce opponents if enraged.

e  Physical Description: Wu are a "near-human" species, with their natural, genetically pre-
disposed girth being the major difference between them and the Terran norm. They have all
of the standard humanoid sensory organs, propulsive appendages and motor appendages.
Their faces have a somewhat pinched look due to an epicanthic fold in the area between
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their eyes and nose. Their mat of scalp hair is generally short and arranged in a topknot; it is
unclear whether this occurs naturally or is a result of cultural convention. Wu are omnivorous,
their incisors having somewhat of a "shovel" shape to them. Their dentition lends itself to a
slight slurring of vowel sounds when they attempt to speak alien languages, but the Wu are
quite capable of standard auditory communication otherwise. Wu average just under three
meters in height and half a metric ton in mass. They are exceptionally strong and intelligent
creatures, as capable of solving complex mathematical problems as they are of hauling great
weights. They are capable of eating close to ten kilograms of food per day; this usually
consists of protein-rich foods to keep their energy levels high. They can go about eight weeks
without food and about seven days without water in an emergency. They also require about
ten hours of rest per day, with some of it taken during the hottest part of the diurnal cycle of
whatever world they're on and the rest at night. Wu reproduce sexually via standard
intercourse. Females are polyestrous, capable of conceiving offspring for periods of up to five
standard Earth days every thirty days or so. Their gestation period is a full Terran year, after
which the female gives live birth. Single births are most common, though larger numbers of
offspring are not unheard of; the occurrences of multiple-offspring births are about the same
as those of Terrans.

o Moftor Appendages: 2

o Visual Organs: 2

»  Field of Vision: Optimal 123 degrees forward, Peripheral 205 degrees

forward.

Audiifory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 2

o Reproductive Organs: 1
Relations with Other Races: The Wu are technically members of the Kilrathi Empire and as
such are forced to have the same set of allies/enemies as their Kilrathi masters. The Kilrathi
recognize the Wu as ukfa, prey-food; those of their number who aren't working in the labor
camps are kept in "food camps", being cultivated for the day when they are finally led off to
the slaughterhouses. Given their large size, a single Wu can feed many Kilrathi and they are
prized for this trait, a fact that has probably kept the Cats from wiping them out completely.
For their part, the Wu are resentful of their enslavement but know the Kilrathi are quite
capable of carrying out a gruesome retribution should they get out-of-line, having seen many
of their old Hegemony client races meet that very fate. Those Wu who are free generally hate
the Cats with a passion and often find themselves aligned with the Terrans (though not
always; some find work as traders and merchants). They're generally friendly towards other
races, though they have no formal relations with any of them. Those Wu remaining in the
Kilrathi Empire at the time of Kilrah's destruction suffered greatly along with their masters
when the Nephilim later invaded the former Kilrathi sphere. After 2700, not many Wu still
exist outside of the Terran spheres of influence.
Territory: The Wu are subjugate to the Kilrathi; officially, they are subjects of the Kilrathi
Empire and as such they have no territory of their own. Their home system is in the
Kur'u'khag Quadrant of the Kilrah Sector, with direct jumps to the Skur Tgl (10), Kur'u'khag
(3) and Kur'v'khag (4) systems. Their homeworld was subjected to intense orbital
bombardment prior to their enslavement by the Kilrathi; ambient radiation levels have not yet
gone down far enough for the Wu to repopulate their homeworld, nor is it likely that the
Kilrathi would allow them to go home in any event.
Onomastikon: The Wu language consists of only eleven hard consonant sounds ("H", "K",
"M", "N", "R", "S", "SH", "T", "R", "W" and "Y") and five pure, monophthong vowel sounds (short
"A", long "A" (usually written as "E"), long "E" (usually written as "l"), long "O", and "OQ"
(usually written as "U"). It should come as no surprise that Wu names use the same set of
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sounds. Whereas most words in the language follow a repeating structure of consonant-
vowel, Wu names place the vowel sound first; this is an easy way to determine if a word is a
proper noun or not when listening to spoken Wu. A Wu name consists of a single word with
anywhere between four and six individual name elements. The first three name elements are
shared by all members of a single family and act as a surname. The last three name
elements act as a given name; it is given to an individual by their parents at birth. Usually a
Wu given name will consist of one element from the father's given name, one given to all
members of that individual's generation and one at random. Wu names are generally not
gender based, though the elements "ok", "im" and "em" are exclusive to female given names;
note that they may still be present in the family name of a male.

o Name Flements: ak, am, an, ar, as, ash, at, aw, ek, em, en, er, es, esh, et, ik, im, in,

ir, is, ish, it, ok, om, on, or, os, osh, ot, uk, um, un, ur, us, ush, ut, uw.

Motivation: An individual Wu risks much by attempting to escape the Kilrathi lash; there have
been instances where an entire labor force was exterminated due to the indiscretions of a
single individual. Usually those who attempt to escape are in the slaughter camps already,
since they and those around them have nothing to lose for trying. Escaped Wu usually head
out of the Empire as quickly as they can, where they then face the daunting task of trying to
fit in with alien races that are usually a lot smaller than they are. Some Wu fight to free their
people, but most wind up serving as traders, a profession in which they can at least make
enough money to feed themselves.

Basic Characteristics:
o Size Class: C7
Base HP. 90 (+50 AHP)
Base HD: 58/52/58
Physical Attribute Building Point Pool: 225
Mental Attribute Building Point Pool: 200
Discipline Building Point Pool- 200
Genders: 2
Life Stages: Adolescent at 11 years. Adult at 23 years. Middle age at 31 years. Old
Age at 63 years. Venerable Age at 72 years.
Lifespan: 72 + 5d10 years.
Height: 2.19 + (2d5 x 0.15) meters.
Mass: 371.25 + (same 2d5 from height x 24.75) kilograms.
Speed- 7 kph (12 m/rd); 2 (short-range combat), 2 (long-range combat)
Trade Valve: €1,300
Racial Abilities and Restrictions:
= Thick Hide. Wu skin is particularly thick and resistant to damage, especially
from any high velocity projectiles (which have a tendency to ricochet if fired
from much further than point-blank range). They have First Class natural
Armor and Weapon Resistant (Slugthrower).
= Heavy Hitter. Wu are particularly strong creatures. Any successful unarmed
attack made by a Wu causes Basic Damage instead of Non-Lethal Damage
(with any additional Lethal Damage still applied as normal).
*  Massive Creature. Wu have the Trample special ability; the specific amount
of damage caused by this attack will depend on the Power modifier of the
individual.
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2.2.7: MOPOKS

The Mopoks (Homoparilis rostovireis; also
sometimes referred to as Mopokes) are a
race of primitive sapient humanoids native
to Rostov Il in the Vega Sector. A stone
age-level species, they are technologically
capable of creating primitive huts, clubs
and spears. Given the location of their
homeworld, it is perhaps unsurprising that
they briefly became involved in the Terran-
Kilrathi War; the Kilrathi made an unsuccessful attempt at enslaving the species in 2654. Generally
friendly but leery of outsiders due to the actions of the Kilrathi, they don't have much to offer the
starfaring community at large and are usually left alone as a result.

Mopoks, with Terrans and Kilrathi

e Personality: Mopoks are generally egalitarian; they hold that all beings are equal to one
another and deserve the same political, economic, social and civil rights as any other being.
They do recognize the need to have a single voice of leadership in situations wherein the
good of the entire tribe may be at stake, but there are no other special privileges afforded to
their leaders. Individual Mopoks are generally quiet and respectful; they will discharge
whatever role they have taken on in their community diligently. They will fight fiercely only if
provoked and make lasting friendships.
e  Physical Description: The Mopoks are a humanoid race; their overall morphology follows
most of the standard humanoid norms. Their skin is usually a dark orange color and they
have characteristically black hair and eyes. Mopoks are short for a humanoid species,
averaging only about 1.45 meters in height and about 55 kilograms in mass. They aren't
particularly strong but have excellent constitutions in general and have a brain-to-body ratio
fairly close to that of Terrans (suggesting they are capable of abstract thought). Mopoks are
omnivorous, generally requiring about 2500 kilo-Calories of energy to function daily. They
can survive for about a month without food; they tend to get crankier the longer they go
without eating (with signs of hunger manifesting by the end of the first week). They can go
without water for no more than four days at the maximum. They sleep approximately twelve
hours per day, with most of that at night but including a few hours during the hottest part of
the day. Mopoks reproduce via standard intercourse; females give live birth to one or two
offspring after an eleven month gestation period.
o Moftor Appendages: 2
o Visual Organs: 2

»  Field of Vision: Optimal 120 degrees forward, Peripheral 200 degrees
forward.

Audifory Organs: 2

Olfactory Organs: 1

Gustatory Organs: 1

Propulsive Appendages: 2

o Reproductive Organs: 1

e Relations with Other Races: Being a non-starfaring race, the Mopoks don't really have that
much in terms of relationships with other sapient beings; for the most part other races don't
take an inferest in their world. The only noteworthy exceptions to this rule have been the
Terrans, Kilrathi and Nephilim. The Kilrathi attempted to enslave the populace in 2654 when
the Rostov system briefly became strategically important; Terran intervention helped to
preserve their freedom, after which they left in peace. The Nephilim visited Rostov Il during
their campaign against the Confederation and remaining Kilrathi, but left the Mopoks alone,
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echoing their sentiment against the proto-Kilrathi - that they were too primitive to be worth
exterminating.
Territory: The Mopoks are a non-starfaring race with a Stone Age level of technology. They
are native to Rostov Ill in the Rostov System (Downing Quadrant, Vega Sector), which is the
only known world on which they can be found. The system itself is currently in the domain of
the Terran Confederation, though the Mopoks themselves are officially neutral in interstellar
affairs. Their populace is largely centered on the planet's deciduous and tropical forests in
their world's middle to lower latitudes.
Onomastikon: Mopok names are generally short, consisting of one "word" that's probably
best described as a controlled, elongated grunt. Their names are very guttural sounding,
favoring the use of hard "G" and "R" sounds as well as "N" sounds, with all vowels
pronounced short and clipped. Mopok names consist of one prefix and anywhere from zero
to two suffixes. It is entirely possible for all the elements in a Mopok name to sound exactly
alike and for a suffix element to be used as a prefix. It's not entirely clear what these grunts
actually mean (if they mean anything at all), though members of Mopok communities usually
have at least some similar sounds in their names (which suggests that Mopok names might
be somewhat locative in nature). More study is warranted.

o Prefixes: Ang, Gen, Gr, Grgh, Grn, Grr, Grrr, Na'Chr, Naen, Nagh, N'Ah, Naw,

Nen, Nr', Nr'Ah, Nrng, Nw, O', RAh, Rga.
o Suffixes: aga, an, ar, g'ah, gr', grw, na', naen, n'ah, nan, narr, nrrr, o', oen, r'ah,
ren, rgh, rh', rhen, rhng.

Motivation: If a Mopok leaves their community, it's usually either to hunt or to trade. Mopok
tribes will occasionally band together to eliminate common threats; the tribes go their
separate ways after the threat has been eliminated. Every few generations, bands of Mopoks
will trade females within their tribes to other tribes; this has the effect of reducing inbreeding
and partially accounts for their high constitution. The only other time a Mopok will leave a
community is when they've committed an infraction so heinous that the local leadership feels
compelled to exile them. A lone Mopok encountered in the woods is dangerous, and
unfortunately it's difficult to tell the ones who are dangerous from the ones who may just be
out hunting.

Basic Characteristics:
o Size Class: C5
Base HP: 40
Base HD: 55/55/50
Physical Attribute Building Point Pool: 100
Mental Attribute Building Point Pool: 225
Discipline Building Point Pool: 5
Genders: 2
Life Stages: Adolescent at 17 years. Adult at 24 years. Middle age at 42 years. Old
Age at 68 years. Venerable Age at 95 years.
Lifespan: 95 + 11d5 years.
Height 1.1 + (2d5 x 0.07) meters.
Mass: 39.75 + (same 2d5 from height x 2.65) kilograms.
Speed- 5 kph (9 m/rd); 2 (short-range combat), 1/3 (long-range combat)
Trade Valve: €1,400
Racial Abilities and Restrictions:
»  Good Constitution. Mopoks don't catch diseases easily and are usually able
to recover quickly from those they are exposed to (including alien diseases);
they have Health at +10.
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2.2.8: DOLOSIANS

Dolosians (Homoparilis dolos) are a race of
non-starfaring humanoids native to the
planet Dolos in the Landreich Sector. They
are stronger than they look and they have a
very strong sense of community. In 2654,
the Kilrathi invaded their world with the
intent of performing the Sivar-Eshrad
ceremony there, a plan ultimately foiled by
Confederation forces.

e Personality: The defining trait of the
Dolosian people is their tightly knit
community structure. Dolosians are
very trusting; they take people at their word, sometimes (though not often) to the point of
gullibility. They are open, accepting and usually easy to befriend. They have a single leader
of each group (generally but not always an elderly male) who speaks for that group and acts
in what they feel is its best interest. This can mean that the leader will do things that are out
of character. For example, the Dolosian leader Vidkun initially betrayed two Confederation
servicemen to the Kilrathi, believing that by doing so he would ensure the Kilrathi would set
his people free once they were done building a pyramid for the Sivar-Eshrad. Once he
learned the truth, he quickly switched sides.
e  Physical Description: The Dolosians are a humanoid race and their morphology follows most
of the standard humanoid norms, with the biggest differences aside from the shape of their
hands and feet being a lack of external ears. They have a set of internal "earholes" which
serve to facilitate normal auditory communication. Males of the species are generally bald.
Those that have hair generally grow it late in life; it's usually a whitish-grey color and most
Dolosian males keep it closely cropped. Females gain scalp hair about the time they reach
puberty. It's usually a reddish color and slowly transitions to the same whitish-grey as males
as they age. Dolosians have characteristic dull red eyes. They are taller than Terrans,
averaging 2.4 meters in height. Despite their generally wiry frames, they have tfremendous
bone and muscle density; an adult male Dolosian has no problems picking up and throwing
a fully grown male Kilrathi. This also means they are heavier than they look, averaging at just
over 150 kilograms. They have a high degree of mental flexibility. An omnivorous species,
Dolosians may subsist on as little as 1/100th their body weight of food per day and can go
for as long as three weeks without food before starvation sets in. They can also go a full
seventeen days without taking in water, though most do so far more frequently when they are
engaged in any heavy physical labor. Dolosians usually sleep around seven hours per night.
The species reproduces via standard intercourse; the gestation period for the females is
approximately eight standard months, after which she will give live birth to one or two
offspring.
o Moftor Appendages: 2
o Visual Organs: 2

»  Field of Vision: Optimal 123 degrees forward, Peripheral 205 degrees
forward.

Audifory Organs: 2

Olfactory Organs: 1

Gustatory Organs: 1

Propulsive Appendages: 2

Reproductive Organs: 1

A group of Dolosian slaves
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Relations with Other Races: The Dolosians are non-starfaring; as might be expected, they
haven't had much contact with the other races. In fact, only the Confederation and the
Kilrathi have paid any attention to their world at all. The knowledge of the Kilrathi intent to
slaughter the populace pretty much turned the Dolosians against them. For their part, even
though they have added the Dolosians to their zone of defense, the Confederation has left
the Dolosians alone so that they may develop freely.

Territory: The Dolosians have mid-Metal Age equivalent technological level. They are native
to the planet Dolos in the system of the same name (Hralgkrak Quadrant, Landreich Sector),
which is the only world on which they can be found. The system itself was initially in the
domain of the Kilrathi Empire, though it was captured from the Kilrathi by the Terran
Confederation in 2654. The Dolosians themselves are officially neutral in interstellar affairs;
for obvious reasons they dislike the Kilrathi. They inhabit small to medium-sized communities
dotted across their planet, generally located in forested areas in their world's middle
latitudes.

Onomastikon: Dolosians use a gender-based ancestral system as the basis for their naming
conventions, usually consisting of two words (the individual's given name and their
patronym/matronym). They can occasionally be longer depending upon how many
generations back an individual wants or chooses to go; this practice is usually reserved only
for individuals with a notable ancestor. When introducing themselves for the first time, it's
common for an individual to only give their given name, which is chosen by the individual's
parents at birth. Dolosian given names are generally six characters long when Romanized
and follow a consonant-vowel-consonant-consonant-vowel-consonant pattern. The central
two consonants are universally "dk" if the individual is male and "nb" if they are female. The
remaining consonant sounds favor "B", "D", "K", "M", "N", "R", "V" and "W"; vowels in Dolosian
names are always pronounced short. The ancestral names consist of the name of the
ancestor and the suffix "asean" if the individual is/was male, and "asdot" if they were female
(for example, the name "Didkur Ninbowasean Bidkurasdot” would translate roughly as
Didkur, son of Ninbow, daughter of Bidkur - the last of whom was probably someone of
nofe).

o Male Given Names: Bidkur, Budkuw, Didkur, Dudkab, Dudkum, Kadkid, Kadkok,
Kidkom, Kidkur, Kodkew, Kodkiv, Modkev, Nadkon, Nidker, Radkeb, Vidkun,
Vodkab, Vodkad, Widkow, Wodkuw.

o Female Given Names: Benbik, Bunbam, Bunbew, Dunbar, Kinbab, Menbeb,
Monbir, Monbow, Ninbiv, Ninbow, Nonbev, Ranbum, Vinbaw, Vonbav, Vonbuy,
Vunbov, Wenbod, Winbiw, Wunbaw, Wunbur.

Motivation: Dolosians are driven by the need to protect the ones they love. If they feel the
need to leave their communities in order to accomplish this primary aim, they will do so and
engage in whatever activities they deem necessary (trading, fighting, etc.). Even when they do
leave their communities, they will try to make their absences as brief as they possibly can.

Basic Characteristics:

o Size Class: Cé
Base HP- 90
Base HD: 53/50/53
Physical Attribute Building Point Pool: 225
Mental Attribute Building Point Pool: 200
Discipline Building Point Pool- 40
Genders: 2
Life Stages: Adolescent at 7 years. Adult at 22 years. Middle age at 37 years. Old
Age at 53 years. Venerable Age at 77 years.
Lifespan: 81 + 7d5 years.
o Height 1.8 + (2d5 x 0.12) meters.
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o Mass: 116.25 + (same 2d5 from height x 7.75) kilograms.
o Speed- Runner (Biped) - 9 kph (14 m/rd); 3 (short-range combat), 2 (long-range
combat)
o Trade Valve: €2,155
o  Racial Abilities and Restrictions:
*  Builders and Shapers. Dolosians have a good grasp of engineering
disciplines; they have Mechanical Sense at +5.
*  Meant to Be Sacrificed For the Glory of Sivar. The Dolosians were to be
exterminated in the 2654 Sivar-Eshrad, a plan the Confederation disrupted.
Kilrathi are liable to kill Dolosians on sight; Dolosians have Hunted at -15 as
a result.

2.2.9: DIOSCURI

The Dioscuri (Homoniparilis
dioscurisecundus) are a race of primitive
humanoids native to the second planet of
the Dioscuri System in the Landreich Sector.
In 2654, a group of Kilrathi landed on the
planet with the intent of establishing a
forward base in the area. These Kilrathi
took the unusual approach of deceiving the
local populace that they were their "Lords of
the Sky" and commanded them to attack
any Confederation forces that approached,
giving them "access" to squadrons of
Dralthi medium fighters. Ultimately the
Kilrathi were driven off when Confederation forces destroyed the remote broadcasting station
controlling the fighters, but later attempts to reverse the Kilrathi's cultural contamination failed. The
Dioscuri remain Kilrathi "allies" to this day.

A group of Dioscuri males.

e Personality: Dioscuri are pretty grumpy in general owing to an enlarged Medulla oblongata.
This combined with their strong musculature makes them particularly dangerous to be
around (especially when they're enraged). They're a primitive people, capable of producing
huts, bolos and double-pronged stone-headed spears. They are also a spiritual people; they
believe in a small pantheon of gods and goddesses (whom they call Lords and Ladies,
respectively) that play a pivotal role in their culture. Of these, the Lords of the Sky are by far
the most important, a fact that the Kilrathi used to their advantage when they first landed on
Dioscuri Il. Dioscuri respect strength and will back down if they feel they are dealing with a
superior force.

e Physical Description: The Dioscuri are a humanoid race and their morphology follows most
of the standard humanoid norms. The major differences are the lack of an olfactory organ
and their largely hairless bodies, though they do have significant hair growth on the backs of
their heads; it's generally kept in a ponytail regardless of gender. Dolosians have a
brownish-grey overall skin color and their bodies are strong and powerfully built, allowing
them to deliver physical attacks with a great deal of force. They are about the same height as
Terrans but only weigh about 65 kilograms on average. They have an average level of
overall intelligence. Dioscuri are omnivores, though as a rule meat makes up more of their
diet (they have yet to develop mass agriculture). Dioscuri usually eat in communal meals
twice a day; they can go about two weeks before starvation sets in and about three days
without water. They sleep when it is dark, regardless of how long the night lasts during the
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current season. Reproduction is done via standard intercourse; the gestation period for the
female lasts approximately seven months after which she'll give live birth to a single offspring.

o Moftor Appendages: 2

o Visual Organs: 2

»  Field of Vision: Optimal 117 degrees forward, Peripheral 195 degrees
forward.

Auditory Organs: 2
Olfactory Organs: None
Gustatory Organs: 1
Propulsive Appendages: 2

o Reproductive Organs: 1
Relations with Other Races: The Dioscuri, despite it having been revealed to them that the
Kilrathi were not the much-lauded "Lords of the Sky", still remain nominally faithful to their
Kilrathi ex-masters as well as their slave races (such as the Varni and Wu). Terran attempts at
changing their opinion of the Cats have had little effect to date and it is feared that they may
attempt use Dioscuri Il as a base of operations again at some point in the future.
Territory: The Dioscuri are a non-starfaring race with a Stone Age-equivalent technological
level. They are native to Dioscuri Il in the system of the same name (Hralgkrak Quadrant,
Landreich Sector), which is the only world on which they may be found. The system itself is in
the domain of the Kilrathi Empire. Dioscurian villages dot the lower latitudes of their world,
particularly near mountainous regions where they may more readily conduct their religious
ceremonies.
Onomastikon: The Dioscuri utilize a fairly primitive patronymic naming convention. Their full
names are a phrase, structured as "given name, son/daughter of father's given name". This
phrase can be as few as four words but since a given name can be several words long, there
is theoretically no upper limit. It should be noted that those Dioscuri with exceptionally long
names typically employ shortened "nicknames" for day-to-day communication, saving their
full name for religious ceremonies. Dioscuri receive their given names upon birth and it is
usually the mother who gives it to them. Given names are often bestowed to an individual
based on the names of past family members (particularly those of note) or on qualities the
mother sees in the child at birth (or hopes to see later in the child's life).

o Given Name Phrases: (S)He Who is Like the Lords of Might, (S)He Will Add,
Lord(Lady) of Abundance, Blessed, Bright, Clear, Comes From The Lords of the Sky,
Crowned, Desire, Discernment, Earthworker, Enclosure, Exalted, Fair, Famous,
Farmer, Lord(Lady) of the Festival, Fierce Pack Animal, Fighter, Flower, Friend,
Grace, Lord(Lady) of Healing, High, Humble, Lord(Lady) of Judgment, King, Little
Fierce Creature, Little Lord(Lady), Little, Lovable, Lord(Lady) of the Message, Mighty
of the Lords of Might, Moon, Most Holy, Noble, Peace, Pleasant, Protection, Pure,
Queen, Rightly Guided, Rock, Spice, Stream, Study Two, Supplanter, The Lords of
Might Are Gracious, To Abstain, To Breathe, To Bring Victory, Torch, Tower, True
Village Child, Valley, Violet, White, Wiley Pack Animal, Wood.

Motivation: The Dioscuri are a primitive people and have yet to develop abstract notions such
as honor. They're largely content to stay near their home community unless something
threatens it, in which case they'll go out and attack. Should attacking prove unsuccessful, they
won't hesitate to pack up an entire community and head out. Occasionally, members of this
race can be found out in the wilderness by themselves; if they're not hunting relatively close to
their home, they're usually out on some manner of spirit quest.
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Basic Characteristics:
o Size Class: C5
Base HP- 60
Base HD: 55/55/50
Physical Attribute Building Point Pool: 150
Mental Attribute Building Point Pool: 150
Discipline Building Point Pool- 20
Genders: 2
Life Stages: Adolescent at 3 years. Adult at 6 years. Middle age at 14 years. Old Age
at 22 years. Venerable Age at 28 years.
Lifespan: 30 + 3d5 years.
Height: 1.15 + (2d5 x 0.08) meters.
Mass: 48.75 + (same 2d5 from height x 3.25) kilograms.
Speed- Runner (Biped) - 4 kph (6 m/rd); 1 (short-range combat), V4 (long-range
combat)
Trade Value: €1,100
o Racial Abilities and Restrictions:
»  Heavy Hitfer. Dioscuri have particularly a strong upper body framework; all
unarmed attacks will cause Basic Damage instead of Non-Lethal Damage.
» A Bit Cranky. Dioscuri get riled pretty easily; they have Temper at -10.
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2.2.10: OASIANS

The Oasians (Lacerfoelpax
indesolatioaguam) are a race of lizard-like
creatures native to the planet Oasis in the
Landreich Sector. The conditions under
which life began on their world are quite
mysterious; the world itself is well inside the
pre-ecosphere of its star. The Oasians
themselves have a legend for what
happened, attributing an artifact known as
the "Life Orb" for endowing their planet
with life. This legend has led the Oasians to
follow a philosophy of total peace and
tranquility; they are perhaps the only fully
neutral race in existence as a result.

An Oasian, with a Terran in the foreground

e Personality: Oasians believe in the sanctity of life above all else, feeling themselves to have

been genuinely blessed to have been endowed with life by the universe. They extend this
philosophy to all aspects of their existence. A welcoming and inviting people, they are
friendly to all outsiders. They deplore senseless violence and ask outsiders to keep their
struggles off their world, which most visitors respect. Only one documented incident of
violence has ever occurred within their system; this incident was resolved under mysterious
circumstances. Given the strength of their convictions on its importance, it is unknown how
they'd react to anything that truly threatened their peace.

Physical Description: The Oasians are a race of bipedal lizards, averaging just short of two
meters in overall height and averaging approximately 70 kilograms in mass. They have a
purplish skin color with a light green central chest area and two small horn-like protrusions
on their head. They have characteristically small, black eyes. Oasians have a pair of ear
holes near their eye slits that enables them to hear and engage in normal auditory
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communications. They don't have any nose-like features; their olfactory sense is handled by a
forked, blackish tongue. They have a pair of arms that terminate in a set of dully-clawed
fingers. Qasians are not particularly strong, though they are quite intuitive in matters of
science and engineering. While both their horns and their claws could be used to harm
another lifeform, the Oasians never do so, reserving any violence to small insect-like
creatures upon which they prey. This is the limit of their hostilities and they only allow it due
to their need for sustenance. Oasians eat about once a year, during which time they will take
in about 75% of their body weight in food. They get the water they need from their food.
Sleeping is done on a daily basis; the average Oasian will sleep up to fifteen hours a day to
conserve their energy. Reproduction is performed via standard intercourse. Females of the
species are oviparous, laying a clutch of about two dozen eggs after a two week internal
fertilization period. Under proper incubation conditions, these eggs hatch in about five
months. Oasian eggs are kept at a carefully set temperature to determine the gender of the
hatchlings; males require a higher ambient temperature than females.
o Moftor Appendages: 2
o Visual Organs: 2
»  Field of Vision: Optimal 159 degrees forward, Peripheral 265 degrees
forward.
Audiitory Organs: 2
Olffactory Organs: see Discussion
Gustatory Organs: 1
Propulsive Appendages: 2
o Reproductive Organs: 1
Relations with Other Races: The Oasians are neutral towards all races, again due to their
pacifistic beliefs. They pride themselves on the fact that all are welcome to their world and
they feel that selecting one race over another to call "friend" would only jeopardize the
message of peace, a message that most races respect (at least as far as the system's
borders). It is noteworthy that, during the Terran-Kilrathi War, the Oasis system was the only
place where Terrans and Kilrathi could meet without having to fight one another; indeed,
crews from both sides could often be found on leave on the planet's surface at the same
time.
Territory: The Oasians are a non-starfaring race with a late Metal Age-equivalent level of
technology. Their technological growth has stagnated largely by choice. They are native to
the planet Oasis in the system of the same name (Gonwyn Quadrant, Landreich Sector),
which is the only world on which they can be found. The system itself is located in neutral
territory, nestled between one jump leading to the Greenhouse system and Free Republic
territory, the other leading info Kilrathi territory. Oasis should not be habitable at all; the
conditions that make it so are quite mysterious. Given the communal nature of the Oasians,
it should come as no surprise that they inhabit a single area of the lower latitudes of their
world.
Onomastikon: Oasian names are generally given to individuals after they hatch. Their names
generally consist of two words, a given name and a surname passed down through the
family line; this is the same naming structure generally employed by most Terran cultures.
Oasians are capable of generating a full range of sounds vocally and in general there no
sounds are preferred over others in their names. The names themselves are completely
gender neutral and usually mean "peacemaker" or something very close to that effect.
o Given Names: Armonia, Armonie, Caled, Calma, Calme, Cauma, Frede, Freod,
Frith, Griaed, Grith, Kaied, Kaleos, Kauma, Keleoz, Pacisor, Pais, Pak, Pango, Pax,
Peas, Pece, Pees, Quiescere, Saeht, Saht, Saught, Seht, Serenus, Sib, Sibb, Sibbe.
o Surnames: Bhow, Bild, Bodlan, Bothlan, Budlan, Budlijanan, Bulban, Buldijanan,
Byldan, Ergon, Gawurki, Gors, Macian, Mag, Makonan, Vaerk, Verez, Werah, Werc,
Werkan, Woerc, Worc.
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Motivation: Oasians will rarely be found outside their communities and almost none are to
be found off-world. Those Oasians who do leave their homes for purposes other than trade
are often found trying to proselytize the message of peace to those they see who are in
greatest need of it (which in this day and age means the Terrans and the Kilrathi). Terrans
are liable to just ignore Oasian missionaries (sometimes respectfully, other times nof).
Unsurprisingly, the Kilrathi are liable to kill any Oasian missionary they come across...

Basic Characteristics:
o Size Class: C5

Base HP- 60

Base HD: 50/50/50

Physical Attribute Building Point Pool: 150

Mental Attribute Building Point Pool- 175

Discipline Building Point Pool- 25

Genders: 2

Life Stages: Adolescent at 15 years. Adult at 15 years. Middle age at 41 years. Old

Age at 59 years. Venerable Age at 73 years.

Lifespan: 75 + 5d10 years.

Height 1.4 4+ (2d5 x 0.1) meters.

Mass: 51.75 + (same 2d5 from height x 3.45) kilograms.

Speed- Runner (Biped) - 7 kph (11 m/rd); 2 (short-range combat), &frac12 (long-

range combat)

Trade Valve: €0

o Racial Abilities and Restrictions:
»  Peaceful Demeanor. Oasians are naturally a very calm people, even when

faced with potential danger; they have both Temper and Discipline at +5.
= Trusting Souls. Oasians believe in telling it like it is; they have Honest at -10.
»  Pacifists. Qasians strongly dislike violence in any form and will not tolerate it
in their immediate vicinity; they have Intolerant (Violence) at -25.
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2.2.l1l: HAGARIN

Hagarin (Oveambulans hagarin) are a race of capridian bipeds. Generally reclusive out of fear for
their own safety, they haven't made very large contributions to the interstellar community despite
being starfaring. As an extension of their natural fear, they have been generally unwilling to reveal
the location of their home territory to others despite their strong desire and willingness to trade. Most
encounters with the Hagarin occur in and around the Landreich, though some of their flocks have
migrated to Confederation worlds and do consider the Confederation Terrans nominal allies. They
have done their best to stay out of Terrankind's war with the Kilrathi, with their Confederation-based
populaces largely taking up residence in Argent Sector.

Personality: The Hagarin people are a somewhat bashful species with a strong gregarious
instinct, no doubt due to their unique evolution - it was a prey species on their world that
ultimately developed sapience and became the dominant lifeform. The species has a strong
flocking instinct, sticking together in tightly-knit groups based on a family matriarch. This
matriarch is responsible for the overall safety of the flock and must ensure that they have
both sufficient food and shelter. Matriarchs in Hagarin society tend to be very shrewd. They
often meet together in secret counsels to discuss important issues and to set policies for the
race. Probably the most important (and certainly the longest lasting) of the policies set by the
Hagarin matriarchs is the decision to never willingly allow outsiders to have knowledge of the
location of their homeworld for fear that information would be exploited. Hagarin are not
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fighters as a rule; they will tend to flee from danger when it approaches and fight only if
there is no other option. While Hagarin can operate independently of their flocks and are
willing to conduct trade with other races, it tends to be a stressful experience for them.
Befriending a Hagarin is quite easy and making an enemy out of one is equally easy - it
depends on how they are treated during their initial encounter.
Physical Description: The Hagarin are a race of herbivorous bipeds. They are a relatively
short, heavy-set race, averaging about 0.85 meters in height and around 150 kilograms in
mass. They have a fairly standard set of external sensory organs, with elongated, pointed
ears and black eyes. Their bodies are covered in a coat of white fur, which changes to black
near the ends of their extremities and in their facial area and adds to their overall sheep-like
appearance. They are about average in terms of physical strength and are capable of
picking up new skills relatively quickly. Their forearms terminate in an appendage similar to
a Terran hand (complete with opposable thumb). Their legs end in a hoof-like appendage
with the ankle structure designed for bipedal locomotion. Hagarin have a fairly standard
vocal apparatus and they are capable of standard vocal communications, though the species
tends to roll vowel sounds when spoken (particularly when they attempt to speak a non-
native language). Hagarin are ruminant creatures and only need to take in about one-fiftieth
their overall body weight per day in new sustenance. They require water about once every
five Earth days and are diurnal, going to sleep at dusk and waking with the dawn. The
species reproduces sexually via standard intercourse, with Hagarin females going into a
period of estrus once every three weeks that lasts approximately 2-3 days. The gestation
period is about five months, after which the female will give live birth to one or two offspring.

o Moftor Appendages: 2

o Visual Organs: 2

»  Field of Vision: Optimal 183 degrees forward, Peripheral 305 degrees

forward.

Auditory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 2

o Reproductive Organs: 1
Relations with Other Races: The Hagarin are open to having friendly relations with as many
different species as is possible, with defense treaties (such as the ones they have negotiated
with the Confederation and Landreich) sought after in particular. They have been known to
trade with the Kilrathi, though they are exceptionally leery of them owing to the enslavement
and occasional devouring of more unfortunate members of their race. Relations are slightly
better with some of the Kilrathi slave races, including the Varni and Wu. They are also leery
of the Haggan and Jarma races (owing to the predatory nature of those races) but not to the
same extent as the Kilrathi. They tend not to have much in terms of diplomatic relations with
non-starfaring species such as the Mopoks, Dolosians, Dioscuri and Oasians. They have not
been enough direct contact with any of the other races for the Hagarin to form an opinion on
them one way or another. When the Nephilim began invading the Terran spheres, the
Hagarin moved out of the area, which proved to be beneficial to the species. It should be
noted that the Hagarin exercise a level of caution in their dealings with all species, even the
ones they consider friends.
Territory: The exact location of Hagarin territory isn't located in Known Space; it's suspected
to be either somewhere in the unexplored regions of the Tara Quadrant of the Landreich
Sector or rimward of Argent Sector. Given current treaties with the Landreich and
Confederation not to explore past the current set of unexplored systems in the Tara
Quadrant, that area seems to be most likely. There is no further data on this topic.

O O O O
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Onomastikon: Hagarin names are almost universally matronymic in origin, with the root
surname based either on the name of the family's current matriarch or one of great note in
the family's past. Their names are made of two parts, a given name and the family surname,
both of which are given to an individual by their parents at birth. The choice of a given name
is usually arbitrary. Hagarin given names always consist of two distinct elements separated by
a glottal stop (usually represented by an apostrophe in Romanizations of the language); the
initial name element is never repeated as the second name element. Male Hagarin name
elements universally begin with consonant sounds while female elements begin with vowel
sounds. Common consonant sounds in Hagarin names include "B", "BL", "G", "GR", "N", "R",
"SN", and "T". "MB" sometimes appears; this is always pronounced as a soft "M" sound. Vowel
sounds include "A" or "AA" (both pronounced as the "a" in "hat"), "I", (pronounced as a long
"E"), "O" (pronounced long), "U" (pronounced as "OQ"), and "EA" (pronounced as the
diphthong "E-UH").
o Male Given Name Elements: blo, bo, gea, gri, gu, haaq, lea, li, lu, mbea, mbo, na,
req, ro, ru, sna, snea, sni, sno, tea.
o Female Given Name Elements: aab, aal, aat, ag, ah, at, eah, ean, eant, ear, ih,
imb, in, int, irt, oh, omb, ont, or, uh.
o Surnames: Baab, Bab, Beab, Bib, Bob, Bub, Gaag, Gag, Geag, Gig, Gog, Gug,
Haah, Hah, Heah, Hih, Hoh, Huh, Laal, Lal, Leal, Lil, Lol, Lul, Naan, Nan, Nean,
Nin, Non, Nun, Raar, Rar, Rir, Ror, Rur.
Motivation: Most Hagarin are admittedly not interested in traveling very far from their people.
Most that do are interested in trading with other races or in serving the collective flock as
ambassadors and diplomats on alien worlds. Even then, most Hagarin feel that space holds
far too many dangers and as a result any off-world stints are kept as brief as possible.

Basic Characteristics:
o Size Class: Cé
Base HP. 40
Base HD: 58/55/53
Physical Attribute Building Point Pool- 100
Mental Attribute Building Point Pool: 125
Discipline Building Point Pool- 220
Genders: 2
Life Stages: Adolescent at 11 years. Adult at 14 years. Middle age at 25 years. Old
Age at 45 years. Venerable Age at 50 years.
Lifespan: 51 + 7d5 years.
Height. 0.66 + (2d5 x 0.04) meters.
Mass: 114.35 + (same 2d5 from height x 7.63) kilograms.
Speed- Runner (Biped) - 4 kph (7 m/rd); 1 (short-range combat), V4 (long-range
combat)
Trade Volve: €146
o Racial Abilities and Restrictions:
»  Fasily Spooked. Hagarin are easily startled creatures; they have Nerves at -
10.
»  Facial Recognition. Hagarin are good with names and faces; they have
Memory at +5.
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2.2.12: HAGGANS

The Haggans (Diadophimagnus lacerfacomedenti; commonly pronounced "hag-GANZ" but more
properly pronounced "hajj-AHSS") are a colubrid species with a home range just outside of Known
Space. An aggressive but not overtly belligerent species, the Haggan people largely act as trade
intermediaries for several races, including those elements of the Terran and Kilrathi spheres that still
want to interact with one another. They are perhaps best known as eaters of larger lizard species; in
particular, they consider the Jarma a delicacy (a fact that explains the cold relationship between the
two races).

e Personality: Haggans are fairly aggressive creatures, rarely backing down whenever they feel
like they're being threatened or mistreated. Trade with the species can be hazardous and it's
not uncommon for them to come away with the better end of a bargain as a result
(particularly if the other trader is unskilled; especially if they are a member of a species the
Haggan wouldn't hesitate to eat). Haggans are social creatures, preferring the company of
others of their own species but willing to socialize with members of other sapient species.
They will socialize with members of prey species if absolutely necessary, though this tends to
be stressful for all concerned. Haggans are largely nocturnal; they have no problems
operating in space but they will grow drowsy on the day side of any planet they're visiting.

e Physical Description: Haggans are snake-like creatures, measuring over nine meters in
length and having a mass of about 450 kilograms on average. They are closely related to
members of the Genus Diadophis, with their large size being the main difference between
them and other ring-necked snakes. Their bodies are covered in a layer of hard, overlapping
chitinous scales. Dorsal coloration is a solid olive, brown, bluish gray or black, which is
broken only by a distinct yellow, red, cream-colored or yellow-orange neck band. Individuals
may have a reduced or partially-colored neck band that is hard to distinguish. Head
coloration tends to be slightly darker than the rest of the body. They exhibit a yellow-orange
to red coloration on their ventral side which is usually broken up by crescent-shaped black
spots. Some individuals lack the distinct ventral coloration but retain the black spotting. Like
most colubrids, the Haggans are strict carnivores and are capable of eating prey that is much
larger than the radius of their bodies. Their rear maxillary teeth are elongated into fangs and
their Duvernoy’s gland produces a fairly potent hemotoxin. Haggans are capable of normal
auditory communication; they pronounce most languages with a noticeable sibilant rasp and
cannot hear higher frequencies very well due to the location of their auditory receptors.
Haggans are reasonably strong creatures though only of average intelligence. Their tails are
prehensile and afford the species fine motor control. They are capable of multiple modes of
locomotion common to most species of snakes, including lateral undulation, sidewinding and
rectilinear motion. Haggans must eat their food whole. They are easily capable of taking in a
creature as large as a juvenile Kilrathi and generally need only feed about once every five or
six months on average, gaining both their nutritional requirements and water requirements in
the process. Haggans have been known to carve up a particularly large creature to share
amongst many individuals. Larger meals take a greater period of time for a Haggan to
digest; while this is occurring, a Haggan will remain in a dormant state. This is the only time
the species well and truly "sleeps" as a rule. Haggans reproduce sexually and oviparously.
Haggan females enter estrous roughly every six months provided they are not already
tending to a brood. Once impregnated, females of the species will lay a clutch of anywhere
from three to ten eggs after about three weeks, which then take about three months to finally
hatch. Haggan offspring are precocial and are usually on their own by their fourth year of
life.

o Moftor Appendages: 1* (see discussion)
o Visual Organs: 2
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»  Field of Vision: Optimal 186 degrees forward, Peripheral 310 degrees
forward.

Audiifory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 1* (see discussion)

o Reproductive Organs: 2
Relations with Other Races: Haggans have a tough time getting along with many races due
to their aggressive nature. They respect the Wu and feel their treatment by the Kilrathi is
particularly shameful, something which has earned them some amity from the Terrans; for
their part, the Haggans would like to see the Confederation win their war against the Kilrathi.
Members of starfaring species that resemble their favored prey animals - such as the
Firekkans, the Hagarin and particularly the Jarma - steer clear of the Haggans for fear of
becoming a meal. Most of the other races are left alone altogether. Haggan traders have
been known to trade with all starfaring races (including the Kilrathi) from time to time.
Territory: The current territory of the Hagarin people is unknown; it's generally believed to be
somewhere rimward of the Epsilon or M'Shrak Sectors. Those Wu who have made their way
into Confederation space have indicated that the Haggans were once part of the Wu
Hegemony and were one of the very few ex-members that managed to escape from the
Kilrathi when the Hegemony was finally conquered. This explains their reticence to reveal the
location of their new home territory; they are taking an awful risk just by trying to re-join the
interstellar community.
Onomastikon: Haggan names are generally given to individuals by their matriarch just prior
to them leaving their brood-homes at four years of age. Haggan names consist of two words,
a given name and a surname. Given names always consist of three elements; these may be
repeated in an individual's name. It is unknown what kind of ideas Haggan names are meant
to convey in general. Haggan surnames are matronyms, which consist of the second of the
matriarch's given name elements followed by "sssa" if the individual is male and "sssy" if the
individual is female. Like the rest of their language, Haggan names consist only of fricative
sounds (with the only exception to this rule being the use of soft "G", which is an affricative
sound). Consonant sounds include "F". "H", "S", "SH", "TH", "V", and "Z". The letter "n" is
frequently added to Romanizations of Haggan names, but is always silent; name elements
containing the silent n only occur as the third given name element. Vowel sounds in Haggan
names include "AW" (represented by "A"), long "A" (represented by "E"), long "E" (represented
by "Y"), and "OO".

o Name Elements: fa, fan, fe, fen, foo, foon, fy, fyn, ga, gan, ge, gen, goo, goon, gy,
gyn, ha, han, he, hen, hoo, hoon, hy, hyn, sa, san, se, sen, sha, shan, she, shen,
shoo, shoon, shy, shyn, soo, soon, sy, syn, tha, than, the, then, thoo, thoon, thy,
thyn, va, van, ve, ven, voo, voon, vy, vyn, za, zan, ze, zen, zoo, zoon, zy, zyn.

Motivation: Haggans have no problem whatsoever with leaving home for parts unknown,
though they generally will prefer to do so in the company of others. Trade is the most
common reason why Haggans are found off-world, though sometimes they will leave just to
see what's out there (which, as previously mentioned, is a dangerous proposition for them -
perhaps the reason why they do it). A few simply head out to test their mettle against other
species; these trips tend to be short, especially if the individual decides to go it alone.

O O O O

Basic Characteristics:
o Size Class: C7
Base HP: 80 (+50 AHP)
Base HD: 63/57/58
Physical Attribute Building Point Pool- 200
Mental Attribute Building Point Pool- 125
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o Discipline Building Point Pool 300
Genders: 2

o

o Life Stages: Adolescent at 9 years. Adult at 12 years. Middle age at 21 years. Old
Age at 30 years. Venerable Age at 45 years.

o Lifespan: 49 + 2d10 years.

o Length: 6.82 + (2d5 x 0.46) meters.

o Mass: 337.5 + (same 2d5 from length x 22.5) kilograms.

o Speed- Runner (Pseudoped) - 5 kph (9 m/rd); 2 (short-range combat), 1/3 (long-
range combat)

o Trade Valve: €770

o Racial Abilities and Restrictions:

= Scoles. Haggan bodies are covered in a layer of toughened scales, which
acts as First Class Natural Armor.

= Snakebife. Haggans consume prey just like any other snake (they have the
Swallow Whole special ability) and are equipped with a nasty set of
venomous fangs (Bite; 22 Lethal Damage + Hemotoxin).

= Tempered Aggression. Aggressive as they are, Haggans are also capable of
showing great mental restraint; they have Discipline at +5.

2.2.13: JARMA

The Jarma (Varanusapiens jarma) are a race of sapient, bipedal monitor lizards. The Jarma have a
reasonably advanced starfaring culture, but for various reasons have decided to keep out of the
limelight in the interstellar community (not the least of which is the tendency for members of the
Haggan race to kill and eat any individual Jarma they can waylay).

e Personality: Jarma as a rule are cultured and diplomatic as well as devious and cunning.
They excel in situations involving protocol and diplomacy; when put in roles requiring
adversarial maneuvering, they are without peer. Jarma tend to be very territorial and pride
themselves on their practicality. Few of them have any qualms about taking a position in an
argument that may seem heartless to other species. They feel the strong must band together
and lead for the mutual advantage of all, both in domestic and military matters; in should be
noted that they have historical reasons not to ally with the species they see as the strongest,
the Kilrathi. As a people, they are rather incurious; they do not concern themselves with
motives or mysteries, preferring to simply deal with things as they are. They pursue scientific
research solely for the technological strength it promises and care little for non-defense
related lines of inquiry. For these reasons, the Jarma remain a very advanced species that
nonetheless has much potential yet to be realized.

e Physical Description: The Jarma are a large, bipedal race of varunid lizards, measuring on
about 2.5 meters in height and about eighty kilograms in mass on average. Their bodies are
covered by a layer of tough scales, which range in color from a dull red to grey to black.
Some of their scales are reinforced with bone and have sensory plaques connected to nerves
that facilitate the tactile sense; these areas are located in the ears, lips, chin, soles of the feet
and palms of the hands. They have a long, yellow, deeply forked tongue which serves as
both a gustatory and olfactory organ. Jarma are carnivores and are capable of delivering a
powerful bite in situations in which they have no other defensive options available. They have
a pair of arms that terminate in a three-fingered hand; this gives them fine motor control.
They are also capable of standard auditory communication. Like most reptilians, Jarma are
ectothermic and are not capable of regulating their own body temperature. Jarma are not
particularly strong and exhibit an average level of intelligence. They are capable of eating up
to 80% of their own body weight in a single sitting. They have a slow digestive process; they
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can sustain their bodily function on three such meals per standard year and gain any water
they need while the digestive process is ongoing. Jarma have a fairly normal sleep cycle.
Jarma reproduce via standard intercourse. Females of the species enter estrous once every
two or three years and remain fertile for a period of three weeks. The gestation period is
about three weeks, after which the female will lay a clutch of about two dozen eggs, which
must then be incubated for up to seven or eight months. It should be noted that Jarma are
capable of asexual reproduction via parthenogenesis; this is exceptionally rare and usually
only happens when a female finds herself completely cut off from the rest of the species for
an extended period of time. Offspring produced in this manner are almost always male.
o Moftor Appendages: 2
o Visual Organs: 2
»  Field of Vision: Optimal 174 degrees forward, Peripheral 290 degrees
forward.
Audlitory Organs: 2
Olfactory Organs: 1
Gustatory Organs: 1
Propulsive Appendages: 2
o Reproductive Organs: 1
Relations with Other Races: The Jarma are largely neutral, willing to trade with almost any
other starfaring society and leaving non-starfaring races alone. They don't particularly like
the Kilrathi but are willing to trade with them and will even work with/for them if the pay is
good enough. They often deal more with the fringes of Kilrathi society rather than doing
business directly with the Empire. About the only race with which a Jarma wouldn't be caught
dead trading (literally) is the Haggans, who consider the Jarma to be a delicacy.
Territory: The territory of the Jarma people is unknown; it's generally believed to be
somewhere rimward of the M'Shrak Sector. Those Wu who have made their way into
Confederation space have indicated that they were once very loosely offiliated with the Wu
Hegemony, and were one of the few races that were able to escape from the Kilrathi when
the Hegemony was finally conquered. This partially explains their reticence to reveal the
location of their home territory; they are taking a risk just by being part of the interstellar
community. The appetites of the Haggan people also give the Jarma ample reason to keep
the location of the bulk of their populace a well-kept secret.
Onomastikon: Jarma names can consist of either one or two separate words; it's largely
dependent upon the region in which an individual was born. Jarma occasionally pick up
additional names later in their lives to reflect any major accomplishments. Their names can
therefore be very long and nicknames are commonly used by members of other species;
amongst their own kind, it is considered a grave insult to not address an individual by their
full name without their express permission. Many of the sibilant features of Jarma language
can be found in their names; they make very heavy use of the "S", "R" and "N" sounds, with
'"T", "L" and "TH" being only slightly less common. Glottal stops (represented by an
apostrophe) are also fairly common. Jarma names use one prefix and one suffix. There is no
preference of sounds or even whole names based on gender; it is possible for a male and a
female Jarma to have the exact same name. If a listed suffix begins with a capitalized letter, it
is meant to be used separately from the prefix; otherwise the two are combined into a single
name.
o Prefixes: Eyss, lyss, Lhsss, L'grrl, Nss, N'thr, Nylll, Qrllhy, Qrlnrr, Qrl'qrrl, Rlyy, Ry, Sh,
Shsss, Sss, Sysrhsss, Sysrysss, Thyss, Tnrr, Ty.
o Suffixes: Arrrslythnn, Arrsiyrn, Arr'syrshh, Arr'thrrla, Arrtrryrs, Thhayslyla, Thhaysshh,
Thhaysthyrr, Thhaysyyrn, Thyr'sss, Thyshthnn, Thys'lynnn, T'La'gnn, T'Lasyarr, T'Lathll,
hrnn, 'Senninssarr, 'Sennin'syrsth, slyhh, 'syrsrnn.

O O O O
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e Motivation: The principle motivations of the Jarma are the cementing of alliances with
friendly powers, the continued acquisition of advanced technology and the eventual
elimination of any threat to their continued existence (mainly the Haggans). Jarma will leave
their world to pursue a goal that lends itself back to at least one of these primary motivations;
the specifics are left up to the individual's judgment and are rarely part of some grand master
plan. For that reason, Jarma are rarely 100% successful in achieving their aims.

e Basic Charadieristics:

(¢]
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Size Class: C5
Base HP- 40 (+50 AHP)
Base HD: 51/51/52
Physical Attribute Building Point Pool- 100
Mental Attribute Building Point Pool- 125
Discipline Building Point Pool- 210
Genders: 2
Life Stages: Adolescent at 11 years. Adult at 20 years. Middle age at 37 years. Old
Age at 62 years. Venerable Age at 78 years.
Lifespan: 80 + 4d10 years.
Height. 1.84 + (2d5 x 0.12) meters.
Mass: 59 + (same 2d5 from height x 3.93) kilograms.
Speed- Runner (Biped) - 12 kph (20 m/rd); 4 (short-range combat), 1 (long-range
combat)
Trade Valve: €1,100
Racial Abilities and Restrictions:
= Scaly Skin. Jarma have an outer layer of tough scales, which acts as First
Class natural Armor.
»  Lizard Bite. Jarma have a set of sharp teeth capable of causing some nasty
lacerations (Bite; 7 Lethal Damage).
= Cold-Blooded. Jarma require warmer climates in order to function; their
"zero-level" ambient temperature category is Tropical (for more details, see
Cold Damage in Chapter 12.3).

2.2.14: STELTEK

The Steltek (Cytisucimex
rerumaconduxitpirata stelfek) are an
ancient race - perhaps the most ancient
race to inhabit the galaxy. They ruled a
galaxy-spanning empire long before
Terrankind emerged on Earth; relics of a
Steltek base found on Mars in the mid-27"
Century were eventually dated to 2.4 billion
years of age, and even then the Steltek
were far more technologically advanced
than any known starfaring race. They
eventually retreated from the galaxy after
bringing ruin upon themselves with their

technology (possibly in a civil war). Before
leaving, the Steltek attempted to destroy all
of their technology so that developing races
would not bring the same ruin upon

The "face" of a Steltek over standard comm lines.
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themselves. However, some pockets of their technology still remain; a few Steltek remain in order to
eliminate them whenever possible.

o Personality: What little that is known about the Steltek comes from an encounter between
privateer Grayson Burrows and a Steltek scout craft in the Nitir system in late 2669. The
transcript of this encounter was later sold to Dr. Lemuel Monkhouse, who was largely
considered to be the foremost Terran expert on the Steltek. The Steltek appear to be a very
"precise" race, speaking in unambiguous terms (despite an apparent distaste for use of the
first person). They exhibit little more than tolerance for less advanced races but are not
overtly hostile towards them either (otherwise they probably would've blasted Burrows from
the stars outright). Their mission to eliminate pockets of their own technology from the
universe wherever it exists seems to be driven out of genuine concern for the well-being of
other races. Whether this indicates an altruistic or self-serving nature cannot be determined
without further encounters, which are unlikely to happen in the near future. It is clear that the
Steltek are not everywhere; otherwise they may have intervened when the Nephilim began
their assault in the Epsilon Sector in 2691 after one of their artifacts was discovered.

o  Physical Description: Again, a lot of what's known of the nature of the Steltek is from the Nitir
encounter and not from direct contact; the following data is a "best guess" when it comes to
their nature. The Steltek appear to be a race of "photosynthetic consumers", perhaps 1.5
meters tall and 40 kilograms or so in mass. They're probably bipedal but definitely irregularly
shaped, with their bodies made up of a plant-like structure that exhibits rapid motility. If's
assumed since their "mouth" was moving as they spoke in the Nitir encounter that they are
capable of standard auditory communication, though they have no apparent sensory organs
of any kind. A theory has been posited that the Steltek may in fact be partially psionic in
nature, using some kind of brainwave translator to modulate their thoughts into sound and
vice versa. They don't appear to be particularly strong but are obviously quite intelligent
creatures. Any other information on their physical form is simply unknown, including how
they are capable of movement and motor control, exact feeding and rest requirements, and
mode of reproduction.

o Moftor Appendages: 1 + 1d5
o Visual Organs: 2
»  Field of Vision: Optimal 270 degrees forward, Peripheral 360 degrees.

Audiifory Organs: 1

Olfactory Organs: 1

Gustatory Organs: see Physical Description

Propulsive Appendages: 2

o Reproductive Organs: Numerous

e Relations with Other Races: Steltek are reclusive, preferring to be completely uninvolved with
less advanced species if at all possible but reluctantly making contact if the situation warrants
it. There are some who believe that they have some kind of (probably antagonistic)
relationship with the Nephilim, though there is little evidence to back up that claim.

e Territory: At one point, the Steltek held the entire galaxy under their dominion. These days
they're confined to well-hidden enclaves, possibly located within a different space-time
domain. As such, they don't hold territory as most species define it. Those that have tried to
follow the Steltek to wherever it is they now call home haven't come back to tell the tale.

e  Onomastikon: There hasn't been enough contact with the Steltek to establish almost anything
about them. The field of Steltek onomastics in particular remains o complete mystery. In the
one documented encounter with a Steltek craft in recent memory (the aforementioned
encounter in the Nitir system), the commander of the Steltek craft merely identified himself as
"Steltek". It is possible that the species has outgrown the need for names entirely but again
there is no evidence either way. Edlitor's Note: For Steltek characters, roll 10d10 but do not
sum up the result. Instead, the character's creator may arrange those numbers in any order
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they'd like and atfach the result with a hyphen fo the word 'Steltek” as the character's name.
An example Steltek name might look like 'Steltek-3584192401".

e Motivation: The Steltek have only one reason to be out amongst the stars and that is to find
whatever pockets of technology they have left behind and either retrieve or destroy it. Any
Steltek encountered in normal space is on that mission and it's a Very Bad Idea to interfere
with it.

¢ Basic Characteristics:
o Size Class: C4
Base HP: 40
Base HD: 52/55/47
Physical Attribute Building Point Pool: 100
Mental Attribute Building Point Pool- 150
Discipline Building Point Pool- 280
Genders: 1
Life Stages: Adolescent at 30 years. Adult at 54 years. Middle age at 84 years. Old
Age at 119 years. Venerable Age at 162 years.
Lifespan: 170 + 1d% years.
Height 1.1 + (2d5 x 0.08) meters.
Mass: 30 + (same 2d5 from height x 2.00) kilograms.
Speed- Runner (Biped) - 5 kph (9 m/rd); 2 (short-range combat), 1/3 (long-range
combat)
Trade Valve: €1,285
o Racial Abilities and Restrictions:

*  Mental Blast. Angered Steltek are capable of releasing a powerful burst of
energy, the exact nature of which is unknown. This counts as a Natural
Weapon-Like Attack that inflicts 4*d10 points of Lethal Damage at a range
of up to 125 meters in a circular area around the individual (use BHD).

*  Mysterious, Powerful Nature. The Steltek are the stuff of legends; they have
Reputation at +15 with all other races except the Nephilim.

*  Masters of the Universe. The Steltek have mastered pretty much every field of
expertise in existence and pass that information down to their progeny via
racial memory; a beginning Steltek character automatically starts with 1d%
points in Math Expert and/or any of the "Sense" Talents of their choice.

= Tells It Like It Is. Steltek are unambiguous and will not obfuscate the truth to
achieve their goals; they have Honest at -20.

2.2.15: MANTU
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The Mantu (Canidamysticus sapiens mantu; also known as "the Darkness" by the Kilrathi) are an
enigmatic alien race with territory located somewhere beyond that of the Kilrathi Empire, generally
believed to be opposite the Terran Confederation and somewhat to coreward. Before their first
contact with the Terran race, the Mantu were the only species able to hold their own for any period of
time against the Kilrathi, fighting two major wars that both ended in stalemate. As a result, the
Kilrathi "aggrandized, vilified and generally mythologized their former foe". The existence of the
Mantu weighed heavily on the Kilrathi psyche for much of the Terran-Kilrathi War; one of the
motivating factors behind the construction of the Hakaga-class of carriers was to quickly end the war
with the Confederation so that the Mantu would not attack while the Empire was already engaged.
Though there is some evidence to suggest that the Mantu are technologically superior to most of the
species in Known Space, there is little to suggest that they are as fierce as the Kilrathi have made
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them out to be. Indeed, they seem to be an insular, somewhat paranoid race of explorers and
prospectors that simply reacted to Kilrathi aggression with extreme prejudice.

e Personality: While some members of the species seek solitude, most Mantu are highly
gregarious. Like most canids, the Mantu form "packs" with the basic social unit being a
periodically monogamous mated pair and their offspring; it's the female in this pairing (the
matriarch) that holds authority over the pack. New packs are formed when an offspring from
one pack is pair-bonded with a member of a different pack of the opposite gender. Packs
rarely adopt outside members; usually when it occurs, the new member is either immature or
considered no threat to the matriarchal pair, or an unusual situation exists (such as what
occurs on a Mantu ship - there, the "pack” is based on the ship's command structure). Packs
are very careful about whom they choose as allies. Proto-Mantu used scent markings to
denote their territory; though this behavior is now secondary to the rules of their civilization,
they remain highly territorial with little forbearance given to those who encroach upon it.
Friendship with a Mantu pack /s possible, but it requires a respectful, non-aggressive
approach and proper due deference to the matriarch. Failure to do so by an outsider
generally results in a fatal encounter. Lone Mantu tend to be easier to befriend, though they
will need to see some mutual benefit to the relationship and it will take time to garner their
frust.
e  Physical Description: The Mantu are a canid race, generally about 1.5 meters tall and 70
kilograms in mass on average. They are covered in a pelt of tawny fur that varies in color
from grayish-brown to yellowish-gray with blackish tips and a stripe of black fur along their
backs, with tufts of white and reddish-brown in other areas of their bodies. Mantu exhibit
many of the standard canid traits, particularly in their head and facial areas; they have large,
pointed ears proportionate to their heads, a tapidum lucidum to assist in night vision and an
enlarged olfactory bulb. Their senses are on par with the coyotes of old Earth. Mantu are
predominantly carnivorous, though they are not obligate carnivores and can exist for
extended periods on a diet devoid of meat. As might be expected, they can inflict a serious
bite wound to most other forms of animal life, though it is a rare occurrence when they are
forced to resort to the actual hunting of prey given their level of technological development.
Their gustatory organs double as an apparatus for normal auditory communications. Mantu
are bipedal; they are capable of speeds up to 36 kph in short bursts. Their forelimbs have a
level of fine motor control on par with Terrans. While not particularly tough physically, they
are very infelligent and can learn new skills quickly. Mantu females are monoestrous,
remaining receptive for 2-5 days per Terran year during which mating occurs. The gestation
period lasts for approximately 60 Earth days, after which time the female gives live birth to a
litter of up to 5 pups. Mantu practice periodical monogamy, with "marriages" lasting between
ten and fifteen years on average; there are some mated pairs that choose to remain together
for life.
o Moftor Appendages: 2
o Visual Organs: 2

»  Field of Vision: Optimal 144 degrees forward, Peripheral 240 degrees
forward.

Audiitory Organs: 2

Olfactory Organs: 1

Gustatory Organs: 1

Propulsive Appendages: 2

o Reproductive Organs: 1

e Relations with Other Races: For most of the species in Known Space, the Mantu remain litile
more than a Kilrathi legend. This is true even among the Kilrathi slave species and their
allies, of whom none have ever had an encounter with the Mantu and returned to tell the
tale. Only a few species are nominally aware of the Mantu: the Terrans, who have lost a few
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explorer ships to coreward due to action with the Mantu, the Kilrathi, who see the Mantu as
evil itself, and the Nephilim, who have given the Mantu some trouble of their own. It is
thought that the Double Helix and the Mantu are at least aware of one another, though the
exact nature of their relationship is currently a mystery.
Territory: The Mantu are not extant to Known Space; almost nothing is known about their
territorial holdings. Mantu very rarely venture into Known Space; when they do, it's usually in
pursuit of a perceived threat.
Onomastikon: Information on Mantu name structure largely comes from Kilrathi records. As
a rule, Mantu names consist of a single three-syllable word, with any method of
distinguishing between two individuals with the exact same name currently unknown as are
the circumstances under which an individual Mantu receives their name. Vowels in Mantu
names are pronounced short with the only exception being the long "E" sound (represented in
Romanized form by the letter "y"). Favored consonant sounds include hard "C", "CH", "D", "L",
"N", "R" "S", "SP", "T" and "V", though it is possible for a syllable to forego a consonant sound
and even possible for a Mantu name to contain no consonant sounds whatsoever; repeated
sounds in Mantu names are also possible. There are no known variations in name sounds
used by the species based on gender. Overall, more study in this field is clearly warranted.

o Name Elements: a, ca, cal, ce, chry, cte, cu, ¢y, do, du, |, lo, ly, n, ny, o, r, ro, si, so,

spe, te, fo, u, vu,

Motivation: The biggest motivation most Mantu have for leaving the safety and comfort of
their pack is the opportunity to begin a new one of their own, which is always a risky
proposition but necessary for the continuance of the species. Other Mantu simply wish
solitude or want to serve the greater good by defending the territory of the race as a whole. A
very few want to see what is out there among the black, to prove their worth (and worthiness)
by daring to face the many dangers that space has to offer.

Basic Characteristics:
o Size Class: C5
Base HP- 50
Base HD: 50/50/50
Physical Attribute Building Point Pool- 125
Mental Attribute Building Point Pool: 200
Discipline Building Point Pool 260
Genders: 2
Life Stages: Adolescent at 11 years. Adult at 13 years. Middle age at 31 years. Old
Age at 52 years. Venerable Age at 66 years.
Lifespan: 70+4d10 years.
Height 1.12 + (2d5 * 0.08) meters.
Mass: 50.25 + (same 2d5 from height) * 3.35) kilograms.
Speed: Runner (Biped) - 9 kph (15 m/rd); 3 (short-range combat), 2 (long-range
combat)
Trade Valve: €1,275
o Racial Abilities and Restrictions:
= Sharp Teeth. Mantu have a set of sharp teeth (Bite, 9 Lethal Damage).
*  Bad Rap. Thanks to the Kilrathi, most species in Known Space believe the
Mantu are evil itself; they have Reputation -10 in relations with other races.
= Night Vision. Mantu have a tapidum lucidum; they have Enhanced Visual
Sense (Low Light).
» Leave the Pack Alone, or Else. Mantu will respond to any violence against
them with extreme prejudice; they have Intolerant (Invaders) at -25.
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*  Advanced Knowledge. The Mantu are more advanced than many of the
other races; a beginning Mantu character may have up to 10 free building
points in any of the "Sense" Talents.

2.2.16: NEPHILIM

"Nephilim" is the codename for a series of
closely genetically-related insectoid races
(Tetercimex sociapopulos) that call
themselves the "Allied Peoples". Their home
space is centered on the galactic core,
though they are known to be a trans-
dimensional species with the ability to exist
in a parallel space-time domain known as
"fluidic space". The emergence of the
Nephilim in 2681 was prophesied for
millennia by the Kilrathi in the ancient
Kn'thrak prophecy, which foretold the dawning of an era of "great darkness" when a race of "Star
Gods" would come forth to destroy all who resided in the galaxy. Their emergence marked the
beginning of the Nephilim War, which lasted until the end of the 27" Century and cost untold
numbers of lives. Despite their apparent defeat and eradication, it is strongly suspected that pockets
of their civilization still exist and that they will be seen again at some point in the near future.

A Nephilim Overlord

e Personality: The personality of an individual Nephilim and their function in their society is
based a rigid caste system. All Nephilim belong to one of five castes in ascending order of
prestige: Drone, Worker, Warrior, Overlord and Queen. Drones serve no other function than
to attempt to fertilize the Queen, Workers build, farm and conduct all activities related to
supporting the society's infrastructure, Warriors fight under the orders given them by
Overlords (who hold nominal power over the entire race), and Queens see to the
continuance of the species. The lesser castes are generally uncreative and lack personality,
while the personality of higher-ranked castes can generally be summed up in one word:
genocidal. Nephilim follow a code of beliefs that dictate that evolution is best served through
conflict, with weaker races being eliminated by the stronger and the stronger races growing
as a result. To that end, they constantly seek conflict with other races to prove their mettle.
They have been known to allow particularly primitive races time to develop (as in the case of
the proto-Kilrathi) and have been known to push two or more races into wars with one
another, choosing then to fight the victors themselves.

e  Physical Description: There are few minor differences between the various member races of
the Allied Peoples; in general those differences are too minimal to even mention and are
limited to minor changes in carapace or eye color. Nephilim are massive insectoid creatures,
averaging about 3.5 meters in overall length and averaging about 2.5 metric tonnes, with
the bulk of their mass coming from a dense, greyish-green exoskeletal structure. They have a
pair of pincers that afford them motor control; they also have glands in them capable of
delivering one of several nasty microorganisms, which make them effective biological
weapons as well. Nephilim are primarily bipedal but are capable of quadrupedal movement,
using their pincers to assist movement. Switching between forms of motion doesn't generally
affect their ground speed; it most often occurs prior to an individual rearing up and roaring,
used as a means of terrifying any opponents. Nephilim have two small clusters of complex
eyes; these clusters are black in color and are so dense that at a distance they appear to
have two simple eyes instead. They have two antennae on the front of their triangular-shaped
heads that serve both as olfactory and auditory organs. Their mouth structure allows normal




CFAPTER TWO: CFARACTERD

auditory communications, but any language they speak (including their own) will usually
sound scratchy and high-pitched. Nephilim are very strong and are among the most
intelligent of creatures known, a combination that only augments how dangerous they are.
Nephilim have never been observed sleeping or eating; they are generally believed to be
omnivorous. Reproduction occurs when a Drone fertilizes a Queen; the Queen immediately
slaughters and eats the Drone when this occurs. The Queen will then lay several thousand
eggs; these eggs usually hatch within two or three months. While still in the egg, the caste of
individuals is determined; the exact mechanics of how this occurs are not known. It should be
noted that members of other castes are capable of reproduction, but generally they are not
allowed to do so unless a disastrous depopulation of the Drone and/or Queen castes has
occurred and the local population has no other means of propagation. It's considered very
presumptuous for a Worker, Warrior or Overlord to reproduce under any other circumstance
and it's generally punished with death.

o Moftor Appendages: 2

o Visual Organs: Numerous

= Field of Vision: Optimal 120 degrees forward, Peripheral 180 degrees

forward.

Auditory Organs: 2
Olffactory Organs: see Discussion
Gustatory Organs: 1
Propulsive Appendages: 2*

o Reproductive Organs: 1
Relations with Other Races: Nephilim are either antagonistic or apathetic towards other
races. Those that are too primitive to be worth their time are generally left alone. Those that
are advanced enough to be considered a threat are harassed, pursued, attacked, plagued
and eventually erased from existence. There are some anthropologists who suggest that the
Nephilim may in fact be an offshoot of the ancient Steltek race; that supposition cannot be
verified though it would partially explain why the Nephilim will go out of their way to acquire
pieces of Steltek technology.
Territory: The territory of the Nephilim is both vast and complex, with the species inhabiting
territory both in normal and "fluidic" space. Their nominal normal space holdings are located
some ten thousand light years coreward of Kilrah with at least one major homeworld located
in that area. Their fluidic space holdings have proven difficult to penetrate and there is some
concern that they may use them to rebuild and reattempt an invasion of Known Space at
some point in the near future. There are those who believe the fluidic space domains also
serve as home to the Steltek race, though again the exact nature of the relationship between
these two advanced races is unknown.
Onomastikon: Whether or not a Nephilim has a name is solely dependent upon their caste.
Drones, Workers and Warriors do not have names; they are simply referred to by a number.
Ediifor's Nofte: For these characters, roll 5d10 but do not sum up the result. Instead, the
character'’s creator may arrange the resulting numbers in any order they'd like and atfach
them with a hyphen to the name of the character's caste, which then becomes the character’s
name, an example Warrior name might look like "Warrior-17340". Only Overlords and
Queens have proper names; they use a single name in order to identify themselves. Typically
these names consist of a prefix followed by either one (for Overlords) or three (for Queens)
suffixes. Nephilim names are very heavy on hard "X", "K", "Z", "T" and "R" consonant sounds,
with "H" indicating a slight softening of the following consonant. Vowel sounds are
suppressed, making Nephilim names sound like "buzzes" and nearly unpronounceable by all
other races.

o Prefixes: Hkr, Hkz, Hrh, Hrx, Hit, Hiz, Hxr, Khk, Kkh, Kth, Kit, Kxz, Kzr, Rhx, Rxh, Rzz,

Thk, Tkx, Trr, Trt, Tth, Xht, Xhx, Xhz, Xrh, Xtt, Xxh, Xzz, Zhr, Zhx.
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Suffixes: hh, hk, hr, ht, hx, hz, kh, kk, kr, kt, kx, kz, rh, rk, rr, rt, rx, rz, th, tk, tr, ft, tx,

tz, xh, xk, xr, xt, xx, xz, zh, zk, zr, zt, zx, zz.

Motivation: The main motivation of the Nephilim is to find other sufficiently developed
species and then to fight them, proving which one is worthy of survival. Should two or more
species meet their nofice at the same time, the Nephilim will do what they can to provoke a
war between them, moving in to fight the victor once one side or the other has been
vanquished. Should another race prove to be superior to them, the Nephilim will fall back to
points unknown and wait, gaining strength in order to try again. In this way, the entire history
of the Nephilim consists of long periods of resource gathering and construction followed by
periods of prolonged conflict. They are known to seek after Steltek technology wherever it is
found, stopping at little to possess it for themselves.

Basic Characteristics:

(e]
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Size Class: C9

Base HP- 70 (+50 AHP)

Base HD: 62/50/64

Physical Attribute Building Point Pool- 175

Mental Attribute Building Point Pool- 225

Discipline Building Point Pool- 300

Genders: 2

Life Stages: Adolescent at 10 years. Adult at 27 years. Middle age at 42 years. Old
Age at 75 years. Venerable Age at 95 years.

Lifespan: 99 + 9d5 years.

Height. 2.6 + (2d5 x 0.18) meters.

Mass: 2,023.5 + (same 2d5 from height x 134.9) kilograms.

Speed: Runner (Biped) - 17 kph (28 m/rd); 6 (short-range combat), 1 (long-range
combat)

Trade Valve: €1,400

Racial Abilities and Restrictions:

= Coarapace. Nephilim have a thick outer exoskeleton capable of repelling
many energetic bursts; they have First Class natural Armor.

*  Pincers. All Nephilim have a pair of powerful pincers which double as a
means of delivering bioweaponry (6 Lethal Damage + automatic exposure
to Pox (see Chapter 12.3))

»  Advanced Capabilities. The Nephilim have mastered the use of travel
through fluidic space and have developed advanced bioweaponry, as well
as organic, living ships; a beginning Nephilim character may automatically
start with 2d10 free points in any of the "Sense" Talents of their choice.

= Stuff of Nightmares. The insect-like Nephilim are feared by most other races,
if not for their appearance then certainly for their propensity for biowarfare;
they have the Terrifying Presence special quality and Reputation at -15.

»  Survival of the Fittest. Nephilim hold that only the strongest race has the right
to exist in all of creation, which they hold to the exception of all other
philosophies; they have Creed at -25 as well as Intolerant (Other Races) af -
25.
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2.3: CREATING CHARACTERS

As previously mentioned, all players must create a character to be their alter-ego in the Wing
Commander Universe. A GM will likely have to create many more characters throughout the course
of their career, including patrons, allies, villains, bystanders and occasionally a player character or
two for themselves. Knowing the steps involved in how to create a character from scratch is therefore
crucial to everyone who plays the game.

The steps involved in creating a character are as follows:

Determine if the character will be a "player character' (PC) or not.
Select the character’s species and note the modifiers.

Determine the character's "hero level".

Select the character’s Traits.

Spend points on the character's Attributes and Disciplines.

Spend points on the character's Skills and skill specializations.
Determine derived statistics.

Add any additional "finishing touches".

N AN =

The following procedure outlines how to create a character completely from scratch but this is not
always necessary. Sometimes a GM will want to create cookie cutter characters (like a group of
Kilrathi children) whose stats really don't matter as much. For those situations, a set of character
archetypes has been created. The list of archetypes is located in the next Chapter; instructions for
their use are presented at the end of this Chapter. Regardless of whether or not a character is created
using archetype rules, all characters use the Character Record Sheet (available in Appendix Two) in
order to record their vital statistics.

Determine if the character will be a "player character" (PC) or not.

One of the biggest decisions a designer can make about a character is whether or not it will be
controlled by a player and whether or not there’s the possibility that, should the character begin life
as an NPC, the character may become a PC later on. These decisions are up to the designer and
should be made before the character creation process proceeds. If the character is a PC, the designer
should either write their name in the Playerfield on the sheet (if they intend to be the one to play the
character) or leave it blank (in all other cases). The designer may simply write "NPC" in the same field
if the character is a non-player character (NPC).

Obviously, a player will need to create at the very least one player character for themselves, but there
is nothing that says they cannot create more PCs or NPCs at any time; player-designed NPCs may be
used in upcoming adventures if the gamemaster so wishes. Likewise, GMs will be primarily interested
in creating NPCs for use in their adventures but may create PCs if they so choose; having a couple of
readymade PCs available can save time should a new player want to join the game.

Because a few of the character creation rules can be a litfle confusing, an example will be provided at
the end of each step in the process. A player is creating a character for a non-traditional Wing
Commander campaign, they would like for their character to eventually fulfill the role of a ship's
Doctor. The player has been instructed by the GM fo creafe their character from scratch. Since this
will be the designer’s personal player character, this one's a no-brainer; the character will be a PC.
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Select the character’'s species and note the modifiers.

WCRPG uses a series of building point pools to determine the strength of Skills and skill
specializations, which in turn determine the strength of the character’s Disciplines and Attributes. The
amount of points a character receives when they are initially created is largely determined by their
species. A player should select a species for their character depending on the adventure the GM has
in mind. For example, a traditional Wing Commander adventure would likely either require the
character to be Terran or Kilrathi, but they could just as easily be a member of an allied or slave
species if the GM has that sort of campaign in mind.

On the Character Reference Sheet,
there is an area labeled Race Stats.
Once the character's species has been SANE P
selected, the designer should note the

stats for that species in the box on the AN PD’E’-D!FI—:}

sheet, including the number of points

in each of the three Point Pools (for Mie CLAMNS
Physical Atiributes, Mental Attributes,

and Disciplines). The remaining PEYMCAL POOL

modifiers indirectly determine a

character’s derived stats and will help DeNvdAlL POOL

the player later on in the character

creation process. D])(IPLI“E POOL

Our player knows that she is creating Race Stats Box with Terran Stats

a PC for a non-traditional campaign. After checking with the GM fo see what the campaign will
involve, she elects fo go ahead and create a Terran character; she names the character Lisa
Freeman. Since Lisa’s a Terran, the player records the Terran racial statistic values in the Race Stats
box.

Determine the character’'s "hero level".

Hopefully, a GM will have an idea of just how difficult their adventure will be before the character
creation process begins. In certain situations, such as when the GM determines their adventure will be
particularly difficult for newcomers or when the character is a newcomer to a campaign that has been
going on for a while, they may elect to give players additional building points during the creation
process. This establishes the character's "hero level'. GMs are allowed to give as many additional
building points as they wish but are generally encouraged to give out no more than 250 additional
points for a beginning player character; part of the fun of the game is allowing the characters to
grow as they go along, after all. A good rule of thumb when creating a new PC for an ongoing
campaign is to add up the total number of points a PC involved in the campaign already has
accumulated (preferably the PC with the lowest overall total) and give the new character a
comparable amount about 80% or so of that total. If a GM is attempting to create a more seasoned
character, they may use as many extra points as they think is appropriate; a thousand points (or
more) may be necessary in order to create a character, such as a fully trained Confederation Navy
captain or a legendary pilot. Somewhat seasoned characters may have between 250-500 hero
points, veterans between 500-750 points and legends between 750-1,000 points. A GM never Aas to
allow hero points; it's entirely at their own discretion. If a player is building a character without the
guidance of a GM, they may add extra points for hero level but it is strongly recommended that the
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GM of any future adventure involving that character review it before they or another player attempt to
use it.

Hero level building points are set into a general pool; these points may be assigned to any of the
character's various Skills at a later time or used to help buy off Talents.

The GM of Lisa’s campaign has decided to beef things up just a little bit and gives all players a mere
30 points fo add fo their general building point pools.

Select the character’s Traits.

After any hero points have been assigned to a character, the amount of general points available may
be bolstered or reduced by assigning Traits to the character; Traits are discussed in Chapter Four.
There are three types of Traits: Complications, Talents, and Variable Traits. Strictly speaking, a
character does not need Traits, but the rules make them mandatory; in addition to adjusting a
character's available general pool of building points, Traits add a great deal of depth to a character
right from the start. A character's Traits may even become the pivotal focus of an adventure
(particularly when it comes to Complications, which are specifically designed to make life
interesting...).

Complications are Traits that generally have
l negative consequences, which can potentially
 [-5) impact a character and their entire group
severely. Examples of Complications are
effects such as blindness, short-term memory,
a social stigma of some kind, and so forth. To
offset their negative impact, a character gains
a number of general building points if they
voluntarily take a Complication. The number
of building points the character earns
depends entirely on the severity of the
Complication; the more severe the degree of
the Complication, the more points they
earn. Nofe that there are times during the
game wherein it is possible for a character to fake a Complication involuntarily, the character
does not earn building points in those instances. A character is usually stuck with the Complications
they take and if a situation comes up wherein the Complication may apply, the situation must be
role-played. If a player character is placed in a situation wherein a Complication has the potential to
dictate their actions, the controlling player oftentimes, but not always, has the option to make a self-
control Check in order to keep the character from giving in to the dictates of the Complication, or just
giving in; giving in is good role-playing and the GM should consider rewarding the player for if).

Dr. Freeman's Traits

Talents are the polar opposite of Complications. Talents are Traits that generally have positive
consequences, which can help a character perform tasks that would be impossible for the average
Joe. Examples include sharpened hearing, eidetic memory, a head for numbers and so forth).
Because they enhance a character's abilities, Talents cost a number of building points out of their
general pool; the more powerful the Talent, the higher the cost. Players may pay for their Talents with
points from their Attribute or Discipline pools but points in the general pool should be used first if they
are available (more on resolving a building point deficif shortly).
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The third type of Trait is the Variable Trait. Variable Traits are unique in that they can behave either
as a Complication or a Talent and as a result they can either add building points to the character's
general pool (if the Trait is taken as a Complication) or cost building points (if taken as a Talent).
Variable Traits taken as Talents can also cause a building point deficit, which can be resolved in the
same manner as regular Talents.

Characters are limited in the amount of Talents and Complications they may take. Beginning
characters must have at least five points worth of Talents and five points worth of Complications, and
no more than fifty points worth of either. It is recommended that a player character (particularly for a
player new to role-playing in general) have no more than five Talents and five Complications total;
note that this is a recommendation, not a rule. Variable Traits can be used to count towards a
character’s Talent/Complication tallies. Certain species have Traits as part of their racial abilities and
restrictions; where they are listed, the character must take those Traits; these have no effect on any
building point pool but do count towards the character's Trait tallies.

Doctor Freeman already has 30 general building points from the campaign's hero level. Lisa's player
decides that a few more points would be helpful, so she decides to have the character take on a few
Complications. She decides to give Lisa a minor (5 point) Allergy fo plant pollen, gaining five general
building points. The Doc also probably took the Hippocratic Oath, that justifies taking a 15 point
Creed fo "Do No Harm". These Complications add 20 points total fo her general pool, so Lisa now
has 50 general building points.

Now the player moves on fo Variable Traits. She wanfs Lisa fo have good Nerves and at least a little
Wealth. A good Education would also be nice. She decides fo give Lisa 5 points worth of in each of
these Talents. This fakes 15 points from her general pool, leaving Lisa at 35 points. This almost
entirely offsets the gain from her Complications, so she decides that Lisa has bad Luck (10 points)
and a bit of a Temper (5 points). These add 15 points back info the pool, putting Lisa back at 50
fotal general building points.

Finally, the player looks at Talents. The Empathic Sense Talent is an obvious choice, she gives Lisa the
full 25 points. Lisa is left with 25 points in her general building point pool. She may not have a whole
lot of points left there, but she's picked up a very powerful Trait in the process.

Spend points on Attributes and Disciplines.

A character with any additional general building points left over at this point may spend the
remainder however they see fit on their character’s Discipline and Attribute point pools; the general
building point pool must be emptied at this point in the character creation process. Should the pool
have a negative number of points (i.e. if a building point deficit exists), enough points will need to
come out of any combination of the character's other pools in order for the general pool to balance
fo zero exactly.

Once there are no more remaining points in the character's general building point pool, the time has
come to "spend" the points in the various characteristics pools on the Attributes and Disciplines
covered by those pools. Spending points simply involves making allocations to the appropriate
characteristics; points from the physical Attribute pool are allocated to the Power, Finesse and
Physique Attributes, the mental Attribute pool is allocated towards Intellect, Acumen and Charm, and
the Discipline pool is allocated to the seven Disciplines. A player may choose not to allocate any
points to any given Attribute or Discipline but must allocate all of the points in the point pools at this
time; they cannot be "saved for later". Every ten points (rounded down) added to a characteristic
imparts a +1 DC modifier to all Skills categorized underneath it.

(1]
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Under no circumstances is any Aftribute allowed fo have more than 150 points allocated to it at any
point during the game. Similarly, all Disciplines may have no more than 250 points allocated to them
at any time under any circumstances.

After picking out Traits, Lisa's player decides that the 25 points left over from her character's general
building point pool would be best spent on Skills under the doctor's Medicine Discipline. To facilitate
this, she allocates all 25 points to the character's Discipline Point Pool. Lisa's point counts thus sit at
150 in her physical Attribute pool, 225 in her mental Attribute pool and 275 in her Discipline pool.

The player first considers Lisa’s physical

Attribute scores. Knowing that the Doc's health MeEDIANE (MeD) et
is of utmost importance and that it's likely her . = CATE ITC

exposure fo diseases might be higher than the SCRTEVE E 0w

average character, the player puts 65 points tIEATMENT (37%)

in L/'s‘a"s Physique. T/{/'s will g/'ve her a +‘6 XENO3I0LOGY (XN3)

modifier to her Physique Skill DCs. If's likely _ — -

that the Doctor would have fo go into combat SPECALIZED MEDKINE BMD)

situations sometimes, not gefting hit would be PAUCLOLOCY (PYY)

important in those cases. Realizing this, the
player assigns 60 points fo Lisa’s Finesse. She
also gets a +6 DC modifier to all Finesse Checks. This leaves 25 points in the pool for Lisa's Power
score; she can move reasonably well and she's fough, but she's not particularly strong. She only
receives a +2 DC modifier for Power.

Medicine Discipline with Skill List and DCs

Next on the agenda is Lisa’s mental Attributes. Knowing that all three mental Attributes contain
potentially useful Skills for a Doctor but given their need to sometimes be forceful with stubborn
patients and their need for extensive medical knowledge, the player assigns 85 points from the pool
fo Intellect and Charm each, leaving 55 for Acumen. She'll get +8 DC to all Intellect and

Charm Checks and +5 DC for all Acumen Checks.

Finally, the player moves on to Lisa’s Disciplines. Though she is tempfted fo stick all 275 points directly
info Lisa's Mediicine Discipline, the player does not do so because there are other useful Skills in other
Disciplines (not to mention the 250 point limit). After some consideration, the player puts 90 points
into Lisa’s Command Discipline and 80 points into her Science Discipline; Command contains several
useful Skills and a Doctor may have some addlitional knowledge of practical science. The remaining
105 points go into Lisa's Medicine Discipline. With the final allocation of points fo Medicine, Lisa’s
building point pools are completely empty.

Spend points on character Skills and Specializations.

Once all the point pools have been drained, the time has come to spend the points the designer has
allocated to the character's characteristics on the Skills that they cover. For more information about
the effects of Skills, see Chapter Three. Each point spent on a Skill correlates to a +1 modifier to the
DC of a d% roll that requires it (called a Skill Check). A player may leave any Skill unmodified but
must allocate all of the points given to a characteristic to any combination of the Skills listed under
that characteristic; points cannot be "saved" to be applied later.
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— T If a designer wishes, they may allocate points to a specific use of a
i given Skill. For example, if a character is supposed to be a
s o) particularly strong swimmer, the designer may want to spend
e points on "Swimming" instead of the more general Three-
Dimensional Maneuvers Skill. These specific uses are called skill
specializations. Specializing in a Skill has advantages and
disadvantages. The primary disadvantage is that the bonus involved with a specialization only applies
to specific situations wherein the specialization applies; a player rolling for another use of its
controlling Skill under a different circumstance may only use the Skill's score. Specializations provide
no bonus to any Skill other than the one under which they are assigned. Points allocated to
specializations come from the same characteristic pool as general Skills and count towards the
overall count of points underneath the controlling characteristic. The main advantage of Skill
specializations is that they allow a potentially huge advantage by further increasing the DC of the
Check; when making a Check wherein a specialization is involved, the DC is the standard DC from
the Skill (the bonus from the controlling characteristic plus the Skill's score) plus the score of the
specialization. Specialization Checks always count as a Check of their controlling Skill. There are no
defined limitations on specializations, though a GM should always check with their players to make
sure their characters haven't selected specializations that are too powerful or too general (for
example, taking an "Instant Kill" specialization in Brawling is probably too powerful and "Piloting
Fighters" under Vehicle Piloting is a bit too general, while "Piloting Confederation Heavy Fighters" is
not). A character is allowed to have multiple specializations under a given Skill.

Power and Finesse Attributes, with Skills,
Attribute Specialization list and DCs

Under no circumstances is a Skill allowed fo have more than 25 points allocated fo it at any point
during the game. Similarly, no specialization may have more than 50 points allocated fo if at under
any circumstances.

Lisa’s player decides to assign physical Skill values first. Lisa only has 25 points in Power; she decides
fo put all 25 points in Three-Dimensional Maneuvers, as that may help her move around a little
easier. For Finesse, its a split of 25 fo Dodge and 35 fo Dexterous Maneuvers. Since the allocated
number of points to Dexterous Maneuvers would exceed the 25 point limit, the player elects to throw
a few of those points info specializations, ten points will go fo the general Dexterous Maneuvers Skil/
while another fen will go to "Cutting Straight Lines” (which makes sense for a Doctor) and fiffeen will
go info "Lockpicking", which is a useful and relatively generic adventuring skill. Twenty-five of the 65
points set aside for Physique Skills will go fo Recuperation fo allow the Doctor fo heal quickly. This
leaves forty points; she sinks ten of it info Stamina, fen info Concentration and twenty info
"Concentrate During Surgery", a Concentration specialization.

Moving on fo mental Attributes, she puts 20 in Resourcefulness and Cunning, fen into Knowledge and
the remaining 35 points in Intellect info a Knowledge Specialization called 'Diagnostic Medicine”. She
sinks fen of the 55 points she has in Acumen info both Perception and Survival, with 25 going fo
Performance and the ten remaining points going fo "Clinic Duty", a Performance specialization.
Finally, 65 points go info the doctor's Personality (20 to the general Skill, 20 to a "Debating”
specialization and 25 to another specialization called "Defense of Diagnosis’) and 20 goes into her
Leadership.

Now the player moves on to Disciplines. None of the Command Skills are particularly crucial for the
doc, but she nonetheless put 40 points in Inspire (fo help out Shaken crewmembers, 25 fo the
general Skill and 15 to "Oratory”) and 50 points in Security (25 in the general Skill and 25 in "Hand
Lasers”; this will help out the doc's combat bonuses, which haven't received much attention up fo
now). She fakes an even split (40 points apiece) in "Biology” (a Planetology specialization) and
"Anthropology” (an Archaeology specialization), which the player infended. Note than in neither of
these cases were points assigned fo the underlying Skills; a player may do this, though the bonuses
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involved won't help out any other circumstances in which the doc will need fo make a Planetology or
Archaeology Check.

Finally, the player reaches Medlicine, the doc's crucial Discipline with 105 points fo spend in its pool.
She'll get another 25 points fo spend here from her Empathic Sense Trait, increasing the pool to 130
points fotal. While the player might have preferred to spend points on specializations, she realizes the
general Medicine Skills will give Doctor Freeman the greatest degree of latitude. She puts the full 25
points into all five Medicine Skills and places the remaining five points info an "Emergency Surgery”
specialization of Intensive Care.

Determine derived statistics.

Once a character’s final Skill scores have been determined, it is time to figure out their derived
statistics. All characters have twelve derived statistics: hit points (HP), non-lethal hit points (NHP),
strength index (Sl), hit difficulty (HD), touch hit difficulty (THD), flot-footed hit difficulty (FHD), Initiative
(INIT), Speed, Melee Attack Bonus (MAB), Ranged Attack Bonus (RAB), Fortitude Save (FSV), Reflex
Save (RSY), and Willpower Save (WSV).

The first two derived stats are the character’s (l‘
hit point (HP) and non-lethal hit point
(NHP) counts. These two counts are used as a

measure of the amount of damage the reinkel 216 f Gk

character can sustain before passing out (in

the case of NHP) or dying (in the case of HP). +OICHD/
The ef'Fects Of the |OS.S Of HP and NHP are 0 EI-EE AvTAce gonu
thoroughly covered in Chapter 9.2. To

determine a character's maximum HP and FANGED ALtACC 30N
NHP counts, simply add their Physique DC o oy cpm o -
Modifier to the HP amount indicated by the FLhu Al
Racial Characteristics of the character's SerleEX 34V
species; any Armor HP or NHP may be added WILLPOWER JAVE
to the HP counts if the character is so

equipped. IMNIKIATIVE

Derived Statistics B
The next derived stat is the character's strength e e B

index (SI). The Strength index is a measure of how well they rate in combat as opposed to other
characters. A character’s strength index is a combination of the sum of their hit points (including
armor or shield hit points) and the strength of their strongest available weapon. Because this value is
armor and weapon dependent, it can fluctuate greatly throughout the course of an adventure; the
value recorded should be the maximum possible value for the specific character. The Sl value is a
basic method of "keeping score" and helps determine whether or not a character will withdraw from
combat if given the opportunity.

Hit Difficulties (HD, THD and FHD) are a measure of how hard it is to hit and inflict damage on a
character, whether in combat or in potentially lethal situations such as industrial accidents wherein no
one necessarily /nfends to cause damage but damage could still potentially result. All characters have
a set of three hit difficulty ratings. Normal hit difficulty (or HD) is how hard it is to hit the character
under normal circumstances. Touch hit difficulty (THD) measures how hard it is to hit the character
with a "touch" attack, an attack wherein the damage mechanism must directly come into contact with
the character (such as an attack with a stun baton). Flat-footed hit difficulty (FHD) measures how hard
it is to hit the character when they are surprised, i.e. when they don't have a reasonable expectation
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to take damage. HD ratings figure heavily into all forms of combat; see Chapter 9.2 for how it is
used on the character-scale. All characters and lifeforms have a base rating to each HD count noted
with the Racial Characteristics of the character's species. HD bonuses from any armor are subtracted
from the character's HD and THD, while the character's Finesse DC modifier is subtracted from their
HD and THD ratings. The final results of these calculations determine the character's HD ratings.

Initiative is a measure of a character's ability to react; higher Initiative scores can enable a character
to go ahead of other characters in the order of battle, which is desirable particularly if combat is
"turn-based". A character's Initiative value equals their Finesse DC Modifier.

Speed measures how much distance a character can cover over a given period of time. This stat,
sometimes referred to as a character's base speed, measures how fast the character may move
without any extra exertion on their part; there are actions that allow a character to move at an
increased rate. Characters have four speed ratings. The first is movement in meters per round, which
is used for local movement and as a base measurement of how fast the character will move in
combat. The second is movement in kilometers per hour, used for cross-country movement when a
vehicle is not employed. The third and fourth measurements are the character's combat speed
ratings, which measure the number of range increments the character may move in short-range and
long-range combat respectively (for more on the distinction between the two, see Chapter 9.2).
Fractional combat speeds indicate how many rounds must pass before the character may move a
single range increment. The speed of all characters is determined directly by their species.

All characters have two attack bonuses, their Melee Attack Bonus (MAB) and Ranged Attack Bonus
(RAB). Both are used as bonuses to a character's attack rolls in combat situations; which one is used
depends upon the mode of attack being employed (for more on this, see Chapter 9.2). Both bonuses
use one-fifth the character's Security Skill score (rounded down) as a base value. To determine the
specific scores, the designer may add the character's Power DC modifier to the base value for the
character's MAB and their Finesse DC modifier to the base value for the character's RAB.

Finally, all characters have three Save rolls: Fortitude Save, Reflex Save and Willpower Save. Saves
are generally used in extreme situations wherein quick action on the part of the character can either
prevent or mitigate serious consequences. Fortitude Saves are used in situations where a character's
toughness can mitigate the situation (such as whether or not a character will contract a disease after
they've been exposed to it). Reflex Saves are needed when the ability to move instinctively is needed
(such as moving to avoid falling boulders or pulling the D-ring to eject from an exploding fighter).
Willpower Saves are needed when mental fortitude is required to keep a character from doing
something against their will (such as trying to avoid becoming paralyzed with fear after taking a nasty
weapon hit). The determination of a character’s Saves is dependent upon the value of certain Traits:
their Health Trait score is used as the base for their Fortitude Save, Reflexes for their Reflex Save and
Discipline for their Willpower Save. The designer must add the character's Physique DC modifier to
the base value for their Fortitude Save, their Finesse DC modifier to the base value for their Reflex
Save and their Acumen DC modifier to the base value for their Willpower Save. Finally, a value of
thirty is added to all three Save values. The final results of these calculations become the DCs of the
character's individual Saves.

Doctor Freeman's derived stats can now be determined. As previously mentioned, her Physique DC
modifier is +6, this is added fo the 60 base HP/NHP count for Terrans to give her an HP and NHP of
66 each (60 + 6 = 66). Her Finesse modiifier is +6 and she hasn'’t been given any armor yet. She
also has no weapons yet, so only her HP counts fowards her SI; her Sl is also 66 for the time being. A
Terran has a base HD count of 50/50/50 as listed in the species’ Basic Characteristics. Lisa therefore
has an HD and THD of 44 and an FHD of 50 (50 + O - 6 = 44, 50 - 6 = 44,; 50 + 0 = 50). Since
her Finesse DC modlifier is +6, she has an Initiative value of 6. As a Terran, she can move at 6 kph,
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10 mefers per round, 2 short-range combat increments, and one long-range combat increment every
three rounds. She has 25 poinfs in her general Security Skill; her base attack valve is 5 (25/5 = 5).
She adds +2 to that amount from her Power DC Mod/fier, making her MAB +7 (5+2 = 7). She also
adds +6 for her Finesse modifier fo the base amount, getting + 11 for her RAB (5+6 = 11). She
didn't fake any points in Health, Reflexes or Discipline, so the base value of all three of her saves is
zero. She has a Physique modiifier of +6, a Finesse modifier of (once again) +6 and an Acumen
modifier of +5; she therefore has a Fortitude Save DC of 36, a Reflex Save DC of 36, and a
Willpower Save DC of 35 (30 + 0 + 6 = 36, 30 + 0 + 5 = 35).

Add any additional "finishing touches".

Once their derived stats have been calculated, a character is playable. The designer may stop at this
point or they may choose to go on and add "finishing touches" to their character, depending on how
many details of their character's life they wish to establish right away. Many good role-players will go
on and add more details to their characters; doing so adds more depth to them and may explain
some of the choices the designer made during their creation. A character's finishing touches can even
serve as a launching point for an adventure.

There are a few "finishing touches" that should not be neglected:

¢ Name: If the character hasn't been named yet, now would be a really good time. Example
names for characters of a given species are listed in the Onomastikon section of their profile
along with the convention used by that species for names. If using a character record sheet,
the character's name goes in the Character field.

e Gender: This may or may not be obvious from the name picked out for the character
depending on the species. There are few real game effects that depend upon being male-
versus-female-versus-something else; when they occur, they usually crop up during the
course of gameplay.

e Billet: Occupation is another term for this trait - it describes the job the character performs for
a living. This could be anything from a ship's captain to a lowly burger flipper out on some
backwater outpost...

e Age: A character's age has some in-game effects and can therefore be a vitally important
piece of information. There are six categories of ages for each species, known as life stages:
Child, Adolescent, Adult, Middle Age, Old Age, and Venerable Age. It's generally assumed
that a character being created with this procedure is in their Adult life stage, giving them time
to gain the knowledge and experience reflected in their Skill scores. If this is not the case,
their scores will need to be adjusted. Pre-Adult phase characters have temporary drains on
their Attributes; if creating a pre-adult character, a designer should go ahead and assign
their stats as with a normal character but make the following set of temporary adjustments
when done. A Child takes a -20 DC penalty to all physical Attribute Checks, a -10 DC
penalty to all mental Attribute Checks except when they are learning Skills and automatically
fail all Discipline Checks. An Adolescent takes a -5 DC penalty to all Attributes and must treat
all Discipline Skill Checks as having a DC of 10 regardless of their actual score. The
penalties on pre-Adult characters are lifted when the character reaches the Adult life phase.
Post-Adult characters have permanent drains and bonuses to their Attribute Checks; a
designer should create the character as normal but apply the bonuses/penalties to the
character as needed. Middle-Aged characters take a -5 point drain to all physical Attributes
and receive five points to all mental Attributes. Old-Aged characters take a -10 point drain to
all physical Attributes and receive five points to all mental Attributes. Venerable Aged
characters take a -15 point drain to all physical Attributes and receive five points to all
mental Attributes. Post-Adult gains and drains are cumulative with each life stage (i.e. a
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Venerable Age character will have lost a total of thirty points to their physical Atiributes over
their lifetime). Bonuses and penalties are applied when a character ages into the next age
bracket for their species. When a character reaches Venerable Age, their controlling player
should perform the Lifespan roll indicated in the species' Basic Characteristics for their
character. The resultant age is their character's maximum age; when they finally reach the
indicated age, the character will die from old age at some point prior to their next birthday.

e Height: This is an indication of the character's "long dimension" (see Chapter 10.2.7). Along
with the character's weight and the character's physical Attributes, this little factoid helps to
indicate the character's overall build. Height can be determined via the die roll indicated in
the character's race profile.

e Weight: This is an indication of the character's mass. Along with the character's height and
physical Attributes, this little factoid helps indicate the character's overall build. Weight can be
determined via the die roll indicated in the character's race profile.

e Size Class: Characters have a "Size Class", which is based upon a "bounding box" volume
(the minimum required dimensions of a box needed fo contain the whole of the character). A
character’s Size Class is directly determined by their species; the Size Class value is listed in
the Basic Characteristics section of the corresponding race profile. Size Class is important for
a number of actions that may take place during combat.

e "Handedness": This stat is called "handedness" for lack of a better term; it's entirely possible
that a character has no hands whatsoever. Any character with motor appendages may use
one of them more predominantly than the others; when a character has a dominant motor
appendage, their “handedness” is in that specific appendage. For example, most Terrans use
their right hand predominantly and are thus considered "right-handed"; their handedness is
"right". Handedness is important in combat as using the non-dominant appendage (called
"using the off-hand") can inflict significant penalties to certain actions.

e Equipment: After creating a character, it's not uncommon for a player to want to purchase
vital tools. This includes weapons, armor, shields, computers, medicines, food and so forth.
Equipment and purchases are discussed in Chapter Five. The amount of money a beginning
character receives initially is dependent upon their Wealth Trait; the designer must multiply
their Wealth Trait by 30 and add the result to €900 to determine how much money they
receive. Note that characters who have Wealth as a Complication will begin with less than
€900 and may in fact start out with no money at all if they have Wealth -30. Regardless of
how much money they receive, a character receives one ouffit free of charge except under
unusual circumstances as determined by the GM. GMs may want to restrict the kind of gear
available to beginning characters for a number of reasons.

Here are some suggestions for other details to add to a character; these are optional at the time of
the character's creation:

e Distinguishing Marks: Distinguishing marks help to identify a character and make them
unique among the many members of their species. These can be mundane (such as red harr,
blue eyes, dark skin, efc.) or something more exotic (such as a jagged scar, third nostril,
hypomelanism, efc.). Some of the more exotic marks may have game effects; a player should
consult with a GM before giving their character an exotic distinguishing mark.

e History: No good role-player ever neglects their character's history. Characters don't just pop
into the world, (unfess they do, this is science-fiction affer all). The vast majority of characters
will have a backstory that includes such details as where they were born, the kind of place
where they were raised, a family life and other events and experiences that ultimately lead
them to where they are, who they are and why they do things the way in which they do them.
Characters may have secrets about their life from their experiences; these little tidbits can
become elements of an adventure or possibly even its main focus.
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¢ Personal Goals: A logical outgrowth of a character's history is a series of personal goals,
things that they want to accomplish in their life before they die. Personal goals may be wide-
reaching (such as attempting to become a public official or opening up a successful business)
or they can be relatively mundane (such as wanting to get married and start a family). As
with their history, a character's personal goals may serve as a focus for an adventure as the
character tries to fulfill them. All personal goals must be specific, measurable and achievable
(provided that is in line with the character in question, insane characters, for instance, may
have personal goals that are in no way achievable). Personal goals should also not be
related to the character's chosen profession in any way. GMs should be willing to award a
character that fulfills a personal goal with extra building points, the amount of which should
be commensurate with importance of the goal fulfilled.

e Personality: All characters have personality, something which indicates how the character
acts, what their likes and dislikes are, what makes them react in whatever way they react,
whatever code of ethics they live by and their overall life outlook. If a character is a PC, it's
best if their personality is compatible with that of the player; this makes being the character
more natural for a player. A character's personality can change over time as the character
grows, develops and has new experiences.

The addition of
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upon the player who
portrays them and
how much work they
want to put info their
development.

Lisa’s player decides to
add a few details to
her character. She
obviously already has both a name and a gender. She will be assigned as the Chief Medical Officer
(i.e. the Doctor) aboard TCS Aberwyvern, an Exeter-class Destroyer. Since Lisa has some medical
skill, the player decides that she has just completed a fellowship and is about thirty years old. This
makes Lisa an Adult, so none of her stats need fo be modified. The player rolls the dice for Lisa’s
height and weight, she is 1.9 metfers tall and weighs 80 kilograms ... so she is taller than average for
a female but of average build. Terrans are a Character Size Class 5 species, Lisa is also that Size
Class. The player decides to make Lisa left-handed, fair-skinned, blonde-haired and blue-eyed, with
prerced ears.

Dr. Freeman's "Finishing Touches"

Lisa’s Wealth Trait lets her start out with a little more money than normal for purchasing initial
equipment (€1050, to be exact). She selects a Military Service Uniform for her free outfit - which
makes sense if she's serving on a Confederation Naval ship - as well as a Trouser Holster and a
Satchel fo hold all of her stuff. She arms herself with a Third Class Phased Shot Laser, a good
weapon of variable lethality, she'll put it in her frouser holster. She purchases a First Class Ballistic
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Mesh as well as a Second Class Energy Shield, the latter of which she deploys in her uniform’s holster
pocket. She purchases a PDA and a Short-Range Communicator along with spare batteries for her
gun and shield, all of which she places in her uniform pockets. She also purchases a chronometer,
which she straps to her wrist. Finally, she purchases three Vita Kits, placing them in her satchel. After
all of these purchases, she has €13.15 cash remaining. Her Ballistic Mesh inflicts a + 1 penalty fo all
of her HD ratings, so her final HD ratings are 45/45/51. The Hand Laser can do 35 points of
damage, the Ballistic Mesh offers 50 AHP of protection and the Energy Shield offers up 100 SHP. The
Armor and Shield Hit Points are added info her HP and the gun damage is added info her S/ along
with the AHP and SHP, giving her a final S| of 251 (66+35+50+100 = 251) and 216 HP fotal.

Now the player begins filling in personal details: Lisa was born infto a middle-class family. She had o
disease during her childhood (leukemia) and was subjected fto a long medical stay in a hospital while
undergoing treatment, this led fo her inferest in medicine but also fo a simmering resentment towards
her situation and her life outlook, possibly explaining her somewhat bad Temper. Having ultimately
been cured of cancer, Lisa recovered but never developed a lot of strength afterwards, hence her low
Power score. In high school she was part of a track and field team, she wasn't so great at it, but ot
least it helped her keep limber and helped her develop some stamina. She ultimately went fo medical
school fo fulfill her childhood ambition of becoming a doctor. She ultimately joined the
Confederation Navy as a means of paying off her student loans affer being fired from her fellowship
with the renowned diagnostician Dr. Grigori Domom.

Lisa does have a bit of a Temper, so it can be hard for her o make new friends. So far it hasn't led
her fo any incidents of insubordination, but she is aware that it could happen actively tries fo keep it
reined in. She doesn't make friends easily, though she is generally easy-going fowards the people she
trusts. She will drop everything fo help someone who is in need of medical help and remains steady
in a crisis.

The player decides that's enough about Lisa for the time being but continues fo consider what she'd
like to do with the character. Meantime, the GM begins fo fell a fateful tale about the crew of TCS
Aberwyvern...

Rapid Character Generation Routine

There are sixteen unique sapient species in WCRPG; something that should be obvious from that fact
is that there are a countless number of beings within the Wing Commander Universe. Every individual
within each of those various societies performs some kind of function within them, be it as a leader,
builder, artist, criminal or whatever. A GM may want to include any one of these individuals at any
point in an adventure. If the GM wants to add a character merely as window dressing for a scene,
creating a full-on character may seem like a total waste of time. The bad news is that all characters in
the game need stats regardless of how minor their role is intended to be, because a GM can’t predict
when their players will do something totally unexpected and make the litile background character do
something they didn't intend (such as include them in a combat situation). The good news is that there
are two procedures a GM can use in order to build a full set of stats for these characters with a
minimal amount of fuss. Note that these procedures aren't designed to replace the character creation
process but to try and speed it up as much as possible - hence the term "rapid creation routine". It's
also possible to use the procedures more as guidelines; swapping out points between Skills or
assigning a different Trait than what's indicated is perfectly acceptable.

To use one of the rapid character generation processes, a player needs to select a character
archetype immediately after they select their race; this is the only step that must be added to the
normal creation routine. Character archetypes are defined as original character models from which
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all other similar persons are patterned. Character archetypes in WCRPG consist of "point allocation”
tables, which set the number of points in each of the character's Skills as well as the number and
degree of their Traits. Basically, the archetype table makes all the difficult decisions for the designer,
giving the character expertise in a skill set that best suits their desired purpose.

Between the number of archetypes available and the number of species that are in the game, there
are unfortunately far too many possible combinations (over a thousand) to list out them all out
explicitly and so it will still be necessary for a designer to do a little bit of work. That said, most of the
underlying math has been completed for the creator; it's only left for them to reference the tables
included herein to get the final values.

Rapid Creation Routine Without Hero Points

The rapid creation routine works best when a character doesn't require hero points (civilians,
background characters and fairly weak opponents work well under this schema). That's not to say that
the rapid routine cannot be used with hero points, only that the use of hero points will make the
process more complex. The procedure for using hero points with the rapid routine is discussed in the
next section.

Once a character's species and archetype have been selected, the procedure is largely a matter of
filling in the indicated point values for Atiributes, Disciplines and Skills and determining the
character's derived statistics as normal. Information on Traits for the character is included with the
character archetype; the designer needs to make a 1d5 roll and use the Trait set indicated by the
result or just select whichever one they like best.

After the character's Traits have been set, their Discipline and Discipline Skill scores should be
determined. The character archetype table contains a list of "priorities" for each of the character's
Discipline Skills, which indicate the Skills most needed by a character utilizing it. Skills listed first
(further to the left) are more important than ones listed later (to the right) and as a result will receive
more points. Note that without the use of hero points it is possible for a Skill to receive no points; the
Quinary Discipline Skill (lowest priority) will always have no points in this case. The Disciplines
themselves are also listed as a set of priorities, with more important Disciplines listed first (fowards the
top) and less important ones last (fowards the bottom). To determine the number of points going to
an individual Discipline, the designer must find the row on the table below corresponding to the
number of points in the character's Discipline Point Pool and distribute the points as indicated.

Distribution of Points for Disciplines based on Number of Points in the Discipline Point Pool, without Hero Points

Points | Frimery Secondary Tertary Quaternary Quinary Senary Septencry

Discipline Discipline Discipline Discipline Discipline Discipline Discipline
0 0 0 0 0 0 0 0
5 5 0 0 0 0 0 0
10 10 0 0 0 0 0 0
15 10 5 0 0 0 0 0
20 15 5 0 0 0 0 0
25 15 10 0 0 0 0 0
30 15 10 5 0 0 0 0
35 20 10 5 0 0 0 0
40 20 15 5 0 0 0 0
45 20 15 10 0 0 0 0
50 20 15 10 5 0 0 0
55 25 15 10 5 0 0 0
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| 60 | 25 | 20 | 10 | 5 | 0 | 0 [ 0
[ 70 | 25 | 20 | 15 | 10 | 0 | 0 | 0
| 80 | 30 [ 20 | 15 [ 10 | 5 | 0 [ 0
| 90 | 30 | 25 | 20 | 10 | 5 | 0 [ 0
[100 | 30 [ 25 | 20 [ 15 | 10 | 0 [ 0
[110 | 35 | 25 | 20 | 15 | 10 | 5 | 0
[120 | 35 | 30 | 25 | 15 | 10 | 5 [ 0
[130 | 35 [ 30 | 25 [ 20 | 15 | 5 [ 0
[140 | 35 | 30 | 25 | 20 | 15 | 10 | 5
[150 | 40 [ 35 | 25 [ 20 | 15 | 10 [ 5
[160 | 40 | 35 | 30 | 25 | 15 | 10 | 5
[170 | 40 | 35 | 30 | 25 | 20 | 15 [ 5
[ 180 | 45 | 35 | 30 | 25 | 20 | 15 | 10
[ 190 | 45 [ 40 | 35 [ 25 | 20 | 15 [ 10
| 200 | 45 | 40 | 35 | 30 | 25 | 15 [ 10
[ 210 | 45 | 40 | 35 | 30 | 25 | 20 | 15
| 220 | 50 | 45 | 35 | 30 | 25 | 20 [ 15
| 230 | 50 | 45 | 40 | 35 | 25 | 20 [ 15
[ 240 | 50 | 45 | 40 | 35 | 30 | 25 | 15
| 250 | 55 | 45 | 40 | 35 | 30 | 25 [ 20
| 260 | 55 | 50 | 45 | 35 | 30 | 25 [ 20
[270 | 55 | 50 | 45 [ 40 | 35 [ 25 [ 20
| 280 | 55 [ 50 | 45 [ 40 | 35 | 30 [ 25
[ 290 | 60 | 55 | 45 [ 40 | 35 | 30 [ 25
| 300 | 60 | 55 | 50 | 45 | 35 | 30 | 25
[ 310 | 60 [ 55 | 50 [ 45 | 40 | 35 [ 25
| 320 | 65 | 55 | 50 | 45 | 40 | 35 | 30
| 330 | 65 [ 60 | 55 [ 45 | 40 | 35 [ 30

Once the number of points for a given Discipline has been determined, the designer may use the
table below to determine how those points will be distributed amongst the corresponding set of
Discipline Skills.

Distribution of Points for Discipline Skills based on Discipline Score, without Hero Points
|Poinis |Primury Discipline Skill |Secondury Discipline Skill |Te|1icry Discipline Skill |Quoiernury Discipline Skill
[ o | 0 | 0 | 0 | 0
[ 5 | 5 | 0 | 0 | 0
[ 10 | 10 | 0 | 0 | 0
[ 15 | 10 [ 5 | 0 [ 0
[ 20 | 15 [ 5 | 0 | 0
| 25 | 15 [ 10 | 0 [ 0
[ 30 | 15 | 10 | 5 | 0
|35 | 20 | 10 | 5 | 0
[ 40 | 20 | 15 | 5 | 0
| 45 | 20 | 15 | 10 [ 0
[ 50 | 20 | 15 | 10 | 5
[ 55 | 25 | 15 | 10 | 5
| 60 | 25 [ 20 | 10 [ 5
|65 | 25 | 20 | 15 | 5
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In all cases where a designer may assign points to a specific Discipline Skill, they have the option to
assign those points to either the general Skill or to any specialization or combination of
specializations. It's generally assumed that a creator building a character in a hurry will simply assign
points to the general Skill. No guidelines have been provided for the assignment of Skill points to
specializations, though it's generally recommended that any rapidly-built character be kept to a single
specialization under a given Skill and that it be related to the character's occupation.

Another factor that needs to be taken into account when determining which Discipline Skills will
receive points is the technological era of the character's species. There are some Discipline Skills that
would not serve more primitive races at all (such as Starship Piloting) and some that may not see
frequent use (such as Trans/afe if the character is from a race that has a single language and no
contact with other starfaring races). The archetype tables have been set up to make any resultant
character as generic as possible, so that the results will be applicable to any technological era. That
said, character designers may make a few substitutions to make their characters more or less
advanced as need be. They can also sp/itthe available points with another Discipline Skill (splits
should divide the available points up as evenly as possible). Substitutions may be made for the
following set of Discipline Skills:

e Orienfation may be split or swapped with Asfrogation.

Ballistics may be split or swapped with Marksmanship.

Vehicle Piloting may be split or swapped with Starship Piloting.
Defenses may be split or swapped with /nfernal Systems.

Mechanics may be split or swapped with Faster-Than-Light Mechanics.

Attributes and Attribute Skills are determined next; Attributes and Attribute Skill Scores are handled a
little differently from Discipline and Discipline Skill scores. As with Disciplines, all Attributes have a set
of priority listings for their individual Skills and are themselves listed as a set of priorities. Attribute
priorities are determined in two different ways: their overall priority (considering all six aftributes) and
their categorical priority (a priority set that only considers the Attribute within its category as either a
physical or mental Attribute). When the system is used without hero points, only categorical priority
matters and handling Atiributes is generally the same as handling Disciplines. To determine the
number of points going to an Atiribute, the designer must find the row on the table below
corresponding to the number of points in the character's physical or mental Attribute Pool as
appropriate and assign to it the number of indicated points based on its categorical priority.

Determination of Scores for Attributes based on Number of Points in the physical or mental Attribute Point Pool, without Hero Points

Points Primary Attribute Score Secondary Attribute Score Tertiary Attribute Score
0 0 0 0
15 10 5 0
25 15 10 0
30 15 10 5
45 20 15 10
50 25 15 10
60 25 20 15
75 30 25 20
90 35 30 25

100 40 35 25
105 40 35 30
120 45 40 35
125 50 40 35




CFAPTER TWO: CFARACTERD

135 50 45 40
150 55 50 45
175 65 60 50
200 75 65 60
225 80 75 70
250 90 85 75

Once the number of points in a given Attribute has been determined, the designer may use the table
below to determine how those points will be distributed amongst the corresponding set of Attribute

Skills.

Distribution of Points for Attribute Skills based on Attribute Score, without Hero Points

Points Primary Skill Secondary Skill Tertiary Skill
0 0 0 0
5 5 0 0
10 10 0 0
15 10 5 0
20 15 5 0
25 15 10 0
30 15 10 5
35 20 10 5
40 20 15 5
45 20 15 10
50 25 15 10
55 25 20 10
60 25 20 15
65 30 20 15
70 30 25 15
75 30 25 20
80 35 25 20
85 35 30 20
90 35 30 25

As with Discipline Skills, a character designer may always opt to assign any points allocated to an
Attribute Skill to either the general Skill or to any specialization or combination of specializations, with
the general assumption that a designer building a character in a hurry will simply assign points to the
general Skill.

Once the Attribute Skill scores have been set, the character's derived statistics and finishing touches
can be determined using the methods discussed in the general character creation procedure.
Characters created through the rapid routine are usually assumed to be the minimum Adult age for
the species. If an older or younger character is needed by the designer, the character can be adjusted
as they see fit but the designer should be ready to apply any changes that might need to be made
due to life stages. Characters created through the rapid routine are assumed to be of average mass
and long dimension for their species (assume results of 3 on any die roll for mass and long
dimension). In situations where there is some sexual dimorphism, the player may either select a
gender at random or use a roll of 1d2 to make a final selection (a result of one indicating male and
two indicating female or whatever results are appropriate to the species). All other aspects of the
character (such as a name, handedness, distinguishing marks, history and personality) are left up to
the designer to fill in at their own discretion.
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At this point, the creator can either decide to call the character done or go ahead and give them
equipment. Each archetype table includes a short "starting package" consisting of several basic pieces
of equipment a character of that archetype is likely to own as well as its cost and effect to their
resultant total encumbrance class. The designer may choose to give their character money and
equipment as normal or use the indicated starting package. If an equipment package is used, the
designer will need to roll for the character's money. This is usually a 3d5 roll multiplied by €30,
adding or subtracting one die for every five points in the character's Wealth trait; the result is the
amount of money they have on hand. Some archetypes will roll more or fewer dice for money;
designers should check the archetype's notes before making any roll. If a character would end up
rolling a negative number of dice, the designer may choose to either give the character no money at
all or roll the equivalent number of dice and apply it as an outstanding debt. In addition to the gear
indicated, creators may choose up to two additional pieces of equipment to add to the character at
their own discretion. All gear in the starting package is subtracted from the character's starting
money; if they cannot afford the starting package, any amount remaining to be paid off is applied as
an outstanding debt. If a holster is indicated in the character's starting package (either by itself or as
part of an ouffit), they may be given a weapon of the designer's choice; the cost of the weapon is not
subtracted from the character's starting money. Characters belonging to certain archetypes may also
have armor added to their starting package without the cost being subtracted from their money;
archetypes that allow for free armor are indicated in their notes. Finally, it should be noted that some
of the gear is designed for characters from more advanced societies, which may not be applicable to
those from more primitive civilizations. Characters from Metal Age societies will need to have any
Chronometer removed; ones from Stone Age societies will need to have any Wallet removed as well.
In both cases, the designer may choose whether or not they want to subtract the cost of the removed
gear from the cost of the starting package.

The starting package is okay for most minor characters, but sometimes a designer will want a
character to be instantly ready for high adventure (or perhaps they just want them to have more crap
available). In those cases, the designer may decide to give them a fast pack, a pre-selected set of
gear designed to be useful in most adventuring situations. Fast packs have been built around the
idea of using a Wilderness Backpack (a staple of role-playing games and one of the largest container
objects in WCRPG) as the primary container for the gear; hence the name. As with the starting
package, this cost of this gear is subtracted from the character's money; if they cannot afford to
purchase a fast pack, they may take on any remaining amount as a debt as with the starting package
(though coupling debt from the purchase of a fast pack with an already existing debt is not
recommended). Six of the fast packs are "crew packs" designed for specific capital ship
crewmembers; these packs are generally a lot more expensive than the others, so designers are
welcome to say that they are "ship's property" rather than inflicting any personal cost upon a
character. Gear in crew packs includes Starfaring Age equipment, so their use is not recommended
for members of more primitive societies. Five "wilderness packs" for Starfaring, Industrial and Metal
Age societies are also available for more general adventuring purposes. One of these may be
selected using a 1d5 roll for the character's technological level or selected at the creator's discretion.
There is also one fast pack available for Stone Age societies. The EC and size of the individual pieces
of equipment in the packs is included; this has been done in case the total size of EC of the pack is
too much for a character and if the designer would like to make adjustments (it's generally
recommended that the second or third largest item be removed from a pack first if necessary, as the
largest item usually is what makes a pack unique). The specific contents of the various fast packs are
outlined in the table below:
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Name

Science Officer's Crew
Pack

Navigator's Crew
Pack

Engineer's Crew Pack |€2,153.45

Communications
Officer's Crew Pack

Doctor's Crew Pack |€1,507.95

Security Officer's Crew
Pack

Stone Age Wilderness
Pack

Metal Age Wilderness
Pack One

Metal Age Wilderness
Pack Two

Metal Age Wilderness
Pack Three

Metal Age Wilderness
Pack Four

Metal Age Wilderness
Pack Five

Industrial Age
Wilderness Pack One

Industrial Age
Wilderness Pack Two

Industrial Age
Wilderness Pack Three

Industrial Age
Wilderness Pack Four

Industrial Age
Wilderness Pack Five

Starfaring Age
Wilderness Pack One

Cost

€911.35

€263.15

€443.70

€411.50

€56.40

€88.10

€77.85

€110.25

€71.75

€102.55

€112.75

€106.60

€132.75

€82.40

€85.90

€99.55

TEC

36

28

32

35

32

32

16

45

37

44

43

46

37

34

42

36

45

37

Total

Size

369

105

353

140

353

353

416

341

756

382

621

34

w

276

755

24

o~

433

343

Fast Packs
Equipment Included

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Small Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5;
32), Environmental Scanner (EC4; 16), Science Kit (EC8; 256).

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Small Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5;
32), Hand-held Global Navigation/Triangulation System (EC2; 4), Compass (EC2; 4).

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Small Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5;
32), Engineering Toolkit (EC8; 256).

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Large Battery x2 (EC3; 8), Matches (EC2; 4), Canteen (EC5; 32), P-Ration
(EC5; 32), Translator (EC2; 4), Distress Beacon (EC5; 32).

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Small Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5;
32), Medical Kit (EC8; 256).

Backpack (Wilderness), PDA (EC2; 4), Ship-Linked Communicator (EC3; 8), Flashlight (Terrain-
Proof) (EC4; 16), Small Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5;
32), Security Kit (EC8; 256).

Backpack (Wilderness), Hip Pack, Luxury Food* (1wk) (EC5; 32), Rope (EC5; 32), Back Holster,
Hip Holster, Quiver (EC3; 8).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Acid Vial (EC2; 4), Matches (EC2; 4),
Canteen (EC5; 32), Luxury Food* (1wk) (EC5; 32), Mess Kit (EC7; 128), Weapon
Cleaning/Repair Kit (EC2; 4), Lockpick Kit (Mechanical) (EC2; 4), Soda (EC6; 64), Bandage
(EC4; 16).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Acid Vial (EC2; 4), Matches (EC2; 4),
Canteen (EC5; 32), Luxury Food* (1wk) (EC5; 32), Journalist's Notepad (EC2; 4), Pencil (ECO;
1), Weapon Cleaning/Repair Kit (EC2; 4), Mess Kit (EC7; 128), Handcuffs (Metal) (EC2; 4).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Acid Vial (EC2; 4), Matches (EC2; 4),
Canteen (EC5; 32), Luxury Food* (1wk) (EC5; 32), Backpack Tent (EC9; 512), Rope (EC5; 32),
Lockpick Kit (Mechanical) (EC2; 4), Weapon Cleaning/Repair Kit (EC2; 4), Handcuffs (Metal)
(EC2; 4).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Acid Vial (EC2; 4), Matches (EC2; 4),
Canteen (EC5; 32), Luxury Food* (1wk) (EC5; 32), Mess Kit (EC7; 128), Compass (EC2; 4),
Hip Flask (EC1; 2), Tarp (EC5; 32), Bandage (EC4; 16).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Acid Vial (EC2; 4), Matches (EC2; 4),
Canteen (EC5; 32), Luxury Food* (1wk) (EC5; 32), Mess Kit (EC7; 128), Compass (EC2; 4),
Rope (EC5; 32), Field Binoculars (EC8; 256), Chewing Gum (ECO; 1).

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), Canned Food (1wk) (EC5; 32), Mess
Kit (EC7; 128), Weapon Cleaning/Repair Kit (EC2; 4), Multi-Tool (EC1; 2), Purification Tablets
(EC2; 4)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), Canned Food (1wk) (EC5; 32), Toiletry
Kit (EC6; 64), Mechanical Pencil (ECO; 1), Journalist's Notepad (EC2; 4), Multi-Tool (ECT; 2)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), Canned Food (1wk) (EC5; 32),
Backpack Tent (EC9; 512), Rope (EC5; 32), Lockpick Kit (Mechanical) (EC2; 4), Multi-Tool
(EC1; 2)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), Canned Food (1wk) (EC5; 32), Duct
Tape (Mini Roll) (ECO; 1), Mechanical Lubricant (EC3; 8), Thermos Bottle (EC4; 16), Hotplate

(EC4; 16)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), Canned Food (1wk) (EC5; 32), Toiletry
Kit (EC6; 64), Mess Kit (EC7; 128), Compass (EC2; 4), Rope (EC5; 32)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5; 32), Mess Kit (EC7;
128), Weapon Cleaning/Repair Kit (EC2; 4), Multi-Tool (EC1; 2), Purification Tablets (EC2; 4)
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Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
€93.40 |34 | 276 | Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5; 32), Toiletry Kit (EC6;
64), Mechanical Pencil (ECO; 1), Journalist's Notepad (EC2; 4), Multi-Tool (EC1; 2)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
€119.55 |42 | 755 Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5; 32), Backpack Tent
(EC9; 512), Rope (EC5; 32), Lockpick Kit (Mechanical) (EC2; 4), Multi-Tool (EC1; 2)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small

Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5; 32), Duct Tape (Mini

Roll) (ECO; 1), Mechanical Lubricant (EC3; 8), Thermos Bottle (EC4; 16), Fire Jelly Can (EC4;
16)

Backpack (Wilderness), Hip Pack, Bedroll (EC7; 128), Flashlight (Domestic) (EC3; 8), Small
€72.70 |45 | 433 | Battery (ECO; 1), Matches (EC2; 4), Canteen (EC5; 32), P-Ration (EC5; 32), Toiletry Kit (EC6;
64), Mess Kit (EC7; 128), Compass (EC2; 4), Rope (EC5; 32)

Starfaring Age
Wilderness Pack Two

Starfaring Age
Wilderness Pack Three

Starfaring Age

Wilderness Pack Four €62.20 |36 | 246

Starfaring Age

Wilderness Pack Five

Lefs go through a proctical example fo see how the rapid creation routine works,; we'll create a
generic Jarma trader. We'll need the Trader archetype for this example. Grabbing the racial stats for
the Jarma, we know that they have 150 building points in their physical Attribute point pool, 175 in
their mental Attribute pool and 220 points in their Discipline pool. Jarma also have the Hunted
Complication at -10 due fo their being considered a delicacy by the Haggans. Now we roll 1d5 to
defermine the trader’s Traits: the result is one. Checking the template, we see that the result
corresponds fo a Trait set of Reputation at +5 and Greed ot -5. We'll add the previously

indicated Hunted Complication to these Traits; simple enough.

Disciplines are next; again, there are 220 poinfs in the trader's Discipline Point Pool. We first need tfo
consult the various tables fo see how many points go info the various Disciplines. The archetype lists
Communications as the top Discipline, followed by Science, Navigation, Command, Tactical,
Engineering and finally Medlicine. Checking the table for 220 points, we see the point distributions
are 50, 45, 35, 30, 25, 20 and 15. Therefore, our Jarma will have 50 points in Communications, 45
in Science and so on.

Looking the Communications Discipline in the archefype fable, we see that the Skill priority order is
Negotiate, then Rapport, then Intimidate, Distress, and finally Translate. Fifty points are allocated fo
this Discipline,; checking the point chart, twenty points go to the primary Discipline Skill, fiffeen fo the
next, ten fo the next, five to the next and none fo the last (as always). So in this case, the character
has twenty points in Negotiate, fiffeen in Rapport, fen in Intimidate, five in Distress and none in
Translate. The rest of the character's Discipline Skills can be determined similarly: we know our
character will have twenty points in Technology and Vehicle Piloting, fiffeen in Archaeology, Security,
Evasive Maneuvers and Damage Control, fen in Piloting, Orientation, Guidance, Marksmanship and
Psychology, and five in Stealth, Coordination, Mechanics and Specialized Medicine. All other
Discipline Skills will receive no points. To keep things simple, we'll assign these points to the Skills
only; no specializations will be assigned.

Aftributes come next. Once again, a Jarma has 150 points in their physical Affribute point pool and
175 in their mental Attribute pool. Checking the template, we see that the Attributes are ranked from
fop to bottom as Charm, Infellect, Acumen, Finesse, Physique and Power. We'll set points for the
mental Attributes first (using the point values indicated in the appropriate chart) simply because
Charm is on top. Charm is the fop mental afttribute, so it will have 65 points assigned fo it. Infellect is
the next highest, so it has sixty points. Acumen is the lowest mental attribute, so itll get fifty points.
The top physical afttribute is Finesse, from the same chart for 150 points, we know itll get fifty-five
points, with Physique receiving fifty and Power receiving 45. Now we check the point and archetype
tables. For a score of sixty-five (the indicated number of points for Charm), the fop Skill gets thirty
points, the middle gets twenty and the botfom one gefs fiffeen. According to the archetype, this
corresponds to a score of thirty in Diplomacy, twenty in Personality and fiffeen in Leadership for our
character. In a similar manner, we know the rest of the character's Skill scores: twenty-five in
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Cunning, twenty in Knowledge, fiffeen in Resourcefulness, menty-five in Performance, fifteen in
Perception, fen in Survival, twenty-five in Hiding and Seeking, twenty in Dodge, fen in Dexterous
Maneuvers, twenty-five in Concentration, fiffeen in Recuperation, fen in Stamina, twenty in Brawling,
fifteen in Three-Dimensional Maneuvers and fen in Lifting. Diplomacy received thirty points, so we
have no choice there but fo fake a specialization, we'll make one called "Pacifying Customers”, which
could certainly be useful for a merchant regardless of their personal ethics. We'll split the Diplomacy
points evenly between the general Skill and the specialization, each receives fifteen. We won't assign
specializations fo any other Skills.

At this point, the character is basically finished, after figuring up their derived stats, we can set a few
finishing touches. The character will be 1.5 mefers in height, 84 kilograms in mass (assuming all
threes on both die rolls), and the minimum Adult age of eleven years old in this case. We'll use the
starting package for the Trader archetype for our character. The Trader archetype is one of those that
has a special roll for money, so we'll roll 4d5. The roll fotals up to eight, so the character has €240.
The starting package costs €45.75, so the character will start out with €194.25 (which is not foo
shabby). Since this is a beginning Trader character, we can be contfent not to give them any other
pleces of equipment for now. We will still go ahead and give them a First Class Slugthrower since the
equipment package does include a Duty Holster and we can get it for free.

Notfe that only two dlie rolls were necessary for this whole process and only one of those was needed
fo defermine any of the character's abilities, all of the point levels were determined upon the selection
of the character’s archetype. Few decisions were really necessary on our part; the biggest one was
probably determining the Diplomacy specialization, which took only a litile bit of thought.

Rapid Creation Routine With Hero Points

As previously mentioned, the rapid character generation routine can be used with hero points, but it
does have a tendency to complicate things and is a bit rigid. This is necessary in order to have pre-
generated results. The rapid character creation routine allows designers to use hero points in pre-
defined increments as a means of boosting the character's Attribute and Discipline scores (which in
turn boosts their Skill scores). For the most part, the procedure is the same as it would be without
hero points; the tricky part is figuring out where all those extra points are supposed to go.

If a designer wants to use hero points, they may roll 1d10 and multiply the result by 100 (zero counts
as ten in this case) or select a multiple of one hundred up to one thousand arbitrarily; this sets the
character's hero point level. Once the number of hero points has been selected, the designer may use
the overall priority lists indicated in the character archetype table to distribute these hero points
amongst the character's Attributes and Disciplines. These points are added to what would be
indicated if the character creator was not using hero points; it's this addition which ultimately
complicates matters. The amounts to be added to each Discipline and Attribute are outlined in the
table below:
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Rapid Generation Routine Hero Point Divisions For Attributes and Disciplines

Hero | Primary |Secondary | Tertiary |Quaternary | Quinary | Senary |Septenary |Primary |Secondary |Tertiary 'Quaternary |Quinary | Senary
Points |Discipline | Discipline |Discipline | Discipline |Discipline |Discipline |Discipline |Atiribute | Attribute |Attribute | Attribute  |Attribute |Attribute

100 40 25 10 0 0 0 0 15 10 0 0 0 0
200 50 40 30 20 10 0 0 20 15 10 5 0 0
300 70 55 40 30 20 10 0 25 20 15 10 5 0
400 80 70 50 40 30 20 10 30 25 20 15 10 0
500 90 80 65 50 40 30 20 35 30 25 20 10 5
600 100 90 80 60 50 40 30 40 35 30 20 15 10
700 110 100 90 75 60 50 40 45 40 30 25 20 15
800 120 110 100 90 70 60 50 50 40 35 30 25 20
900 130 120 110 100 85 70 60 50 45 40 35 30 25
1000 140 130 120 110 100 80 70 55 50 45 40 35 25

The character stills receive the same number of points for their characteristics as they would without
hero points; these points are assigned in the same manner (by categorical priority based on the
number of points in the character's point pools). Once these points have also been allocated to the
character's characteristics, the designer may begin allocating points to specific Skills. When hero
points are being used, the following set of point tables should be used:

Distribution of Points for Discipline Skills based on Discipline Score, with Hero Points

Points |Primary Discipline Skill |Secondary Discipline Skill |Tertiary Discipline Skill |Quaternary Discipline Skill |Quinary Discipline Skill

0 0 0 0 0 0
5 5 0 0 0 0
10 10 0 0 0 0
15 10 5 0 0 0
20 15 5 0 0 0
25 15 10 0 0 0
30 15 10 5 0 0
35 20 10 5 0 0
40 20 15 5 0 0
45 20 15 10 0 0
50 20 15 10 5 0
55 25 15 10 5 0
60 25 20 10 5 0
65 25 20 15 5 0
70 25 20 15 10 0
75 25 20 15 10 5
80 30 20 15 10 5
85 30 25 15 10 5
90 30 25 20 10 5
95 30 25 20 15 5
100 30 25 20 15 10
105 35 25 20 15 10
110 35 30 20 15 10
115 35 30 25 15 10
120 35 30 25 20 10
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[125 | 35 | 30 | 25 | 20 | 15
[130 | 40 | 30 | 25 | 20 | 15
[135 | 40 [ 35 [ 25 | 20 | 15
[ 140 | 40 | 35 | 30 | 20 | 15
[145 | 40 | 35 | 30 | 25 | 15
[ 150 | 40 [ 35 [ 30 | 25 | 20
[155 | 45 | 35 | 30 | 25 | 20
[160 | 45 [ 40 [ 30 [ 25 | 20
| 165 | 45 [ 40 [ 35 | 25 | 20
[170 | 45 [ 40 [ 35 | 30 | 20
[175 | 45 | 40 | 35 | 30 | 25
[180 | 50 | 40 | 35 | 30 | 25
[185 | 50 | 45 | 35 | 30 | 25
[190 | 50 [ 45 [ 40 | 30 | 25
[195 | 50 | 45 | 40 | 35 | 25
[200 | 50 | 45 | 40 | 35 | 30
[ 205 | 55 | 45 | 40 | 35 | 30
[210 | 55 | 50 | 40 | 35 | 30
| 215 | 55 [ 50 [ 45 | 35 | 30
[ 220 | 55 | 50 | 45 | 40 | 30
[225 | 55 | 50 | 45 | 40 | 35
| 230 | 60 [ 50 [ 45 | 40 | 35
| 235 | 60 [ 55 [ 45 | 40 | 35
[240 | 60 [ 55 [ 50 [ 40 | 35
[245 | 60 | 55 | 50 | 45 | 35
[250 | 60 | 55 | 50 | 45 | 40

Distribution of Points for Attribute Skills based on Attribute Score, with Hero Points

| Points | Primary Skill | Secondary Skill | Tertiary Skill
[ o | 0 | 0 | 0
[ 5 5 [ 0 [ 0
[ 10 | 10 | 0 | 0
[ 15 | 10 [ 5 [ 0
[ 20 | 15 | 5 | 0
[ 25 | 15 [ 10 [ 0
[ 30 | 15 [ 10 [ 5
N 20 | 10 | 5
| 40 | 20 | 15 [ 5
[ 45 | 20 | 15 | 10
| 50 | 25 [ 15 [ 10
| 55 | 25 | 20 | 10
| 60 | 25 [ 20 [ 15
| 65 | 30 [ 20 [ 15
| 70 | 30 | 25 | 15
[ 75 | 30 | 25 | 20
| 80 | 35 [ 25 [ 20
[ 85 | 35 [ 30 [ 20
[ 90 | 35 | 30 | 25
[ 95 | 40 | 30 [ 25
[ 100 | 40 | 35 | 25

w1
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105 40 35 30
110 45 35 30
115 45 40 30
120 45 40 35
125 50 40 35
130 50 45 35
135 50 45 40
140 55 45 40
145 55 50 40
150 55 50 45

Once again, designers can make splits and swaps for certain Skills if they wish (as listed in the
previous section). One thing to note about the use of hero points is that it is likely that many Skills will
need to have specializations assigned to them, particularly as the number of hero points goes up. It is
possible for the most advanced characters to have an indicated characteristic score that exceeds the
maximum limits. In those cases, any extra points are lost; they may not be transferred to a different
characteristic.

Once all the building points have been allocated to their Skills, all that remains is to generate the
character's derived stats and add their finishing touches in the same manner as described in the
previous section. For each hundred hero points allocated to the character, their age should be
advanced by 1d5 years (or 1d5 months if that's how their species measures age).

One final thing to note about the procedure with hero points is that there is no stipulation for using
the same archetype table throughout the entire procedure; it is possible for a character to be created
with one archetype, then swap out the archetype table and finish them with a different table. Such
"cross-archetype" characters may occur whenever a character has had a major change in their
vocation at some point in their life. A cross-archetype character receives a one new Talent and one
new Complication from any of the Traits indicated in the new archetype table. They may also roll
one-half the number of dice (rounded down) indicated for additional money. Any subsequent
archetypes used will reduce the amount of dice rolled for money by an additional half (o character
with three archetypes would get one-quarter the number of dice for money and so forth). Characters
do not gain additional equipment when taking a new archetype. In all cases, adding a new table
requires the character to take at least 100 hero points specifically for their new archetype; characters
may not exceed 1000 hero points at any time as a result of adding additional archetype tables.

Here's a practical example of the rapid character generation routine with hero points. Let's again use
the example of a Jarma frader. As with the previous example, we'lll need the Trader archetype and
racial stats for the Jarma. The racial stats for a Jarma (once again) are 150 points in their physical
Attribute building point pool, 175 in their mental Attribute pool and 220 points in their Discipline
pool. Jarma also must have the Hunted Complication at -10,; we'll mix things up a bit and say our
Jarma has Hunted ot - 15 (perhaps he's got more than just Haggans hunting him).

First things first: we need to roll for a Trait set. The 1d5 roll comes up as a five; from the fable, this
gives the character Education at + 10, Linguistic Sense at + 10, and Overconfident at -20; we'll add
the Hunted Complication from the character's race to their Traits. Again, this part is pretty simple.

Now we need fo figure out the number of hero points with which we'll be working. Let's let the dlie
decide, the roll comes up as zero (a ten in this case), which we'll multiply by 100, the character will
have 1,000 hero points, as far as they can go. Checking the Trader template, we see that overall
Communications has the fop priority for Disciplines, followed by Science, Navigation, Command,

~l
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Tactical, Engineering and finally Medicine. For Atiributes, Charm has the top spot, followed by
Infellect, Acumen, Finesse, Physique and finally Power. Now, we need fo look at the hero point
allocation chart to see what points go where. At a thousand points, 140 points go fo the fop
Discipline with ten fewer points per step down in priority, down fo 80 and 70 for the final two
Disciplines. 55 points go to the fop Afiribute with five fewer points per step down and 25 for the final
Aftribute. So in this case, 140 points will go to Communications, Science gets 130, Navigation gets
120, Command gets 110, Tactical gets 100, Engineering gets 80, and Mediicine gets 70. For
Attributes, Charm gets 55 extra points, Infellect gets 50, Acumen gets 45, Finesse gets 40, Physique
gets 35 and Power gefts a palfry 25 poinfs.

Now we can distribute the normal amounts of points for a Jarma using the Trader femplate. Again, a
Jarma has 220 building points in their Discipline pool, which will be distributed as per the chart in the
previous section as 50, 45, 35, 30, 25, 20 and 15 in priority order. These amounts are added to
what was given to the individual Disciplines from hero points. So, the final point totals for the
character’s Disciplines are 190 for Communications (140+50 = 190), 175 for Science, 155 for
Navigation, 140 for Command, 125 for Tactical, 100 for Engineering and 85 for Medicine. We'll go
ahead and distribute Aftribute points while we're at it; the 150 points in the Jarma's physical Atfribute
pool distribute as 55, 50 and 45, while the 175 mental Attribute points distribute as 65, 60 and 50 in
priority order. Adding these amounts to the previously allocated hero points gives us a final fotal of
seventy points in Power (25+45 = 70), ninety-five points for Finesse, eighty-five points for Physique,
110 points for Infellect, ninety-five points for Acumen and 120 points for Charm.

Now we just need fo consult the point allocation and archetype fables fo see how many points each
Discipline Skill receives. Looking at the archetype table for Communications, we see that the priority
order is Negotiate, followed by Rapport, Intimidate, Distress and finally Translate. Checking the
allocation chart for the 190 point entry, we see that fifty points goes fo the top Discipline Skill, forty-
five to the second, forty fo the third, thirty to the fourth and 25 fo the bottom Discipline Skill.
Therefore, the character will have fifly points in Negotiate, forty-five in Rapport, forty in Intimidate,
thirty in Distress and twenty-five in Translate. The rest of the character's Discipline Skills can be
determined in a similar manner; for the sake of brevity, they will not be listed out explicitly here. Note
that each of the Skills has been assigned more than 25 points (except for Translate) and therefore
must have a skill specialization associated with them.

Attribute Skills will be treated similarly. We'll check the allocation and archetype tables once more,
using Charm as the example. For a score of 120 points according to the allocation table, the fop Skill
getfs forty-five points, the next gets forty and the last gets thirty-five. According to the archetype table,
this corresponds fo a score of 45 in Diplomacy, forty in Personality and thiry-five in Leadership for
our character. We can find out the remaining Skill scores in a similar manner, once again for the
sake of brevity, how they're determined won't be spelled out explicitly. The character also has 45
points in Cunning, forty points in Performance and Hiding and Seeking, 35 points in Knowledge and
Concentration, thirty points in Resourcefulness, Perception, Dodge and Recuperation and Brawling,
twenty-five points in Survival, Dexterous Maneuvers and Three-Dimensional Maneuvers, twenty points
in Stamina and fifteen points in Lifting. Again, most of these Attribute Skills will require
specializations.

Since we added a thousand points fo this character, we'll need to advance their age by 10d5 years.
Rolling this amount comes out as thirty-five, which we'll add to the minimum Adult age of eleven,
resulting in an age of forty-six and making our character one old lizard - Old Age, just short of the
Venerable Age threshold. We'll need to adjust scores to reflect the increase in age, this means
subtracting 15 points from physical Attributes (remember that these adjustments are cumulative for all
life stages) and adding ten points to all mental Attributes, the easiest way fo adjust the points is simply

-l
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fo add the ten points to the fop priority mental Attribute Skills and subtract the 15 from the lowest
priority physical Aftribute Skills.

At this point, our character is basically complete. After figuring up their derived stats, we can make a
few finishing fouches. The character will be 1.5 meters in height and 84 kilograms in mass (assuming
all threes on the die rolls). We'll use the starting package as listed in the Trader archetype for the
character. Rolling 4d5 for money (again, a special roll due to the archetype) comes up as a fen, the
character thus has €300 for purchases. We can go ahead and add a little more to this character
given their level of advancement. We might like to give the character the Communications Officer's
Crew Pack since most of that gear might be handly for fraders, but we don't want to put the character
in debt necessarily, so we'lll pick a Starfaring Age Wilderness Pack. Rolling d5 comes up as a four, so
we'll go with the fourth pack, costing the character €62.20 and taking them down to €192.05. We
can also pick up fo two more pieces of gear for the character; we'll go with a Short-Range
Communicator and a Translator, which combined add €57.25 fo the cost of their gear, bringing the
character to €134.80 and four to the character's EC. There's more than enough room left over in the
pack for the extra equipment, so we'lll put it in there. Finally, the starting package comes with a hip
holster, so we can pick a weapon free of charge, we'lll go with a Second Class Dazzler. Why not, this
guy's being hunted, affer all.

Notfe that the only real decisions necessary in this entire were the selection of the character's gear and
skill specializations. For all Skills and Traits, all of the point allocations were established upon the
defermination of the number of hero points involved. Few decisions were absolutely necessary on our
part past that point, it just fook a little longer fo create the character due fo the extra steps involved
and due fo the decisions we made with the character's gear.

2.4: ARCHETYPES

This sub-Chapter presents the archetype tables. Higher priority Attributes/Disciplines are listed above
lower priority characteristics; their associated Skills are listed to their immediate right. Skills on the
left-hand side of the row have the highest priority under a characteristic, while those on the left have
lowest priority. Located immediately below the Attribute priority sets are the potential Trait sets. Each
Trait set corresponds to a possible result on a 1d5 roll; the character will use the Trait set whose
associated number matches the result of the roll. Finally, all tables contain a rudimentary equipment
package. Because these archetype tables are designed to apply to peoples with various technological
levels, none of the packages include any Starfaring Age technology. Debit Chits and Chronometers
are Industrial Age technology; corresponding items can be substituted for them in the event that the
character involved is from a more primitive society.

Administrator

It seems that no matter where one travels, one always finds someone whose job is merely to direct
other people's work without doing much of it themselves. That's the job of an administrator: to direct,
manage, execute, dispense and be a pain in the ass to all of their underlings.

Administrator

Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Intimidate Negotiate Rapport Translate Distress
Command Coordination Inspire Security Guidance Strategy
Science Technology Archaeology | Typhonology Planetology Geology
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation

|
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Tactical Evasive Maneuvers |Marksmanship Ballistics Targeting Combat Maneuvers
Medicine Specialized Medicine | Psychology | Infensive Care Treatment Xenobiology
Engineering Damage Control Mechanics  |Infernal Systems Defenses FOSZ:Z;Z:C i/:g/#
Attribute Primary Secondary Tertiary
Charm Diplomacy Leadership Personality
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Performance Survival
Finesse Dodge Hiding and Seeking Dexterous Maneuvers
Power Three-Dimensional Maneuvers Brawling Lifting
Physique Concentration Recuperation Stamina
1 Reputation +5, Greed -5
2 Reputation +5, Social Status +5, Glutton -10
Traits 3 Reputation +5, Education +5, Contacts +5, Allergic (Pollen) -15
4 Reputation +5, Memory +5, Math Expert +10, Lecherous -10, Impulsive -10
5 Wealth +10, Luck +5, Addicted (Stimulants) -5, Glutton -5, Overconfident -5

Equipment: Civilian Formal Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €100.80, TEC 1.

Artisan

Artisans are skilled manual workers who use tools and machinery in a particular craft. They are
masters of that craft, building functional objects that are oftentimes beautiful as well.

Artisan
Discipline Primary Secondary Tertiary Quaternary Quinary
Engineering  |/nfernal Systems | Damage Control Mechanics Defenses FHSZ;ZZ’ZIZ_C@/:QM
Communications Negotiate Rapport Intimidate Distress Translate
Science Planetology Archaeology Geology Typhonology Technology
Navigation Orientation Vehicle Piloting Astrogation Stealth Starship Piloting
Tactical Marksmanship Targeting Ballistics Evasive Maneuvers Combat Maneuvers
Command Inspire Guidance Security Coordination Strategy
Medicine Psychology | Specialized Medicine |Intensive Care Treatment Xenobiology
Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Intellect Resourcefulness Cunning Knowledge
Physique Concentration Recuperation Stamina
Power Lifting Three-Dimensional Maneuvers Brawling
Acumen Performance Perception Survival
Charm Diplomacy Personality Leadership
1 Reputation +5, Mechanical Sense +5, Education -5, Wealth -5
2 Reputation +5, Reflexes +5, Amputee (Motor) -10
Traits 3 Reputation +10, Social Status +5, Obsessed (Perfection) -15
4 Mechanical Sense +15, Discipline +5, Tightwad -20
5 Reputation +5, Social Status +5, Wealth +10, Overconfident -20

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.
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Assassin

In every society, there are people in positions of fame and/or power that can rally huge numbers to
whatever causes they support. This usually means that there are other people that want those people
permanently silenced. The assassin's job is to do the silencing by whatever means are most expedient.

Assassin
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Intimidate Distress Negotiate Translofe
Command Security Guidance Strategy Coordination Inspire
Science Technology Archaeology Planetology Geology Typhonology
Tactical Evasive Maneuvers Targeting Marksmanship Ballistics Combat Maneuvers
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Engineering Damage Control |Internal Systems | Mechanics Defenses FGSZ:ZZZ.'C Lsig/#
Medicine Specialized Medicine |  Psychology Xenobiology | Intensive Care Treatment
Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Charm Personality Diplomacy Leadership
Acumen Performance Perception Survival
Intellect Resourcefulness Cunning Knowledge
Physique Concentration Stamina Recuperation
Power Three-Dimensional Maneuvers Brawling Lifting
1 Reputation +5, Overconfident -5
2 Reputation +5, Luck +5, Impulsive -10
3 Reputation +10, Reflexes +5, Overconfident -15
4 Luck +5, Reflexes + 1, Discipline +5, Impulsive -10, Social Status -10
5 Luck +10, Discipline +5, Social Status -15

Equipment: Civilian Street Casual Ouffit, Boots, Pocket Holster, Wallet, Deluxe Chronometer. Cost: €51.25, TEC 1.
Athlete

These are generally worthless members of society who somehow manage to con other people into
thinking it's worth paying to go see them exercise. Athletes are people who actively participate in

physical sports; they are really little more than glorified players of games, though there's no denying
their awesome physical prowess.

Athlete
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Strategy Inspire Coordination Guidance Security
Communications Rapport Intimidate Negotiate Translote Distress
Tactical Evasive Maneuvers | Targeting Marksmanship Combat Maneuvers Ballistics
Navigation Vehicle Piloting | Orientation Stealth Starship Piloting Astrogation
Medicine Intensive Care | Xenobiology | Specialized Medicine Treatment Psychology
Science Archaeology Technology Planetology Geology Typhonology
Engineering Damage Control | Defenses Mechanics Internal Systems | Faster-Than-Light Mechanics
Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Physique Stamina Concentration Recuperation
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Power Three-Dimensional Maneuvers Brawling Lifting
Acumen Perception Performance Survival
Charm Leadership Personality Diplomacy
Intellect Cunning Knowledge Resourcefulness
1 Comeliness +5, Obsessed (Glory) -5
2 Discipline +5, Reputation +5, Addiction (Stimulants) -10
Traits 3 Comeliness +5, Discipline +5, Reflexes +5, Obsessed (Glory) -15
4 Discipline +5, Reputation +10, Reflexes +5, Overconfident -10, Addiction (Alcohol) -10
5 Comeliness +10, Reputation +5, Overconfident -15

Equipment: Civilian Street Casual Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €45.55, TEC 1.

Notes: Characters using this archetype may roll 5d5 for starting money.

Barkeeper

Most societies need places where people can go to relax and forget their worries for a while.
Barkeepers perform this function through the skill of bartending, mixing liquid chemicals (particularly
those that cause intoxication when consumed in excess) in just the right proportions to generate
various drinks.

Barkeeper
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Translate Rapport Negotiate Intimidate Distress
Science Planetology Archaeology Geology Technology Typhonology
Medicine Specialized Medicine | Intensive Care Psychology Treatment Xenobiology
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Tactical Marksmanship Targeting Evasive Maneuvers Ballistics Combat Maneuvers
Engineering Internal Systems | Damage Control Mechanics Defenses Fas/;re:g:;};i/:ghf
Command Security Coordination Guidance Inspire Strategy
Attribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Charm Personality Diplomacy Leadership
Intellect Knowledge Resourcefulness Cunning
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Physique Concentration Stamina Recuperation
Power Brawling Three-Dimensional Maneuvers Lifting
1 Discipline +5, Comeliness +5, Social Status -5, Phobic (Death) -5
2 Discipline +10, Social Status -5, Bleeder -5
3 Discipline +5, Comeliness +5, Memory +5, Intolerant (Mean Drunks) -15
4 Comeliness +5, Memory +5, Reflexes + 10, Phobic (Debt Collectors) -10, Bleeder -10

5 Memory +10, Reflexes +10, Intolerant (Violence) -20

Equipment: Civilian Casual Dress Ouffit, Shoes, Trouser Holster, Wallet, Debit Chit, Chronometer. Cost: €41.00, TEC 1.

Bounty Hunter

Where there is law and order, there are going to be those out there who are doing their level best to

run away from it. Some members of society can turn a tidy profit by doing what it takes to collect
rewards on those who are fleeing from the law, not to mention the rewards offered up by less
scrupulous members of society to catch people fleeing from them.
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Bounty Hunter

Discipline Primary Secondary Tertiary Quaternary Quinary
Tactical Combat Maneuvers | Evasive Maneuvers Targeting Marksmanship Ballistics
Navigation Vehicle Piloting Stealth Starship Piloting Orientation Asfrogation
Science Technology Archaeology Planetology Geology Typhonology
Communications Rapport Intimidate Distress Negotiate Translate
Command Security Guidance Coordination Strategy Inspire
Engineering Damage Control Mechanics Defenses Internal Systems | Faster-Than-Light Mechanics
Medicine Specialized Medicine Intensive Care Xenobiology Psychology Treatment
Attribute Primary Secondary Tertiary
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Acumen Perception Survival Performance
Intellect Resourcefulness Cunning Knowledge
Physique Stamina Concentration Recuperation
Power Three-Dimensional Maneuvers Brawling Lifting
Charm Personality Diplomacy Leadership

Reputation +5, Scientific Sense +5, Overconfident -5, Lecherous -5
Scientific Sense +5, Navigational Sense +5, Overconfident -10
Quick Draw +10, Navigational Sense +5, Greed -15

Reputation +20, Impulsive -5, Greed -10, Lecherous -5

QAW N =

Quick Draw +10, Reflexes + 10, Impulsive -20
Equipment: Military Working Uniform Outfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €72.05, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Business Owner

Commerce is the very life blood of most societies; without it, individuals within it would have to figure
out how and where to get the things they need to survive all on their own, spending time that could
otherwise be used for other endeavors. Some members of society specialize in the procurement of a
particular set of goods; these individuals then often open up their own shops to distribute those goods
and make money in the process.

Business Owner

Discipline Primary Secondary Tertiary Quaternary Quinary
Command Security Inspire Guidance Coordination Strategy
Communications Negotiate Rapport Intimidate Distress Translofe
Engineering Damage Control Mechanics |Internal Systems |  Defenses Fasﬁ;gg;; gg/n‘
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Tactical Evasive Maneuvers |Marksmanship Ballistics Targeting Combat Maneuvers
Science Archaeology Typhonology Technology | Planetology Geology
Medicine Specialized Medicine | Psychology | Infensive Care Treatment Xenobiology
Attribute Primary Secondary Tertiary
Acumen Perception Performance Survival
Infellect Cunning Knowledge Resourcefulness
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Charm Leadership Diplomacy Personality
Physique Concentration Recuperation Stamina
Power Lifting Three-Dimensional Maneuvers Brawling
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Traits

G AW N =

Senses (Sound) +10, Tightwad -5, Reputation -5

Senses (Sound) +5, Greed -5

Contacts +5, Social Status +5, Wealth +5, Greed -15

Wealth +20, Greed -10, Tightwad -5, Health -5

Contacts +10, Social Status +10, Tightwad -10, Reputation -5, Health -5

Equipment: Civilian Casual Dress Outfit, Shoes, Back Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €68.80, TEC 1.

Clerk

Notes: Characters using this archetype may roll 5d5 for starting money.

Clerks are ubiquitous members of society found in any office space or running the cash registers at
any store. They work with records, accounts and letters and are usually the ones doing any actual
work while the owners and administrators are profiting off of them and making policies that
ultimately will negatively affect their jobs.

Discipline

Communications

Science

Navigation

Tactical

Command

Medicine

Engineering

Attribute
Intellect
Finesse

Acumen
Charm

Power

Physique

Clerk
Primary Secondary Tertiary Quaternary Quinary
Rapport Negotiate Distress Translate Intimidate
Archaeology Typhonology Technology Planetology Geology
Astrogation Stealth Orientation Vehicle Piloting Starship Piloting
Evasive Maneuvers Targeting Marksmanship Ballistics Combat Maneuvers
Coordination Guidance Security Inspire Strategy
Specialized Medicine | Intensive Care Psychology Treatment Xenobiology
Damage Control Mechanics Internal Systems Defenses Faster-Than-Light Mechanics
Primary Secondary Tertiary
Knowledge Resourcefulness Cunning
Dexterous Maneuvers Hiding and Seeking Dodge
Performance Perception Survival
Personality Diplomacy Leadership
Lifting Three-Dimensional Maneuvers Brawling
Concentration Recuperation Stamina
1 Health +5, Math Expert +5, Wealth -5, Curious -5
2 Comeliness +10, Curious -5, Education -5
3 Health +15, Wealth -15
4 Health +5, Math Expert +5, Contacts + 10, Intolerant (Unintelligence) -10, Education -10
5 Math Expert +5, Contacts +5, Comeliness +5, Intolerant (Unintelligence) -15

Equipment: Civilian Street Casual Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €20.75, TEC 1.

Commander

Commanders are senior-ranking military officers, typically found in command of large units of
people. These are the guys that make all of the command-level decisions for a group, who send their
soldiers off to achieve strategic objectives or die trying.
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Commander
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Inspire Coordlination Strategy Security Guidance
Tactical Combat Maneuvers Evasive Maneuvers Targeting Ballistics Marksmanship
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Science Technology Archaeology Planetology Geology Typhonology
Medicine Psychology Specialized Medlicine | Intensive Care Treatment Xenobiology
Engineering Damage Control Internal Systems Defenses Faster-Than-Light Mechanics Mechanics
Communications Rapport Negotiate Intimidate Translate Distress
Attribute Primary Secondary Tertiary
Charm Leadership Diplomacy Personality
Physique Concentration Stamina Recuperation
Acumen Perception Performance Survival
Finesse Dodge Dexterous Maneuvers Hiding and Seeking
Intellect Cunning Knowledge Resourcefulness
Power Brawling Three-Dimensional Maneuvers Lifting
1 Discipline +5, Reputation +5, Creed (Protect Nation) -5, Lecherous -5
2 Discipline +5, Social Status +5, Creed (Protect Nation) -10
Traits 3 Discipline +5, Reflexes +5, Quick Draw +5, Impulsive -15
4 Social Status +5, Reputation +10, Reflexes +5, Creed (Protect Nation) -10, Lecherous -10
5 Quick Draw +10, Reflexes +10, Impulsive -5, Obsessed (Vengeance) -5, Lecherous -10

Equipment: Military Dress Uniform Ouftfit, Military Service Uniform Outfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer.
Cost: €151.90, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Con Artist

A common philosophy amongst most civilizations is that "there is a sucker born every minute". Con
artists are unscrupulous people who take advantage of the fear and gullibility of others to gain their
confidence, usually in an attempt to procure something for themselves. Most have no concern
whatsoever for any feelings hurt by their ultimate and inevitable betrayal; those who do often don't
stay in the business long enough to see a profit.

Con Artist
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Intimidate Rapport Translate Distress
Medicine Specialized Medlicine Psychology Infensive Care Treatment Xenobiology
Command Security Inspire Coordination Guidance Strategy
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Tactical Evasive Maneuvers | Marksmanship Ballistics Targeting Combat Maneuvers
Engineering Mechanics Damage Control | Infernal Systems Defenses Faster-Than-Light Mechanics
Science Technology Archaeology Planetology Typhonology Geology
Attribute Primary Secondary Tertiary
Acumen Perception Performance Survival
Charm Personality Diplomacy Leadership
Intellect Resourcefulness Cunning Knowledge
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Concentration Recuperation Stamina
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Power Brawling Three-Dimensional Maneuvers Lifting

Comeliness +5, Mechanical Sense +5, Greed -5, Luck -5

1

2 Empathic Sense +5, Nerves +5, Greed -10
Traits 3 Comeliness +15, Greed -15

4

Empathic Sense +5, Mechanical Sense +5, Nerves +10, Overconfident -10, Luck -10

5 Comeliness +10, Empathic Sense +10, Overconfident -20
Equipment: Civilian Casual Dress Ouftfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Courtesan

In aristocratic societies or circles one can sometimes find courtesans. Courtesans are kept mistresses
of powerful noblemen, members of a royal family or perhaps even the sovereign himself. They're
really high-class prostitutes, gathering fabulous wealth in exchange for their highly biological
services.

Courtesan
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Rapport Intimidate Translate Distress
Command Security Inspire Guidance Coordination Strategy
Medicine Psychology Specialized Medlicine Treatment Xenobiology Intensive Care
Tactical Evasive Maneuvers Marksmanship Ballistics Targeting Combat Maneuvers
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Science Technology Typhonology Archaeology Planetology Geology
Engineering Damage Control Mechanics Defenses Internal Systems Faster-Than-Light Mechanics
Attribute Primary Secondary Tertiary
Charm Personality Diplomacy Leadership
Acumen Performance Perception Survival
Intellect Cunning Knowledge Resourcefulness
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Physique Stamina Concentration Recuperation
Power Brawling Three-Dimensional Maneuvers Lifting

—_

Comeliness +5, Education +5, Bleeder -5, Allergic (Pollen) -5

2 Contacts +10, Bleeder -5, Social Status -5

3 Comeliness +15, Addiction (Painkillers) -15

4 Contacts +10, Education +5, Reflexes +5, Bleeder -10, Allergic (Shelled Lifeforms) -10

5 Comeliness +10, Reflexes + 10, Allergic (Pollen) -5, Addiction (Hallucinogens) -10, Social Status -5

Equipment: Civilian Formal Dress Ouftfit, Shoes, Pocket Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €105.00, TEC 1.

Notes: Characters using this archetype may roll 4d5 for starting money.

Crime Lord

Crime takes on many forms in all societies. While most crimes are acts of passion committed by
individuals, there are those out there who would use criminal means to gather wealth and power for
themselves. The Crime Lord, though almost never referred to by that title, is the head of an
organization dedicated to such a purpose.
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Crime Lord
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Intimidate Negotiate Rapport Distress Translate
Tactical Combat Maneuvers Marksmanship Ballistics Targeting Evasive Maneuvers
Navigation Stealth Vehicle Piloting Orientation Astrogation Starship Piloting
Command Security Coordination Guidance Strategy Inspire
Science Technology Archaeology Typhonology Geology Planetology
Engineering Internal Systems Damage Control Defenses Mechanics Faster-Than-Light Mechanics
Medicine Psychology Specialized Medicine | Xenobiology | Intensive Care Treatment
Attribute Primary Secondary Tertiary
Intellect Cunning Knowledge Resourcefulness
Charm Personality Leadership Diplomacy
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Concentration Recuperation Stamina
Power Brawling Three-Dimensional Maneuvers Lifting
Acumen Performance Perception Survival
1 Discipline +5, Temper -5
2 Memory +10, Greed -5, Tightwad -5
Traits 3 Contacts +15, Temper -15
4 Discipline +20, Temper -10, Tightwad -10
5 Contacts +10, Memory +10, Greed -20

Equipment: Civilian Formal Dress Outfit, Shoes, Trouser Holster, Back Holster, Wallet, Deluxe Chronometer. Cost: €113.80, TEC 1.

Notes: Characters using this archetype may roll 5d5 for starting money.

Debutant

Every society has its worthless members who don’t work because they choose not to or don't have to
because their family has got so much damn money. Oftentimes these people have absolutely no
understanding of how society actually functions; they're simply content to stick their olfactory organs
up at it.

Debutant
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Distress Negotiate Translate Intimidate
Navigation Astrogation Stealth Vehicle Piloting | Orientation Starship Piloting
Tactical Evasive Maneuvers Targeting Marksmanship | Ballistics Combat Maneuvers
Science Archaeology Typhonology Technology | Planetology Geology
Command Coordination Inspire Guidance Security Strategy
Medicine Psychology Specialized Medicine Treatment | Xenobiology Intensive Care
Engineering Damage Control Defenses Infernal Systems | Mechanics FGSZ:Z;Z;[S@M
Attribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Infellect Cunning Resourcefulness Knowledge
Charm Diplomacy Leadership Personality
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Recuperation Stamina Concentration
Power Three-Dimensional Maneuvers Brawling Lifting
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1 Comeliness +5, Intolerant (Lower Classes) -5
2 Education +5, Memory +5, Jealous (Other Debutants) -10
Traits [Jfe] Wealth +10, Education +5, Intolerant (Lower Classes) -15
4 Wealth +20, Intolerant (Lower Classes) -10, Discipline -5, Lecherous -5
5 Comeliness +10, Memory +5, Discipline -5, Lecherous -5, Jealous (Other Debutants) -5

Equipment: Civilian Formal Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €100.80, TEC 1.

Notes: Characters using this archetype may roll 7d5 for starting money.

Deckhand

Most professions require some folks to perform the back-breaking manual labor. For nautical
professions (and by extension any starfaring professions in those societies that have them), those jobs
are reserved for deckhands. They can best be thought of as skilled laborers with particular emphasis
on the technical and mechanical aspects of their jobs.

Deckhand
Discipline Primary Secondary Tertiary Quaternary Quinary
Engineering  |Damage Control | Mechanics Defenses Internal Systems | Faster-Than-Light Mechanics
Science Technology Geology Archaeology Typhonology Planetology
Medicine Intensive Care | Xenobiology |Specialized Medicine Psychology Treatment
Tactical Marksmanship Ballistics Targeting Evasive Maneuvers Combat Maneuvers
Navigation Vehicle Piloting | Orientation |  Starship Piloting Astrogation Stealth
Communications Rapport Intimidate Translote Distress Negotiate
Command Coordination Guidance Security Inspire Strategy
Atiribute Primary Secondary Tertiary
Power Lifting Brawling Three-Dimensional Maneuvers
Physique Concentration Stamina Recuperation
Charm Personality Leadership Diplomacy
Intellect Knowledge Resourcefulness Cunning
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Acumen Perception Performance Survival
1 Discipline +5, Creed (Ship) -5
2 Reflexes +5, Ambidexterity +5, Nerves -10
3 Mechanical Sense +15, Health -15
4 Discipline +5, Reflexes +5, Mechanical Sense +10, Nerves -10, Health -10

5 Discipline +5, Reflexes +5, Ambidexterity +5, Creed (Ship) -15
Equipment: Military Service Uniform Ouffit, Military Working Uniform Ouffit, Boots, Wallet, Debit Chit. Cost: €68.75, TEC 1.

Diplomat

Diplomats are people who are accredited to officially represent a government or organization in its
relations with other entities. They therefore perform a vital political role in society by making sure
things go the way their head of state wants them to go.
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Diplomat
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Rapport Translafe Intimidate Distress
Command Inspire Guidance Coordination Strategy Security
Medicine Psychology Specialized Medlicine Intensive Care Treatment Xenobiology
Science Technology Archaeology Typhonology Planetology Geology
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Tactical Evasive Maneuvers Marksmanship Targeting Ballistics Combat Maneuvers
Engineering Internal Systems Defenses Damage Control Mechanics Faster-Than-Light Mechanics
Attribute Primary Secondary Tertiary
Charm Diplomacy Leadership Personality
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Performance Survival
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Concentration Stamina Recuperation
Power Three-Dimensional Maneuvers Lifting Brawling
1 Contacts +5, Nerves -5
2 Social Status +10, Phobic (Arachnids) -5, Bleeder -5
3 Linguistic Sense +5, Social Status +5, Reputation +5, Nerves -15
4 Contacts +20, Nerves -5, Phobic (Arachnids) -10, Addiction (Stimulants) -5
5 Linguistic Sense +10, Reputation +5, Phobic (Reptilians) -5, Addiction (Hallucinogens) -5, Bleeder -5

Doctor

Equipment: Civilian Formal Dress Outfit, Shoes, Wallet, Debit Chit. Cost: €75.00, TEC 1.

Doctors are individuals who spent far too much time in their society's higher seats of learning with the
goal of making as much money as possible. With this goal in mind, doctors have been highly
educated in the medicinal disciplines and possess the highest degree of knowledge and skill possible
when it comes to their application. Ostensibly.

Doctor
Discipline Primary Secondary Tertiary Quaternary Quinary
Medicine Intensive Care | Specialized Medicine Xenobiology Treatment Psychology
Science Technology Planetology Archaeology Geology Typhonology
Communications Rapport Distress Intimidate Translofe Negotiate
Command Guidance Coordination Inspire Strategy Security
Engineering Infernal Systems Mechanics Faster-Than-Light Mechanics | Damage Control Defenses
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Tactical Evasive Maneuvers | Marksmanship Targeting Ballistics Mii:zfjvzfrs
Attribute Primary Secondary Tertiary
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Performance Survival
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Concentration Stamina Recuperation
Charm Personality Diplomacy Leadership
Power Lifting Three-Dimensional Maneuvers Browling
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Education +5, Discipline +5, Creed (No Harm) -5, Addiction (Stimulants) -5

Discipline +5, Nerves +5, Honest -10

Traits Education +10, Empathic Sense +5, Overconfident -15

AW N -

Empathic Sense +20, Honest -10, Overconfident -5, Addiction (Painkillers) -5
5 Education +10, Nerves +5, Creed (No Harm) -15
Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Notes: Characters using this archetype may roll 5d5 for starting money.

Drunkard

Drunkards are unique individuals that spend their free time converting their hard earned cash into
infoxicating beverages, which they then use to poison themselves to a point of near death, usually
also at the cost of any meaningful relationships with family and friends. They may be skilled at what
they do for a living, but they're largely good for nothing after hours.

Drunkard
Discipline Primary Secondary Tertiary Quaternary Quinary
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Communications Intimidate Negotiate Distress Rapport Translafe
Tactical Evasive Maneuvers Targeting Combat Maneuvers | Marksmanship Ballistics
Engineering Internal Systems | Damage Control Mechanics Defenses Faster-Than-Light Mechanics
Medicine Specialized Medlicine | Xenobiology Psychology Treatment Infensive Care
Science Geology Archaeology Planetology Typhonology Technology
Command Guidance Strategy Security Inspire Coordination
Attribute Primary Secondary Tertiary
Physique Stamina Recuperation Concentration
Power Brawling Lifting Three-Dimensional Maneuvers
Charm Personality Leadership Diplomacy
Intellect Knowledge Cunning Resourcefulness
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Acumen Perception Performance Survival
1 Luck +5, Navigational Sense +5, Addiction (Alcohol) -5, Crude -5
2 Navigational Sense +10, Crude -5, Lecherous -5
3 Luck +10, Contacts +5, Addiction (Alcohol) -15
4 Luck +20, Crude -10, Temper -10
5 Navigational Sense +10, Contacts + 10, Addiction (Alcohol) -10, Temper -5, Lecherous -5

€ngineer

Equipment: Civilian Street Casual Ouftfit, Shoes, Wallet, Debit Chit. Cost: €19.75, TEC 1.

Engineers are individuals who devote themselves to finding technical solutions to physical problem:s.
In Starfaring Age societies, engineers are primarily in charge of maintaining a capital ship's engines
and repairing any critical systems. In a sense, they are highly skilled, highly educated mechanics.
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Engineer
Discipline Primary Secondary Tertiary Quaternary Quinary
Engineering Internal Systems | Damage Control | Faster-Than-Light Mechanics Mechanics Defenses
Science Technology Geology Archaeology Planetology Typhonology
Navigation Vehicle Piloting Orientation Astrogation Starship Piloting Stealth
Command Inspire Coordination Guidance Security Strategy
Communications Rapport Intimidate Distress Negotiate Translate
Tactical Targeting Ballistics Combat Maneuvers Evasive Maneuvers Marksmanship
Medicine Specialized Medlicine |  Xenobiology Intensive Care Psychology Treatment
Attribute Primary Secondary Tertiary
Intellect Resourcefulness Knowledge Cunning
Physique Stamina Concentration Recuperation
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Charm Personality Leadership Diplomacy
Acumen Perception Performance Survival
Power Lifting Brawling Three-Dimensional Maneuvers
1 Mechanical Sense +5, Math Expert +5, Wealth -5, Social Status -5
2 Education +10, Wealth -5, Luck -5
Traits 3 Mechanical Sense +15, Addiction (Alcohol) -15
4 Mechanical Sense +20, Luck -10, Social Status -10
5 Math Expert +10, Education +10, Addiction (Stimulants) -20

Equipment: Military Working Uniform Ouftfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Entertainer

The need to distract oneself from the humdrum routine of one's life is a constant throughout most
societies. Some members of those societies take it upon themselves to make it a point to distract
others; these individuals usually have one field in which they specialize, such as acting.

Discipline
Communications
Navigation
Command
Tactical
Science
Medicine
Engineering
Attribute
Charm
Physique
Acumen
Finesse
Intellect

Power

Entertainer
Primary Secondary Tertiary Quaternary Quinary
Negotiate Rapport Translate Intimidate Distress
Vehicle Piloting Stealth Orientation Astrogation Starship Piloting
Security Inspire Coordination Guidance Strategy
Evasive Maneuvers Marksmanship Ballistics Targeting Combat Maneuvers
Technology Archaeology Typhonology Planetology Geology
Psychology Specialized Medlicine Intensive Care Treatment Xenobiology
Internal Systems Mechanics Damage Control | Defenses Faster-Than-Light Mechanics
Primary Secondary Tertiary
Diplomacy Personality Leadership
Concentration Stamina Recuperation
Performance Perception Survival
Dexterous Maneuvers Hiding and Seeking Dodge
Knowledge Cunning Resourcefulness
Lifting Brawling Three-Dimensional Maneuvers
1 Reflexes +5, Health +5, Impulsive -5, Addiction (Hallucinogens) -5

Health +10, Impulsive -5, Lecherous -5
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Executioner

3 Reflexes +10, Contacts +5, Intolerant ("Little" People) -15
4 Comeliness +20, Intolerant ("Little" People) -5, Addiction (Hallucinogens) -10, Lecherous -5
5

Reflexes +10, Contacts +5, Comeliness +5, Impulsive -20
Equipment: Civilian Casual Dress Ouftfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

In societies that practice capital punishment, there's gotta be a guy that throws the switch, swings the
weapon or pulls the trigger. Executioners are individuals whose job is simply to kill people, albeit
those whom their society has deemed unworthy to continue living in it. The job probably pays well but
one can't help but wonder about the mental state of such individuals...

Discipline Primary Secondary
Command Security Guidance
Tactical Marksmanship Targeting
Communications Rapport Intimidate
Navigation Orientation Vehicle Piloting
Science Geology Planetology
Medicine Psychology Xenobiology
Engineering Defenses Infernal Systems
Attribute Primary
Power Brawling
Finesse Dexterous Maneuvers
Acumen Performance
Physique Concentration
Charm Personality
Intellect Resourcefulness

Traits

Farmer

1

Executioner
Tertiary
Coordination Strategy
Ballistics
Distress

Stealth

Translate

Archaeology
Specialized Medlicine Treatment
Damage Control Mechanics

Secondary

Lifting

Dodge
Survival
Recuperation
Leadership

Knowledge

Quaternary

Combat Maneuvers

Starship Piloting
Typhonology

Quinary
Inspire
Evasive Maneuvers
Negotiate
Astrogation
Technology
Intensive Care
Faster-Than-Light Mechanics
Tertiary
Three-Dimensional Maneuvers
Hiding and Seeking
Perception
Stamina
Diplomacy

Cunning

Discipline +5, Nerves +5, Creed (Law) -5, Reputation -5

Reflexes +5, Quick Draw +5, Temper -10

2

3 Nerves +10, Reflexes +5, Social Status -15

4 Discipline +10, Reflexes +5, Quick Draw +5, Creed (Law) -10, Reputation -10

5 Discipline +10, Nerves +5, Social Status -5, Temper -5, Creed (Law) -5

Equipment: Military Working Uniform Outfit, Boots, Duty (Hip) Holster, Back Holster, Wallet, Debit Chit, Chronometer. Cost: €55.25, TEC 1.

Farmers are the unsung backbone of most societies. Their job is to oversee the growth and
development of edible flora, protecting it from being consumed by pests until it can be harvested for
consumption. In most societies, farmers provide the bulk of whatever food is available.

Discipline
Science
Navigation
Tactical

Command

Farmer
Primary Secondary Tertiary Quaternary
Planetology Typhonology Archaeology Technology
Orientation Vehicle Piloting Astrogation Stealth
Marksmanship Targeting Ballistics | Evasive Maneuvers
Security Coordination Guidance Inspire

Quinary
Geology
Starship Piloting
Combat Maneuvers

Strategy
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Faster-Than-Light

Engineering | Damage Control Mechanics Defenses Internal Systems Mechonics
Medicine Xenobiology | Specialized Medicine | Psychology Intensive Care Treatment
Communications Rapport Intimidate Distress Translate Negotiate
Attribute Primary Secondary Tertiary
Physique Stamina Concentration Recuperation
Finesse Dodge Dexterous Maneuvers Hiding and Seeking
Acumen Survival Perception Performance
Power Lifting Three-Dimensional Maneuvers Brawling
Charm Personality Diplomacy Leadership
Infellect Knowledge Resourcefulness Cunning
1 Scientific Sense +5, Health +5, Wealth -5, Nerves -5
2 Memory +10, Social Status -5, Education -5
3 Scientific Sense + 15, Wealth -15
4 Scientific Sense +20, Nerves -5, Social Status -5, Education -10
5 Health +10, Memory +10, Wealth -20

Equipment: Civilian Street Casual Outfit, Boots, Wallet, Chronometer. Cost: €22.25, TEC 1.

Notes: Characters using this archetype may roll 2d5 for starting money.

Fence

Certain criminals make a living by stealing valuable objects from other people; once they're obtained,
it only remains to try and convert the item into cold, hard cash. Fences are unscrupulous businessmen
whose job it is to find buyers for the stolen merchandise, usually making a little money for themselves
in the transaction.

Fence
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Rapport Intimidate Distress Translate
Science Technology Archaeology Typhonology | Planetology Geology
Navigation Stealth Vehicle Piloting Orientation | Astrogation Starship Piloting
Tactical Evasive Maneuvers Targeting Marksmanship Ballistics Combat Maneuvers
Engineering Internal Systems Damage Control Mechanics Defenses Fas;;—i:;—cls/ghz‘
Command Coordination Security Guidance Strategy Inspire
Medicine Psychology Specialized Medicine | Xenobiology |Intensive Care Treatment
Attribute Primary Secondary Tertiary
Intellect Cunning Knowledge Resourcefulness
Charm Personality Diplomacy Leadership
Acumen Perception Performance Survival
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Physique Concentration Recuperation Stamina
Power Brawling Three-Dimensional Maneuvers Lifting
1 Contacts +5, Luck +5, Reputation -5, Social Status -5
2 Memory +10, Reputation -5, Social Status -5
3 Luck +15, Math Expert +10, Greed -15
4 Contacts +20, Reputation -5, Greed -10, Tightwad -5
5 Memory +10, Math Expert +5, Tightwad -15

Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.
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Fisherman

Some societies have developed on worlds with a large hydrospheric coverage and a high biodensity.
These societies often send out individuals on seaworthy craft to gather certain lifeforms native to the

hydrosphere as a source of food. The money for the work is good, which is fortunate considering the
high level of personal risk involved.

Fisherman
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Typhonology Technology Geology Archaeology
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Command Security Coordination Strategy Guidance Inspire
Engineering Damage Control Mechanics Internal Systems Defenses Faster-Than-Light Mechanics
Tactical Targeting Marksmanship | Combat Maneuvers | Evasive Maneuvers Ballistics
Medicine Specialized Medlicine | Intensive Care Psychology Xenobiology Treatment
Communications Intimidate Distress Rapport Negotiate Translate
Attribute Primary Secondary Tertiary
Physique Stamina Concentration Recuperation
Acumen Survival Performance Perception
Power Lifting Brawling Three-Dimensional Maneuvers
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Intellect Knowledge Cunning Resourcefulness
Charm Personality Diplomacy Leadership
1 Scientific Sense +5, Wealth -5
2 Luck +10, Education -5, Health -5
3 Memory +15, Wealth -15
4

Scientific Sense +20, Nerves -5, Education -10, Health -5

5 Scientific Sense +5, Memory +5, Luck +5, Nerves -15
Equipment: Civilian Street Casual Outfit, Boots, Pocket Holster, Wallet, Chronometer. Cost: €26.45, TEC 1.

Notes: Characters using this archetype may roll 2d5 for starting money.

Gambler

Gamblers are people who attempt to convert their hard-earned money into even more through
playing games of chance, either with other individuals or through established gaming houses.
Gamblers have a tendency to be flamboyant and extroverted (at least those who are worth their salt).
Unlucky gamblers have a tendency to become vagrants rather quickly.

Gambler

Discipline Primary Secondary Tertiary Quaternary Quinary

Communications Intimidate Negotiate Rapport Translate Distress
Tactical Targeting Evasive Maneuvers Marksmanship Ballistics Mii,:fvzfrs

Science Technology Archaeology Typhonology Planetology Geology
Navigation Stealth Vehicle Piloting Orientation |Starship Piloting Astrogation

Command Security Coordination Inspire Guidance Strategy
Medicine Specialized Medicine Psychology Xenobiology | Intensive Care Treatment

Engineering Mechanics Faster-Than-Light Mechanics | Defenses |Infernal Systems | Damage Control
Attribute Primary Secondary Tertiary

20
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Charm Diplomacy Personality Leadership
Acumen Perception Performance Survival
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Infellect Cunning Resourcefulness Knowledge
Physique Concentration Recuperation Stamina

Power Brawling Three-Dimensional Maneuvers Lifting

—_

Senses (Sight) +5, Comeliness +5, Overconfident -5, Social Status -5

2 Luck +10, Discipline -5, Education -5

Traits 3 Senses (Sight) +5, Comeliness +5, Reflexes +5, Overconfident -15
4 Luck +20, Discipline -5, Education -10, Social Status -5
5 Senses (Sight) +5, Reputation +10, Overconfident -15

Equipment: Civilian Formal Dress Ouftfit, Shoes, Pocket Holster, Wallet, Deluxe Chronometer. Cost: €105.00, TEC 1.

Hired Gun

Whereas mercenaries are professional soldiers of fortune, a hired gun can be any individual who
makes a living by shooting at others. These people tend to be highly skilled in gunplay and are
usually either hired on by a small community to “take care” of small-time thieves or as a cheap
assassin.

Hired Gun
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Security Strategy Coordination Guidance Inspire
Tactical Targeting Ballistics Marksmanship | Combat Maneuvers Evasive Maneuvers
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Communications Intimidate Distress Translate Negotiate Rapport
Science Technology Archaeology Typhonology Planefology Geology
Engineering Defenses Damage Control Mechanics Internal Systems Faster-Than-Light Mechanics
Medicine Specialized Medlicine Xenobiology Psychology Intensive Care Treatment
Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Power Three-Dimensional Maneuvers Brawling Lifting
Physique Stamina Concentration Recuperation
Acumen Perception Performance Survival
Intellect Knowledge Cunning Resourcefulness
Charm Personality Diplomacy Leadership
1 Discipline +5, Greed -5
2 Reputation +5, Luck +5, Overconfident -10
Traits 3 Discipline +15, Greed -15
4 Discipline +5, Quick Draw +10, Luck +5, Lecherous -10, Crude -10

5 Quick Draw +10, Reputation +5, Overconfident -5, Lecherous -5, Crude -5

Equipment: Civilian Casual Dress Ouffit, Shoes, Duty (Hip) Holster, Trouser Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €75.55, TEC
1.
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Housemate

Sometimes households in a society can make do with the income provided by just one adult member.
If there is another adult member in the household, it usually then falls on them to take care of the
household itself. This typically includes all the manual labor involved in keeping it running as well as
the transportation of any offspring.

Housemate
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Technology Typhonology Archaeology Geology
Command Security Inspire Guidance Coordination Strategy
Communications Rapport Negotiate Distress Intimidate Translate
Navigation Orientation Vehicle Piloting Stealth Starship Piloting Astrogation
Medicine Intensive Care Specialized Medicine Psychology Treatment Xenobiology
Tactical Evasive Maneuvers Targeting Marksmanship Combat Maneuvers Ballistics
Engineering Damage Control Internal Systems Mechanics Faster-Than-Light Mechanics Defenses
Attribute Primary Secondary Tertiary
Acumen Survival Perception Performance
Intellect Resourcefulness Cunning Knowledge
Charm Diplomacy Leadership Personality
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Stamina Concentration Recuperation
Power Lifting Three-Dimensional Maneuvers Brawling
1 Discipline +5, Creed (Family) -5
2 Discipline +5, Reflexes +5, Allergic (Pollen) -10
3 Reflexes +15, Creed (Family) -15
4 Discipline +5, Contacts + 10, Jealous (Other Housemates) -10, Lecherous -10
5 Contacts +10, Social Status + 10, Allergic (Pollen) -10, Jealous (Other Housemates) -5, Lecherous -5

Equipment: Civilian Street Casual Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €20.75, TEC 1.

Innkeeper

In any society, people travel to other places for many different reasons. Sometimes their travels take
them far enough away from their place of residence that they are unable to return as the end of a
day grows near, putting them in need of temporary shelter; innkeepers are individuals who operate
businesses that provide it.

Innkeeper
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Translate Rapport Distress Intimidate
Medicine Psychology Infensive Care |Specialized Medicine |  Treatment Xenobiology
Tactical Combat Maneuvers | Evasive Maneuvers Targeting Marksmanship Ballistics
Navigation Orientation Stealth Vehicle Piloting Astrogation Starship Piloting
Science Archaeology Typhonology Planetology Technology Geology
Engineering Internal Systems | Damage Control Mechanics Defenses FOSZ:Z;Z:C i/:gfn‘
Command Security Guidance Coordination Inspire Strategy
Attribute Primary Secondary Tertiary
Charm Diplomacy Personality Leadership
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Acumen Performance Perception Survival
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Intellect Knowledge Resourcefulness Cunning
Power Three-Dimensional Maneuvers Lifting Brawling

Physique Concentration Recuperation Stamina

Contacts +5, Nerves -5

Reputation +5, Math Expert +5, Tightwad -10

Traits

Contacts +10, Reputation +5, Nerves -15

AW =

Wealth +20, Greed -10, Tightwad -10
5 Wealth +10, Contacts +5, Math Expert +5, Greed -20
Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Interpreter

People have a tendency to communicate in their own local dialects and languages. Sometimes,
peoples who don't speak the same language need to interact with each other and for whatever
reason reliable translation technologies aren't available. In those cases, it's the job of interpreters to
translate and facilitate successful communication.

Interpreter
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Translate Rapport Distress Negotiate Intimidate
Science Archaeology Technology Planetology Typhonology Geology
Medicine Psychology Xenobiology Treatment Intensive Care Specialized Medicine
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Command Coordination Guidance Inspire Security Strategy
Engineering Defenses Internal Systems | Mechanics Damage Control | Faster-Than-Light Mechanics
Tactical Evasive Maneuvers Targeting Marksmanship | Combat Maneuvers Ballistics
Atiribute Primary Secondary Tertiary
Intellect Knowledge Resourcefulness Cunning
Acumen Perception Performance Survival
Charm Personality Diplomacy Leadership
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Physique Concentration Recuperation Stamina
Power Three-Dimensional Maneuvers Lifting Brawling
1 Linguistic Sense +5, Contacts +5, Allergic (Pollen) -5, Wealth -5
2 Contacts +5, Senses (Sight) +5, Intolerant (Translator Technology) -10
Traits 3 Linguistic Sense +5, Senses (Sight) +5, Education +5, Allergic (Shelled Creatures) -15
4 Linguistic Sense +20, Impulsive -5, Intolerant (Lower Classes) -5, Wealth -10
5 Contacts +10, Education +10, Impulsive -20

Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Journalist

A journalist is a pain in the ass whose living is made by butting in on other people's lives - often
during their darkest hours - and reporting whatever they find to the general public, using the media
format in which they happen to specialize. Such information is typically called "the news" or current
events. Occasionally the information journalists gather is important in letting people know what
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decisions others have made that will affect their lives; more often, it's merely a dark form of
entertainment.

Journalist
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Translate Negotiate Intimidate Distress
Science Technology Archaeology Typhonology Planetology Geology
Command Coordination Guidance Inspire Security Strategy
Navigation Orientation Vehicle Piloting Stealth Starship Piloting Astrogation
Engineering | /nfernal Systems | Damage Control |  Mechanics Defenses Fasﬁ:gs;fc i/lg/#
Medicine Psychology Intensive Care Xenobiology |Specialized Medlicine Treatment
Tactical Targeting Evasive Maneuvers |Marksmanship Ballistics Combat Maneuvers
Attribute Primary Secondary Tertiary
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Survival Performance
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Charm Diplomacy Personality Leadership
Physique Concentration Stamina Recuperation
Power Brawling Three-Dimensional Maneuvers Lifting

Education +5, Creed (Truth) -5
Luck +10, Nerves -5, Intolerant (Violence) -5
Education +15, Nerves -15

Nerves +20, Intolerant (Violence) -5, Reputation -5, Impulsive -10

QAW N =

Nerves +5, Luck +5, Linguistic Sense +10, Creed (Truth) -20
Equipment: Civilian Casual Dress Ouftfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Laborer

Laborers represent most of the population in any society. These are the people who do the bulk of the
manual labor, getting no credit and precious little pay in the process. They may either be largely
uneducated and unskilled or very educated and just unlucky.

Laborer
Discipline Primary Secondary Tertiary Quaternary Quinary
Engineering | Damage Control | Mechanics Internal Systems Defenses | Faster-Than-Light Mechanics
Navigation Vehicle Piloting | Orientation Stealth Astrogation Starship Piloting
Medicine Infensive Care Psychology | Specialized Medlicine | Treatment Xenobiology
Communications Translate Intimidate Rapport Negotiate Distress
Tactical Targeting Marksmanship | Evasive Maneuvers | Ballistics Combat Maneuvers
Science Archaeology Technology Typhonology Planetology Geology
Command Coordination Security Guidance Inspire Strategy
Attribute Primary Secondary Tertiary
Power Brawling Lifting Three-Dimensional Maneuvers
Physique Stamina Recuperation Concentration
Acumen Performance Survival Perception
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Charm Personality Diplomacy Leadership
Intellect Resourcefulness Knowledge Cunning
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—_

Contacts +5, Luck -5

2 Mechanical Sense +10, Luck -5, Crude -5

Traits 3 Contacts +5, Mechanical Sense +5, Ambidexterity +5, Crude -15
4 Memory +20, Luck -10, Addiction (Alcohol) -10
5 Memory +10, Ambidexterity +5, Addiction (Alcohol) -15

Equipment: Civilian Street Casual Outfit, Boots, Wallet, Debit Chit, Chronometer. Cost: €22.25, TEC 1.

Notes: Characters using this archetype may roll 2d5 for starting money.

Lawyer

It takes someone with a sadistic mind to come up with the rules that govern society and someone with
an even more sadistic mind to interpret all the aspects of them. When a member of society finds
themselves in violation of those rules, they have no recourse but to turn to one of the latter to try to
resolve matters in their favor.

Lawyer
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Inspire Guidance Coordination Strategy Security
Communications Negotiate Rapport Intimidate Translate Distress
Science Archaeology Technology Typhonology | Planetology Geology
Engineering Internal Systems Defenses Damage Control | Mechanics Fas/;:;v:;;i/:ghf
Medicine Psychology Specialized Medicine | Xenobiology | Treatment Intensive Care
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Tactical Evasive Maneuvers | Combat Maneuvers | Marksmanship | Targeting Ballistics
Attribute Primary Secondary Tertiary
Acumen Perception Performance Survival
Charm Diplomacy Personality Leadership
Intellect Cunning Knowledge Resourcefulness
Finesse Dodge Hiding and Seeking Dexterous Maneuvers
Power Three-Dimensional Maneuvers Lifting Brawling
Physique Concentration Stamina Recuperation
1 Wealth +5, Obsessed (Glory) -5
2 Wealth +10, Obsessed (Glory) -5, Addiction (Stimulants) -5
Traits 3 Discipline + 15, Overconfident -15
4 Education +20, Obsessed (Glory) -10, Addiction (Hallucinogens) -10

5 Education +5, Discipline +5, Reputation + 10, Overconfident -20

Equipment: Civilian Formal Dress Outfit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €100.80, TEC 1.

Martial Artist

Martial artists aren't found in all societies; notably they're missing in cultures whose members lack
Motor and Propulsive Appendages. They are masters of unarmed defensive combat, exerting
unbelievable control over mind and body to perform unparalleled physical feats.
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Martial Artist
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Geology Typhonology Archaeology Technology
Command Security Coordination Strategy Inspire Guidance
Engineering Damage Control |Internal Systems Mechanics Defenses FGSZ:Z;;}_CLS@M
Medicine Specialized Medicine | Psychology Intensive Care Xenobiology Treatment
Communications Translote Rapport Negotiate Intimidate Distress
Navigation Orientation Stealth Vehicle Piloting Astrogation Starship Piloting
Tactical Evasive Maneuvers Targeting Combat Maneuvers |Marksmanship Ballistics
Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Physique Concentration Stamina Recuperation
Power Brawling Three-Dimensional Maneuvers Lifting
Acumen Perception Performance Survival
Intellect Knowledge Resourcefulness Cunning
Charm Diplomacy Personality Leadership
1 Discipline +5, Nerves +5, Creed (School) -5, Social Status -5
2 Nerves +10, Creed (School) -5, Overconfident -5
Traits 3 Reflexes +15, Creed (School) -15
4 Discipline +20, Social Status -10, Comeliness -10
5 Discipline +10, Reflexes +10, Social Status -5, Overconfident -5, Comeliness -10

Mayor

Equipment: Civilian Street Casual Outfit, Wallet, Chronometer. Cost: €15.75, TEC 1.

A mayor is a special breed of politician or lawyer. A purely municipal figure, a mayor is the duly
appointed or elected leader of a community and acts as the head of its executive branch of
government. They are charged with making sure all local ordinances are enforced properly. The
actual level of power they actually wield, of course, depends on the politics within a specific

community.

Discipline
Command
Navigation

Communications
Engineering
Tactical
Science
Medicine
Attribute
Charm
Power
Intellect
Acumen
Finesse

Physique

Primary Secondary

Security Coordination
Vehicle Piloting Orientation
Intimidate Rapport
Damage Control Mechanics
Evasive Maneuvers Targeting
Technology Archaeology
Psychology Xenobiology
Primary
Leadership
Lifting
Cunning
Perception
Dexterous Maneuvers

Stamina

Mayor
Tertiary Quaternary
Inspire Strategy
Stealth Starship Piloting
Distress Negotiate
Internal Systems Defenses
Marksmanship Combat Maneuvers
Typhonology Geology
Specialized Medicine Treatment
Secondary
Diplomacy

Three-Dimensional Maneuvers
Knowledge
Survival
Hiding and Seeking

Concentration

Quinary
Guidance
Astrogation
Translate
Faster-Than-Light Mechanics
Ballistics
Planetology
Intensive Care
Tertiary
Personality
Brawling
Resourcefulness
Performance
Dodge

Recuperation
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Contacts +5, Reflexes -5

2 Contacts + 10, Reflexes -5, Greed -5

Traits 3 Contacts +5, Wealth +5, Education +5, Lecherous -15
4 Reputation +20, Reflexes -10, Greed -10
5 Wealth +5, Reputation +5, Education +5, Lecherous -15

Equipment: Civilian Casual Dress Outfit, Shoes, Ankle Holster, Back Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €75.30, TEC 1.

Mechanic

A mechanic is a skilled worker capable of building or repairing machinery. They are a specialized
form of technician with a lot of hands-on experience. Mechanics are found in any society where a
large amount of machinery is present, where it's their job to keep it running smoothly and to fix it

when it's not.

Mechanic
Discipline Primary Secondary Tertiary Quaternary Quinary
Engineering Damage Control |Internal Systems Mechanics Defenses Faster-Than-Light Mechanics
Science Technology Archaeology Geology Typhonology Planetology
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Tactical Marksmanship Targeting Evasive Maneuvers Ballistics Combat Maneuvers
Communications Distress Rapport Translate Intimidate Negotiate
Medicine Specialized Medlicine | Intensive Care Psychology Xenobiology Treatment
Command Coordination Guidance Security Strategy Inspire
Attribute Primary Secondary Tertiary
Physique Concentration Stamina Recuperation
Power Lifting Brawling Three-Dimensional Maneuvers
Charm Personality Diplomacy Leadership
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Acumen Performance Perception Survival
Intellect Cunning Resourcefulness Knowledge
1 Mechanical Sense +5, Ambidexterity +5, Social Status -5, Wealth -5
2 Mechanical Sense +5, Math Expert +5, Social Status -10
Traits 3 Mechanical Sense +5, Ambidexterity +5, Math Expert +5, Crude -15
4 Ambidexterity +5, Discipline +10, Reputation +5, Social Status -10, Wealth -10

5 Discipline +10, Reputation +5, Crude -15
Equipment: Civilian Street Casual Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €20.75, TEC 1.

Medic

"Medic" is an abbreviated, military form of the word "paramedic". Though the term's origin is military,
its usage in this context is as someone who is trained to medically stabilize individuals outside of a
hospital setting and to prepare them for transport to a medical facility. In a medical emergency, they
are often the first help a victim is likely to see.
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Medic
Discipline Primary Secondary Tertiary Quaternary Quinary
Medicine Xenobiology Treatment Intensive Care | Specialized Medicine Psychology
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Tactical Combat Maneuvers |Evasive Maneuvers | Targeting Marksmanship Ballistics
Communications Rapport Translate Negotiate Distress Intimidate
Science Planetology Technology Archaeology Typhonology Geology
Command Coordination Guidance Inspire Security Strategy
Engineering Internal Systems | Damage Control | Mechanics Defenses FGSZZZ;Z.; i/:g/n‘
Attribute Primary Secondary Tertiary
Acumen Perception Performance Survival
Intellect Knowledge Resourcefulness Cunning
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Charm Personality Diplomacy Leadership
Power Lifting Three-Dimensional Maneuvers Brawling
Physique Concentration Recuperation Stamina

—_

Traits

Al W N
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Discipline +5, Nerves +5, Honesty -5, Allergic (Pollen) -5
Discipline +5, Empathic Sense +5, Honesty -10
Discipline +15, Allergic (Stimulants) -15

Reflexes +20, Honesty -10, Bleeder -10
Nerves +5, Empathic Sense +5, Reflexes +5, Bleeder -15

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Mercenary

While in the broadest sense of the term all members of society are mercenaries, in this context a
mercenary is an individual who is hired to do a job and whose sole motivation for doing it is private
gain; these jobs usually but not always involve armed conflict. By their very nature, mercenaries tend

to have a broader knowledge and skill base than most other professions.

Mercenary
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Security Strategy Guidance Coordination Inspire
Medicine Intensive Care |Specialized Medicine Psychology Xenobiology Treatment
Science Technology Planetology Archaeology Typhonology Geology
Communications Intimidate Distress Rapport Negotiate Translate
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Tactical Marksmanship Ballistics Combat Maneuvers | Evasive Maneuvers Targeting
Engineering  |Damage Contro/ Mechanics Defenses Internal Systems FGSZ:ZZZ._C i’gﬁf
Atiribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Physique Stamina Concentration Recuperation
Power Brawling Three-Dimensional Maneuvers Lifting
Acumen Survival Perception Performance
Intellect Resourcefulness Cunning Knowledge
Charm Personality Diplomacy Leadership
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Reputation +5, Greed -5
Reputation +5, Reflexes +5, Temper -10

Reputation +5, Quick Draw +5, Nerves +5, Social Status -15
Reflexes +20, Greed -10, Social Status -10

Al W N =

5 Quick Draw +10, Nerves +10, Temper -20
Equipment: Military Working Uniform Outfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €72.05, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Merchant

A merchant is a more generalized form of shopkeeper, business owner and trader all rolled up into
one. Their purpose is to provide commodities to potential buyers, making as much profit for
themselves in the process. Whereas traders, business owners and shopkeepers stay in one place,
merchants remain mobile and travel from community to community.

Merchant
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Translate Intimidate Rapport Distress
Navigation Vehicle Piloting Stealth Orientation Astrogation Starship Piloting
Science Archaeology Technology Geology Planetology Typhonology
Command Coordination Guidance Security Inspire Strategy
Tactical Evasive Maneuvers |Marksmanship Ballistics Targeting Mizr:jvzfrs
Engineering Damage Control | Mechanics | Faster-Than-Light Mechanics |  Defenses Internal Systems
Medicine Psychology Xenobiology Specialized Medicine Infensive Care Treatment
Attribute Primary Secondary Tertiary
Intellect Knowledge Resourcefulness Cunning
Acumen Perception Performance Survival
Physique Concentration Recuperation Stamina
Charm Diplomacy Personality Leadership
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Power Lifting Three-Dimensional Maneuvers Brawling
1 Math Expert +5, Nerves -5
2 Math Expert +10, Nerves -5, Comeliness -5
3 Luck +15, Greed -15
4 Empathic Sense +20, Nerves -10, Comeliness -5, Reputation -5

5 Luck +10, Empathic Sense +5, Comeliness -5, Greed -5, Reputation -5
Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Notes: Characters using this archetype may roll 4d5 for starting money.

Monk

Religion is one of the three basic foundations of all societies (the others being mechanics and
energy). In most of these societies are individuals whose faith in their religion is so strong that they
choose to devote their lives to its service. Usually, their service comes with steep sacrifices of physical
comfort and material wealth.
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Monk
Discipline Primary Secondary Tertiary Quaternary Quinary
Medicine Treatment Specialized Medicine Psychology Xenobiology Intensive Care
Communications Rapport Distress Intimidate Translate Negotiate
Engineering | Damage Control Mechanics Defenses Internal Systems FGSZ:Z-::IZ,; i/:g/zf
Science Archaeology Planetology Typhonology Technology Geology
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Command Guidance Coordination Inspire Security Strategy
Tactical Targeting Marksmanship Evasive Maneuvers Ballistics Combat Maneuvers
Attribute Primary Secondary Tertiary
Intellect Knowledge Resourcefulness Cunning
Acumen Perception Survival Performance
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Charm Diplomacy Personality Leadership
Physique Concentration Recuperation Stamina
Power Three-Dimensional Maneuvers Lifting Brawling
1 Discipline +5, Reputation +5, Creed (Faith) -5, Intolerant (Violence) -5
2 Discipline +5, Memory +5, Creed (Deity) -10
3 Reputation +15, Wealth -15
4 Temper +20, Intolerant (Violence) -10, Wealth -5, Social Status -5
5 Memory +10, Temper +10, Social Status -20

Equipment: Civilian Formal Dress Outfit, Shoes, Wallet, Chronometer. Cost: €76.00, TEC 1.

Notes: Characters using this archetype may only roll 1d5 for starting money.

Musician

In societies whose members have auditory organs, there are those individuals who make it a point to
generate sounds that are pleasing to others (or at least to themselves). These sounds are often used
as a form of entertainment in those societies and oftentimes subconsciously evoke deep emotions in
whoever listens to them.

Musician
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Archaeology Technology Typhonology Geology Planetology
Communications Translate Intimidate Rapport Distress Negotiate
Engineering Internal Systems Defenses Mechanics |Damage Control | Faster-Than-Light Mechanics
Medicine Psychology Specialized Medicine | Intensive Care | Xenobiology Treatment
Navigation Vehicle Piloting Stealth Orientation | Starship Piloting Astrogation
Tactical Evasive Maneuvers Targeting Marksmanship Ballistics Combat Maneuvers
Command Inspire Coordination Guidance Security Strategy
Attribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Charm Personality Diplomacy Leadership
Intellect Knowledge Resourcefulness Cunning
Finesse Dodge Dexterous Maneuvers Hiding and Seeking
Power Lifting Brawling Three-Dimensional Maneuvers
Physique Concentration Recuperation Stamina

100



CFAPTER TWO: CFARACTERD

1 Contacts +5, Comeliness +5, Phobic (Failure) -5, Nerves -5
2 Contacts +5, Reflexes +5, Addiction (Alcohol) -10
Traits|Ji] Contacts +10, Comeliness +5, Phobic (Failure) -15

4 | Comeliness +5, Memory +10, Math Expert +5, Nerves -10, Addiction (Hallucinogens) -10

5 Reflexes +5, Memory +5, Math Expert +5, Phobic (Mistakes) -15

Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Nobleman

Noblemen are members of an aristocracy, found most often in societies ruled by an absolute
monarchy but present in almost any civilization. They are usually (though not always) rich, powerful
and domineering over the subjects they rule. Basically they're glorified landlords. In traditional role-
playing settings, they are more often than not the patrons of an adventuring group.

Nobleman
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Translate Negotiate Rapport Distress Intimidate
Command Guidance Coordination Inspire Strategy Security
Medicine Specialized Medicine Psychology Xenobiology Treatment Intensive Care
Engineering Damage Control Internal Systems Defenses Mechanics Faster-Than-Light Mechanics
Science Archaeology Technology Typhonology Planetology Geology
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Tactical Targeting Marksmanship Evasive Maneuvers Ballistics Combat Maneuvers
Attribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Intellect Knowledge Cunning Resourcefulness
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Charm Diplomacy Personality Leadership
Power Three-Dimensional Maneuvers Lifting Brawling
Physique Concentration Recuperation Stamina
1 Contacts +5, Creed (Sovereign) -5
2 Reputation +5, Discipline +5, Creed (Sovereign) -10
Traits 3 Wealth +15, Intolerant (Lower Classes) -15
4 Reputation +20, Creed (Sovereign) -10, Intolerant (Lower Classes) -5, Greed -5
5 Contacts +10, Social Status +10, Greed -20

Equipment: Civilian Formal Dress Outfit, Shoes, Duty (Hip) Holster, Ankle Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €117.05, TEC

1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item, and may roll 5d5 for starting money.

Nurse

Not every medical situation calls for the expertise of a doctor or the emergency training of a medic.
Long-term medical care is provided by nurses in most cases, who are medical practitioners skilled in
overseeing the day to day operations of a medical facility. In some cases, they may be better at their
jobs and know more than the doctors who actually run the facility.
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Nurse
Discipline Primary Secondary Tertiary Quaternary Quinary
Medicine Xenobiology Treatment Intensive Care | Specialized Medicine Psychology
Science Planetology Archaeology Technology Typhonology Geology
Communications Rapport Intimidate Distress Negotiate Translofe
Engineering Internal Systems | Damage Control | Mechanics Defenses FDSZ:ZZZ._C ﬁlig/n‘
Navigation Vehicle Piloting Orientation Astrogation Stealth Starship Piloting
Command Coordination Guidance Inspire Security Strategy
Tactical Evasive Maneuvers | Combat Maneuvers |  Targeting Marksmanship Ballistics
Attribute Primary Secondary Tertiary
Acumen Perception Performance Survival
Intellect Knowledge Cunning Resourcefulness
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Charm Diplomacy Personality Leadership
Physique Concentration Stamina Recuperation
Power Lifting Three-Dimensional Maneuvers Brawling

—_

Nerves +5, Discipline +5, Wealth -5, Temper -5

Nerves +5, Empathic Sense +5, Temper -10
Empathic Sense +15, Honesty -15
Comeliness +20, Wealth -10, Honesty -5, Luck -5

Traits

AN

5 Nerves +5, Discipline +5, Comeliness +5, Luck -15

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Officer

In military circles, an officer is an individual who has some authority over others but is not necessarily
in charge of making command-level decisions for an entire group. They tend to have more education
than a common soldier, though whether or not that's an asset to a military operation depends entirely
on who's asked.

Officer
Discipline Primary Secondary Tertiary Quaternary Quinary
Command Inspire Security Strategy Coordination Guidance
Science Technology Archaeology Geology Typhonology Planetology
Navigation Orfentation Vehicle Piloting Stealth Starship Piloting Astrogation
Communications Negotiate Rapport Intimidate Distress Translate
Engineering  |Damage Control Defenses Internal Systems | Faster-Than-Light Mechanics Mechanics
Tactical Ballistics Combat Maneuvers | Evasive Maneuvers Targeting Marksmanship
Medicine Intensive Care Psychology Specialized Medicine Xenobiology Treatment
Attribute Primary Secondary Tertiary
Charm Diplomacy Leadership Personality
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Performance Survival
Finesse Dodge Dexterous Maneuvers Hiding and Seeking
Physique Recuperation Concentration Stamina
Power Brawling Three-Dimensional Maneuvers Lifting
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Social Status +5, Discipline +5, Overconfident -5, Temper -5

Social Status +5, Education +5, Obsessed (Glory) -10

Traits Social Status +5, Discipline +5, Addiction (Stimulants) -15

AW N =

Reputation +20, Overconfident -10, Obsessed (Glory) -5, Addiction (Alcohol) -5
5 Discipline +5, Education +5, Reputation +5, Addiction (Alcohol) -15

Equipment: Military Dress Uniform Ouffit, Military Service Uniform Outfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer.
Cost: €151.90, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Pharmacist

Medicines can be tricky business; if an individual is given the wrong medicine for a particular
physiological problem, the result can be fatal. Pharmacists are individuals whose job it is fo make
sure people receive as much of the correct medicines as they need in order to recover from their
ailments.

Pharmacist
Discipline Primary Secondary Tertiary Quaternary Quinary
Medicine Specialized Medlicine Psychology Xenobiology Treatment Intensive Care
Science Geology Planetology Archaeology Technology Typhonology
Engineering Internal Systems | Damage Control Defenses Faster-Than-Light Mechanics Mechanics
Communications Rapport Negotiate Translate Intimidate Distress
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Command Coordination Guidance Inspire Security Strategy
Tactical Targeting Marksmanship | Evasive Maneuvers Ballistics Mii:fvzfrs
Attribute Primary Secondary Tertiary
Intellect Knowledge Resourcefulness Cunning
Acumen Perception Performance Survival
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Charm Personality Diplomacy Leadership
Physique Concentration Recuperation Stamina
Power Lifting Three-Dimensional Maneuvers Brawling
1 Education +5, Phobic (Mistakes) -5
2 Education +5, Empathic Sense +5, Phobic (Lawsuits) -10
3 Empathic Sense +5, Scientific Sense +5, Memory +5, Allergic (Pollen) -15
4 Scientific Sense +20, Phobic (Violence) -5, Allergic (Certain Foods) -10, Bleeder -5
5 Education +10, Memory +5, Bleeder -15

Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Pilot

Pilots are individuals who devote their lives into operating either a particular make or an entire class
of vehicles. They can be found in civil fields offering short-range transportation to individuals
(particularly travelers) for a nominal fee. In military fields, their expertise is used to support troops on
the ground or at sea; in space, they are lauded foot soldiers, taking the battle directly to the enemy in
their legendary machines.
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Discipline
Navigation
Tactical
Science
Command
Engineering
Medicine
Communications
Attribute
Finesse
Intellect
Power
Physique
Charm

Acumen

Primary
Vehicle Piloting
Evasive Maneuvers
Technology
Security
Damage Control
Intensive Care

Rapport

Secondary
Orientation
Combat Maneuvers
Planetology
Strategy
Mechanics
Psychology

Translate

Primary

Dexterous Maneuvers

Knowledge

Three-Dimensional Maneuvers

Stamina

Personality

Perception

Al W N =
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Pilot
Tertiary Quaternary
Astrogation Starship Piloting
Targeting Marksmanship
Geology Archaeology
Guidance Coordination
Defenses Internal Systems
Treatment Specialized Medicine
Distress Intimidate
Secondary
Dodge
Resourcefulness
Brawling
Concentration
Leadership
Performance

Quinary
Stealth
Ballistics
Typhonology
Inspire
Faster-Than-Light Mechanics
Xenobiology
Negotiate
Tertiary
Hiding and Seeking
Cunning
Lifting
Recuperation
Diplomacy

Survival

Navigational Sense +5, Senses (Sight) +5, Overconfident -5, Impulsive -5

Navigational Sense +10, Overconfident -5, Discipline -5

Navigational Sense +5, Senses (Sight) +5, Senses (Sound) +5, Overconfident -15

Reflexes +20, Impulsive -10, Discipline -5, Lecherous -5

Senses (Sound) +10, Reflexes +10, Lecherous -20

Equipment: Military Working Uniform Ouffit, Civilian Street Casual Ouffit, Boots, Pocket Holster, Wallet, Debit Chit, Chronometer. Cost: €51.45,

Pimp

TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

The universe's oldest profession is not exempt from the needs of management. When a group of
prostitutes want to work in the same areaq, it helps for them to have someone to keep them from
competing with one another for the same customers and to have someone around to shake down
any deadbeats occasionally.

Discipline

Communications

Navigation
Command
Tactical
Science
Medicine
Engineering
Attribute
Charm
Intellect
Finesse
Physique
Acumen

Power

Primary
Intimidate
Vehicle Piloting
Security
Evasive Maneuvers
Archaeology
Psychology

Mechanics

Secondary
Rapport
Stealth
Guidance
Marksmanship
Technology
Specialized Medlicine

Defenses

Primary

Personality

Cunning

Hiding and Seeking

Concentration

Perception

Brawling

Pimp
Tertiary
Negotiate
Orfentation
Coordination
Targeting
Typhonology
Xenobiology

Damage Control

Quaternary
Translate
Starship Piloting
Strategy
Combat Maneuvers
Planetology
Intensive Care

Infernal Systems

Secondary

Diplomacy

Resourcefulness

Dodge

Recuperation

Performance

Lifting

Quinary
Distress
Astrogation
Inspire
Ballistics
Geology
Treatment
Faster-Than-Light Mechanics
Tertiary
Leadership
Knowledge
Dexterous Maneuvers
Stamina
Survival

Three-Dimensional Maneuvers
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Wealth +5, Social Status -5
Wealth +10, Social Status -5, Reputation -5

Traits Wealth +10, Contacts +5, Social Status -15

Contacts +10, Math Expert +5, Luck +5, Tightwad -10, Greed -10

A WN =

Math Expert +10, Luck +10, Reputation -10, Tightwad -5, Greed -5

Equipment: Civilian Formal Dress Outfit, Shoes, Shoulder Holster, Wallet, Deluxe Chronometer. Cost: €112.75, TEC 1.

Pirate

The difference between a pirate and a mercenary is largely one of semantics; for those targeted, a
soldier of fortune is considered a pirate. These individuals make a living by preying off of shipping,
stealing money, valuable cargo and anything else that they deem valuable. They are pariahs in most
societies as a result of their nefarious activities.

Pirate
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Intimidate Distress Negotiate Translate
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation
Engineering | Damage Control Defenses Mechanics Internal Systems FGSZ:ZZ::,Z; i’:gh/
Tactical Marksmanship Ballistics Targeting | Combat Maneuvers Evasive Maneuvers
Command Security Strategy Guidance Coordination Inspire
Science Technology Geology Archaeology Typhonology Planetology
Medicine Psychology | Specialized Medicine |Intensive Care Treatment Xenobiology
Attribute Primary Secondary Tertiary
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Intellect Resourcefulness Cunning Knowledge
Charm Diplomacy Personality Leadership
Power Brawling Three-Dimensional Maneuvers Lifting
Physique Stamina Concentration Recuperation
Acumen Perception Survival Performance
1 Quick Draw +5, Navigational Sense +5, Social Status -5, Greed -5
2 Navigational Sense +10, Social Status -5, Lecherous -5
Traits 3 Quick Draw +5, Reputation +10, Social Status -15
4 Luck +20, Greed -10, Lecherous -5, Crude -5

5 Luck +10, Reputation +10, Crude -20
Equipment: Civilian Street Casual Ouffit, Boots, Trouser Holster, Wallet, Chronometer. Cost: €27.25, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Politician

All societies function on rules and therefore need someone to maintain them and make sure they are
properly enforced. Unfortunately, this job usually falls to the politician. Ostensibly, they are there to
make life as easy as possible for the whole of society. More often, however, the policies they set in
place only tend to line their own pocketbooks.
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Politician
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Rapport Intimidate Translate Distress
Command Inspire Coordination Guidance Security Strategy
Navigation Stealth Orientation Vehicle Piloting Starship Piloting Astrogation
Tactical Evasive Maneuvers Targeting Combat Maneuvers Marksmanship Ballistics
Engineering Internal Systems Damage Control Defenses Faster-Than-Light Mechanics Mechanics
Medicine Psychology Specialized Medlicine | Intensive Care Xenobiology Treatment
Science Archaeology Technology Typhonology Planetology Geology
Attribute Primary Secondary Tertiary
Charm Diplomacy Leadership Personality
Intellect Cunning Knowledge Resourcefulness
Acumen Performance Perception Survival
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Power Three-Dimensional Maneuvers Lifting Brawling
Physique Concentration Recuperation Stamina
1 Wealth +5, Reputation +5, Addiction (Alcohol) -5, Glutton -5
2 Wealth +10, Addiction (Painkillers) -5, Obsessed (Glory) -5
Traits 3 Discipline +5, Contacts +10, Obsessed (Glory) -15
4 Wealth +20, Addiction (Stimulants) -5, Obsessed (Glory) -10, Glutton -5
5 Reputation +5, Discipline +5, Contacts +5, Glutton -15

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Notes: Characters using this archetype may roll 5d5 for starting money.

Priest

Most religious orders are organized such that there are many different levels, ranging from the
empire-wide congregation all the way down to the local house of worship. Priests are the individuals

in charge at the local level, providing counsel for those who need guidance with their faith and acting
as a leader for the local flock.

Priest
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications | Negotiate Translate Rapport Intimidate Distress
Command Inspire Coordination Guidance Security Strategy
Medicine Psychology | Specialized Medicine Treatment Infensive Care Xenobiology
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Science Archaeology Technology Typhonology Planefology Geology
Engineering Mechanics Damage Control Infernal Systems Defenses Fas;j;gg:].;ifghf
Tactical Marksmanship Targeting Evasive Maneuvers | Combat Maneuvers Ballistics
Attribute Primary Secondary Tertiary
Charm Diplomacy Personality Leadership
Acumen Performance Perception Survival
Intfellect Knowledge Cunning Resourcefulness
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Power Brawling Three-Dimensional Maneuvers Lifting
Physique Concentration Stamina Recuperation

106



CFAPTER TWO: CFARACTERD

1 Empathic Sense +5, Education +5, Creed (Congregation) -5, Intolerant (Violence) -5
2 Empathic Sense +5, Discipline +5, Wealth -10

3 Empathic Sense +5, Education +5, Discipline +5, Creed (Religion) -15

4 Education +5, Social Status +5, Reputation +10, Intolerant (Violence) -10, Wealth -10

5 Discipline +10, Social Status +5, Reputation +5, Creed (Deity) -20
Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Programmer

Computers are notoriously stupid machines; to get them to accomplish even the simplest of tasks, it
takes a very detailed, error-free set of instructions given in a proper order. The job of the
programmer is to write these instructions, test the results and go back to fix the inevitable mistakes
rather than succumbing to the desire to put a discount brick through the damn computer.

Programmer
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Technology Archaeology | Typhonology Planetology Geology
Engineering Damage Control |Internal Systems | Mechanics Defenses Faster-Than-Light Mechanics
Navigation Stealth Vehicle Piloting | Orientation | Starship Piloting Astrogation
Tactical Evasive Maneuvers Targeting Ballistics | Combat Maneuvers Marksmanship
Communications Rapport Distress Translate Intimidate Negotiate
Command Security Strategy Coordination Guidance Inspire
Medicine Psychology Xenobiology Treatment Intensive Care Specialized Medlicine
Attribute Primary Secondary Tertiary
Intellect Resourcefulness Cunning Knowledge
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Acumen Performance Perception Survival
Charm Personality Diplomacy Leadership
Power Lifting Brawling Three-Dimensional Maneuvers
Physique Recuperation Concentration Stamina
1 Scientific Sense +5, Comeliness -5
2 Scientific Sense +5, Mechanical Sense +5, Comeliness -10
3 Scientific Sense +10, Education +5, Glutton -15
4 Mechanical Sense +5, Education +10, Reflexes +5, Lecherous -10, Bleeder -10

5 Mechanical Sense +10, Reflexes +10, Glutton -10, Lecherous -5, Bleeder -5
Equipment: Civilian Street Casual Ouffit, Shoes, Pocket Holster, Wallet, Debit Chit, Chronometer. Cost: €24.95, TEC 1.

Prospector

The economies of many cultures are based upon the availability of certain minerals, usually ones that
are comparatively rare, such as precious metals. Some individuals decide to strike out on their own
with what equipment they can carry to go looking for those materials in nature. Those that are
successful return to society rich; those that aren't either return disillusioned or die in the attempt.

Prospector
Discipline Primary Secondary Tertiary Quaternary Quinary
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Communications Translate Intimidate Negotiate Rapport Distress
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Science Geology Typhonology Technology Planetology Archaeology
Tactical Targeting Evasive Maneuvers Ballistics Marksmanship Combat Maneuvers
Medicine Specialized Medlicine | Intensive Care Psychology Treatment Xenobiology
Engineering Defenses Mechanics Damage Control | Internal Systems FGSZZZ;:’;C LS/'ghr‘
Command Security Strategy Coordination Guidance Inspire
Attribute Primary Secondary Tertiary
Acumen Survival Perception Performance
Charm Leadership Personality Diplomacy
Physique Recuperation Stamina Concentration
Power Lifting Three-Dimensional Maneuvers Brawling
Intellect Resourcefulness Knowledge Cunning
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
1 Navigational Sense +5, Mechanical Sense +5, Crude -5, Luck -5
2 Navigational Sense +5, Nerves +5, Crude -10
3 Navigational Sense +5, Mechanical Sense +5, Nerves +5, Health -15
4 Senses (Sound) +20, Luck -10, Health -10
5 Mechanical Sense +10, Senses (Sound) +10, Crude -20

Equipment: Civilian Street Casual Ouftfit, Shoes, Back Holster, Wallet, Chronometer. Cost: €28.75, TEC 1.

Prostitute

All creatures are driven by the need to procreate and continue their species. The physiology of some
species, however, is such that they can engage in the procreative act for purposes other than
reproduction. When one can't find a suitable partner, one can almost always try to find someone they
can pay to engage in the necessary act whether doing so is legal in their society or not.

Prostitute
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Negotiate Intimidate Translate Distress
Science Archaeology Planetology Technology Typhonology Geology
Command Coordination Guidance Inspire Security Strategy
Medicine Specialized Medlicine |  Psychology Treatment Intensive Care Xenobiology
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Engineering Internal Systems Mechanics |Damage Control | Faster-Than-Light Mechanics Defenses
Tactical Evasive Maneuvers | Marksmanship Targeting Combat Maneuvers Ballistics
Atiribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Intellect Cunning Knowledge Resourcefulness
Charm Personality Diplomacy Leadership
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Physique Stamina Recuperation Concentration
Power Lifting Brawling Three-Dimensional Maneuvers
1 Comeliness +5, Greed -5
2 Comeliness +5, Contacts +5, Social Status -10
3 Contacts +5, Linguistic Sense +5, Wealth +5, Social Status -15
4 Comeliness +20, Health -10, Lecherous -10
5 Linguistic Sense +10, Wealth +10, Greed -5, Health -10, Lecherous -5

Equipment: Civilian Street Casual Ouftfit, Shoes, Ankle Holster, Wallet, Debit Chit, Chronometer. Cost: €27.25, TEC 1.
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Radioman

Societies that have developed telecommunications have a need for individuals whose job it is to
operate and maintain the necessary equipment. Radiomen perform this job and act as a single voice
for the organization running the equipment. In Starfaring Age societies, radiomen can often be found

functioning as dedicated communications officers aboard capital ships.

Radioman
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Translate Rapport Distress Intimidate Negotiate
Navigation Vehicle Piloting Stealth Orientation | Starship Piloting Asfrogation
Science Archaeology Technology Geology Typhonology Planetology
Engineering Damage Control | Internal Systems Defenses Mechanics FGSZZZZZ.'C LS/'ghr‘
Tactical Evasive Maneuvers Targeting Marksmanship Ballistics Combat Maneuvers
Command Coordination Guidance Inspire Security Strategy
Medicine Psychology Specialized Mediicine | Intensive Care | Xenobiology Treatment
Attribute Primary Secondary Tertiary
Acumen Performance Perception Survival
Power Three-Dimensional Maneuvers Lifting Brawling
Intellect Knowledge Cunning Resourcefulness
Physique Concentration Recuperation Stamina
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Charm Diplomacy Personality Leadership
1 Linguistic Sense +5, Scientific Sense +5, Bleeder -5, Nerves -5
2 Linguistic Sense +5, Memory +5, Curious -10
3 Linguistic Sense +10,Senses (Sound) +5, Curious -15
4 Scientific Sense +10, Senses (Sound) +10, Bleeder -20
5 Memory +10, Scientific Sense +5, Nerves -5, Glutton -5, Curious -5

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Rancher

Most societies that include prey animals as part of their overall diet ultimately develop the field of
ranching at some point; this usually involves fencing off a large area and actually raising a herd of
prey animals until the majority of them are large enough to be sold for a profit to a slaughterhouse.
Ranchers oversee this process, operating and maintaining the land necessary for the animals they
have in their inventory.

Rancher
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Typhonology Geology Archaeology Technology
Command Security Coordination Inspire Guidance Strategy
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Medicine Psychology Intensive Care |Specialized Medicine Treatment Xenobiology
Communications Rapport Negotiate Translate Intimidate Distress
Tactical Combat Maneuvers | Marksmanship Targeting Evasive Maneuvers Ballistics
Engineering Mechanics Damage Control Defenses Internal Systems FGSZ;ZZZ; iig/n‘
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Attribute Primary Secondary Tertiary
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Physique Stamina Concentration Recuperation
Intellect Knowledge Resourcefulness Cunning
Acumen Survival Perception Performance
Power Brawling Three-Dimensional Maneuvers Lifting

Charm Diplomacy Leadership Personality

1 Health +5, Phobic (Reptilians) -5

2 Health +10, Phobic (Poverty) -5, Allergic (Pollen) -5

3 Health +5, Memory +5, Luck +5, Allergic (Venom) -15

4 Memory +10, Luck +10, Education -20

5 Ambidexterity +10, Health +5, Phobic (Arachnids) -5, Allergic (Pollen) -5, Bleeder -5

Equipment: Civilian Street Casual Ouffit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Chronometer. Cost: €32.00, TEC 1.

Researcher

Scientific advancement doesn't just happen; it requires the dedication of individuals who are willing to
do what it takes to try out new ideas and new theories. Researchers do just that. In Starfaring Age
societies, researchers can be seen travelling the space lanes as science officers aboard capital ships;

on the ground, they're most common in academic settings.

Researcher
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Technology Archaeology Geology Typhonology
Medicine Treatment Specialized Mediicine | Xenobiology Intensive Care Psychology
Engineering Internal Systems Defenses Damage Control | Faster-Than-Light Mechanics Mechanics
Communications Rapport Translate Negotiate Distress Intimidate
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Command Coordination Guidance Inspire Security Strategy
Tactical Evasive Maneuvers Targeting Ballistics Marksmanship Mii’:Lf’VZ’;’S
Attribute Primary Secondary Tertiary
Intellect Knowledge Resourcefulness Cunning
Charm Diplomacy Personality Leadership
Physique Concentration Recuperation Stamina
Acumen Perception Performance Survival
Finesse Dexterous Maneuvers Hiding and Seeking Dodge
Power Three-Dimensional Maneuvers Lifting Brawling
1 Reputation +5, Scientific Sense +5, Addiction (Stimulants) -5, Comeliness -5
2 Reputation +5, Scientific Sense +5, Comeliness -10
3 Education +5, Math Expert +5, Scientific Sense +5, Overconfident -15
4 Math Expert +20, Allergic (Pollen) -5, Overconfident -5, Obsessed (Research) -10
5 Scientific Sense +10, Math Expert +5, Education +5, Addiction (Stimulants) -20

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Notes: Characters using this archetype can be given up to Second Class armor as a free item.
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Scholar

A scholar is an individual who is attempting to better their life through attaining as high of a level of
education as they are capable of managing. For some, this effort will ultimately lead them to

notoriety, fame and heights of excellence. For others, it's ultimately a wasted effort that more often
than not leads them to heights of poverty instead.

Discipline
Communications
Science
Engineering
Navigation
Command
Medicine
Tactical
Attribute
Intellect
Finesse
Acumen
Physique
Charm

Power

Scholar
Primary Secondary Tertiary Quaternary
Rapport Translate Distress Negotiate
Technology Archaeology Planetology Geology
Damage Control Infernal Systems Mechanics Defenses
Orientation Vehicle Piloting Stealth Astrogation
Strategy Coordination Guidance Inspire
Specialized Medicine Psychology Xenobiology Treatment
Evasive Maneuvers Marksmanship Targeting Ballistics
Primary Secondary
Resourcefulness Knowledge
Dodge Dexterous Maneuvers
Performance Perception
Concentration Recuperation
Personality Diplomacy
Three-Dimensional Maneuvers Brawling

—_

Al W N

Quinary
Intimidate
Typhonology
Faster-Than-Light Mechanics
Starship Piloting
Security
Intensive Care
Combat Maneuvers
Tertiary
Cunning
Hiding and Seeking
Survival
Stamina
Leadership
Lifting

Contacts +5, Education +5, Social Status -5, Allergic (Insectoid Bites) -5

Contacts +5, Education +5, Nerves -10

Contacts +5, Education +5, Math Expert +5, Social Status -15

5

Social Status +5, Contacts + 10, Education +5, Allergic (Mollusks) -10, Phobic (Failure) -10
Social Status +10, Education +20, Allergic (Pollen) -5, Phobic (Vermin) -5, Nerves -10

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.

Scout

Many military operations are made or broken depending on what one side knows about the other.
When hard and fast data is needed on the enemy's disposition, scouts are sent in to perform covert

reconnaissance work and then report back what they've learned. It's exceptionally lonely work, not to
mention highly dangerous.

Discipline Primary Secondary
Navigation Vehicle Piloting Stealth
Science Typhonology Archaeology
Tactical Evasive Maneuvers Targeting
Communications Rapport Translate
Medicine Specialized Medicine | Psychology
Command Security Guidance
Engineering Mechanics Defenses
Attribute Primary
Physique Concentration

Scout

Tertiary Quaternary
Orientation Astrogation

Planetology Geology

Marksmanship Ballistics

Distress Negotiate
Intensive Care Xenobiology

Coordination Strategy
Internal Systems | Damage Contro/
Secondary
Recuperation

Quinary
Starship Piloting
Technology
Combat Maneuvers

Intimidate
Treatment

Inspire

Faster-Than-Light Mechanics
Tertiary

Stamina
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Intellect
Acumen
Finesse
Charm

Power

Traits

Resourcefulness
Survival
Hiding and Seeking

Personality

Three-Dimensional Maneuvers

AW N =

5

Security Officer

Cunning
Perception
Dexterous Maneuvers
Diplomacy
Lifting

Knowledge
Performance
Dodge
Leadership

Brawling

Navigational Sense +5, Senses (Sight) +5, Comeliness -5, Education -5

Scientific Sense +5, Navigational Sense +5, Curious -10

Reflexes +5, Senses (Sight) +5, Scientific Sense +5, Curious -15

Reflexes +20, Scientific Sense +5, Senses (Sight) +5, Education -10, Comeliness -10

Navigational Sense +10, Senses (Sight) +10, Curious -20
Equipment: Military Working Uniform Outfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €72.05, TEC 1.

All societies have rules and as a result have individuals who think that they don't apply to them. When
someone actually breaks a rule, it is the job of the security officer to go and apprehend that
individual by whatever means are necessary. Usually they're also expected to do what it takes to
prevent the rules from being broken in the first place.

Discipline
Command
Tactical
Navigation
Medicine

Engineering

Communications

Science
Aftribute
Physique

Finesse
Acumen

Power

Charm

Intellect

Primary Secondary
Security Coordination
Targeting
Vehicle Piloting Orientation
Intensive Care Psychology
Damage Control | Mechanics
Rapport Translate
Technology Archaeology
Primary
Stamina

Dexterous Maneuvers
Perception
Brawling
Personality

Cunning

O AW N -

Marksmanship | Combat Maneuvers

Security Officer
Tertiary Quaternary
Strategy Guidance

Stealth
Specialized Medlicine
Defenses

Intimidate Negotiate
Typhonology
Secondary
Concentration
Hiding and Seeking
Performance
Three-Dimensional Maneuvers
Leadership
Knowledge

Social Status +5, Temper -5

Evasive Maneuvers
Astrogation
Xenobiology

Internal Systems

Planetology

Quinary
Inspire
Ballistics
Starship Piloting
Treatment
Faster-Than-Light Mechanics
Distress
Geology
Tertiary
Recuperation
Dodge
Survival
Lifting
Diplomacy

Resourcefulness

Social Status +10, Temper -5, Wealth -5

Social Status +5, Discipline +10, Health -15

Quick Draw +20, Temper -10, Wealth -10

Discipline +10, Quick Draw +5, Health -15
Equipment: Military Working Uniform Ouftfit, Boots, Duty (Hip) Holster, Wallet, Debit Chit, Deluxe Chronometer. Cost: €72.05, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.
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Settler

Communities begin life through the actions of individuals. It takes a very rugged individual to pick up
whatever stakes they have in a society, move out to a spot in the wilderness and try to make a new
home there. Establishing a new community can be very hard, lonely and dangerous, but it's also very
rewarding if it's ultimately successful.

Settler
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Geology Typhonology Technology Archaeology
Engineering |Damage Control | Mechanics Internal Systems Defenses Fas;:ggg;i@hl
Tactical Marksmanship Targeting | Evasive Maneuvers Ballistics Combat Maneuvers
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Medicine Psychology Intensive Care Treatment Specialized Medicine Xenobiology
Command Security Coordination Inspire Guidance Strategy
Communications Rapport Negotiate Distress Intimidate Translate
Attribute Primary Secondary Tertiary
Power Lifting Three-Dimensional Maneuvers Brawling
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Acumen Survival Perception Performance
Physique Stamina Concentration Recuperation
Charm Diplomacy Personality Leadership
Intellect Resourcefulness Knowledge Cunning
1 Health +10, Phobic (Death) -10
2 Health +5, Luck +5, Allergic (Certain Foods) -10
Traits 3 Health +5, Luck +5, Memory +5, Phobic (Deity) -15
4 Health +10, Memory +5, Ambidexterity +5, Allergic (Pollen) -10, Bleeder -10
5 Memory +5, Luck +5, Ambidexterity +5, Education -15

Equipment: Civilian Street Casual Ouffit, Boots, Back Holster, Wallet, Debit Chit, Chronometer. Cost: €30.25, TEC 1.

Shopkeeper

Sometimes a business is so successful that its owner can afford to branch out to other communities.
The owner cannot be in all the communities in which their business runs, so they will oftentimes hire a
shopkeeper to manage a particular branch. Shopkeepers run the branch office without owning it.

Shopkeeper

Discipline Primary Secondary Tertiary Quaternary Quinary

Command Coordination Guidance Inspire Security Strategy

Communications Negotiate Rapport Translote Intimidate Distress
Science Archaeology Technology Typhonology Geology Planetology

Engineering | Damage Control |Infernal Systems Mechanics Defenses FGSZ;CT//,];,ZTCLSI ght

Medicine Psychology Infensive Care |Specialized Medicine Treatment Xenobiology
Navigation Vehicle Piloting Orientation Stealth Starship Piloting Astrogation

Tactical Marksmanship Targeting Evasive Maneuvers | Combat Maneuvers Ballistics

Attribute Primary Secondary Tertiary
Charm Diplomacy Personality Leadership
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Intellect Cunning Knowledge Resourcefulness
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Acumen Performance Perception Survival
Physique Concentration Stamina Recuperation
Power Lifting Three-Dimensional Maneuvers Brawling
1 Wealth +5, Greed -5
2 Wealth +5, Math Expert +5, Tightwad -10
Traits 3 Wealth +5, Memory +5, Math Expert +5, Glutton -15
4 Social Status +5, Memory + 10, Reputation +5, Greed -10, Tightwad -10
5 Memory +10, Math Expert +10, Reputation -10, Glutton -5, Greed -5

Equipment: Civilian Casual Dress Ouffit, Shoes, Wallet, Debit Chit, Deluxe Chronometer. Cost: €60.80, TEC 1.

Notes: Characters using this archetype may roll 4d5 for starting money.

Smithy

Societies that work with metals need dedicated individuals who have studied ores and know how to
work with them. Smithies do this kind of work for a living: working in sweltering hot shops and
pouring their labor in an effort to turn raw pieces of the ground into something that can ultimately be

valued by all of society.

Quinary
Translate
Starship Piloting
Technology
Combat Maneuvers

Xenobiology
Faster-Than-Light Mechanics

Strategy
Tertiary
Leadership
Three-Dimensional Maneuvers
Dodge
Recuperation
Cunning

Survival

Smithy
Discipline Primary Secondary Tertiary Quaternary
Communications Intimidate Negotiate Distress Rapport
Navigation Vehicle Piloting Orientation Stealth Astrogation
Science Planetology Geology Archaeology Typhonology
Tactical Targeting Marksmanship Ballistics Evasive Maneuvers
Medicine Intensive Care Specialized Medicine Psychology Treatment
Engineering %;’:5/ Defenses Mechanics Damage Control
Command Security Coordination Guidance Inspire
Attribute Primary Secondary
Charm Personality Diplomacy
Power Brawling Lifting
Finesse Dexterous Maneuvers Hiding and Seeking
Physique Stamina Concentration
Intellect Resourcefulness Knowledge
Acumen Performance Perception
1 Mechanical Sense +5 Curious +5
2 Mechanical Sense +5, Health +5, Temper -10
3 Mechanical Sense +5, Health +5, Math Expert +5, Intolerant (Drunkards) -15
4 Health +10, Empathic Sense +10, Obsessed (Alcohol Abstinence) -20
5 Empathic Sense +5, Math Expert +10, Obsessed (Alcohol Abstinence) -5, Intolerant (Drunkards) -5, Temper

-10

Equipment: Civilian Street Casual Outfit, Boots, Wallet, Debit Chit, Chronometer. Cost: €22.25, TEC 1.
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Soldier

Soldiers are poor sods whose job it is to go out and try to make enemy soldiers die for their country
when all the politicians decide they can't solve an issue by any means other than force. They are the

lowest members of any military echelon, the ones that perform the labors of war and whose lives are
considered the most expendable.

Soldier
Discipline Primary Secondary Tertiary Quaternary Quinary
Tactical Ballistics Marksmanship Targeting Combat Maneuvers Evasive Maneuvers
Navigation Stealth Vehicle Piloting Orientation Starship Piloting Astrogation
Engineering Defenses Damage Control Mechanics Internal Systems Faster-Than-Light Mechanics
Command Security Strategy Coordination Inspire Guidance
Communications Intimidate Rapport Distress Negotiate Translote
Science Technology Typhonology Archaeology Planetology Geology
Medicine Specialized Medlicine Intensive Care Psychology Treatment Xenobiology
Attribute Primary Secondary Tertiary
Power Brawling Three-Dimensional Maneuvers Lifting
Charm Personality Leadership Diplomacy
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Acumen Perception Survival Performance
Physique Stamina Recuperation Concentration
Intellect Knowledge Resourcefulness Cunning
1 Reflexes +5, Discipline +5, Overconfident -5, Lecherous -5
2 Discipline +5, Social Status +5, Education -10
3 Senses (Sight) +10, Social Status +5, Overconfident -15
4 Reflexes +10, Senses (Sight) +5, Social Status +5, Lecherous -10, Overconfident -10
5 Discipline + 10, Reflexes +5, Education -5, Creed (Protect Nation) -5, Overconfident -5

Equipment: Military Dress Uniform Outfit, Military Working Uniform Outfit, Boots, Duty (Hip) Holster, Back Holster, Wallet, Debit Chit, Deluxe
Chronometer. Cost: €152.65, TEC 1.

Spy

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Spies are people that do their level best to gather information on a foreign power, organization or
even an individual while garnering as little attention to themselves as possible. Their job is to watch,
examine, analyze, report and get the hell out once their job is done.

Spy
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Rapport Negotiate Intimidate Translote Distress
Science Technology Archaeology Geology Planetology Typhonology
Navigation Stealth Orientation Vehicle Piloting Astrogation Starship Piloting
Tactical Evasive Maneuvers Targeting Ballistics Marksmanship Combat Maneuvers
Medicine Specialized Medicine Psychology Xenobiology Intensive Care Treatment
Engineering Damage Control | Internal Systems Mechanics Defenses Faster-Than-Light Mechanics
Command Security Strategy Coordination Inspire Guidance
Attribute Primary Secondary Tertiary
Charm Personality Diplomacy Leadership
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Acumen Perception Performance Survival
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Intellect Cunning Resourcefulness Knowledge
Power Brawling Three-Dimensional Maneuvers Lifting
Physique Concentration Stamina Recuperation
1 Navigational Sense +5, Impulsive +5
2 Navigational Sense +5, Memory +5, Curious -10
Traits 3 Navigational Sense +5, Linguistic Sense +5, Memory +5, Lecherous -15
4 Memory +10, Senses (Sound) +10, Impulsive -20
5 Linguistic Sense +10, Senses (Sound) +10, Lecherous -5, Curious -5, Overconfident -10

Equipment: Civilian Casual Dress Outfit, Shoes, Trouser Holster, Wallet, Deluxe Chronometer. Cost: €65.80, TEC 1.

Surveyor

Engineering any structure takes precision calculations of the surrounding terrain, no matter how
complex it is. Surveyors make a living by using occasionally complex mathematics to determine the
exact positions and dimensions of objects on a planet's surface. Without their efforts, building high-
quality structures would be impossible.

Surveyor
Discipline Primary Secondary Tertiary Quaternary Quinary
Navigation Orientation Astrogation Vehicle Piloting Stealth Starship Piloting
Engineering Mechanics Damage Control Internal Systems Defenses Faster-Than-Light Mechanics
Tactical Targeting Marksmanship Evasive Maneuvers Ballistics Combat Maneuvers
Science Archaeology Technology Geology Planetology Typhonology
Communications Rapport Translate Negotiate Intimidate Distress
Command Coordination Guidance Security Inspire Strategy
Medicine Intensive Care Psychology Specialized Medlicine Treatment Xenobiology
Attribute Primary Secondary Tertiary
Acumen Perception Survival Performance
Intellect Resourcefulness Knowledge Cunning
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Power Three-Dimensional Maneuvers Lifting Brawling
Physique Concentration Stamina Recuperation
Charm Diplomacy Personality Leadership
1 Math Expert +5, Crude -5

Math Expert +5, Scientific Sense +5, Comeliness -10
Math Expert +10, Mechanical Sense +5, Scientific Sense +5, Luck -15

2
Traits 3
4 Education +10, Mechanical Sense +5, Scientific Sense +5, Addiction (Alcohol) -10, Crude -10

5 Mechanical Sense +10, Scientific Sense +5, Addiction (Tobacco) -5, Crude -5, Comeliness -5
Equipment: Civilian Street Casual Ouffit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €20.75, TEC 1.

Teacher

Education is an important cornerstone of most societies; without it, there would be no one with the
knowledge needed to carry out advanced tasks. It is the job of the teacher to impress and to impart
knowledge upon their students to the best of their ability. Though many societies recognize the
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important job teachers do, they usually aren't willing to give them the funding they need to actually

do it.
Teacher
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Archaeology Planetology Geology Typhonology Technology
Communications Translate Rapport Negotiate Intimidate Distress
Command Inspire Guidance Coordination Security Strategy
Engineering Damage Control Mechanics Internal Systems Defenses FGSZZZ:Z.;/ ght
Medicine Psychology Intensive Care  |Specialized Medlicine | Treatment Xenobiology
Navigation Orientation Vehicle Piloting Stealth Astrogation Starship Piloting
Tactical Evasive Maneuvers | Combat Maneuvers Marksmanship Targeting Ballistics
Attribute Primary Secondary Tertiary
Intellect Knowledge Cunning Resourcefulness
Acumen Perception Performance Survival
Charm Leadership Diplomacy Personality
Physique Stamina Concentration Recuperation
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Power Lifting Three-Dimensional Maneuvers Brawling
1 Education +5, Discipline +5, Honesty -5, Wealth -5
2 Education +5, Senses (Sight) +5,Wealth -10
Traits 3 Education +5, Senses (Sight) +5, Senses (Sound) +5, Bleeder -15
4 Discipline +10, Senses (Sound) +10, Honesty -20
5 Senses (Sound) +5, Senses (Sight) +10, Impulsive -10, Honesty -5, Wealth -5
Equipment: Civilian Casual Dress Outfit, Shoes, Wallet, Debit Chit, Chronometer. Cost: €36.00, TEC 1.
Technician

A technician is an individual who studies, professes or practices the body of tools and implements
produced by a given society, usually specializing in a very specific area. Technicians can be found
anywhere where knowledge of how a piece of technology works can be vital to its continued

operation.

Discipline
Engineering

Navigation
Science
Command
Communications
Tactical
Medicine
Attribute
Intellect
Finesse
Acumen

Power

Technician
Primary Secondary Tertiary Quaternary
Damage Control Mechanics Infernal Systems Defenses
Orientation Vehicle Piloting Stealth Astrogation
Technology Archaeology Planetology Geology
Security Coordination Guidance Inspire
Distress Rapport Negotiate Intimidate
Evasive Maneuvers Marksmanship Targeting Combat Maneuvers
Intensive Care  |Specialized Medicine |  Psychology Treatment
Primary Secondary
Resourcefulness Knowledge
Dexterous Maneuvers Hiding and Seeking
Perception Performance
Three-Dimensional Maneuvers Lifting

Quinary

Faster-Than-Light
Mechanics

Starship Piloting
Typhonology
Strategy
Translate
Ballistics
Xenobiology

Tertiary
Cunning
Dodge
Survival

Brawling
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Physique Concentration Recuperation Stamina
Charm Personality Diplomacy Leadership
1 Mechanical Sense +5, Comeliness -5
2 Mechanical Sense +5, Math Expert +5, Reflexes -10
3 Mechanical Sense +5, Memory +5, Nerves +5, Luck -15
4 Math Expert +10, Memory +10, Comeliness -20
5 Nerves +10, Memory +10, Reflexes -5, Bleeder -10, Luck -5

Equipment: Military Working Uniform Outfit, Shoes, Pocket Holster, Wallet, Debit Chit, Chronometer. Cost: €40.20, TEC 1.

Thief

Many societies hold to the questionable idea that the accumulation of material goods is something to
be valued. This sometimes produces individuals who decide that the best way to further their own
wealth is to take it from others illegally. While many of these individuals often get caught, others are
skilled enough at it to actually make a living.

Thief
Discipline Primary Secondary Tertiary Quaternary Quinary
Navigation Vehicle Piloting Stealth Orientation Starship Piloting Astrogation
Engineering Damage Control | Mechanics Defenses Internal Systems FOSZZZ;,:/_C i/:g/ﬂ
Tactical Evasive Maneuvers | Marksmanship Ballistics Targeting Combat Maneuvers
Command Security Coordination Guidance Strategy Inspire
Science Technology Geology Archaeology Planetology Typhonology
Communications Intimidate Distress Rapport Negotiate Translafe
Medicine Psychology Intensive Care |Specialized Medicine | Xenobiology Treatment
Attribute Primary Secondary Tertiary
Intellect Cunning Knowledge Resourcefulness
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Charm Personality Diplomacy Leadership
Physique Stamina Concentration Recuperation
Acumen Perception Survival Performance
Power Three-Dimensional Maneuvers Lifting Brawling
1 Ambidexterity +5, Contacts +5, Greed -5, Overconfident -5
2 Ambidexterity +5, Reflexes +5, Obsessed (Big Heist) -10
3 Ambidexterity +5, Luck +5, Contacts +5, Greed -15
4 Contacts +10, Reflexes +10, Overconfident -10, Obsessed (Vengeance) -10
5 Contacts +10, Reflexes +10, Luck -10, Obsessed (Big Heist) -5, Greed -5

Equipment: Civilian Street Casual Ouffit, Boots, Trouser Holster, Wallet, Debit Chit, Chronometer. Cost: €27.25, TEC 1.

Thug

Thugs are burly individuals who are often employed by criminal organizations. Their job is a fairly
simple one: if anybody crosses someone higher up in the organization, they are dispatched to find
that person and to express their boss's deep dissatisfaction with them. Usually this involves some
manner of violent treatment.
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Thug
Discipline Primary Secondary Tertiary Quaternary Quinary
Navigation Vehicle Piloting Stealth Starship Piloting Orientation Astrogation
Tactical Ballistics Marksmanship Targeting Combat Maneuvers Evasive Maneuvers
Command Security Strategy Coordination Guidance Inspire
Communications | /ntimidate Distress Rapport Negotiate Translote
Engineering Mechanics Defenses Damage Control | Internal Systems | Faster-Than-Light Mechanics
Medicine Psychology |Specialized Medicine |  Xenobiology Infensive Care Treatment
Science Technology Archaeology Geology Typhonology Planetology
Attribute Primary Secondary Tertiary
Power Brawling Lifting Three-Dimensional Maneuvers
Physique Stamina Recuperation Concentration
Finesse Dexterous Maneuvers Dodge Hiding and Seeking
Acumen Performance Perception Survival
Charm Personality Leadership Diplomacy
Intellect Resourcefulness Knowledge Cunning
1 Health +5, Overconfident -5
2 Health +5, Reflexes +5, Crude -10
Traits 3 Health +5, Reflexes +5, Reputation +5, Temper -15
4 Health +5, Reflexes +5, Reputation 410, Temper -10, Overconfident -10
5 Discipline +10, Nerves + 10, Temper -10, Addiction (Painkillers) -5, Crude -5

Equipment: Civilian Street Casual Outfit, Boots, Trouser Holster, Back Holster, Wallet, Chronometer. Cost: €35.25, TEC 1.

Notes: Characters using this archetype can be given up to Third Class armor as a free item.

Trader

Traders are individuals who provide commodities to potential buyers. They usually don't leave the
area in which they conduct their trade and work in concert with other traders in an attempt to
maximize each other's profits. In Starfaring Age societies, traders are tasked with the job of moving
commodities in between worlds through specialized trading posts licensed by local planetary
governments.

Trader
Discipline Primary Secondary Tertiary Quaternary Quinary
Communications Negotiate Rapport Intimidate Distress Translate
Science Technology Archaeology Planetology Geology Typhonology
Navigation Vehicle Piloting Orientation Stealth Astrogation Starship Piloting
Command Security Guidance Coordination Inspire Strategy
Tactical Evasive Maneuvers | Marksmanship Ballistics Targeting Combat Maneuvers
Engineering Damage Control Mechanics Internal Systems | Defenses FGSZZL_T:,Z;C? ght
Medicine Psychology Specialized Medicine | Intensive Care | Treatment Xenobiology
Attribute Primary Secondary Tertiary
Charm Diplomacy Personality Leadership
Infellect Cunning Knowledge Resourcefulness
Acumen Performance Perception Survival
Finesse Hiding and Seeking Dodge Dexterous Maneuvers
Physique Concentration Recuperation Stamina
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Power

Browling Three-Dimensional Maneuvers

Lifting
1 Reputation +5, Greed -5

Reputation +10, Greed -5, Addict (Gambling) -5

Traits

Reputation +5, Wealth +10, Greed -15

Wealth +20, Luck -5, Discipline -15

2
3
4
5

Education +10, Linguistic Sense +10, Overconfident -20

Equipment: Civilian Casual Dress Ouffit, Shoes, Duty (Hip) Holster, Wallet, Debit Chit, Chronometer. Cost: €45.75, TEC 1.

Notes: Characters using this archetype may roll 4d5 for starting money.

Vagrant

Most societies have individuals living within them that, for whatever reason, cannot work. These
individuals will often find themselves homeless, jobless and penniless once their money runs out; they
are then forced to perform whatever actions are necessary in order for them to survive. They are
usually considered the lowest members of society, on par with criminals.

Vagrant
Discipline Primary Secondary Tertiary Quaternary Quinary
Science Planetology Typhonology Archaeology Geology Technology
Navigation Vehicle Piloting Stealth Orientation | Starship Piloting Astrogation
Medicine Psychology Specialized Medlicine | Intensive Care Treatment Xenobiology
Communications Negotiate Distress Rapport Intimidate Translate
Engineering Damage Control Internal Systems Mechanics Defenses FUSZ;Z];Z,_C i’gh/
Tactical Evasive Maneuvers | Combat Maneuvers |Marksmanship Ballistics Targeting
Command Guidance Coordination Security Strategy Inspire
Attribute Primary Secondary Tertiary
Physique Stamina Recuperation Concentration
Finesse Hiding and Seeking Dexterous Maneuvers Dodge
Intellect Knowledge Resourcefulness Cunning
Acumen Survival Perception Performance
Power Brawling Three-Dimensional Maneuvers Lifting
Charm Diplomacy Personality Leadership
1 Health +5, Wealth -5
2 Health +10, Wealth -5, Social Status -5
Traits 3 Health +10, Senses (Sound) +5, Wealth -15
4 Senses (Sound) +10, Math Expert +10, Wealth -20
5 Education +5, Senses (Sound) +10, Luck -5, Wealth -5, Social Status -5

Equipment: Civilian Street Casual Outfit, Shoes, Chronometer. Cost: €15.75, TEC 0.

Notes: Characters using this archetype do not roll for starting money.

Zookeeper

Zookeepers have a fairly unique job; they are tasked with the care of an array of animal lifeforms,
providing food and medical care for them and making sure that their habitats remain optimally
suitable for their habitation. The animals themselves may be in an environment well outside their
norms, placed in specialized parks as a peculiar form of entertainment.
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Discipline
Science
Medicine
Navigation
Tactical

Command

Communications

Engineering

Attribute
Acumen
Intellect
Physique
Power
Finesse

Charm

Traits

Primary Secondary

Planetology Technology
Xenobiology Treatment
Vehicle Piloting Orientation
Targeting Ballistics
Security Coordination
Rapport Negotiate
Mechanics | Damage Control
Primary
Performance
Knowledge
Recuperation

Brawling

Dodge

Diplomacy

—_

Zookeeper
Tertiary Quaternary
Geology Typhonology
Intensive Care | Specialized Medlicine
Stealth Astrogation
Marksmanship | Evasive Maneuvers
Guidance Inspire
Intimidate Distress
Defenses Internal Systems
Secondary
Perception
Resourcefulness
Concentration

Three-Dimensional Maneuvers
Dexterous Maneuvers

Personality

Quinary
Archaeology
Psychology
Starship Piloting
Combat Maneuvers
Strategy
Translate
Faster-Than-Light Mechanics
Tertiary
Survival
Cunning
Stamina
Lifting
Hiding and Seeking
Leadership

Reflexes +5, Scientific Sense +5, Creed (Care for Animals) -5, Nerves -5

Scientific Sense +5, Comeliness +5, Luck -10

G AW N

Education +5, Empathic Sense +5, Scientific Sense +5, Nerves -15

Reputation +10, Education +5, Comeliness +5, Creed (Care for Animals) -10, Nerves -10

Senses (Sight) +10, Senses (Sound) +5, Intolerant (Stupid Behavior) -15







CFAPTER ChFREE: XILLS



CFAPTER ThREE: YLD

3.0: INTRODUCTION

This chapter goes over Skills, how they are used and how they affect game play.

There are thirty-five Discipline Skills in WCRPG; five for each Discipline. All characters will have levels
(points) in all of these Discipline Skills, even if that level is zero. The sum of the scores of all Discipline
Skills and their specializations determines the total "score" of that Discipline, which in turn determines
a DC modiifier fo all Discipline Skills under that Discipline. There are also eighteen Attribute Skills;
three for each Attribute. Attribute Skills function exactly like Discipline Skills and for purposes of
discussion throughout this rulebook, both Attribute Skills and Discipline Skills will be referred to simply
as Skills except where it is absolutely necessary to distinguish between them.

When a character needs to use one of their Skills to get past an obstacle and when there are
significant consequences in the event of failure, a Skill Check is required. To perform a Skill Check, a
player simply rolls d% and compares the result to the score of the character's Skill plus the modifier
from its controlling characteristic (one-tenth the total number of points in the characteristic, rounded
down); the sum of the Skill score plus the Discipline/Attribute modifier is the DC for the task. The term
"Skill Check" also covers situations wherein the character may be able to apply a Skill specialization to
the situation. If a specialization applies, its score is added to the final DC; specializations therefore
make it far more likely a character will succeed at specific tasks. A character may only apply one
specialization to a Skill Check regardless of how many specializations may apply to the situation and
it is the GM that selects what specialization is fo be used. Occasionally, a player will need to make a
die roll against a set of rolls made by the GM. These opposed rolls are used in those cases where
they are appropriate to the situation (such as when a target’s Dodge roll is rolled in response to a
character’s Brawling roll in a melee). In these cases, the lower throw wins; these are still considered
Skill Checks, even though the Check is not against the normal DC for that Skill.

When a character succeeds at a Skill Check, they may gain experience in the Skill utilized; if the result
is at least twenty points less than the DC, not only does the character succeed in the task at hand but

they also gain one point in that Skill. Remember, no Skill can ever have a score greater than 25 and
no specialization may ever have a score greater than 50.

Characters can also fail Skill Checks by rolling a result that's greater than the indicated DC. How the
GM handles failure is entirely up to them but should be appropriate to the situation. The character
may or may not be allowed to try again after failing a Skill Check; they should be allowed to try
again unless their time is restrained or it's obvious that trying again is impossible. Failing a task
wherein the character won't get a second chance may derail an adventure in a hurry, so those
situations should be few and far between.

Situations may arise during the course of an adventure wherein the GM does not want the characters
to succeed at a certain task (usually for plot reasons). In those situations, the GM has to decide if the
task at hand is totally impossible or just nearly so. If the task is utterly impossible, the GM should not
have the players roll the Skill Check against it; they may simply act as though the task was attempted
and failed. This will, of course, make it obvious to the players that they cannot succeed at the task,
which may annoy them. Totally impossible situations should not have penalties for failure. If the task
is just nearly impossible, there's still an off-chance the characters will succeed; players should be
allowed to roll the Check but the DC should be sure to apply a stronger than normal unfavorable
circumstances modifier (discussed below) to it

A GM can add penalties or bonuses to the DC of a Skill Check if they feel that circumstances are
either significantly in the character’s favor or vice versa (a circumstantial modifier). In these situations,
if the GM is having problems deciding how much to raise or lower the DC, they can just use +10 as
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a rule of thumb. Since the players know the DC normally required for success, however, they should
be notified when the GM elects to use a modifier. At their own discretion, a GM may also add a
permanent modifier to all Skill Check DCs; this may be a good idea if they note that their players are
constantly failing Checks. In this case, it's generally recommended that a modifier of no greater than
+20 be used. Hardcore GMs may, of course, choose to subtract an amount from the DC of all
Checks in order to make the game more difficult.

In situations wherein a player is confident of success in a situation, they have the option to either take
fifty or take zero. Taking fifty is simply a declaration that they player will take the average result of a
die roll (a roll result of fifty) without actually rolling. Taking zero, on the other hand, is a declaration
that indicates that their character will perform the task until they get it exactly right. Taking zero takes
twenty times the normal amount of time required but guarantees success. If a short amount of time is
available for the character to complete a task, they may only take fifty.

The rest of this Chapter is devoted to a discussion of the individual Skills. Each Skill is listed by its
controlling Discipline/Attribute. Each entry will contain a basic overview of the Skill, notes about its
intended usage, a list of bonuses a character may receive for having a particularly high score in it,
possible and recommended specializations and any other special notes.

3.1: POWER SKILLS

The Power Skills are as follows:

e  Three-Dimensional Maneuvers (used for movement along the vertical axis)
e Browling (used in hand-to-hand combat situations)
e Lifting (used when attempting to lift and carry objects)

Three-Dimensional Maneuvers (3DM)

This Skill is used in place of most traditional RPG Strength skills (such as Running, Swimming,
Climbing, Flying, etc.). It represents how well a character can perform these feats; a character may
specialize in any of them. The Three-Dimensional Maneuvers Skill is negatively affected by Armor
(see Chapter 5.3 for details).

Brawling (BRW)

This Skill is used when a character is required to perform any hand-to-hand combat; the attack roll
for all melee combat is always a Brawling Check. A character may specialize in any form of martial
arts or hand-to-hand fighting styles (such as boxing or wrestling). Every ten points added to this Skill
adds a +1 modifier to the amount of basic damage caused by a melee or unarmed attack (for more
deftails, see Chapter 9.2). A successful Check of a specialization of this Skill will add an extra +5
modifier to basic damage.

Lifting (LFT)

This Skill is used when a character is required to lift an object in situations where they must either
hold the object for a substantial length of time or when there is a significant chance of failing to lift it
(such as when a character attempts to lift a heavy object). This Skill is typically subject to
circumstantial DC adjustments; objects that are heavy, bulky or that must be held for a long time are
not circumstantially favorable. A character may specialize in a particular range of weights or in a type
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of weight (such as a haltere or dumbbell). Every ten points added to this Skill gives a character a -1
bonus to their total encumbrance class (see Chapfter 5.4).

3.2: FINESSE SKILLS

The Finesse Skills are as follows:

o Dodge (used to get out of the way of anything that can cause damage)
o Dexterous Maneuvers (used in situations that require agility to succeed)
e Hiding and Seeking (used when attempting to hide something or to seek something out)

Dodge (DDG)

This Skill is used when a character is required to dodge something (such as something thrown or shot
in their direction). A character may specialize in dodging specific types of objects (such as bullets or
dodgeballs). A character's Dodge Skill is compared to an enemy combatant's Attack Bonus prior to an
attack and will modify the HD of the character, possibly improving their chances of escaping
damage.

Dexterous Maneuvers (DXM)

This Skill is used in place of most traditional RPG Dexterity skills. It is used whenever a character has
to be agile in order to succeed; some examples of these kinds of situations include riding a wild
animal or walking a balance beam in between two tall buildings. Specializations in Dexferous
Maneuvers include riding specific animals, trying to keep one's balance, disabling traps, picking
locks, and so on. Picking a mechanical lock is handled using the Dexterous Maneuvers Skill;
electronic locks, however, require a Cunning Check (which is an Intellect skill; see Chapter 3.4). The
amount of time that passes in a Dexterous Maneuvers Check will vary greatly based upon the
situation and may require multiple successful Checks (at the GM's discretion). Some actions, such as
picking a simple catch-hook lock, may take as little as 1 round. Others, such as carefully defusing a
bomb, may take upwards of an hour or more. When in doubt, a GM should use the result of a 3d5
roll to indicate the amount of time in rounds a Dexferous Maneuvers Skill Check will take. This Skill is
typically subject to circumstantial DC adjustment; for example, attempting to pick a particularly
complex lock is not circumstantially favorable.

Hiding and Seeking (H&S)

This Skill is used in place of traditional RPG skills such as Hiding, Seeking, Searching, etc. A player
may specialize in hiding and/or seeking particular kinds of objects (for example, a law enforcement
official might specialize in "Seeking lllicit Narcotics" while a drug pusher might specialize in "Hide
lllicit Narcotics from Cops"). The amount of time needed for a Hiding and Seeking Skill Check varies;
as a general rule, the longer it ook to hide something, the longer it takes to find it again. This Skill is
typically subject to circumstantial DC adjustments; having a great deal of time to search for or hide
something works in a character's favor.
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3.3: PHYSIQUE SKILLS

The Physique Skills are as follows:

e Concentration (used to concentrate on a specific task)
e  Stamina (used to endure physical hardship)
e Recuperation (used to heal physical damage)

Concentration (CCN)

This Skill is used when a measure of concentration is required to perform a specific task and is
typically used as a prerequisite for a second Skill Check (for example, when defusing a bomb, a
Concentration Check may be required prior to a Dexterous Maneuvers Check; failure of either could
trigger the bomb). The degree of success or failure of a Concentration Check may be added to the
DC of any subsequent Skill Check. Specializations include specific sets of circumstances (such as
concentrating under fire).

Stamina (STM)

Stamina is used when a character is enduring physical hardship or duress (such as when they have
been hit by certain weapons). It can also be used to resist damage due to the character’s exposure to
heat, cold, radiation, biohazards, etc. A failure of a Stamina Check results in damage (loss of HP) or
some other detrimental effect (such as becoming Stunned or Shaken, or becoming infected with a
disease). Every ten points added to this Skill reduces the amount of Lethal Damage the character
receives as the result of any attack by one point. Specializations represent an above average ability to
resist specific ailments (for example, a character that has had influenza before could "specialize" in
Resist Influenza to keep from getting the Flu again).

Recuperation (RCP)

Recuperation is used when a character is attempting to regain their vitality (HP or NHP). It can be
enhanced with the successful application of medicines and completely countered by poisons or toxins.
Specializations represent the ability to recover quickly from specific ailments (for example, a player
who has received a rubeola vaccination could "specialize" in Recover from Rubeola). Every ten points
added to Recuperation adds a +1 modifier to the number of HP/NHP a player regains on a
successful Check.

3.4: INTELLECT SKILLS

The Intellect Skills are as follows:

e Knowledge (used to test a character's memory and/or understanding of a specific subject)

e Cunning (used in situations that require cleverness to succeed)

e Resourcefulness (used when crafting or destroying objects, or when being resourceful is
required for success)
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Knowledge (KNW)

This Skill is used when a character’s knowledge must be tested. This Skill is typically subject to
circumstantial DC adjustments; being asked about a topic in which the character has experience
works in their favor. A character may specialize in any particular field of knowledge.

Cunning (CUN)

This Skill is used whenever the character is forced to be clever in order to succeed in a situation. This
Skill is typically subject to circumstantial DC adjustments; for example, a character attempting to
persuade an enemy guard into letting them go without saying anything will probably face very
unfavorable circumstances. Specializations in this Skill may include con artistry, persuasion,
deception, treachery, seduction, and so forth.

Resourcefulness (RSF)

This Skill is used whenever a character needs to craft an item, when they need to figure out a way to
demolish something, or when they must be inventive in order to succeed. Some examples of
situations where this Skill apply include crafting a crude weapon, figuring out where to set explosives
in order to turn a reinforced structure into dust, or getting out of a jail cell with no more than a stick
of gum and a paper clip. Specializations include practical applications of mechanics or schools of
engineering (such as "Use of Duct Tape").

3.5: ACUMEN SKILLS

The Acumen Skills are as follows:

o Perception (used to observe a character's surroundings - particularly when there's something
important to be noticed)

e Performance (used in situations where a character is performing a task not covered by any
other Skill)

o Survival (used to measure a character's application of survival techniques)

Perception (PRC)

This Skill is used whenever a character needs to notice something in a hurry and reflects the way they
see their universe; it is used in place of the Spot skill used in traditional RPGs. Specializations include
spotting specific types of objects. Every ten points added to this Skill give the character an effective -1
range modifier for all ranged attack actions the character makes in combat (for further details, see
Chapter 9.2).

Performance (PRF)

This Skill is used whenever the character is required to perform any task that is not covered by
another Skill. This includes any mundane tasks done during the performance of a character's job. For
example, a farmer would make several Performance Checks to successfully plant or harvest crops
(note in this case that they won't know if those Checks were successful for quite some time).
Specializations include the performance of the duties of particular occupations (shelving books,
mopping floors, flipping burgers, acting, playing an instrument, etc.).
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Survival (SRV)

This Skill represents the character’s knowledge and application of survival techniques in extreme
situations. Specializations may include various types of terrain or weather conditions. A Survival
Check may be made as a precursor to a Stamina Check to survive adverse conditions; the degree of
success or failure is added to the DC of the subsequent Check.

3.6: CHARM SKILLS

The Charm Skills are as follows:

e Personality (used when strength of character will determine the outcome of a situation)
e Leadership (used to reflect the character's ability to lead)
e Diplomacy (used to attempt a diplomatic solution to a situation)

Personality (PER)

This Skill reflects the strength of the character's emotional, attitudinal and behavioral response
patterns, and is used in place of traditional RPG skills such as Willpower. Specializations include any
skill that requires strong force of personality (such as debating, resisting torture, etc.). A Personality
Check may be made as a precursor to any Djplomacy, Cunning or Intimidation Check, with the
degree of success or failure adding to the DC of the subsequent Check.

Leadership (LED)

This Skill reflects a character’s ability to lead others in a given situation, used to rally others or to
organize a group into a functioning team. It can also be used whenever it seems like a group is
about to degenerate into factions. This Skill is typically subject to circumstantial DC adjustments; for
example, a character trying to whip an unruly mob into shape is likely facing unfavorable
circumstances. Specializations include specific situations wherein leadership may be important (such
as commanding a ship or leading a squad of marines against heavy enemy fire). Leadership Checks
may be made as a precursor to any Command Check (with the exception of Security), with the
degree of success or failure adding to the DC of the subsequent Check.

Diplomacy (DIP)

This Skill reflects how diplomatic the character is and how skillful they are at employing diplomatic
techniques. Use of diplomacy can get a character out of many hostile situations and can help bring
two previously unfriendly groups together in friendly co-existence. This Skill is typically subject to
circumstantial DC adjustments; for example, any Terran attempting to negotiate a truce with a Kilrathi
is likely facing unfavorable circumstances. Specializations include signing treaties, opening dialogue,
pacifying hostile aliens, and so forth. Dijp/lomacy Checks may be made as a precursor to any
Negotiate or Intimidate Check, with the degree of success or failure adding to the DC of the
subsequent Check.
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3.7: COMMAND SKILLS

The Command Skills are as follows:

Inspire (Prevents others from becoming Shaken)

Strategy (Used to improve offensive and defensive maneuvering)
Coordination (Allows a character to issue instructions)

Guidance (Allows a character to advise others)

Security (Provides a bonus to ranged attacks and improves ambush detection)

Inspire (INS)

This Skill reflects a character's ability to inspire faith and confidence in others. /nspire Checks can be
performed as a Standard action in combat by a vehicle or capital ship's commander to prevent other
characters from becoming Shaken in combat and bolster their confidence; this in turn provides a
small temporary bonus to any affected character's Checks. Specializations include specific types of
groups or inspirational techniques.

Strategy (STR)

This Skill reflects a character's knowledge of offensive and defensive combat strategies. A character
who is highly skilled in Strategy has an easier time getting their forces into an advantageous position
over an opposing force. A Strategy Check is required when a character must come up with a battle
plan in order to succeed in a situation. Only a group commander may make this Check; the
definition of a "group" in this case is left to the discretion of the GM. This Skill may be opposed by a
corresponding Strategy Check performed by the commander of the opposing force. For every five
points in the degree of success of the Check, all forces under the commander's direct control and
carrying out their battle plan will gain a temporary +1 bonus to their Combat Maneuvers and Evasive
Maneuvers Skill scores; the bonus extends to any specializations that may apply to specific situations.
Specializations include specific offensive or defensive maneuvers.

Coordination (CRD)

This Skill reflects a character’s ability to utilize the full resources of every member of a group. If a
character is part of a larger group that includes NPCs (such as a wingman), they may make a
Coordination Check to give them specific instructions. Coordination Checks may be required multiple
times for particularly large groups; the higher the number of successful Checks, the more likely things
will occur as the character has designed, with fewer overall mistakes. This Skill is typically subject to
circumstantial DC adjustments; a character flying on Todd Marshall's wing will likely be facing very
unfavorable circumstances when attempting to issue him orders. Specializations include the
coordination of specific situations, job positions or occupations.

Guidance (GUD)

This Skill measures the amount of experience a character has with various types of situations and how
much of their knowledge and experience can be imparted to others. Guidance Checks are made
when a character wants to impart some of their knowledge to another character as a precursor to
any Check made the other character; one-tenth (rounded up) of the degree of success or failure is
added to the DC of the subsequent Check. Specializations include specific subjects or situations.

130



CFAPTER ThREE: XilD

Security (SEC)

This Skill reflects a character's general knowledge of security protocols and their ability to apply that
knowledge. A character highly Skilled in Security can more readily identify threats in the immediate
area and take positive action to mitigate them. Securify Checks are used when a character is required
to fight in ranged combat on the character-scale. Specializations include any specific type of ranged
weapon or stratagem. Every five points added to this Skill imparts a +1 modifier to the character's
Attack Bonuses; in situations wherein a specialization applies, this bonus is extended to that situation.
A Security Check may also be made as a precursor to any Hiding and Seeking Check made to detect
ambushes; the degree of success or failure is added to the DC of the subsequent Check.

3.8: SCIENCE SKILLS

The Science Skills are as follows:

Planefology (Used to scan and analyze planetary and stellar objects)

Technology (Used to utilize pieces of technology and scan vehicles/capital ships)
Archaeology (Used for archaeological and anthropological research)

Geology (Used when locating mineral deposits)

e Typhonology (Used to predict and analyze hazardous local solar, ionic, meteorological,
seismic and volcanic activity)

Planetology (PLT)

This Skill reflects a character’s working knowledge of natural space-borne objects (such as stars,
asteroids, comets, etc.) and their ability to identify key features about them. Planefology Checks are
required to compile basic information on a space-borne object (such as atmospheric components,
bio-diversity, mass, global weather, etc.) when there is no information readily available about it.

A character will still gather some data on the target object in the event of a failed Check; see the
Technology Skill entry for more details. Planefology Checks have critical potential; in the event of a
critical success, the GM may divulge any metadata to the group about the object being scanned that
they wish to reveal (such as the specific locations of fault lines, age, etc.). Specializations include
specific classes or types of planetoids or stellar objects.

Technology (TCH)

This Skill reflects a character’s knowledge of technologies, including their ability to identify, use and
provide detailed information on a given technology that they may encounter. Technology Checks are
required any time the character must operate a piece of technology (such as a computer) and when
attempting to scan objects such as vehicles and capital ships. If using this Skill to scan a target, any
damage to the scanning equipment utilized must be subtracted from the DC of the Check. This Skill is
typically subject to circumstantial DC adjustments; a character attempting to localize a scan on a
certain section of a craft to gather data on it will have less favorable circumstances than they would
by performing a general overall scan. A character will still gather some data on the target in the
event of a failed Check. Technology Checks have critical potential; in the event of a critical success
when attempting to scan a target object, the GM may divulge any metadata to the group about it that
they wish to reveal (such as any installed accessories, current HP levels, etc.). Specializations include
specific classes or types of craft and particular pieces of technology.
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The following chart outlines the specific pieces of information a character does gather on a failed
Planefology or Technology Check, based on its degree of failure. Note that "Object" in the chart
refers to space-borne objects (such as planets) while "Craft" refers to vehicles and capital ships.

Data Received dofter Failed Planetology/ Technology Check via Degree of Failure

Data Received

Degree of Failure Type (Object or Craf) Grqvify (Object) Afmg. Density (Object) [Temperature (Object) Weather (Object)
Size (Craft) Shield Status(Craft) Guns Status (Craff) | Ordnance Status (Craft)
>30 No No No No No
30 No No No No Yes
29 No No No Yes No
28 No No Yes No No
27 No Yes No No No
26 Yes No No No No
25 No No No Yes Yes
24 No No Yes No Yes
23 No No Yes Yes No
22 No Yes No No Yes
21 No Yes No Yes No
20 No Yes Yes No No
19 Yes No No No Yes
18 Yes No No Yes No
17 Yes No Yes No No
16 Yes Yes No No No
15 No No Yes Yes Yes
14 No Yes No Yes Yes
13 No Yes Yes No Yes
12 No Yes Yes Yes No
1 Yes No No Yes Yes
10 Yes No Yes No Yes
9 Yes No Yes Yes No
8 Yes Yes No No Yes
7 Yes Yes No Yes No
6 Yes Yes Yes No No
5 No Yes Yes Yes Yes
4 Yes No Yes Yes Yes
3 Yes Yes No Yes Yes
2 Yes Yes Yes No Yes
1 Yes Yes Yes Yes No

Archaeology (ARC)

This Skill reflects a character's knowledge of topics in archaeology and anthropology, including the
identification of ruins and artifacts of various origins. Archaeology Checks are used to identify specific
buildings or artifacts, their original function and their overall condition. Conducting a survey of an
archaeological site or performing anthropological research generally takes more than one successful
Archaeology Check in a row; the greater the number of successful Checks, the more successful the
character's efforts. For example, a character may find potsherds with a single successful Check, an
artistic curio with two successful Checks, a find of some significance (such as ancient writings) with
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three Checks, a significant treasure on four successful Checks, and a find of major culfural and
historical imporfance (such as a sfone that perfectly translates from Steltek into Ancient Kilrathi) on
five successful Checks in a row. This Skill is typically subject to circumstantial DC adjustments; more
significant or heavily disguised items will impart unfavorable circumstances on the character.
Specializations include particular types of buildings or specific ancient cultures of specific species.

Geology (GEO)

This Skill reflects a character’s knowledge of topics in geological disciplines, with particular emphasis
on being able to distinguish between different types of fundamental elements and ores and
knowledge of the conditions under which they are likely to form. Geology Checks are used on
planetary surfaces in order to locate suitable mineral deposits for planetary mining. This Skill is
typically subject to circumstantial DC adjustments; a character who is simply out to find ore of any
type will likely face favorable circumstances, while those who are looking for specific ores on worlds
where it's known that they are very rare will likely face unfavorable circumstances. If a mineral deposit
is found while the character is exploring the surface of a world (see Chapter 8.2), the find will
automatically increase in size by one-tenth the number of points in their Geology Skill (e.g. the
character will find an additional 5.3 cubic meters of Gold in a find if they have a Geology score of
53); alternatively, the same amount of a different mineral may be found at the same time.
Specializations include the identification of particular ores.

Typhonology (TYP)

This Skill reflects a character’s knowledge of the theoretical and practical uses of atmospheric science,
solar weather phenomena and/or seismology, with particular emphasis on the prediction of
hazardous phenomena. 7Typhonology Checks are used to predict impending severe planetary
weather, imminent solar flares, novae, ion storms, earthquakes, volcanic eruptions, and the like. A
Typhonology Check may be performed as part of the hourly Check while exploring planetary surfaces
(for details, see Chapter 8.2). For every ten points in the degree of success of a Typhonology Check
(rounded up), the character gets an extra hour of "lead time" on any impending hazardous event.
Additionally, should the character be unable to reach adequate shelter in time, their Typhonology
score may be subtracted from the amount of subsequent damage that may be caused by such
phenomena. Specializations include prediction techniques for specific types of hazardous
phenomena.

3.9: NAVIGATION SKILLS

The Navigation Skills are as follows:

e Astrogation (Used to calculate safe FTL jump paths)

e Starship Piloting (Used when piloting a capital ship)

e Orienfation (Used to track a vehicle's location in confusing terrain or to locate surface
objects)

e Vehicle Piloting (Used when piloting a vehicle)

e Stealth (Used when attempting to avoid detection while piloting a craft)
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Astrogation (AST)

This Skill reflects a character’s ability to look at star charts and gather interstellar data in order to
determine the ship’s location in space and to plot a safe course between star systems. Asfrogation
Checks are made as a precursor to Faster-Than-Light Mechanics Checks; combined, these Checks
are used to determine whether a craft makes a successful FTL transit or not (see Chapter 8.4 for full
details). Specializations include knowledge of the navigational systems of specific types of craft and
specific FTL drive types (Akwende, Morvan, D-Drive, etc.).

Starship Piloting (SSP)

This Skill reflects a character’s familiarity with capital ships and how to navigate them in space. This
can be a particularly important Skill, especially if the ship is damaged or if any attempts are being
made to avoid space hazards. Starship Piloting Checks are used inside planetary systems to move a
capital ship from one point to another within the same system (see Chapter 8.3 for full details).
Starship Piloting Checks are also required in combat situations if there is damage to the ship’s
propulsion system, with the amount of Engine damage subtracted from the DC of the Check. For
every 20 points in a character's Starship Piloting Skill, the fuel efficiency of their ship goes up by one
category (to the maximum of 100%); this bonus also extends to any specializations that may apply.
Specializations include any specific class or type of craft (provided said craft are capital ships).

Orientation (ORT)

This Skill reflects a character’s ability to use navigational aids (such as a map and compass) in order
to determine their exact position on the surface of a planet. Orienfation Checks are necessary if
planetary weather becomes particularly severe (severe enough to cause damage to a vehicle) or if a
vehicle passes through "confusing" terrain (such as a cavern or a particularly dense bank of fog).
Orientation Checks may also be made to remember the location of objects on a planet's surface
(such as cities, trade posts, rich mineral deposits, unfueled vehicles, enemy targets, etc.). This Skill is
typically subject to circumstantial DC adjustments; a character trying to find their primary bombing
target whenever it is shrouded in fog will likely be facing unfavorable circumstances. Due to its
nature, a character may never take zero on an Orientation Check. This Check has critical potential;
in the event of a critical failure, the character becomes completely Lost. A new Orientation Check
may be made after one hour has passed; this Check must succeed for the character to determine
their position once more. In the event this subsequent Check fails, additional Orientation Checks
must be made each hour until one of the Check is passed; the character remains Lost in the interim.

Vehicle Piloting (VEP)

This Skill reflects a character’s familiarity with vehicles in general as well as their skill in piloting them.
Vehicle Piloting Checks are used to move vehicles from one point to another (similarly to the function
of the Starship Piloting Skill; see Chapter 8.2 and 8.3 for full details). Vehicle Piloting Checks are also
required in combat situations if there is damage to a vehicle’s propulsion system, with the amount of
damage to its engine subtracted from the DC of the Check. For every 20 points in a character's
Vehicle Piloting Skill, the fuel efficiency of their current vehicle goes up by one category (to the
maximum of 100%); this bonus also extends to any specializations. Specializations include any
specific class or type of craft (provided it is not a capital ship).
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Stealth (STL)

This Skill reflects a character’s ability to use piloting techniques in such a manner as to make their
craft harder to detect by conventional scanning means. Sfealth Checks are made hourly while
exploring a planet’s surface and determine whether a craft will encounter any lifeforms. Stealth
Checks are also used to determine whether or not a craft will have an encounter in space either
during an hourly Check or upon arrival at a Nav Point. For full details, see Chapters 8.2, 8.3 and
8.4. This Skill is typically subject to circumstantial DC adjustments; a character flying through an area
with active scanning devices (such as radar) while trying to remain undetected will likely be facing
unfavorable conditions. Specializations include stealth, ECM and ECCM systems on specific classes or
types of craft.

3.10: TACTICAL SKILLS

The Tactical Skills are as follows:

e Torgeting (Enables targeting of specific sub-systems)

e Marksmanship (Used to fire guns)

e Ballistics (Used to fire ordnance)

e Combat Maneuvers (Increases the chances of successfully hitting a target)

e FEvasive Maneuvers (Increases the chances of successfully evading incoming fire)
Targeting (TAR)

This Skill reflects a character's ability to pinpoint areas on a target’s hull that are sensitive or
vulnerable to weapons fire in order to inflict damage specifically to that area. This allows the
character to make a "called shot" in a combat situation (see Chapter Nine). A Targeting Check may
be made as a Standard action; a successful Check will cause some measure of systems damage

to the targeted area as long as the same target is fired upon in subsequent rounds. Specializations
include targeting of specific sub-systems.

Marksmanship (MKM)

This Skill reflects a character's familiarity with gun-style weaponry (such as lasers, mass drivers, etc.)
and their ability to use such weaponry in combat situations. Marksmanship Checks are used as the
attack roll when using guns; a successful Check indicates the potential for multiple hits.
Specializations include specific gun types.

Ballistics (BAL)

This Skill reflects a character's familiarity with various types of ordnance (such as missiles, mines and
torpedoes) and their ability to use such weaponry in combat situations. Ballistics Checks are used as
the attack roll when firing off any type of ordnance; a successful Check indicates a hit. Specializations
include specific types of missiles or torpedoes.
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Combat Maneuvers (CMN)

This Skill reflects a character's familiarity with offensive combat piloting tactics and maneuvers, which
allow them to maneuver their craft into an advantageous tactical position prior to firing. A
character's Combat Maneuvers score will be opposed by the Fvasive Maneuvers Check of the target's
pilot, modifying the effective HD of the target (for full details, see Chapter Nine). Specializations
include specific offensive maneuvers (Immelmann turns, scissors, etc.).

€Evasive Maneuvers (EVM)

This Skill reflects a character's familiarity with defensive combat piloting tactics and maneuvers, which
allow them to maneuver away from neutral and disadvantageous tactical positions and hamper an
enemy’s ability to find a firing solution on their craft. A character's Evasive Maneuvers score is used in
opposition to the Combat Maneuvers score of the opposing craft's pilot, modifying the effective HD of
their craft (for full details, see Chapter Nine). Specializations include specific defensive maneuvers
(split-s, yo-yo defense, efc.).

3.1l: ENGINEERING SKILLS

The Engineering Skills are as follows:

o Damage Control (Used to reduce damage, prevent malfunctions and bring a systems back
on-line)

o Internal Systems (Used to repair a capital ship's internal systems and hull)

o Defenses (Used to repair a capital ship's defensive systems and increase its shield
regeneration rate)

o Mechanics (Used to repair the systems of vehicles)

o Fasfer-Than-Light Mechanics (Required to perform FTL transits)

Damage Control (DMC)

This Skill reflects a character’s ability to direct damage control parties, to quickly repair critical
components of a system no matter how badly damaged it is and to make improvised repairs in
critical situations. It may also be used to mitigate the amount of damage a craft receives as it is
happening. Damage Control Checks are required whenever an attempt is made by any member of a
craft's crew to use a damaged system or when a rapid set of repairs are needed to get a system
functioning temporarily. The amount of damage to the system in question is always subtracted from
the DC of the Check. This Skill is typically subject to circumstantial DC adjustments; a character
attempting to make repairs while under fire or while in a hostile environment will likely face
unfavorable circumstances. Failure of a Damage Confro/ Check results in a malfunction of the system
in question. This Check has critical potential; in the event of a critical failure, the system is destroyed
outright. Systems that are jury-rigged are considered “available” for purposes of combat (see Chapter
9.3), though any amount of damage inflicted on a jury-rigged system immediately causes it to
malfunction. Due to its nature, a character may never take zero on a Damage Control Check.
Specializations include damage control and/or jury-rigging of specific systems.

Internal Systems (ITS)

This Skill reflects a character’s knowledge of the theoretical and practical uses of a diverse array of
topics, including common metallic elements, EM fields, quasi-EM fields, EM radiation, nuclear physics
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and quantum mechanics. In particular, it reflects their knowledge of these topics in regards to how
they contribute to the smooth operation of a capital ship; this knowledge can be used to aid in the
repair of the vast majority of its internal systems. An /nfernal Systems Check is required to affect
repairs to a capital ship's Core, Armor, Sensors, Communications, Flight Deck, Life Support and
Engines. The amount of damage to the system in question is always subtracted from the DC of the
Check. This Skill is typically subject to circumstantial DC adjustments; a character attempting to make
repairs while under fire or while in any hostile environment will likely face unfavorable circumstances.
Specializations include specific systems. Every ten points in the character's /nfernal Systems Skill adds
a +1% bonus to the amount of repair work affected on a successful Check; this includes points in
Skill specializations.

Defenses (DEF)

This Skill reflects a character’s knowledge of common types of weaponry and practical uses of
general and special relativity, particularly in regards to the launching mechanisms of ordnance
launchers, emission methodology of gun-style weaponry and maintenance of the field generators that
generate a capital ship’s shields. This knowledge can be applied to aid in the repair of a ship’s
defensive systems. A Defenses Check is required to affect repairs to a capital ship's Shields or
Weaponry of any type. The amount of damage to the system in question is always subtracted from
the DC of the Check. This Skill is typically subject to circumstantial DC adjustments; a character
attempting to make repairs while under fire or while in a hostile environment will likely face
unfavorable circumstances. Specializations include specific defensive systems. Every ten points in the
character's Defenses Skill adds a +1% bonus to the amount of repair work done on a successful
Check; this includes points in Skill specializations. Defenses also acts as a bonus to shield
regeneration; the Defenses score of the designated ship's Engineer is added to the recharge rate of
the shields in SHP (for details, see Chapter 9.4).

Mechanics (MECQ)

This Skill indicates a character’s practical knowledge of common machinery, in particular the care
and maintenance of the systems required for its continued operation. This knowledge can be used to
aid in the repair of any system installed on any small craft (such as vehicles, shuttles, and fightercraft)
in the character's care. A Mechanics Check is required whenever any system on a vehicle needs to be
repaired; this Skill behaves exactly like the /nfernal Systems and Defenses Skills, including all
indicated bonuses and penalties. Specializations in this Skill include specific types or classes of
vehicles.

Faster-Than-Light Mechanics (FTL)

This Skill is a measure of a character’s practical knowledge of faster-than-light mechanics,
particularly in regards to the inner workings of FTL drives and how they are affected by phenomena
in the interstellar medium. Fasfer-Than-Light Mechanics Checks are used to execute any superluminal
transit (for details, see Chapter 8.4). An Astrogation Check is always made as a precursor to

a Fasfer-Than-Light Mechanics Check, with the degree of success or failure of the Astrogation Check
modifying the DC of the Faster-Than-Light Mechanics Check. Specializations include specific drive
types (Akwende, Morvan, D-Drive, etc.) or specific FTL-capable craft.
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3.12: COMMUNICATIONS SKILLS

The Communications Skills are as follows:

Translate (Used when translation is required)

Rapport (Used to gather information)

Intimidate (Required whenever intimidation or lying are required to succeed)
Negotiafe (Used to haggle over the price of goods)

Distress (Used to either issue or jam distress calls)

Translate (TRL)

This Skill reflects a character's familiarity with the structures and forms of various languages and their
ability to apply that knowledge into the translation of a given particular language. A Trans/ate Check
is required any time the character is in a situation where they must either read, write or speak in a
language other than their primary language to be successful. This Skill is typically subject to
circumstantial DC adjustments; a character attempting to read something in a language with which
they are completely unfamiliar will likely be facing unfavorable circumstances, as will a character
attempting to listen to a message that has been badly garbled by static. Failure of the Check means
that some parts of the message will be un-translatable, with the amount of any useful portion of the
message decreasing as the degree of failure increases (GMs may handle these situations in any
manner that they wish through role-playing). Specializations include any specific language and/or
associated writing system.

Rapport (RAP)

This Skill indicates a character’s ability to gather information by various means. Rapport Checks are
required in situations where the target of communications may or may not remember (or is
deliberately withholding) some piece of important information the character must know in order to
succeed. They may also be used in an attempt to get a target to give more details on something
they’ve already mentioned. This Skill is typically subject to circumstantial DC adjustments; a character
that is talking to an uncooperative subject will likely be facing unfavorable circumstances. Failure of
the Check means that the target has either forgotten the fact, will say something that's entirely
accurate, or flat out refuse to divulge what they know. Specializations include specific methods of
gathering information, specific species or members of specific occupations or groups.

Intimidate (IND)

This Skill reflects a character's ability to instill fear in others through the sheer force of their personality
or to tell a convincing falsehood. /ntimidation Checks are required when a character must act
aggressively, must attempt to instill fear on a target or must lie convincingly in order to succeed at a
task. This Skill is typically subject to circumstantial DC adjustments; attempting to lie to someone who
is gullible will work in a character's favor, while trying to tell an outrageous lie or trying to intimidate
an opponent who is in a clearly superior position will not. In addition to any other effects, a failure of
an /ntimidate Check will impart a -2 DC reaction penalty in all future dealings with the target of the
Check. Specializations include any method of intimidation, specific species or members of specific
occupations or groups.
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Negotiate (NEG)

This Skill reflects a character’s familiarity with the techniques of negotiation and their ability to utilize
them in a real world setting. Negotiote Checks are used by a character when trading in order to
move the offered price of an item in their favor; they are used in opposition to an opposing Negotiafe
Check performed by the trader. Whoever has the higher degree of success may move the price point
of a commodity in their favor or close out any further attempt at haggling. For specifics of how the
Negotiate Skill is used in trading, see Chapter 5.1. Specializations include specific goods or
categories of goods.

Distress (DIS)

This Skill reflects a character's familiarity with the use of emergency communications equipment both
for the purpose of sending out general distress signals and interfering with the ability of hostile forces
to do the same. Distress Checks are required whenever a character wishes to attempt to issue a
distress signal. A Distress Check performed in opposition to an enemy combatant's Distress Check in
order to attempt to jam their signal and vice versa; whichever side has the higher degree of success
will be able to perform their desired action. The successful transmission of a distress signal will
ultimately result in the arrival of a number of friendly forces during an encounter, the composition of
which should be directly proportional to the degree of success of the Check as should be the amount
of time it takes for them to arrive. This Skill is typically subject to circumstantial DC adjustments; a
character whose craft is very far from the closest base and is in an encounter with a sizable enemy
force will likely be facing unfavorable circumstances. Specializations include the
communications/jamming systems on specific classes of craft or types of craft.

3.13: MEDICINE SKILLS

The Medicine Skills are as follows:

Intensive Care (Used to heal characters in emergency situations)
Treatment (Used to help heal characters)

Xenobiology (Assists in the healing of a character based on their species)
Specialized Medlicine (Used to treat the effects of poisons and pathogens)
Psychology (Used to treat mental disorders and effects of psionic attacks)

Intensive Care (ITC)

This Skill measures a character's knowledge and ability to administer emergency first aid to a critically
injured person. Should another nearby character be in clinical death, the character may make an
Intensive Care Check in order to curtail or prevent their slide towards brain death. An amount equal
to the amount by which the "patient" is below their maximum HP is subtracted from the DC of an
Intensive Care Check when it is performed; other factors (such as whether sufficient equipment is
available, if the treatment is taking place in a moving vehicle, etc.) may also adjust the DC. The
patient will gain or lose one-tenth the amount of success/failure of the roll in HP, rounding up.
Intensive Care Checks may also be made as a last resort attempt to prevent a character's death; if the
Check fails, brain death is immediate. If the Check succeeds, however, they are placed in stasis (see
Chapter 9.2) and can subsequently be healed normally. Specializations in /nfensive Care include
specific emergency situations (gunshot wound, heart attack, etc.).
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Treatment (TRT)

This Skill measures a character's ability to handle the medical needs of people under their

care. Treatment Checks are made to actively treat patients. The amount by which a patient is below
their maximum HP is subtracted from the DC of a Treatment Check when it is performed. Treatment
Checks are performed hourly. If the Check fails, the patient restores no HP that hour. This Check has
critical potential: in the event of a critical failure, the patient loses one-tenth the degree of failure in
HP (round down). A successful Check restores a number of HP or NHP equal to the degree of success
up to the patient’s maximum HP/NHP. Skill specializations are reserved for specific types of injuries
(blunt-force trauma, gunshot wounds, etc.).

Xenobiology (XNB)

This Skill indicates a medic’s familiarity and flexibility in determining and working with the anatomy of
various life-forms; this knowledge can be used to speed the healing of others. Specializations include
specific species (Terran, Kilrathi, Firekkan, etc.). A Xenobiology Check may be made as a precursor to
any /nfensive Care or Treatment Check; the degree of success or failure is added to the DC of the
subsequent Check. For every five points in the Doctor's Xenobiology Skill, another point of HP may be
healed above the normal amount indicated by an hourly 7reatment Check for a patient; this bonus
extends to any specializations that may apply.

Specialized Medicine (SMD)

This Skill reflects a character's familiarity with various types of toxins and pathogens as well as their
ability to detect and treat them. A Specialized Medicine Check may be made by a character in order
to counter the effects of any poison, disease or other contagion to which another character has been
exposed. This Skill is typically subject to circumstantial DC adjustments; a character faced with the
treatment of a fast-acting neurotoxin is likely facing unfavorable circumstances. Specializations
include any specific or general category of poisons or diseases. For a partial listing of poisons and
pathogens, see Chapter 12.3. Note that in some cases, a Specialized Medlicine Check may also be
used to prevent a pathogen from infecting an entire group of characters.

Psychology (PSY)

This Skill reflects a character’s familiarity with various types of mental disorders (whether naturally
occurring or induced by certain conditions) as well as their ability to detect and treat them. A
Psychology Check may be made to counter the effects of any psionic attacks to which any other
character has been subjected (for a brief discussion of psionics, see Chapter 12.3). They may also be
used to curtail a psionic effect before it becomes too pronounced, or to temporarily curtail the effects
of the Insane Complication. This Skill is typically subject to circumstantial DC adjustments; a character
attempting to calm a raging psychopath is likely facing unfavorable circumstances. Specializations
include any of the psychological disciplines (such as criminal behavior, psychoanalysis, sports
psychology, etc.).
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4.0: INTRODUCTION

This Chapter describes the various Traits that a character may be given during the creation process.
All Traits in the game fall into one of three general types: Variable Traits, Talents, and Complications.
Variable Traits are Traits that may act either as a Talent or a Complication. Talents are generally
positive Traits that will help a character excel in a particular field. Talents have a building point cost;
when they are selected, the point cost must be paid either by using some of the points in one of the
character’s building point pools for Disciplines or Attributes, or by buying Complications.
Complications are negative Traits that serve to make a character's life interesting, serving as a point
of internal conflict that can get in the way of their success in certain situations. Complications have a
negative point cost and thus give the character additional building points, which can then be spent on
Skills or as a way of "buying off" a Talent.

A character's Traits provide a modifier to the outcome of any die roll where they may apply. This
includes self-control Checks, a (usually) voluntary roll made to gauge a character’s reaction to a
given situation; these Checks have a base DC of 50 plus the number of points present in the

Trait. The modifier provided always equals the Trait's score; Talents provide positive modifiers while
Complications provide negative ones. Traits can compound upon one another in certain situations,
making certain actions almost guaranteed successes and others guaranteed failures. All Traits must
be role-played where appropriate; if a player does not role-play a character's Trait, a GM may inflict
whatever penalty they wish during a gaming session's wrap-up. Usually, this will be the denial of a
Skill point or two that the character might've otherwise earned or the reduction of the level of the Trait
in question (see Chapfter 11.1 for more details on giving Skill, Talent and Complication points).

4.1: VARIABLE TRAITS

All Variable Traits have a point cost of -30 to +30 points. Variable Traits with a score of -1 or less
are considered Complications, while those with a score of +1 or more are considered Talents. If no
level is taken in a Variable Trait, it is assumed the character has a score of zero in it.

Comeliness

A character’s Comeliness level reflects how beautiful they are. This is based on the standards for
aftractiveness used by their species (e.g. an individual Varni with a high Comeliness score may not
appear very attractive to members of other races by their standards, but to other Varni they could be
akin to a lesser deity). A character’s Comeliness level applies in situations where their level of physical
beauty will make a difference to its final outcome. Players with positive comeliness levels (Comeliness
as a Talent) are considered attractive, while those with negative levels (Comeliness as a
Complication) are considered ugly; those with significant scores may even be considered that way by
members of other species. Characters by default have a Comeliness level of zero, representing
average atftractiveness.

Senses

A character’s Senses Trait reflects how sharp or dull their senses are. The Senses Trait may be taken
multiple times by a character, each time reflecting a particular abnormality in one of that character’s
senses; alternatively, a player may consider this Trait an average value of all their character’s senses.
The Senses Trait is added to any Checks in which how well a character can see, hear, etc. will have
an impact on the final result of a situation. Characters who take the Senses Trait at the maximum
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Complication level (-30) completely lose the sense in question. Characters by default have a Senses
level of zero, representing average ability.

Wealth

A character’s Wealth trait reflects their current level of personal wealth. A high Wealth score doesn’t
necessarily indicate that a character has a great deal of money; rather, it reflects their overall
purchasing power and strength of their assets (money, personal assets, livestock, property, etc.).
Wealth applies when a character is making purchases, whether for themselves or for the rest of their
group. Characters who have Wealth as a Talent are fairly rich and have little trouble accessing goods
regardless of their overall quality; the wealthiest people may hold significant assets (such as their own
private fleet of spacecraft). Conversely, characters who have Wealth as a Complication are unusually
poor and have to struggle to make ends meet. The poorest of these people are dirt broke, with no
prospects for serious work or in so much debt that they’ll never work their way out of it. Characters by
default have a Wealth level of zero, denoting average wealth and a lower-middle class lifestyle. The
combined Wealth scores of a character group can be used by a GM to determine their initial amount
of money; they simply average together the Wealth values of all the players in the group, multiply the
result by 1000, and add it to an initial value of €15,000 (note that it is possible for a character group
to start out in debt should all its members be unusually poor). For individual characters, a GM may
add €300 to an amount equal to 100 times their Wealth level to determine the amount of money
with which they have to purchase initial equipment (note that characters with a Wealth score of -30
will start out with no money).

Reputation

A character’s Reputation Trait reflects how well known they are in their field (for better or worse).
Characters that are well known in their field may get stronger reactions from others, particularly from
those who know or have at least heard of the character, and know their level of expertise. A
character’s Reputation Trait applies in situations where their reputation will make a difference to the
outcome. Characters that have Reputation as a Talent are well-respected and praised for their work
in their particular field; conversely, characters that have Reputation as a Complication are treated as
a hack by other members of their field whether they deserve to be treated that way or not. Note that a
person outside of the character’s field may still have heard of them; they just won't react as strongly
as someone within the same field. Characters by default start with a Reputation of zero, denoting a
lack of any repute.

Social Status

Social Status reflects how important a character is in their society and what niche they fill. This Trait is
particularly important in caste-based societies, wherein a character’s Social Status may determine
such things as their social rights, who they may associate with, which laws they are expected to obey,
which buildings are off-limits, etc. Characters apply their Social Status score in situations where their
status in society makes a difference to the outcome. Characters that have Social Status as a Talent
are important in their society; those with the highest levels may be members of a ruling class or at
least a well-known celebrity. Conversely, characters that have Social Status as a Complication are
relatively unimportant in their society and may suffer ill-effects as a result; those with the lowest Social
Status scores are considered pariahs within their society and are usually subject to extreme
persecution. A character's Social Status score is added to their Discipline building point pool during
the creation process (members of high society can be expected to have had more opportunities for
applied learning). Characters by default have a Social Status score of zero, denoting a person of the
most common social class.
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Nerves

The Nerves Trait reflects a character’s ability to stay calm or brave in intense situations (or how easily
they get shaken up). The character’s Nerves score is added in situations where a player's bravery will
make a difference to the outcome. Characters that have Nerves as a Talent are exceptionally calm
and courageous in the face of danger; something has to be seriously wrong for them to become
rattled. Conversely, characters that have Nerves as a Complication tend to be easily shaken and/or
frightened. By default, characters have a Nerves score of zero, denoting an average level of bravery.

Memory

The Memory Trait reflects a character’s ability to remember critical details about their life experiences
and encounters. A character’'s Memory applies in situations where it is important that the character
remember something in order to succeed. Characters who have Memory as a Talent are very good at
remembering minor details about things that have happened to them; they can be counted on as a
viable source of information about the past. Conversely, characters that have Memory as a
Complication have trouble remembering little things such as what they ate for breakfast that
morning. Characters start off with a Memory score of zero, denoting average memory skill. NOTE:
This score reflects a character’s memory, not their player’s. A GM must remind a player of any key
facts if a situation comes up wherein they have forgotten them, but their character would remember
them.

Luck

The Luck Trait reflects how lucky a character is. Characters who have Luck as a Talent are unusually
lucky and often find things going their way; those that take Luck as a Complication are the exact
opposite. Once per gaming session, the GM has the option of adding a character’s Luck score to the
DC of any roll of their choosing, reflecting the influence of luck on the outcome. Characters have a
default Luck score of zero, denoting average luck.

Health

The Health Trait reflects a character’s general level of health, including their level of physical fitness
and how easily they catch disease. A character’s Health score applies to any situation wherein their
resistance to disease or their physical shape will help determine the outcome. Characters that have
Health as a Talent are remarkably healthy (despite any other indications to the contrary); they are
always the last member in a group to contract a disease and usually recover from any diseases they
do catch very quickly. Conversely, characters that have Health as a Complication are remarkably
unhealthy, are vulnerable to diseases and tend to suffer from their effects for extended periods. By
default, characters have a Health score of zero, denoting average health and resistance to disease. A
character's Health score directly determines the DC of their Fortitude Save.

Reflexes

The Reflexes Trait reflects how quickly a character is able to handle parts of their body. The
character's Reflexes score applies to any situation wherein quick bodily control will help determine the
outcome. Characters that have a high Reflexes score can move their body with lightning speed; they
can see something about to hit their head and manage to get out of the way in time to avoid it.
Conversely, a character with a low Reflexes score doesn't move all that fast; they might have trouble
getting out of the way of a passing cyclist and have never been good at dodgeball. By default,
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characters have a Reflexes score of zero, denoting average reflexes. A character's Reflexes score
directly determines the DC of their Reflex Save.

Discipline

The Discipline Trait reflects how well a character has trained their mind and body to resist external
stimuli, particularly to situations that would either trigger a strong flight reaction or result in severe
physical pain. The character's Discipline score applies to any situation wherein their force of will or
resistance to pain will help to determine the outcome. Characters with high Discipline scores don't
break easily; they won't give information away even if tortured and can effectively resist truth-telling
drugs. Conversely, those with low Discipline scores will break with very little stimuli; they spill their
guts at the slightest poke. By default, characters have a Discipline score of zero, denoting an average
overall level of mental resistance and pain tolerance. A character's Discipline score directly
determines the DC of their Willpower Save.

Education

The Education Trait reflects how well a character has been educated whether through formal
schooling or direct experience; it may also reflect the quality of the institution at which a character
received their education. A character’s Education score applies to any situation wherein something
they’ve learned in an educational setting has a significant bearing on the outcome. Characters who
take Education as a Talent either have a great deal of education or attended very high quality
schools. Conversely, those who have Education as a Complication may have no education
whatsoever or may have performed very poorly while in school. A value equal to twice the character's
Education score is added to their Discipline building point pool during the creation process; it's
generally assumed those with a better overall level of Education have higher aptitudes in applied
fields. By default, all characters have an Education score of zero, denoting average overall
performance in average quality schools.

Temper

The Temper Trait reflects how easily a character may become angry as well as the potential severity
of their anger. A character’s Temper score applies to any situation wherein how short of a fuse they
have will have a bearing on the final outcome. Characters who have Temper as a Talent are very
slow to anger, tend not to stay angry once angered and remain generally non-violent; those with the
highest Temper scores may be almost pacifistic in nature. Conversely, those characters who

have Temper as a Complication tend to become angry quickly, tend to stay angry, hold grudges and
may become violent; those with the lowest Temper scores may become so easily enraged that
managing their anger is a constant struggle. By default, all characters have a Temper score of zero,
denoting an average temper.
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4.2: TALENTS

All Talents have a point cost of 0 to +25 points. Points that are spent on Talents must first come from
any points gained by taking Complications. If there aren't enough points from Complications to foot
the bill, the remaining cost must be paid out of the character's Atiribute or Discipline building point
pools (or both).

Contacts

Characters with the Contacts Talent know people who either owe them a favor or who are useful to
know (For example, knowing a Firekkan trader on a first name basis may help get the character
better prices or allow them access to particular kinds of goods while trading with them). The strength
of the Talent depends on the "quality" of contacts the character has; contacts with a great deal of
influence in their area will tend to lend themselves to a higher score. The Contacts Trait may be taken
multiple times by a character, each time reflecting a different person or group. A character’s Contacts
scores are highly flexible and it is possible for them to lose this particular Talent if the contact dies,
becomes unavailable or fulfills the conditions of any obligation they owe to the character. When a
contfact is attempting to do anything the character has asked them to do, the GM may add the
number of points in the character’s Contact score to the DC of any Check that's required.

Ambidexterity

Characters with the Ambidexterity Talent are capable of using more than one motor appendage with
a high degree of skill. This offsets any "off-hand" penalties the character may face when wielding
multiple weapons (see Chapter 9.2 for more details). For every five points (round down) spent on
Ambidexterity, the GM may subtract one point from the amount of the character's off-hand penalty.

Math Expert

Characters with the Math Expert Talent are particularly skilled in mathematics. When a situation
arises in which the character’s knowledge of mathematics or the ability to calculate mathematical
solutions quickly is required, the GM may add the number of points in the character’s Math Expert
score to the DC of whatever Check is involved.

Quick Draw

Characters with the Quick Draw Talent are able to draw and aim a weapon very quickly. Ordinarily,
a character in combat draws a weapon as a standard action (see Chapter 9.2); this Talent enables
them to draw any single weapon per round as a free action instead, provided their Quick Draw score
is greater than or equal to their current total encumbrance class (for more on encumbrance, see
Chapter 5.4).

Scientific Sense

Characters with the Scientific Sense Talent are unusually gifted in their understanding and knowledge
of applications of science for a member of their species. Characters who have the Scientific Sense
Talent gain a number of significant bonuses. First, they may add their Scientific Sense score to the DC
of all Science Checks they make. Secondly, the character gains an additional number of building
points equal to their Scientific Sense during the character creation process, which must be spent
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specifically on Skills under their Science Discipline. Finally, for every ten points (rounded down) they
have in Scientific Sense, a character gets an arbitrary "freebie" per day on any Science Check; they
automatically succeed without having to roll. If applicable to a Check, the player must declare
whether or not their character will use a freebie before rolling. NOTE: If the player tries to use a
freebie in a circumstance wherein the plot requires the character to fail, the GM must inform the
player of that fact and count the freebie as unused.

Navigational Sense

Characters with the Navigational Sense Talent are unusually gifted in their ability to pilot craft without
getting lost for a member of their species. Characters who have the Navigational Sense Talent gain a
number of significant bonuses. First, they may add their Navigational Sense score to the DC of all
Navigation Checks they make. Secondly, the character gains an additional number of building points
equal to their Navigational Sense during the character creation process, which must be spent
specifically on Skills under their Navigation Discipline. Finally, for every ten points (rounded down)
they have in Navigational Sense, a character gets an arbitrary "freebie" per day on any Navigation
Check; they automatically succeed without having to roll. If applicable to a Check, the player must
declare whether or not their character will use a freebie before rolling. NOTE: If the player tries to use
a freebie in a circumstance wherein the plot requires the character to fail, the GM must inform the
player of that fact and count the freebie as unused.

Mechanical Sense

Characters with the Mechanical Sense Talent are unusually gifted in their ability to apply technical
knowledge for practical purposes for a member of their species. Characters who have the
Mechanical Sense Talent gain a number of significant bonuses. First, they may add their Mechanical
Sense score to the DC of all Engineering Checks they make. Secondly, the character gains an
additional number of building points equal to their Mechanical Sense during the character creation
process, which must be spent specifically on Skills under their Engineering Discipline. Finally, for
every ten points (rounded down) they have in Mechanical Sense, a character gets an arbitrary
"freebie" per day on any Engineering Check; they automatically succeed without having to roll. If
applicable to a Check, the player must declare whether or not their character will use a freebie before
rolling. NOTE: If the player tries to use a freebie in a circumstance wherein the plot requires the
character to fail, the GM must inform the player of that fact and count the freebie as unused.

Linguistic Sense

Characters with the Linguistic Sense Talent are unusually gifted in their ability to exchange
information with others for a member of their species. Characters who have the Linguistic Sense
Talent gain a number of significant bonuses. First, they may add their Linguistic Sense score to the
DC of all Communications Checks they make. Secondly, the character gains an additional number of
building points equal to their Linguistic Sense during the character creation process, which must be
spent specifically on Skills under their Communications Discipline. Finally, for every ten points
(rounded down) they have in Linguistic Sense, a character gets an arbitrary "freebie" per day on any
Communications Check; they automatically succeed without having to roll. If applicable to a Check,
the player must declare whether or not their character will use a freebie before rolling. NOTE: If the
player tries to use a freebie in a circumstance wherein the plot requires the character to fail, the GM
must inform the player of that fact and count the freebie as unused.
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Empathic Sense

Characters with the Empathic Sense Talent are unusually gifted in their understanding and knowledge
of applications of the medical arts for a member of their species. Characters who have the Empathic
Sense Talent gain a number of significant bonuses. First, they may add their Empathic Sense score to
the DC of all Medicine Checks they make. Secondly, the character gains an additional number of
building points equal to their Empathic Sense during the character creation process, which must be
spent specifically on Skills under their Medicine Discipline. Finally, for every ten points (rounded
down) they have in Empathic Sense, a character gets an arbitrary "freebie" per day on any Medicine
Check; they automatically succeed without having to roll. If applicable to a Check, the player must
declare whether or not their character will use a freebie before rolling. NOTE: If the player tries to use
a freebie in a circumstance wherein the plot requires the character to fail, the GM must inform the
player of that fact and count the freebie as unused.

Tactical Sense

Characters with the Tactical Sense Talent are unusually gifted in their understanding and knowledge
of applications of military tactics for a member of their species. Characters who have the Tactical
Sense Talent gain a number of significant bonuses. First, they may add their Tactical Sense score to
the DC of all Tactical Checks they make. Secondly, the character gains an additional number of
building points equal to their Tactical Sense during the character creation process, which must be
spent specifically on Skills under their Tactical Discipline. Finally, for every ten points (rounded down)
they have in Tactical Sense, a character gets an arbitrary "freebie" per day on any Tactical Check;
they automatically succeed without having to roll. If applicable to a Check, the player must declare
whether or not their character will use a freebie before rolling. NOTE: If the player tries to use a
freebie in a circumstance wherein the plot requires the character to fail, the GM must inform the
player of that fact and count the freebie as unused.

4.3: COMPLUICATIONS

All Complications have a point "cost" of -25 to 0 points. Points gained by taking Complications may
either go towards the purchase of Talents or may be used to boost a character's Attribute or Discipline
building point pools. When dealing with Complications and their effects on Checks, a GM should
bear in mind that their scores are technically negative and should be treated as such in any "addition"
indicated for their usage.

Abnormal Height

Characters with the Abnormal Height Complication are either unusually tall or unusually short for a
member of their species. Characters with low Abnormal Height scores are noticeably abnormal,
though it is still unusual when they garner any undue attention because of it. Character with high
Abnormal Height scores definitely stand out in a crowd (or not). When a character is given this
Complication, they must begin with the highest possible long dimension for a member of their
species and gender if they are abnormally tall or the lowest possible long dimension if they are
abnormally short. From that base amount, an amount equal to 1d2+1 times the degree of the
Complication (in centimeters) is added if they are abnormally tall or subtracted from it if they are
abnormally short. A character may not have a long dimension of zero centimeters or less; preferably,
characters will have a long dimension of no less than fifty centimeters. When faced with situations
wherein their unusual height may affect their ability to perform an action, the character's Abnormal
Height score is added to its DC.

150
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Abnormal Weight

Characters with the Abnormal Weight Complication are either unusually overweight or underweight
for a member of their species. Characters with low Abnormal Weight scores are noticeably abnormal,
though it is still unusual when they garner any undue attention because of it. Character with high
Abnormal Weight scores are either grotesquely overweight or so underweight that they risk falling
over in a light breeze. When a character is given this Complication, they must begin with the highest
possible mass for a member of their species and gender if they are abnormally overweight or the
lowest possible mass if they are abnormally underweight. From that base amount, an amount equal
to 1d5 times the degree of the Complication (in kilograms) is added to the character's mass if they
are overweight or subtracted from it if they are underweight. A character may not have a mass of
zero kilograms or less; preferably, characters will have a mass of no less than five kilograms. When
faced with situations wherein their unusual mass may affect their ability to perform an action, the
character's Abnormal Weight score is added to its DC.

Addicted

Characters with the Addicted Complication think that they require something in order to function in
life that is generally hard to come by and sometimes illegal or dangerous. Whatever it is, they have to
have it regularly regardless of its effects their life and/or personal relationships. When a character
takes the Addicted Complication during the character creation process, the object of the addiction
must be declared; the magnitude of the Complication indicates both how badly and how often they
must have it. Subtract the magnitude of the Complication from 26; the result indicates how often, in
days, the character must indulge their addiction. If they don’t subject themselves to the object of their
addiction within that time period, they begin to defox. Detoxing takes twice the number of days as the
magnitude of the Complication, during which time the character is at a -20 penalty to all rolls. The
character comes becomes detoxed after spending the indicated amount of time in detox or by
indulging their addiction. A detoxed character no longer requires exposure to the object of their
addiction but may choose to make a self-control Check if offered it later on. If the Check fails, they
succumb, partake, and are no longer considered detoxed. For every month a character "stays clean”,
they may buy off one point of their addiction; they may do this until the magnitude of the
Complication reaches two. A character may never completely "buy off' an addiction. A character that
partakes in the object of their addiction (or in a substance to which they may become addicted) must
make a self-control Check immediately afterwards; failing that Check increases the magnitude of the
addiction by one (if possible). A character may have multiple addictions.

Allergic

Characters with the Allergic Complication have particularly bad reactions when exposed to certain
materials, such as certain foods, plant pollens, venoms, etc. Any allergies must be specified at the
time of a character’s creation and may never be bought off directly. The severity of the character’s
reaction to an allergy is dependent upon the magnitude of the Allergic Complication. Someone who
takes a relatively low score may start sneezing uncontrollably or break out in hives when they come
into contact with their specific allergen. Someone with a high score may be reactive, bringing on
some kind of life-threatening situation (anaphylactic shock, for example). The character’s Allergic
Complication score is added to any Fortitude Save made to resist being affected by the specific
allergen; failure of the Save by more than twenty points brings on a life-threatening condition with the
rules for Suffocation immediately taking effect (see Chapter 12.3). A character may take the Allergic
Complication more than once in order to reflect multiple allergies.
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Amputee

Characters with the Amputee Complication are missing parts of their body. Low Amputee scores may
reflect a missing finger or toe whereas the highest scores may be given fo a quadriplegic. A
character’s Amputee score is subtracted from the DC of all Power, Physique and Finesse Checks they
make, acting as a permanent penalty.

Bleeder

Characters with the Bleeder Complication are particularly susceptible to wounds. Whenever a
character with this Complication takes damage (no matter how minor), a number of points equal to
the magnitude of their Bleeder Complication score is subtracted from their HP; this is in addition to
any other damage they may receive due to the situation. As might be obvious, this Complication is
most definitely not recommended for PCs (particularly those who enter combat frequently).

Creed

Characters with the Creed Complication live their lives by some kind of code, which they will obey
above the principles of all other things. The strength of this Complication reflects how arbitrary and
irrational the requirements of the code are as well as the penalties the character may face for
breaking it. In situations where the character’s Creed may be challenged, they may choose to make a
self-control Check. If the Check fails, the character will go with the dictates of their creed no matter
the potential consequences. In the event the character is able to override the dictates of their creed,
they must make a second self-Control Check; should that Check fail, they must perform whatever
penance is required by the dictates of the creed no matter the personal cost.

Crude

Characters with the Crude Complication are generally considered boorish and rude by the members
of the societies in which they most frequently interact. If there’s a wrong thing to say or do in a social
situation (such as picking one’s teeth, belching, complimenting the hostess’s physical attributes while
her significant other is within earshot, etc.), the character will have a tendency to insert one of their
propulsive appendages into their corresponding gustatory organ. Crude characters tend to be viewed
as objects of disgust in polite society. In any situation wherein a character with this Complication has
to interact with members of "polite society", they may choose to make a self-control Check. Should the
Check fail, the character will do something that the group will probably come to regret sooner rather
than later; the GM can be as imaginative as they wish as far as the specifics are concerned. Any
NPCs that interact with the character after they fail a Crude self-Control Check will have a negative
reaction in any future interactions with them (a -2 DC penalty, which is cumulative).

Curious

Characters with the Curious Complication are abnormally curious about everything. They've always
got to satisfy that curiosity, even if they know that the consequences will be disastrous. If a character
with this Complication is presented with an interesting item or situation, they may choose to make a
self-control Check to overcome their innate sense of curiosity. Failing the Check means the character
will take whatever steps are necessary to satisfy their curiosity regardless of the consequences.
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Glutton

Characters with the Glutton Complication love to eat to the exception of almost anything else.
Characters with this Complication never willingly skip a meal and rarely refuse to eat anything
offered to them. Gluttonous characters are not necessarily overweight or unhealthy. It a Gluttonous
character is presented with a situation in which they should not partake in food or drink (if the food is
tainted or poisoned, for instance), the character may choose to make a self-control Check. Failing the
Check means the character partakes of what's offered them regardless of the consequences.

Greedy

Characters with the Greedy Complication lust after wealth and will do whatever it takes to
accumulate more. Characters with this Complication may choose to make a self-control Check any
time they are offered money in payment for a service (no matter what kind of service); the character
may add their Wealth Trait score to the normal DC of the Check. Should the Check fail, the character
will do whatever it takes to get the final payoff regardless of the consequences to themselves, their
acquaintances and society in general.

Honest

Characters with the Honest Complication are honest to a fault; they will hardly ever tell a lie and
when they do they are bad at it. They are honest even when being so hurts the efforts of the group or
may hurts another’s feelings. When asked a question wherein a character’s ability to tell a convincing
lie lends itself to a successful conclusion or when they must perform a dishonest act, they may choose
to make a self-control Check. If the Check fails, they must behave honestly regardless of the cost. In
the event that the Check succeeds, they are allowed to perform the dishonest action but then must
make a second self-control Check to deal with their guilt; should that Check fail, the character must
admit their dishonesty to whatever authority is present regardless of any personal cost.

Hunted

Characters with the Hunted Complication have people who are "out to get them" (in reality;
characters who only think they have people out to get them probably have the Insane Complication
instead). For example, a character who pissed off the Sarn consortium will have bounty hunters
coming after them and will find it hard to stay in one place for very long; they therefore have this
Complication. The strength of the Complication depends on just who is hunting the character;
multiple parties on the hunt or just a few that happen to have a great deal of influence will lend
themselves to a higher Hunted magnitude. The Hunted Complication may be taken multiple times by
a character; each one indicates a different party interested in their head. A character’s Hunted score
is highly flexible and it is possible for them to "pay off" this particular Complication if the party
hunting them dies or becomes disinterested, or if the character manages to atone for whatever action
caused them to become a target in the first place. When there is a chance that the character might be
recognized by someone who represents a party hunting after them, the GM must add the character’s
Hunted score to the DC of whatever Check is required to resolve the situation.
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Impulsive

Characters with the Impulsive Complication have a tendency to rush into situations without thinking
them through; this usually leads them into situations that are more difficult to overcome than they
needed to be. If a character with this Complication is in a situation where thinking something out
before acting is crucial to success, they may choose to make a self-control Check. Failure of the
Check means that the character won't stop to think; they’ll just act regardless of the consequences to
themselves and others.

Insane

Characters with the Insane Complication may have any of a spectrum of abnormal mental behaviors,
which typically present themselves as violations of societal norms. Insane characters may readily
become a danger to themselves and others. Characters with low magnitude scores in Insane may
simply suffer from an occasional nervous breakdown, while those with high scores may be completely
psychotic and a danger to all around them. At any time during the course of an adventure, the GM
may decide an Insane character will temporarily "lose control" and try to do something off. To fight
this, they may choose to attempt a Willpower Save, adding their Insane score to the DC. If the Check
fails, the character will immediately exhibit odd behavior; the higher the magnitude of their Insane
score, the worse that behavior will be. At a score of -15 or more, the GM may decide to have the
character openly attack any other nearby characters.

Intolerant

Characters with the Intolerant Complication have some kind of irrational grudge against a person,
group or category of object. This can be members of other species, different ethnic groups or social
classes within one’s own species, certain classes of fighters, and so forth. If a character with this
Complication must interact with someone or something to which they are ordinarily intolerant, they
take a penalty to the DC of all Checks involving the object of their disgust equal to the magnitude of
their Intolerant score. A character may choose to attempt to control their intolerance with a self-
control Check; success cancels the penalty for the current situation only. Characters may have the
Intolerant Complication multiple times; each instance represents a group/object to which they are
intolerant.

Jealous

Characters with the Jealous Complication tend to become irrationally angry when listening and
reacting to the fortunes of others. A character with this Complication will react negatively towards the
object of their jealousy (a person, group or object). If forced to interact with it, the character may
choose to make a self-control Check in order to contain their jealousy. Should the Check fail, the
character will take a penalty to the DC of any Check made in which interaction with the object of their
jealousy is required; the penalty is equal to the degree of failure of the Check. A character is allowed
to take the Jealous Complication more than once; each instant represents another object towards
which they are jealous.
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Lecherous

Characters with the Lecherous Complication are unusually enamored with the opposite sex and find it
hard to control their libido whenever they have more than the briefest contact. Characters with this
complication may choose to make a Check for self-control when they encounter a member of the
opposite sex; if it fails, they must make a “pass” regardless of the potential consequences.

Obsessed

Characters with the Obsessed Complication are so fixated on achieving a particular goal that
anything that they can do to achieve it takes precedence over everything else in their life to the
detriment of everything else. Such goals may include avenging the loss of something/someone
important to them, obtaining a particular item, participating in a particular event, and so forth. If a
character is presented with an opportunity to do something that will enhance their chances of
achieving the goal of an obsession, they may choose to make a self-control Check in order to resist
the offer; if the offered a chance to fulfill the goal in full (or at least potentially fulfill it), an additional
25 points are subtracted from the DC of the Check. Should the Check fail, the character will do
whatever has been asked of them regardless of the consequences. A character may take the
Obsessed Complication multiple times, with each instance representing another obsession (o
character with multiple obsessions should have a priority order established for them, particularly if
fulfilling one obsession would result in the non-fulfillment of another).

Overconfident

Characters with the Overconfident Complication tend to overestimate the strength of their position in
crucial situations; they have a tendency to not prepare for those situations as well as they should,
sometimes leading to disastrous consequences. If a character with this Complication is faced with a
situation wherein they need to reconsider whether or not they’ve made adequate preparations and
the outcome of the situation may be crucial, the character may choose to make a self-control Check.
Failure of the Check will lead them to believe they can overcome the situation whether they actually
can or not.

Phobic

Characters with the Phobic Complication are unusually (and oftentimes irrationally) afraid of certain
objects, people or situations. Phobias must be declared at the time of the character’s creation and
may never be bought off. The severity of a character’s reaction when they come into contact with the
object of their phobia depends on the magnitude of the Complication; characters with low scores
may feel minor discomfort and may find it difficult o concentrate or perform involved tasks, while
those with high scores can be deeply affected just by thinking about it and may go into a catatonic
state when actually confronted by the genuine article. If they come into contact with the object of their
fear, the character may choose to make a Willpower Save to overcome it with the Phobic score added
to the DC. Should the Save fail, the character will take a penalty to the DC to all Checks while still in
contact with the object of their fear; the penalty is equal to the degree of failure of the Save. A
character may take the Phobic Complication more than once, with each instance reflecting a unique
fear.
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Tightwad

Characters with the Tightwad Complication do not willingly part with their money or personal
property for any reason. If a character with this Complication is place in a situation wherein they must
give up their money or property, they may choose to make a self-control Check. If the Check fails, the
character will either attempt to haggle over the price further (if the Check fails by less than ten points)
or simply refuse to pay up regardless of the consequences.
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CFAPTER FiVE: EOUIPRMENT AND TRADING

5.0: INTRODUCTION

This Chapter discusses equipment that can be bought and used by characters. In the original Wing
Commander games, such equipment was not available and it is up to the GM whether or not to
allow the player characters to use the equipment described in this Chapter. The equipment lists in this
Chapter are by no means comprehensive, nor will any attempt to create such a list be made at any
point in the future. This is because the vast majority of objects in WCRPG with which characters can
interact are mundane (e.g. clothing, bookchips, vids, efc.) and usually don’t have any kind of in-
game effect. Any effects they do have can be determined at the GM’s discretion as discussed in
Chapter 10.2.6. Players are welcome to discuss and contribute items as the need for them arises.

This Chapter also discusses the rules utilized for conducting trade in WCRPG. Generally, all
transactions (including commodity trades as well as the purchase of non-mundane equipment such
as personal weaponry and armor) are conducted at friendly Commodity Exchanges, with the price of
equipment fixed at a certain level; characters may haggle over this price if they wish. Trading can be
conducted at any Exchange friendly or not, though what a trader will want to trade depends upon
factors such as their technological level, their physiology, any local laws and their attitude towards the
race of the buyer/seller (e.g., a Terran looking for equipment at a Kilrathi Commodity Exchange is
more likely to be gutted than fo find what they were looking for). It's up to a GM to decide whether or
not a particular item is available for trade at a given Exchange and whether or not the trader wants to
trade with a given character.

Section One of this Chapter includes the specific rules for conducting trade. Sections Two through
Four contain lists of personal weaponry, armor and equipment. Finally, Section Five lists the most
common Commodities available for trade and their prices at various locations.

5.1: TRADING

The original games did not involve trading for the most part; Privateer and Privateer 2 were notable
exceptions and in those games, trading was a means through which a player could make a profit
and ultimately improve their craft to its maximum capabilities. "Trading" as used in WCRPG
encompasses all business transactions; this includes not only the purchase and sale of commodities
but also includes personal equipment, spare parts for capital ships and vehicles, full working craft
and so forth.

Trading in WCRPG uses a fairly simple economic model, which is designed to roughly emulate day-
to-day market forces. Each item in the game that has monetary value has a listed base cost in credits
(represented in WCRPG by the generic currency symbol, €). Some items have a range of values
associated with them; this range represents the potential price of one unit of that item and is
associated with a very specific die roll. It is up to the GM to set the final price of these items when a
character may enters a trading post, store or Commodity Exchange. NOTE: for purposes of this
discussion, the term "trading post” will be used fo encompass any venue wherein the potential for
trading exists. Also, this sub-Chapter is written from the merchant's point of view,; when the discussion
talks about "selling”, it is the merchant selling fo the characters (i.e. the characters buying from them)
and vice versa when the discussion talks about "purchasing”.

When a GM knows that the characters are going to enter info a trading situation during the course of
an adventure or if the potential for them to do so exists, they should prepare a list of goods that will
be available for sale at a given trading post along with a list of goods in the characters' possession
that the traders are willing to buy. The types of goods available for sale and purchase will be
dependent upon the type of planet or base at which the characters are located (for example,
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Agricultural Worlds and Mining Bases will both accept Luxury Foods in trade but only the Agricultural
World will sell those goods). Trade lists take a fair amount of work in order to create; like many
things in the game, they should preferably be built between gaming sessions.

Building Trade Lists

The basic procedure for compiling a trade list is as follows:

Determine the disposition of the trader.

Find the data for the particular type of trading post in question.
Select a list of items for sale and set their value.

Determine the list of items for purchase and set their value.

A OWN —

Determine the disposition of the trader

The first concept to understand when it comes to trading is that it is an interaction between at least
two sapient beings, the character doing the negotiating and the trader. The trader is always a
character in their own right; they should have all the stats that a normal character should have.
Creating a generic trader is a relatively simple task that can be done with one of the rapid character
creation routines in Chapter 2.3. Of particular concern to trading is the trader's Communications
Discipline score, their Negotiate Skill score, any applicable Reputation Trait and their Temper Trait. A
GM may choose the archetype they feel best suits the type of trader the character group will
encounter; the main archetypes usually encountered in trading posts are Business Owner, Clerk,
Merchant and (of course) Trader.

In addition to their normal character stats, traders may have one of three categorical disposition types
based on how tolerant they are to the notion of haggling (i.e. how willing they are to negotiate over
an item's price). Traders will Bargain a Lot, Bargain a Little or Not Bargain at All. Before trade takes
place, it is important that the GM determine which of these three dispositions the trader will display. A
trader's disposition is somewhat dependent upon the type of trading post involved; there are some
types of trading posts wherein a trader simply isn't allowed to do any bargaining (most retail stores in
the United States fall under this category) and so their disposition will always have to be Not Bargain
at All. In the cases where a trader has a choice in the matter, it will be more of a function of their
personality than anything else. The GM may look at the generated statistics for the trader and pick
the disposition they think best suits them or they may roll 1d10 and use the table below:

Trader Disposition by 1d10 Roll

1d10 Result Disposition Maximum Negotiation Count

0-2 Not Bargain at All 0
3-6 Bargain a Little 1-2 (1d2)
7-9 Bargain a Lot 1-5 (1d5)

Coming up with a trade list can take a lot of work, it seems appropriate that an example be
provided.

Let's say the current adventure involves the characters paying a visit fo Nephele Il. There's not a great
deal of information available about it: a moderately-populated desert planet where most of the
colonists make a living as farmers. It plays a small role in agriculture.
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So the first step in creating a trade list is generating a frader and determining his disposition. We'll be
dealing with a Terran character. For the sake of example, let's make our frader a generic Clerk with
no hero points; that will give him a Communications score of 55 and a Negotiate score of 15. His
die roll for Traits ultimately doesn't affect his Reputation or Temper scores, leaving them both at zero.

With the trader's scores in hand, we just need fo defermine his disposition. A roll of 1d10 results in a
nine, so our trader will like fo Bargain a Lot (provided we place the trader somewhere where he's free
fo cut deals, of course.)

Find the data for the particular type of trading post in question

The next step in making a trade list is to search for any existing data on a particular type of trading
post. In the case of a general Commodity Exchange, this data is listed out in Chapter 5.5 for the
main types of bases that exist in the Wing Commander Universe. All the GM needs to do is record
what goods are associated with that type of base; specifically, the highlighted commodities are ones
the Exchange will sell and any others with a listed price are ones the Exchange will purchase. In most
cases, it's sufficient to note the goods in which the Exchange will notwant to trade. For the sake of
simplicity, any Sector Capital can use the lists for either New Constantinople or Janus IV, any
Industrial World can use the lists for New Detroit, Athos or Desolia, any Naval Base can use the Perry
or Hades lists, any Agricultural World may use the standard list or the lists from Bex, Destinas or
Terrel and any non-explicitly listed world can use the Oxford list or any of the Tri-System lists. Any
other type of trading post (one not covered by these options) will require the generation of a unique
list. Finally, a GM always has the option of generating a unique list for any given trading post if they
so choose.

The description of Nephele Il would suggest that it could be considered an Agricultural World (albeit
a minor one). We could go with a list from one of the Tri-System Worlds if we wanfed fo (Destinas,
perhaps), but fo keep things simple and our list short, we'lll just go with the standard Agricultural
World. From the list of commodiities in Chapter 5.5, we see that the Commodity Exchange will trade
in everything besides Plutonium, Uranium and Mining Equijpment. Commodiities for sale are Grain,
Generic Foods, Luxury Foods, Furs, Liquor, Pets and Wood.

Of course, these examples won't help much if we went with just that ... so let's assume that while the
characters might go fo the local Commodiities Exchange, they almost definitely will wind up at a local
general sfore...

Select a list of items for sale and set their value

Selecting a list of items for sale at a trading post is a reasonably straight-forward process, though it is
highly dependent upon the type of business in which the trading post engages primarily. For
example, it's highly unlikely that a trading post specializing in the sale of communications equijpment
would also have robotic workers for sale, though it's not entirely impossible. The GM may begin by
rolling 1d5 if the trading post is a Commodity Exchange, or 1d10 for any other type of trading post;
the result of this roll is the number of types of items that will be available for sale.

Once a GM has the number of item types for sale, they need to select the specific items. If the trading
post is a Commodity Exchange, the GM may either make their selections at random based on the
tables in Chapter 5.5 or make a number of d% rolls equal to the number of indicated items and
compare the results to the tables to determine the corresponding commodities. Note that in all cases
when selecting commodities, the GM is limited in their selections to those that are highlighted on the
tables (for example, Perry Naval Base may only have Space Salvage and Weaponry on its list of ifems
for sale, it will never have any other commodities available).
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If the trading post is not a Commaodity Exchange, the GM has more work to do. Non-commodity
items are grouped into several different categories depending upon their in-game purpose. General
Equipment (see Chapter 5.4) is grouped into seven distinct categories: Clothing and Container
Objects, Tools and Wilderness Gear, Comestibles, Scanners and Computer Technologies,
Communications Technologies, Medicine and Medical Technologies and Weapon Accessories,
Ammunition and Batteries. ltems can also be Weapons, Armor or Vehicles. GMs can make selections
of items from one or more of these categories at random (if dealing with a general store type of
trading post) or from a single category (if dealing with a specialty trading post - for example, a
medical supply store will likely sell only Medicine and Medical Technologies). Alternatively, they may
roll 1d10 and select an item from the resultant category indicated on the table below.

ltem Categorical Selection for Sale List by 1d10 Roll
1d10 Result ltem Category
Clothing and Container Objects
Tools and Wilderness Gear
Comestibles

Scanners and Computer Technologies

Communications Technologies

Medicine and Medical Technologies

Weapon Accessories, Ammunition and Batteries

Weapons

Armor

VW N oo~ W N = O

Vehicles

Note that die rolls made on this table only selects the fype of item, not specific items; the GM will still
need to go fo the appropriate list and make a selection at random. Finally, GMs may always choose
to add items with no distinguishable in-game purpose (so called "Mundane" items) to their list if they
so choose.

As a final note, it is recommended that the GM not select items that are more advanced than the
technological level of the trading post in question (see Chapter 10.2.7); less advanced items may be
selected, however. If items are being selected at random, the GM may completely ignore any repeat
instances of a particular good and may choose to ignore any instances of a good more advanced
than technological level of the trading post.

Once the item list has been finalized, the GM needs to set the price of each item at that particular
trading post. Again, there's a difference in how this is handled between commodity and non-
commodity items. Most commodity items have a range of possible prices associated with them as well
as an average value and an associated die roll for the range. A few commodities have a single price
listed; this should be assumed as their average value. The GM may set the price of the item at the
average value, select a price at random within the range of given values or make the indicated die
roll and set the price of the item equal to the amount indicated by the result. All non-commodity items
will have only a single price listed for them; the GM may either go with that price or roll 2d10 and
use the table below to find a price multiplier, which can then be used to set the price of the item
(round any decimal remainder to the closest integer).
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ltem Price Multiplier by 2d10 Roll
2d10 Result Multiplier
0.50
0.60
0.65
0.70
0.75
0.80
0.85
0.90
0.95
1.00
1.05
1.10
1.15
1.20
1.25
1.30
1.35
1.40
1.50

NV O NN AW N = O

O NN AW N = O

ltems that are being sold at trading posts located in communities may further have the prices of all
commodities adjusted depending upon the community's Qualities; Depressed communities should
subtract 25% off the indicated price of all items, while Prosperous communities should add 25%. In
both cases, the resultant amounts should be rounded to the closest integer. For more information on
community Qualities, see Chapter 10.2.5.

Once the prices of all goods on the trade list have been determined, the final step is to determine the
number of units of each item the trader has for sale. Again, this is determined differently for
commodities versus non-commodities. Trading posts may or may not already have a quantity of
goods set, depending if the GM is using items from the Privateer 2 commodities lists or not.
Commodities on the Privateer 2 list already have a quantity value listed with them; the GM may either
use the indicated quantity or not. For all other commodities, quantities are set with a d% roll, with the
final number of units of the given item equal to the result. For all other items, the die roll depends on
the type of trading post involved and the category of the involved item. For all trading posts that
specialize in the item's category, a d% roll can be used as with commodities. For general stores,
different die rolls are used: Weapons and Armor will use a d10 roll, Vehicles will use a d5 roll,
Weapon Accessories and Medical Technologies will use 2d10 and all other items will use a simple
d10 roll (with any zero counting as ten in this case).

We'll do o couple of examples here, one for Nephele II's Commodity Exchange and one for a local
general sfore located in the main spaceport.

Lets start with the Commodity Exchange. We're dealing with an Agricultural World and we'll be using
the standard Agricultural World list of commodiities from Privateer. Our first job is to determine how
many items will wind up on our sale list; this is done with a 1d5 roll, since we're working with a
Commodiity Exchange. The die is cast and comes up as a five, so there will be five different
commodities on our sale list. To select them, we'll let the dice decide. We need five d% rolls; the
results are 21, 60, 66, 12 and 29. Checking the tables in Chapter 5.5, this corresponds to Factory
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Equipment, Furs, Furs, Factory Equipment, and Generic Foods. Since Factory Equipment and Furs
both appear twice, we'll foss out the second instances. For the sake of example, we'll go ahead and
throw in Grain, even though it doesn't correspond to a die roll. This will leave our sale list with four
commodlities instead of five, but we can do that so we will. The final sale list will be Grain, Generic
Foods, Factory Equipment, and Furs.

Now that we have our ifems, we need to set their prices; we'lll use Grain as an example. According fo
the Comestibles table in Chapter 5.5 for an Agricultural World, Grain can have a value from six fo
sixty credits with an average value of twenty-six credits. The corresponding die roll for the price is
6+6d10; we'lll go ahead and make this roll to set the price of Grain. The result of the roll is twenty-
five, so we'll set the price of Grain at €31 (25 + 6 = 31). Doing likewise for the remaining
commodities gives us values of €59 for Generic Foods, €112 for Factory Equipment and €282 for
Furs.

Finally, we need fo set the quantities of each commodity. Since we don't have set commodities, we
can determine their quantities through d% rolls. Doing this for each commodiity in turn gives us 12
units of Grain, 35 units of Generic Foods, 78 units of Factory Equipment and 25 units of Furs.

Now we'll set up the trade list for our general store. Since we're not dealing with a Commodity
Exchange, we'll begin with a 1d10 roll to determine the number of items being sold, the result is an
eight, so we'lll need to populate our list with eight ifems. Rather than making random selections, we'll
let the dice decide the categories of our items. We need fo make eight d10 rolls; the results are 0, O,
5, 1,4, 0, 6 and 5. This corresponds fo three Clothing and Container Objects, one Tool, one
Communication Technology, two Medlical Technologies and one Weapon Accessory/Battery. We'll
need fo flijp to the equipment lists in Chapter 5.4 fo make specific selections. For the sake of this
example, let's say the list will consist of Backpacks (Wilderness), Satchels, Civilian Casual Outfits,
Canteens, Short-Range Communicators, Vita Kits, Bandages and Small Batferies.

Since all of these are non-commodity ifems, we can either go with their listed prices or roll for price
multipliers. Let's go ahead and roll for the sake of example. We'll need fo roll 2d10 eight times, once
for each item on the list; the results are 8, 12, 4, 6, 12, 18, 6 and 11. According fo the table above,
this corresponds to multipliers of .95, 1.15, 0.75, 0.85, 1.15, 1.50, 0.85 and 1.10. We'll apply the
multipliers to the prices of each item in turn. This gives us prices of €21.47 for the Backpacks, €9.20
for the Satchels, €18.75 for the Civilian Casual Outfits, €1.70 for the Canteens, €28.75 for the
Short-Range Communicators, €48.38 for the Vita Kits, €2.76 for the Bandages and €7.15 for the
Small Batferies.

Finally, we need fo set the quantities. Since we're dealing with a general store and non-commodities,
the rolls will be slightly different for some of our goods, specifically, the Vita Kits, Bandages and Small
Batteries will use a 2d10 roll instead of a 1d10 roll. Rolling for quantities gives us four Backpacks,
four Satchels, one Civilian Casual Outfit, three Canteens, nine Short-Range Communicators, fen Vita
Kits, nine Bandages and ten Small Batferies.

For those who think Nephele Il is a more rough-and-tumble locale, a police outfitter specializing in
Weapons and Armor may be present somewhere (though we won't be putting together a frade list for

it..)
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Dynamic Events

The Wing Commander universe is not a static place; there's usually something going on somewhere
whether good or bad for those involved. Some of these events can easily affect the prices of goods
where they occur, affecting their supply or demand as a result and causing a corresponding change
in their price. If a GM doesn't want to muck about with altering the prices of goods based upon die
rolls, they might want to consider using dynamic events. To use dynamic events in an adventure, the
GM makes their trade lists for a specific site as normal, but always sets the prices to the average
value. When an adventure begins, the GM will need to roll d% and use the table below to see what
has taken place.

d%
Roll

00-
03

04-
07

08-
1

12-
15

16-
19

20-
23

24-
27

28-
31

32-
35

36-
39

40-
43

44-
47

48-
51

52-
55

56-
59

60-
63

64-
67

68-
71

72-
75

76-
79

80-
83

84-
87

Event

Crop Failure

Plague

Rebellion

Solar Flares

Miner Strike

Worker Strike

Computer Virus

Famine

War (Local)

Infestation

Mining Accident

Industrial Accident

Tourists
Kidnapped

Flood

Stock Market
Crash

Drought

Pirate Base
Destroyed

Bountiful Harvest

Blood Banks
Depleted

Holiday (Local)

New Field Opens

Cyber Virus

Planet Type
Affected

Agricultural

Any

Any

Any

Mining

Industrial

Any

Any

Any

Any

Mining

Industry

Pleasure/Pirate

Agricultural

Everywhere

Agricultural

Any

Agricultural

Any

Any

Mining

Any

Dynamic Event Selection by d% Roll

Commodity Bought At Percentage Rate

Fertilite (+20%)

Medical Equipment / All Medical Commodities

(+50%)

Weaponry (+50%)

Communications Equipment/Units (+25%)

All Luxury Goods/Commodities (+50%)

All Contraband / Weaponry (+20%)

Software (+30%)

All Comestibles (+50%)

Weaponry, Communications Equipment/Units
(+50%)

Weaponry, Medical Equipment / All Medical
Commodities (+90%)

Mining Equipment / Atomic Chisels (+25%)

All Industrial Commodities / Capital Goods
(+20%)

Slaves / Pleasure Borgs (Pirate Only; -15%)

Fresh Water (-25%)

All Commodities (-20%)

Fresh Water (+25%)

All Contraband (+50%)

No Effect

Blood / Medical Equipment (+25%)

No effect

No Effect

Robotic Workers/Servants, Cybernetic Limbs,
Pleasure Borgs (+20%)

Commodity Sold At Percentage Rate

All Comestibles (+30%)

All Commodities (-25%)

All Commodities (+60%)

Medical Equipment / All Medical Commodities

(+40%)

All Commodities (+50%)

All Commodities (+50%)

All Commodities (-10%)

No effect

All Commodities (+40%)

All Commodities (-30%)

All Ore Commaodities / All Raw Materials

(+20%)

No effect

Slaves / Pleasure Borgs (Pleasure Only; -10%)

All Comestibles (+50%)

All Commodities (+30%)

All Comestibles (+50%)

No Effect

All Comestibles (-10%)

No Effect

All Commodities (-5%)

All Raw Materials, Gems, Cerulean Gemstones,
All Ore Commodities (-10%)

All Commodities (+15%)
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88-

91 Mutiny Military Weaponry (+20%) All Commodities (+20%)
92- Worldwide Power Any Advanced Fuels, Solar Generators (+25%) All Commodities (+30%)
95 Failure

96- Construction Equipment, Pre Fabs, All Industrial . o
99 Earthquake Any Commodities (+25%) All Commodities (+15%)

A GM may, at their discretion combine the use of dynamic events with the normal methods employed
for determining the price of goods; if they do this, they will need to make any price adjustments
based upon the current value of the affected goods instead of its average value.

Once an event has taken place, the GM will need to see if the prices of any items sold at the trading
post have been affected; if any have, they will need to adjust their prices as indicated (round any
decimal remainders to the closest integer). Note that some of these events affect all of the items at
the post while a few only affect a specific commodity. The GM will roll for new events once every 1d5
days as the adventure continues; once a dynamic event has taken place, the price changes go into
effect immediately and remain at their new levels due to the event for the next 2d10 days.

Here's an example of how this works. Let's say we have a GM who is using the same frade list we
generated above and wants to incorporate dynamic events info their campaign. On the first day of
the campaign, the GM rolls d%; the result is 52. Checking the chart, this corresponds to a Flood,
which will reduce the price of Fresh Water for purchase by 25% and increase the price of all other
Comestibles for sale by 50%. Checking the Commodity Exchange frade list, we see that there are two
Comestible commodiities on it - Grain and Generic Foods. The initial prices on the list are €31 for
Grain and €59 for Generic Foods. A 50% increase in those prices (with rounding) will increase the
price of Grain to €47 and Generic Foods to €89. The GM rolls 2d 10 to see how long the prices will
remain that way, the result is eleven, so the prices will remain elevated for eleven days (during which
time, the character group may want fo steer clear of Nephele I/ for purposes of buying food items).
Finally, the GM makes a 1d5 roll fo see when they will need fo generate a new dynamic event; itll be
three days before something else happens.

Supply, Demand and Quantity Levels

A GM may want to set up the economics of an adventure or campaign such that the quantities of
items available at a given trading post are dependent upon the level of trade that has already taken
place there. This can be emulated rather easily, though it does involve bookkeeping on the part of
the GM. First, trade lists for all the trading posts involved must be generated. Every seven in-game
days and for any trading post wherein production of a given commodity may occur, the GM must roll
d% and subtract 50 from the result for each applicable item; the final result is the quantity produced.
For non-commodities, the roll is a standard d10 roll with five subtracted from the result. ltems
produced that were not originally part of the base's sale list have their price set at the average value.
If the net production of a commodity is positive (i.e. if items are created), the price of those items goes
down by one credit per ten of those commodities created (round up), and vice versa. For non-
commodities, the price drops by one credit per unit of items produced.

Purchases and sales of commodities and other items affect the price of those items on a daily basis.
Every time a commodity is bought at a specific trading post, its price there goes up by one credit per
ten units bought (round up) at the end of the current day and vice versa. Similarly, every time a non-
commaodity is bought, the price of that item goes up by one credit per unit bought and down by one
credit per unit sold at the end of the current day.
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GMs are welcome to tinker with the amounts the prices go up and down as they wish (particularly for
more expensive items where a credit here or there isn't going to make that big of a difference). A
suggested level of tinkering is to keep the change in price within two orders of magnitude of the
normal price of the item (i.e. for items with values in the thousands the price can fluctuate by ten
credits, items with values in the tens of thousands can fluctuate by one hundred credits, etc.). GMs
may also ignore the normal item price limits if they so choose. The net effect of this process is that
trade routes the characters are utilizing may become less and less profitable as time passes and the
value of a commodity go up at the source and down at the destination.

Note that a clever set of players may be able to use this system of quantity and price fluctuations to
create arbitrage opportunities for themselves. GMs should be on the lookout for this kind of activity
and (if they so choose) should implement whatever limiting factors they feel are necessary to curtail it.
In general, it is best to combine this system with one of the other methods for adjusting the price of
goods.

Let's say our GM also decides fo incorporate fluctuating commodity prices based on supply and
demand into their campaign. We have our Commodity Exchange sale list for Nephele Il; 12 units of
Grain at €47, 35 units of Generic Foods at €89, 78 units of Factory Equipment at €112 and 25 units
of Furs at €282. The General Store on Nephele Il has four Wilderness Backpacks at €21.47, four
Safchels at €9.20, a Civilian Casual Outfit ot €18.75, three Canteens ot €1.70, nine Short-Range
Communicators at €28.75, fen Vita Kits at €48.38, nine Bandages at €2.76 and ten Small Batferies
at €/7.15.

Let's say a Tarsus crew stops by the Nephele Il Commodity Exchange. Unaware of the recent
floodling, they purchase the Exchange's entire stock of Generic Foods. Since they bought 35 units, the
price of Generic Foods at Nephele Il will increase by four credits to €93 at the end of the day. The
crew also buys two Satchels at the General Store, the price of the remaining two will go up fo €11.20
at the end of the day.

Production occurs a week later. Nephele Il is an Agricultural World, so it can produce up fo nine
unique commodties (Construction, Factory Equipment, Generic Foods, Grain, Luxury Foods, Furs,
Ligquors, Pets and Wood). A fotal of nine d% rolls (one for each commodity) will be needed to check
for production;, the roll results are 10, 65, 18, 97, 45, 1, 68, 59, and 67 and subtracting 50 from
each result gives final valves of -40, 15, -32, 47, -5, -49, 18, ¢ and 17. We'll assign each result fo
each commodity in the order they're listed above. This means that Nephele Il has offloaded forty units
of Construction in the past week, since there were none to begin with, Construction will remain at
zero and the result is ignored. Fiffeen units of Factfory Equipment are produced. This one is on the
tfrade list; fifteen units of production will drop the price of the Factory Equipment by two credits to
€110 and increase the stock from 78 to 93 units. The next result, -32, corresponds to Generic Foods.
All the Generic Foods have been bought, so there is no stock. However, we do have a price and a
drop of 32 units will still raise the price by four credits fo €97. 47 units of Grain production lowers its
price to €42 and increases the stock fo 59. Luxury Foods are not in stock and have no price, so the -5
result may be ignored. 49 units of Furs are sold); this will deplefe Nephele's stock and raise the price
to €287. Finally, the last three results will all generate new commodities; each of these is set at their
respective average prices. In addition fo what it already had for sale, the Nephele Il Commodity
Exchange now has 18 units of Liquor at €41, 9 units of Pets at €86 and 17 units of Wood at €83
available.

We are considering some of the combined effects from dynamic events in these examples. After four
more days have passed since production, the price effect from the Flood event ends,; eleven days
have elapsed, the time indicated in the prior sub-section example for the length of the Flood event.
The price of all Comestibles would therefore drop by 50%, Grain goes from €42 fo €28 and Generic
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Foods drops from €97 fo €65. Luxury Foods, which it still is not on our trade list, is not affected by the
change.

Determine the list of items for purchase and set their value

With the list of items for sale complete, the last thing that needs to be done is to determine what
goods the trader would like to purchase. This is done in largely the same manner as creating a list of
items for sale, with the principle exception being that the quantities of items available for purchase
never need to be randomly determined; the amount always equals the quantity currently in the
character group's possession. If the item is a commodity and has a value listed for the type of
world/base at which the trading post is located, the trader will be interested in purchasing it. A
trader's interest in non-commodity items may be determined in the same way as for the sale of such
items outlined above, though in this case the trader's interest will be limited to items strictly in the
possession of the characters. In both cases, the value at which a trader will want to buy the item is
determined in the same manner as for items the trader is selling. Any item appearing on the
purchase list that happens to also be on the sale list will automatically have its value set to the same
amount. As with goods for sale, it is recommended that a GM not allow the purchase of goods above
the trader's technological level.

In the previous example, a Tarsus paid a visit to Nephele Il. Tarsi have a cargo hold area of 100
cubic mefers - enough to haul 100 units of commodities - so let’s say it was hauling 27 units of Iron,
19 units of Tungsten and 54 units of Uranium its crew bought had previously bought from a nearby
mining base. This gives us our commodiities and quantities for the purchase list; all we have fo do is
come up with the prices. For Iron and Tungsten, we'll just make the indicated dlie rolls; the value of
Iron at Nephele Il will be €52 and the price of Tungsten will be €102. The commodities lists for
Uranium at an Agricultural World indicate a price of zero, so we automatically know the Nephele
Commodiity Exchange is not interested in purchasing it; Uranium will remain off of the purchase Iist.
The final purchase list for Nephele's Commodity Exchange is 27 units of lron at €52 and 19 units of
Tungsten at €102.

Conducting Trade

The actual trading process is a great deal easier to do than building trade lists. To trade an item, the
characters first indicate the item they would like to trade; the GM will then look up that item on their
prepared trade lists. If the item is not there, the trader simply is not interested in the item or doesn't
have it for sale. If it is there, then a transaction may take place; the GM will need to note the item's
value. Knowing this value becomes particularly important in case the characters decide they want to
haggle (negotiate the price by making one or more counter offers).

Whether or not a character can haggle is entirely dependent on their location. For example, a big
chain market advertising "everyday low prices” usually won’t allow any haggling fo take place. If the
trader’s trading disposition is "Not Bargain At All", no haggling over the price will be tolerated. The
GM gives the characters the value of them item indicated on their trade lists as their initial offer; the
characters must accept the price as given and go on to indicate how many units of the item in
particular they'd like to trade or just refuse the offer (which automatically causes the trader to break
off the frade and raises their Frustration Level (see below) by two points). An attempt to haggle in this
instance will result in the trader's refusal to bargain (i.e. the same price will be offered again) and an
increase of their Frustration Level by one point.

When a trader’s location/disposition allows for bargaining, characters are allowed to haggle over the
price. The GM gives the characters the value indicated on their trade list as their opening price. At
this point, the character who is conducting the actual negotiations makes a Negotiate Check which is
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opposed by the trader's own Negotiate Check (GMs should keep the result of the trader's check secret
during the negotiation process). If either party to the negotiations has earned a reputation in trading
circles, subtract any applicable Reputation Trait modifier from the result of the roll; any Temper
modifier they have is also subtracted from the result of the roll. This opposed Check determines if
trading will go in the character’s favor (if their final result is lower than the trader's) or in the trader’s.
lt's generally recommended that haggling be attempted by characters that are strong in the
Communications Discipline (particularly by those who are strong in Negotiate); of course, any
character may attempt to conduct trade negotiations for a group.

After the Negotiafe Check has been made, the character has three options: they can either accept the
price as is, they may make a counter offer or they may refuse the offer. If the character refuses the
offer or makes a counter offer, the trader's next action depends on who had the better Check as well
as the degrees of success or failure involved; see the table below for specifics. If the trader's next
action as prescribed by the table is a counter offer but the indicated new price would make a deal
worse for the trader than simply accepting the character's last offer (i.e. a higher price than offered
while selling or a lower price than offered while purchasing), the trader will accept the current offer

instead.

Character's Action

Trader Selling ltem

Character's Offer is
Greater than the
Current Price.

Character's Offer is
Less than the Current
Price but above the
Minimum Value for the
item.

Character's Offer is
Less than the Minimum
Value for the item.

Trader Buying ltem

Character's Offer is Less
than the Current Price.

Character's Offer is
Greater than the
Current Price but below
the Maximum Value for
the item.

Character's Offer is
Greater than the
Maximum Value for the
item.

Character Refuses the Current Offer.

Negotiate Check Actions and Results

Negotiafe Check Result...

...favors the Character

Trader Agrees to the Character's offer. -2 points to
the Trader's Frustration Level.

Trader Counters the Current offer, lowering the
price by two credits per ten points in the difference
between the Character's and Trader's degrees of
success/failure (if the Trader is Selling) or raising it
by the same amount (if the Trader is Buying).

Trader Counters the Current offer, lowering the
price by one credit per ten points in the difference
between the Character's and Trader's degrees of
success/failure (if the Trader is Selling) or raising it
by the same amount (if the Trader is Buying).

Trader Counters the Current offer, lowering the
Offer price by 1d10 credits (if the Trader is Selling)
or raising it by the same amount (if the Trader is
Buying). Zero counts as ten in this case. An extra
point is added to the Trader's Frustration Level.

...favors the Trader

Trader Agrees to the Character's offer.
-1 point to the Trader's Frustration
Level.

Trader Counters the Current offer,
lowering the Offer Price by 1d10
credits (if the Trader is Selling) or

raising it by the same amount (if the
Trader is Buying). Zero counts as ten in
this case.

Trader Refuses the Character's Current
Offer. +1 to the Trader's Frustration
Level.

Trader also Refuses and no transaction
will take place. +2 to the Trader's
Frustration Level.

Should the trader make a counter offer, the character may choose to either make a fresh opposed
Negotiate Check or just use the same result of the previous Check (whether it was in their favor or
not). Taking a fresh Check may give the negotiating character more chances to increase their Skill
score in Negotiafe at the risk of failing the Check and making life harder on their group. Not re-
rolling the Check speeds up the trading process a lot but sticks the group with whatever result they
got from the initial Check, which may not work out in their favor. The whole process of offer/counter-
offer repeats until either one side accepts the other's offer or both sides refuse to deal any further.

A trader will not negotiate with a character forever; all trades have a "negotiations count", which
increases as trading goes on and has a maximum score based upon the trader's disposition. Prior to
each individual transaction, the GM may select @ maximum negotiations count score based upon the
trader's disposition or simply make the indicated die roll. The trader's current Frustration Level sets the
initial value of the count in every trade; frustrated traders are going to be much less forgiving to
characters who have already tried their patience. Every time the trader makes a counter offer, the
negotiations count increases by one point; it goes up by two points when the trader refuses an offer.
Traders will automatically refuse all further counter offers once their negotiations count score meets
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or exceeds the maximum; each such refusal increases the trader's Frustration Level by one point. It is
possible for a character to start a transaction with a score so high that the trader will automatically
refuse all counter offers.

In all successful trades (i.e. ones in which a final price is settled), characters are limited in the number
of units of the item they can purchase by the amount of free storage space currently available to
them, the amount of cash they have on hand and the number of units the trader has available. They
are limited in the amount they can sell to a trader by the number of units they have available and in
many cases by the amount of cash the trader has on hand. It's generally assumed that traders at
Commodity Exchanges have access to unlimited amounts of cash. Trades in specific communities
may be limited by their buy-back limit; for details, see Chapter 10.2.5.

Frustration Level

Some of the actions listed above refer to a trader’s Frustration Level, which is a measure of how
angry the trader has become towards the character since they walked into the trading post. A trader
usually begins trading with a Frustration Level count of zero. This is modified based on the Reputation
level of the character who will be conducting the negotiations; for every five points of an applicable
Reputation Trait they have as a Complication, the starting Frustration Level is increased by one point
and vice versa. Nofe that if a frader has a low enough maximum Frustration Level and if the
character has a large enough Reputation Complication, it is possible that the trader will already be
fed up with the character before they even enter the trading post, if this is the case, they will be
denied entry fo the trading post alfogether. Leaving a trading post with the trader in a good mood (a
negative Frustration Level) will earn the character who conducted the negotiations a point in
Reputation as a Talent for the next time they conduct negotiations at that specific trading post.

A trader’s Frustration Level can only be so high before they become totally fed up; the maximum level
is determined by the trader’s disposition. Traders that like to Bargain a Lot are fed up when the
Frustration Level count reaches seven or after the character performs four actions in a row that
increase the trader's Frustration Level. Those that only like to Bargain a Little are fed up at a count of
six or three actions in a row, while those that do Not Bargain at All are fed up at a count of five or
two consecutive actions. The maximum count may be raised by one point for every ten points in the
character's Negotiate Skill DC. Once a trader is fed up, the next action that raises their Frustration
Level will cause the trader to stop all trade; they will force the character group to leave the trading
post and the character who conducted the negotiations must take a point in Reputation as a
Complication for the next time they conduct negotiations at that specific trading post.

The trader’s Temper Trait can also be a factor in how their Frustration Level increases. If the trader’s
Temper is a Complication, their Frustration Level will increase by an extra point for every ten points in
their Temper Trait. Conversely, if the trader’s Temper is a Talent, then their Frustration Level is
decreased by an extra point for every ten points in their Temper Trait.

An Example of Trade

Trade in WCRPG is not a particularly difficult concept fo grasp. Nevertheless, it seems fair fo offer up
one final example on how the whole process works.

We'll go ahead and use our previous set of examples fo set up an example frade scenario. The
character group has a Tarsus Merchant Scout without the cargo expansion module installed it thus
has a maximum cargo capacity of 100 cubic meters, which translates to 100 units of goods. Having
visited a nearby mining base, the ship is hauling 27 units of lron, 19 units of Tungsten and 54 units
of Uranium when its crew puts in at Nephele Il. The local Commodiity Exchange has 12 units of Grain
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at €31, 35 units of Generic Foods at €59, 78 units of Factory Equipment at €112 and 25 units of
Furs at €282. The Commodity Exchange offers €52 for the crew's Iron and €102 for their Tungsten,
and indicates they are not inferested in their Uranium. The GM knows the Commodity Exchange's
Clerk has a Communications score of 55 and a Negotiate score of 16 (a DC of 21) with no
Reputation or Temper scores. His disposition is Bargain a Lot.

We need to know something about the character conducting the negotiations on behalf for the Tarsus
crew. Let's go ahead and create a generic Terran character using the Mercenary archetype with 200
hero points. The point distribution will give him 55 points in Communications and a Negotiate Score
of 5 (a DC of only 10). To make things even more interesting, well give the merc a Reputation Talent
of +5 in trade circles and a Temper Complication of -10. This will have the net effect of adding five
points to the result of the mercenary's haggling rolls.

After being welcomed fo the Commodiity Exchange by the frader, the mercenary has an opportunity
fo look at what's available and what the prices are. The merc has no available scratch, so the first
thing they would like to do is offload their own goods. They picked up the Iron at the mining base for
€44 and the Tungsten for €76. The merc thinks the price being offered for the Tungsten is fair, so
they agree and sell off all they have, the trader fakes possession of all 19 units at €102, earning the
merc a fast €1,938 (for a profit of a little less than €500).

The price offered for the Iron is a little low for the merc, seeing as he'd only make eight crediits per
unit in profit with the offered price. So, he decides fo haggle and makes a counter-offer of €75 - a
dangerously high counter-offer for an Agricultural World. The GM rolls 1d5 for the trader (since he
likes to Bargain a Lot) and comes up with a three, the trader will therefore make no more than three
counter-offers. An opposed Negotiate Check takes place, the trader's roll comes up as 99 and the
merc’s roll comes up as 84, both failures (fechnically a critical failure for the trader, but the Negotiate
Check has no critical potential, so it has no other effects). The merc adds five points fo their roll for a
final result of 89. The frader's degree of failure is 78 and the merc's is 74, so the Check favors the
merec. In this case, the frader will make a counter offer; since there's only four points difference
between the degrees of failure, the trader will simply raise their offer by one credit fo €53. The trader
has made a counter offer and so their negotiation counter increases by one. The merc is still not
thrilled with the offer, so he makes a new counter-offer: €74. Same sifuation as before, the frader
rolls 98 with the merc rolling 63 this time for a fotal of 68. This time, there are exactly twenty points
difference between the degrees of failure, so the trader will go up on their offer fo €55. The trader's
negotiate counter is now fwo.

The merc decides fo press his luck and counters with €72. The dice are cast with the trader rolling 34
and the merc a 02 (adjusted to 07, a success). There's 27 points difference in the degrees of
success/failure, so the trader goes up on their offer to €58, which is now about the normal maximum
price one would ordinarily expect for Iron at an Agricultural World. The trader's negotiation count is
now at three, its maximum, the frader automatically refuses the merc's new counter offer of €69,
Increasing their Frustration Level fo one. The merc knows it will be fruitless to haggle further and
accepts the offer of €58, earning €1,566. While the profit margin may not have been as high as the
merc had hoped, they still wind up earning a little over €375 in profit.

The merc now has a fotal of €3,504 and nothing else fo offer the trader. The merc's next intended
stop is an Industrial World to offload the Uranium that's tied up all their cash. While they might want
fo do something else with the money they've made so far, the merc also doesn’t want to head out with
a hold that's nearly half-empty, so they decide fo look at what the trader has for purchase.

The merc is smart enough to consider their potential profit margin ot their destination from the
Goods being offered. Of what's being offered, the Furs are a good buy, there's a comparatively low
chance of taking a loss there, though they don't offer a particularly high profit margin and they're
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expensive - ot the listed price, the merc only has enough scratch for twelve units. Grain is the next
best buy available; while the potential for loss is a little higher, it's cheap and could potentially offer a
decent profit margin. The trader only has twelve units available, so the merc would have to team it up
with something else fo furn a reasonable profit. Generic Foods at the current price is potentially risky
but it also offers the highest potential profit margin of any of the items available. Moreover, there are
enough units availoble that the merc could leave with a decent quantity in fow and still have scrafch
left over. The merc doesn't even bother considering the Factory Equipment; there's practically no
chance of making a profit there considering his next destination.

The merc decides to try his luck haggling over the Generic Foods. The GM makes their d5 roll; it
comes up as a five but the trader's Frustration Level is one, so they will make no more than four
counter offers. Again, the GM keeps this information secret. The merc's counter offer is €25. The
checks are made, the trader rolls 02, while the merc rolls 92. Clearly the trader is favored here (by a
margin of 95); fortunately, the offer is above the Minimum Valuve for the item, so the trader rolls
1d10. The result is zero, so they trader will lower the offer by fen crediits fo €49, with their negotiate
count going up by one. The merc goes up to €29 and a new Check is made, the frader rolls 11 and
the merc rolls 89. Again, the trader is favored with a margin of 93. 1d10 is rolled; the trader comes
down by nine points to €40. The merc makes one last offer of €30. The frader rolls 01 and the merc
rolls 43, for a margin of success of 47. 1d10 is rolled again and a six results, bringing the trader's
counter offer fo €34. The merc decides fo accept that offer rather than risk upsetting the trader and
buys all 35 units of Generic Foods.

This leaves the merc with €2,314, enough left for them to go ahead and buy the Grain outright,
filling their hold fo its maximum and leaving them with €1,942. At the end of trading, the mercenary
has made nearly two thousand credlits in profit; enough fo conduct repairs, refuel and make
preparations fo visit their next port of call.

5.2: WEAPONS

Most role-playing adventures will require the characters to engage in combat at one point or another.
For those times when characters have to get into the thick of things, they'll need weapons.

The use of weapons on the character-scale is covered in-depth in Chapter 9.2. Weapons on the
character-scale come in three main varieties: beam weapons (ranged weapons that fire in streams),
projectile weapons (ranged weapons wherein an impactor is shot at the target, whether it is
comprised of a physical object or not), and melee weapons (close-range weapons that rely on a
character's strength or dexterity to cause damage and are usually not fired at the target). All weapons
have the following statistics:

e Name: What the weapon is called.

e Availability: This indicates the level of technological development required for the weapon to
be available for general use.

e Type: The general kind of weapon being described (a beam, projectile or melee weapon).

e Recharge: This indicates the amount of time that must pass after it has been fired before it
may be fired again. Weapons with a recharge of 1 round may be used again on the next
combat round.

e Range: This indicates the maximum distance a target may be from the point of discharge
before the weapon becomes ineffective.

e Appendages: This indicates the number of motor appendages required to operate the
weapon. Weapons count against the character's encumbrance (see Chapter 5.4). The EC of
a weapon is the number of appendages required multiplied by three, and the number of
equipment slots required to store it is two the power of its EC. For example, all one-
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appendaged weapons will have an EC of three and need eight equipment slots (1x3 = 3,
F=8).

e Magazine: This lists the number of times a ranged weapon may be fired before it needs to be
reloaded or to have its battery replaced. It's generally a good idea for both the GM and the
character's controller to keep track of how many shots are left in a given weapon. If the GM
ever needs to determine the number of shots left in a weapon, they may roll 1d10; the result
indicates the remaining number of shots.

e  Falloff: This indicates either an amount of damage lost or the amount by which a target's hit
difficulty decreases for every range increment the target is from the weapon's point of
discharge.

o  Effects: This lists out various sundry effects the weapon may have. For a complete list of
general weapon effects, see Chapter 10.2.6.). Any HD penalties listed here are applied to
whoever is wielding the weapon.

e Class: This lists a specific Class of the type of weapon in question. All weapons have ten
Classes, with higher levels capable of more damage and having a higher cost.

o  Cost: This is the amount a weapon of the given Class costs in credits.

e Damage: This lists the amount and type of damage the weapon inflicts to its target upon a
successful hit.

e Options: This is a list of bonus features that may be added to a type of weapon that will
change one or more of its basic characteristics. A weapon may only incorporate one listed
options listed at any given time. Options are strictly voluntary; all weapons may be used
without any options in use. Again, any HD penalties listed in the options section apply to
whoever is wielding the weapon.

A "pure" Wing Commander adventure won't involve the use of character-scale weaponry as the
original games never involved opportunities for combat on the character-scale. That said, a
"traditional" Wing Commander game will tend to use only the Laser Gun and Grenade weapons
systems without options. For Industrial Age races, the Slugthrower is the recommended weapon of
choice. More primitive races will tend to use melee weaponry more heavily with the Bow and Arrow
available as a ranged weapon option. The other weapons listed in this sub-Chapter are meant to be
used as examples of what a creative GM might decide to implement and as a means of adding a
little variety.

Note that the statistics listed are for typical medium-sized weapons. There are other factors that may
apply to all forms of weaponry that may be used to affect any of a weapon's basic statistics. These
factors may always be used at the GM's discretion:

e Age: A weapon may be more or less effective than normal depending on how long ago it
was manufactured. A three-thousand year old firearm may be priceless to a collector but it's
probably not going to fire worth a damn, so it's usefulness as a weapon will likely be quite
limited (unless it's used as an improvised club).

e Quality: A well-manufactured weapon may have capabilities that go above and beyond its
design specifications. The effects of a well-made weapon may include longer than normal
range, faster reload or extra punch. An above-average quality weapon will almost always be
more expensive, especially in those situations where such high standards of manufacture are
deliberately sought. Conversely, weapons of below-average quality may not perform nearly
as well as an average weapon; they're likely to be cheaper though, which in a time of war
makes them far, far more common. Weapons of the worst quality may jam or break
whenever someone attempts to use them (the GM can roll 1d10 when such a weapon is
used; if the number rolled is lower than the weapon's Class, it malfunctions). The key thing
about quality is that unless a character has an innate knowledge of weaponry, it'll almost
always be impossible for them to tell a higher quality weapon from a lower one.
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e Rarity: Depending upon where a character tries to acquire a weapon, it may be less common
and therefore more expensive. Weapons might also be rarer because fewer of them were
made or because fewer specimens of that weapon have survived the test of time. In these
cases, acquiring the weapon is likely to be quite pricey. Conversely, common weapons are
going to be pretty cheap.

e Size: Weapons don't necessarily have to be One Size Fits All; there may be some species that
couldn't use a weapon either because it's too heavy for them to lift or because the weapon
itself would be too delicate or small to be handled. GMs can make larger or smaller
weapons of the same type and Class in this case. Usually, larger than normal weapons are
more expensive and have higher ECs while smaller ones are less expensive and less
encumbering. Regardless of any size alterations necessary, the weapon will still do the same
amount of damage as a normal-sized model (i.e. a First Class Laser Gun is a First Class
Laser Gun whether it's large, medium or small).

Finally, as with many of the other sections in this rulebook, the list of weapons included herein is by
not meant to be a complete directory of every weapon that can be used in the Wing Commander
universe. GMs are welcome to create their own weapons using the item creation rules in Chapter
10.2.6. Should a player wish for their character to use a type of weapon that is not listed herein, it'll
be up to the GM whether or not to allow its use; if it is allowed, the GM may either modify an existing
weapon or just create the weapon from scratch. If they are adapting a weapon, the GM will need to
adjust any of the original weapon's stats as they deem necessary. The player in question may offer
suggestions during the design process but by no means should they be allowed to design the weapon
entirely by themselves.

Beam Weapons

Flamethrower

L] AVO”Obi“TyZ Metal Age Flamethrower

e Type: Beam Class Basic Cost |Damage

e Recharge: 2 rounds. First Class €10 3

e Range: 125 m (Range 5; Metal Age), 250 m (Range 10; Second Class | €20 7
Industrial Age), 375 m (Range 15; Starfaring Age) Third Class €40 12

e Appendages: Two (All Classes). Fourth Class | €70 17

¢ Magazine: Requires Flammable Gas Canister (any size), uses a Fifth Class | €120 22
number of charges equal to the weapon's Class per shot. Sidth Class | €250 23

e Falloff: -5 HD per range increment.

e Effects: Burns. Causes Fire Damage to all targets hit (see
Chapfter 12.3 for further details) and double Wounds. Cannot be
used in space or underwater.

Seventh Class | €500 25
Eighth Class | €1,000 27
Ninth Class | €2,000 30
Tenth Class | €4,000 33

*Options:

Spread-Fire,; Industrial Age, -1 range increment (-25 m), spread 1/2 damage (round down), fires in a
45-degree cone ahead of the weapon.

"Greek Fire"; 1.5% cost, 1.5* damage, increases number of successtul Reflex Saves in a row required
fo put out the fire from two fo four. Can be used underwater.

Napalm, Industrial Age, -1 range, 2* cost, can set metal-skinned objects (including Armor) on fire
(the same general set of effects apply whether the object can ordinarily be set on fire or not).
Cryo-Gas Dispenser; Starfaring Age, 1. 1* cost, requires Cryogenic Gas Canister, causes Cold
Damage equal to five plus Class rating temperature severity levels (see Chapter 12.3) instead of
indicated Fire Damage and causes an additional amount of Non-Lethal Damage equal to double the
amount of any Lethal Damage inflicted.
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Sonic Gun

o Availability: Starfaring Age Sonic Gun

[ Type: Beam Class Basic Cost \ Damage

e Recharge: 2 rounds. First Class €40 10

e Range: 125 m (Range 5). Second Class | €100 25

e Appendages: One (First Class through Three); Two (Fourth Class [ Third Class | €260 40
through Seven); Three (Eighth Class through Ten). Fourth Class | €440 55

e Magazine: Requires Large Battery, uses a number of charges Fifth Class | €730 85
equal to five times the weapon's Class per shot. Sih Class | €1,450 | 90

o Falloff: -10 damage per range increment (25 m), or -5 damage
per range increment if underwater.

o  Effects: Non-Lethal Damage only. Inoperative in space or in a
vacuum. Seventh Class and higher weapons add a +1 HD/THD
penalty to the wielder.

Seventh Class | €2,900 95
Eighth Class | €5,810 100
Ninth Class | €11,610 105
Tenth Class | €23,230 115

*Options:

Sonic Rifle; 1.5* cost, requires + 1 Appendages. Range 250 m (Range 10).

Boom Cannon; 3*cost, all Classes require a Tripod Mount, +1 HD/THD per Class fo the wielder,
range 2500m (sniper), can be set for Basic Damage ot user'’s discretion.

Projectile Weapons

Laser Gun

e Availability: Industrial Age Laser Gun

[ Type: Pro]ecfile Class Basic Cost Damage

e Recharge: 1 round. First Class €30 10

e Range: 1625 m (Sniper, Calm Weather); 375 m (Range 15, Second Class | €60 20
Light Weather); 250 m (Range 10, Heavy Weather; 125 m Third Class | €175 35
(Range 5, Severe Weather). Fourth Class | €290 | 50

e Appendages: One (First Class through Fifth Class); Two (Sixth Fifth Class | €490 5

Class through Tenth Class).

e Magoazine: Requires Medium Battery. Use number of charges
equal to Weapon Class per shot.

e Falloff: -5 damage per range (minimum 10), -5 to target HD per
range increment.

e  Effects: Burns. All Lasers cause double the normal amount of
Wounds and cause Fire Damage (see Chapter 12.3 for further details). The weapon's
damage reduced by 10% for each level of weather (10% Light, 20% Heavy, 30% Severe).

Sixth Class €970 70
Seventh Class | €1,940 75
Eighth Class | €3,880 80
Ninth Class | €7,770 90
Tenth Class | €15,530 100

*Options:

Dazzler; beam weapon, falloff -20 damage per range increment, 0.5* cost, Non-Lethal Damage
only.

Phased Shot; 2.0* cost, weapon can be set for Non-Lethal, Basic or Lethal Damage and can be fired
at lower "Class” settings for less total damage.

Spread-Beam, beam weapon, falloff -15 damage per range increment, 1.1* cost, fires in a 45-
degree cone ahead of the weapon, spreads 1/2 total damage (round down) to all targets in firing
cone.

Repeater; 3* cost, 1.1* damage, re-fires a number of times per round equal fo the weapon'’s Class
plus one.
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Slugthrower

¢ Availability: Metal Age Slugthrower

o Type: Proiecfile Class Basic Cost |Damage

e Recharge: 3 rounds (Metal Age), 1 round (Industrial Age, First Class €30 15
Starfaring Age) Second Class | €70 30

e Range: 75 m (Range 3; Metal Age), 225 m (Range 9; Industrial Third Class | €150 55
Age), 375 m (Range 15; Starfaring Age) Fourth Class | €300 | 75

e Appendages: One (All Classes; using Two Appendages adds +2 Fifth Class | €500 5

DC to the Security Check for attack).

e Magazine: 1 (Metal Age), 6 (Industrial Age), 20 (Starfaring Age)

e Falloff: -10 target HD per range increment (Metal Age), -5 target
HD per range increment (Industrial/Starfaring Ages).

e Effects: Metal Age weapons limited to First Class. Industrial Age
weapons limited to First Class through Fifth Class.

Sixth Class €1,000 120
Seventh Class | €2,000 130
Eighth Class | €4,150 135
Ninth Class | €8,300 140
Tenth Class | €16,570 150

*Options:

Shotgun, Industrial Age, 1.1%* cost, requires + 1 Appendages with no DC bonus, -2 range (-50 m), -
15 target HD per range increment, 2* damage, double Wounds.

Rifled Barrel; Industrial Age, 2* cost, requires + 1 Appendages with no DC bonus, 1.5* damage, +3
range (+75m).

Sniper Rifle; Industrial Age, 2.5* cost, requires + 1 Appendages with no DC bonus, 1.5* damage,
range 2000 m (sniper,).

Repeater; Industrial Age, 3* cost, 1.1* damage, re-fires a number of times per round equal to the
weapon'’s Class plus one.

Basic (Dumb-Fire) Missile

e Availability: Industrial Age Basic Missile

e Type: Projectile Class Basic Cost |Damage

e Recharge: 1 round First Closs | €5,000 | 20

e Range: 375 m (Range 15)* (see effects) Second Class | €10,000 | 40

e Appendages: Two (All Classes; "shoulder" mounted - also Third Class | €20,000 | 70
requires the shoulder mountpoint of at least one of the Motor Fourth Class | €40,000 | 100
Appendages used). Fifth Class | €65,000 | 150

e Magazine: 1

e Falloff: -5 target HD per range increment*.

e Effects: Anti-Vehicle Weapon. This weapon uses vehicle-scale damage and range scales.
Must specify against what kind of target (land vehicle, sea vehicle, or air vehicle) the weapon
is designed to be used against. -2 to wielder HD/THD per Class.

*Options:

Kinetic Energy; 0.5* cost, 1.5* damage, -20 target effective HD per range increment.

Heat Seeker,; 1.2* cost, 0.8* damage, re-acquires target at - 10 effective HD in the event of miss.
Friend-or-Foe, 1.1* cost, 0.9* damage, if the missile misses, it automatically targets next enemy croft
with lower initiative (or friendly craft with malfunctioning communications) at -5 effective HD. If no
such craft exist, the weapon misses.

Image Recognition,; 1.5% cost, -2 target effective HD per range increment, re-acquires farget at -5
effective HD in the event of a miss, decreasing by another five HD on subsequent misses.
FElectromagnetic Pulse Missile; 1.2* cost, causes no damage but completely disables the farget for a
number of seconds equal fo the one-tenth the amount of damage that would otherwise have been
done.

Anti-Radiation; 1.3* cost, 0.75* damage, causes 1d% damage fo target’s sensors in addition to all
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other damage effects.
Radar-Guided; 1.4* cost, 0.6* damage, no HD penalty is applied for range.

Railgun

o Availability: Industrial Age Railgun

o Type: Projectile Class Basic Cost |Damage

e Recharge: 2 rounds First Class €30 15

e Range: 3,540 m (sniper) Second Class | €70 30

e Appendages: One (First Class through Sixth Class); Two (Seventh [ Third Class | €200 55
Class through Eighth Class). Fourth Class | €300 75

e Magazine: Requires Medium Battery. Uses five charges per Fifth Class | €500 | 100
weapons Class per shot. S Class | €1,100 | 105

e Falloff: -10 target effective HD per range increment, -5 damage 5. o Glass 2150 | 115

per range increment (minimum 5).

Eighth Class | €4,300 120
e  FEffects: None.

Ninth Class | €8,500 135

. Tenth Class | €17,000 150
*Options:

Gauss Gun; 1.5%Cost, 1.2* damage.

Gauss Rifle; 2.5*Cost, 2*Damage, requires two Appendages, -5 target effective HD per range
increment, no damage falloff.

Explosive Shells; 1.5* Cost, +xd 10 damage (where x is the weapon'’s Class), use target's BHD.
Needler; 1.1* Cost, maximum range 125 m (Range 5), *1/10 damage, Doubles target HD, bypasses
shields.

Plasma Gun

e Availability: Starfaring Age Plasma Gun

o Type: Projectile Class Basic Cost |Damage

e Recharge: 1 round First Class €60 30

e Range: 25 m (Range 1) per weapon Class. Second Class | €150 60

e Appendages: One (All Classes). Third Class | €450 100

e Magoazine: Requires Large Battery, uses three charges per Fourth Class | €750 150
weapon Class per shot. Fifth Class | €1,250 | 200

e Falloff: For each range increment, the weapon does one lower Sixth Class | €2,500 | 210

Class of damage.

o Effects: Causes Fire Damage (for more details, see Chapter
12.3). Target is automatically Dazed and knocked prone (roll the
Reflex Save to check for a critical failure).

Seventh Class | €4,850 225
Eighth Class | €9,750 250
Ninth Class | €19,450 275
Tenth Class | €38,800 300

*Options:

Long Range, 1.5% cost, Sixth through Tenth Class requires two Appendages, +3 to range (75 m), no
falloff until after 75 m (Range 3).

Repeater; 2* cost, Tenth Class requires two Appendages, weapon re-fires o number of fimes per
round equal fo the weapon's Class plus one.
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Bow and Arrow

. AVO”Obi“Ty: Stone Age Bow and Arrow
o Type: Proiecfile Class Basic Cost |Damage
e Recharge: 1 round. First Class | €2.50 3
e Range: 25 m (Range 1) per 10 points in the wielder's Power Second Class | €10 6
Attribute (minimum 25 m). Third Class | €17.50 9
e Appendages: Two (First Class through Ninth Class); Three (Tenth  [Fourth Class | €30 12
Class). Fifth Closs | €50 15
* Magazine: 1. _ _ Sixth Class | €100 18
o Falloff: -15 target effective HD per range increment (Stone Age);  [so omh Class | €200 3
-10 target effechve HD per range increment (Mgfol Age); -5 Eighth Class | €400 o
target effective HD per range increment (Industrial Age); no -
Ninth Class €800 27

falloff (Starfaring Age).
e Effects: Add the character's Ranged Attack Bonus to the amount
of any damage caused by the weapon.

Tenth Class | €1,500 30

*Options:

Compound Bow; Industrial Age, 1.5* cost, requires Two Appendages (All Classes), increases range to
50 m per 10 points in the wielder's Power Attribute.

Sight; Industrial Age, 1.1%* cost, no HD penalty for range.

Crossbow,; Metal Age, 2* cost, requires Two Appendages (All Classes), First Class through Sixth Class
can be fired with One appendage (at -5 DC to the Security Check made for the attack), 3* basic
weapon damage, do not add the wielder's Ranged Attack Bonus fo the amount of damage inflicted.

Grenades
e Availability: Metal Age Grenade (Fragmentation)
e Type: Projectile Class Basic Cost |Damage
e Recharge: N/A First Class €10 5
e Range: 25 m (Range 1) per 10 points in the wielder's Power Second Class | €30 10
Aftribute. Third Class | €90 15
e Appendages: One (All Classes) Fourth Class | €150 20
e Magoazine: 1. Fifth Class | €250 | 25
o Falloff: -5 target effective HD per range increment per 10 kph of Sidh Class | €500 30
wind. -10 damage per range increment (Metal Age); -5 damage g, i Glass | €950 5
per range increment (Industrial Age); -2 damage per range Eighth Class | €2,000 | 40
increment (Starfaring Age). Nirdh Class €4looo 4
e Effects: Blast Weapon; use the target's THD or BHD as '
Tenth Class | €7,750 50

appropriate. Anti-Vehicle Weapon; does damage in vehicle-
scale hit points.

*Options:

Concussion, 0.8* cost, half-damage at one range increment, gquarter-damage ot two range

increments, no damage past two range increments.

Stun, Industrial Age, 1.1* cost, does character-scale Basic Damage plus added character-scale Non-

Lethal Damage equal fo the weapon's base damage.

EMP Canister; Industrial Age, 1.2* cost, causes no damage but disables a mechanical target for a

number of seconds equal to the normal amount of damage.
Sonic; Starfaring Age, 0.5* cost, does character-scale Basic Damage.

Satchel Charge, Industrial Age, 3* cost, requires either shoulder (First Class through Fifth Class only)
or Back mountpoint to carry, Sixth Class through Ninth Class requires Two Appendages, Tenth Class
requires Three Appendages and inflicts a -1 HD/THD penalty fo the wielder, 5* damage, half
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damage at one range increment, quarfer damage at two range increments, no damage past two
range increments; comes with a radio remofe fo allow for controlled weapon detonation.

Melee Weapons

Blades
. AVO”Obi“fy: Stone Age Blade (Dagger)
o Type: Melee Class Basic Cost |Damage
o Recharge: N/A First Class €3 2
e Range: 5 m (Melee Range 1) per 10 points in wielder's Power Second Class | €10 4
Attribute (if thrown). Third Class | €20 6
o Appendages: One (First Class through Ninth Class); Two (Tenth Fourth Class | €40 8
Class). Fifth Class €60 10
* Magazine: N/A. Sixth Class | €120 12
° Falloff: N/A. Seventh Class | €250 14
o  Effects: May bypass a personal Shield (Energy, Standard) if not Eighth Class | €500 ”
thrown at the target. If thrust at target, add the wielder's Melee -
Ninth Class | €1,000 18

Attack Bonus to the amount of damage done.
Tenth Class | €1,950 20

*Options:

Axe; Metal Age, 1.1* cost, Eighth Class through Tenth Class requires Two Appendages, 1.5*
damage.

Battle Axe; Metal Age, 1.3* cost, Seventh Class through Tenth Class requires Two Appendages, 2.5*
damage.

Short Sword; Metal Age, 1.1 cost, Sixth Class through Tenth Class requires Two Appendages, 2*
damage.

Long Sword; Metal Age, 1.5* cost, Fifth Class through Ninth Class requires Two Appendages, Tenth
Class requires Three Appendages and inflicts a -1 HD/THD penally to the wielder, 3* damage.
Laser Knife,; Starfaring Age, requires Small Batfery (uses one charge per weapon Class per round of
use), 10* cost, 2*damage, causes Burns (double Wounds; see Chapter 12.3 for further details). Laser
Sword|; Starfaring Age, requires Medium Baftfery (uses one charge per weapon Class per round of

use), 20* cost, does the same amount of damage as a Laser Gun of the equivalent Class, causes
Burns (double Wounds).

Sprays

o Availability: Industrial Age Spray (Pepper Spray)

. Type: Melee Class Basic Cost |Damage

e Recharge: 1 round First Class €2 6

e Range: 1 m per weapon Class (Industrial), 5 m per weapon Second Class | €5 12
Class (Starfaring). Third Class | €10 18

o Appendages: One (All Classes). Fourth Class | €20 o4

e Magoazine: 20 (Industrial), 50 (Starfaring). Fifth Class €40 30

e  Falloff: -5 target HD per melee range increment. Sixth Class €70 35

e  Effects: Causes Basic Damage. If Visual organs are targeted, Seventh Class | €150 20
causes temporary Blindness (-25 Senses (Sight)) for a number of Eighth Class | €300 %
minutes equal to the weapon's damage. If other unarmored N G [ €200 %

Sensory Organs or Reproductive Organs are targeted, the target
is Dazed for a number of minutes equal to the weapon's
damage.

Tenth Class | €1,150 60
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*Options:

Tear Gas; 1.5* cost, 1.2* damage, Blast Weapon (use the target's BHD), radius 50 m, affects all
targets in blast area, Requires two successful Fortitude Saves in a row to avoid becoming Dazed for a
number of minutes equal fo the weapon's damage, magazine 1.

Sticky Foam,; 5* cost, Non-Lethal Damage. If the spray hits a Mofor or Propulsive Appendage, it
prevents its usage for a number of rounds equal fo the weapon’s damage.

Acid Spray; 20* cost, Lethal Damage, causes Burns (double Wounds, see Chapter 12.3 for details)

Clubs
¢ Availability: Stone Age Club
e Type: Melee Class Basic Cost |Damage
e Recharge: None First Class €3 1
e Range: 0 m (Melee Range Zero). Second Class | €6 2
e Appendages: One (First Class through Fifth Class); Two (Sixth Third Class | €20 3
Class through Tenth Class). Fourth Class | €30 4
*  Magazine: N/A. Fifth Closs | €50 5
e Falloff: None. Sixth Class | €100 6
e Effects: Basic Damage. Add the wielder's Melee Attack Bonus to Seventh Class | €200 7
the amount of any damage done. Eighth Class | €400 3
Ninth Class €750 9

*Options:

Metal Club, Metal Age, + 1 damage, causes Lethal Damage.
Stun Bafon, Industrial Age, 1.5* cost, requires Small Battery, uses a number of charges equal fo the
weapon's Class per impact, use THD, recharge 1 turn, causes additional Non-Lethal Damage equal
fo three times the weapon's base damage.

5.3: ARMOR

Tenth Class | €1,500 10

Since combat is such an integral part of most role-playing games, it follows that death and injury are
also part of them. In order to make sure that this occurs to the bad guys and not to themselves,
characters will need extra protection; they will need armor.

Most societies in the Wing Commander Universe generally don't allow the use of armor except in
combat situations or as part of police duties; it is unusual to see anyone wearing armor openly in
normal everyday life unless that person either is expecting trouble or plans to cause it. A notable
exception to this general rule is Kilrathi society, where personal body armor is quite fashionable
amongst the thrak'hra.

Specific armor types have their own statistics, which are as follows:

e Name: What the type of Armor is called.

e Type: The general kind of armor being described (either Armor or Shield).

e Availability: This indicated the level of technological development required before the Armor
becomes available.

e Deployment: This lists how long it takes to put on and remove the Armor, assuming the
character has no help from other characters; if they do have help, it takes half the listed
amount of time (rounded down). For electronic forms of Armor, this lists how long it takes to
activate or deactivate it. A character can put on their Armor hastily, which requires fewer
rounds but inflicts a +1 HD, -1 DC Perception and -1 DC Finesse penalty for each round
skipped. These penalties apply whether or not the armor ordinarily inflicts penalties for its
use.
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e Regeneration: This lists how fast the Armor repairs itself, assuming it has that capability.

e Damage Reduction (DR): This lists the amount of damage that is removed from a weapon's
hit before the Armor's hit points are reduced. It is entirely possible for a character to be hit by
a weapon that does no damage if its associated DR is high enough.

e EC: This lists the armor's Encumbrance Class (for details on encumbrance, see Chapter 5.4).

e Penalties: This lists any penalties inflicted on the character when utilizing the Armor; typically
these include penalties to HD, Finesse Skill Checks and/or Perception Checks.

o Effects: If the Armor has any special qualities, they are listed here. Armor that indicates it
prevents damage from a weapon will take no damage whatsoever from that weapon. Armor
that indicates it is /neffective against a weapon will allow all damage from that weapon
through to the user, without taking damage itself in the process.

e  Cost: This is how much typical armor of the type and Class costs in credits.

e Hit Points: This lists the amount of AHP the Armor imparts to the character; after the Armor
has accumulated that much Lethal Damage, it is worthless. AHP also serves as a measure of
the amount of Non-Lethal Damage the armor will absorb before any excess is imparted to its
wearer.

e Options: This is a list of features that may be added to a piece of Armor that will change one
or more of its basic characteristics. Armor may only have one of the options listed below the
specific given type (if any are selected at all).

Note that the stats as presented herein are for "medium-sized" pieces of armor with default features;
the same general list of modifiers that applied to weaponry (age, rarity, quality and size) are also
applicable to various forms of armor. They also assume that the wearer is being subjected to
weapons from the same technological era; if this is not the case, the effectiveness of the Armor may
be reduced or enhanced. If the armor is one technological era ahead of a weapon, damage from the
weapon is halved; if it is more than one technological era ahead, the weapon does no damage. If
the weapon is one technological era ahead of the armor, its effectiveness is reduced by one-half; if
the weapon is more than one technological era ahead, it is completely ineffective.

As with weaponry, this sub-Chapter does not contain comprehensive or exhaustive list of all the types
of armor available everywhere within the Wing Commander Universe (again, it'd be too time
consuming to come up with one). Should a player want to use a type of armor for their character that
is not listed herein, it will be up to the GM whether or not to allow it; if it is allowed, either an existing
form of armor may be adapted into the new type or the new armor may be created from scratch
using the item creation rules in Chapter 10.2.6. If adapting an existing form of Armor, a GM will
need fo adjust its stats as they deem necessary.

Armor (Full Suit)

e Type: Full-Plate Physical Armor Full-Plate Armor

e Availability: Metal Age Class  [Basic Cost |Hit Points

o Deployment: 4 minutes First Class €48 50

e Regeneration: None. Second Class | €100 75

e DR: None. Third Class | €200 100

e EC: 3 per Closs. Fourth Class | €400 | 125

e Penalties: +2 HD/THD/FHD per Class, -4 DC to all Finesse Fifth Class | €800 150
Checks, -2 DC to all Perception Checks per Class. Sixth Closs | €1,600 | 175

o  Effects: Transforms all Lethal Damage from melee weaponry
(except Laser Sword and Laser Knife) into Non-Lethal Damage.
Prevents Spray Acid damage and does not catch fire unless hit
by Napalm. Players may if they so choose buy "components"
instead of a whole suit all at once; each component protects a

Seventh Class | €3,200 200
Eighth Class | €6,400 225
Ninth Class | €13,000 250
Tenth Class | €26,000 275
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specific bodily area. These components may be mixed and matched with any other type of
Armor option. Each component contributes a specific penalty to the suit.

*Options

Pocketed Armor: Industrial Age, 1.05%cost, provides 6x16 pockets on exterior.

Leather Armor: Stone Age, 0.15* cost, deployment 1 minute, EC1 per two Classes, no penalties,
AHP*0.25, transforms damage from a Bow and Arrow hit into Non-Lethal Damage, no Lethal
Damage is transformed from any other type of weapon.

Mail: 0.5% cost, 1/2 deployment time, EC2 per Class, +1 HD/THD/FHD per Class, -2 DC to all
Finesse Checks, -1 DC fo all Perception Checks per Class, AHP*0.5, ineffective against Slugthrowers
and explosive ordinance.

CBRN: Industrial Age, 1.1* cost, EC5 per Class, +3 HD/THD/FHD per Class, -5 DC fo all Finesse
Checks, -3 DC fo all Perception Checks per Class, prevents exposure to and damage from chemical,
nuclear, biological or radiological hazards, 15% domage reduction to all weapons hits.

Ballistic Mesh: Industrial Age, 1.25% cost, EC1 per Class, +1 HD/THD/FHD per Class, no Finesse or
Perception penalties, protects Body Area (vital/non-vital) only against damage from Slugthrowers;
transforms all Lethal Damage from Slugthrowers into Non-Lethal Damage. 10% DR for all other
weapons hits.

Ballistic Plating: Industrial Age, 1.5* cost, EC5 per Class, +3 HD/THD/FHD per Class, -5 DC fo all
Finesse Rolls, -3 DC to all Perception Checks per Class, covers entire body, transforms Lethal
Damage from all projectile weapons (except Lasers and Plasma Guns) info Non-Lethal Damage, 25%
DR for all beam weapon hits.

Regenerative Armor: Starfaring Age, 2* cost, same penalties/benefits as Ballistic Plating, restores 10%
of any lost AHP per round.

Reflective Armor: Starfaring Age, 1.3* cost, same penalties/benefits as Ballistic Plating. If hit by a
Laser, half of the laser's damage is reflected back to the source (a Reflex Save may be made by the
source fo avoid damage).

Ablative Armor: Starfaring Age, 1.2* cost, same penalties/benefits as Ballistic Plating, transforms all
damage from Lasers and any Fire Damage info Non-Lethal Damage.

*Components:

Helm: 0.25% cost, contributes all Perception DC penalties and EC1 per Class, deployment 1 round,
profects Cognitive, Gustatory, Olfactory and Audifory organs only.

Cuirass: 0.25* cost, contributes half of the total HD/THD/FHD penalties (round up) and EC1T per
Class, profects Body Area (vital/non-vital) only.

Armored Sleeve: 0.25* cost, contributes all Finesse DC penalties and EC1 per Class (multiple sleeves
do not add further penalties or EC), protects one Motor Appendage or Propulsive Appendage only.
Fauld: 0.25% cost, contributes half of the total HD/THD/FHD penalties (round down), profects
Reproductive Organs only.
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Shield (Physical)

e Type: Shield (Physical) Shield (Physical)

o Availability: Metal Age Class Basic Cost |Hit Points

o Deployment: 2 rounds First Class €25 25

e Regeneration: None. Second Class | €50 50

e DR: None. Third Class | €100 75

e EC: 2 per Closs. Fourth Class | €200 100

e Penalties: +2 HD/THD/FHD per Class. Fifth Class | €400 125

e Effects: First through Fifth Class require one motor appendage Sixth Class | €800 150
to deploy; Sixth Class and higher requires two motor Seventh Class | €1,600 | 175
oppendcges. Requires a successful Dexterous Maneuvers Check Eighth Class | €3.200 | 200
(WITh unfavorable cwcumsfo.nces) to protect any one body areq, Ninth Class [ €6.200 | 225
which can be rolled at the time of an opponent's attack. Cannot
be pocketed but can be directly sheathed on the back (covers Tenth Closs | €13,000 | 250
Non-Vital Body Area while sheathed).

*Options:

Wooden Shield: Stone Age, O.1* cost, 0.1* AHP, Dexterous Maneuvers Check with favorable
circumstances required fo deploy, EC1 per two Classes. Sundered on any atfack that causes more
than 50 points of Lethal Damage.

Scutum: Metal Age, 1.2* cost, +3 HD/THD/FHD per Class, covers all body parts except Propulsive
Appendages when deployed.

Buckler: Metal Age, 0.5* cost, 0.5* AHP, Dexterous Maneuvers Check with favorable circumstances
required fo deploy. Can be used as an improvised melee weapon;, inflicts 1/2 its fotal remaining AHP
(round down) as Non-Lethal Damage.

Spiked Buckler: Metal Age, 0.6* cost, 0.5* AHP, Dexterous Maneuvers Check with favorable
circumstances required fo deploy. Can be used as an improvised melee weapon, inflicts 1/2 its fotal
remaining AHP (round down) as Basic Damage.

Ballistic Shield: Industrial Age, 1.5* cost, converts all Lethal Damage from projectile weapons into
Non-Lethal Damage.

€nergy Shield

e Type: Shield (Energy) Energy Shield

e Availability: Starfaring Age Class Basic Cost [Shield Hit Points

e Deployment: 1 round First Class | €150 50

e Regeneration: Requires Medium Battery for operation. Uses  [Second Class | €400 100
one battery charge per Class per hour while active; requires [ Third Class | €1,050 150
one charge to activate. SHP loss recharges at a rate of 10%  [Founh Closs | €2,250 200
of the maximum SHP every two minutes. User may use one Fifth Class | €4,000 250
charge per HP fp rc1pjd|y re.generofe up 19 50 SHP per Sidth Closs | €8,000 300
round gf their discretion; this action requires manual Sovorth Clasel[ €16.250 350
operation. Eighth Class | €32,500 400

e DR: None. > !

. EC: 1 (A” C|C|SSGS). Ninth Class | €64,500 450

. Tenth Class |€130,000 500
e Penalties: None.

Effects: Ineffective against melee weapons. Shield generator requires a belt or holster to
deploy; can be pocketed (requires two slofs, all Classes).
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*Options:

Personal Cloak: 400* cost, available only at Metropolis or Megalopolis-sized communities, *0.5 SHP,
-25 HD/FHD while active, wearer becomes effectively invisible (+50 DC to any Hiding and Seeking
Check made for hiding).

Total Shield: 1.5* cost, also effective against melee weapons.

Offensive Shield: 3* cost, character can use a Batfery charge (per Shield Class) fo inflict Basic
Damage equal fo the Shield's current SHP at Melee Range Zero.

Halt-Shield: 0.5* cost, requires Small Battery for operation, 1/2 SHP, does not cover motor or
propulsive appendages.

Area Shield: 0.25* cost, requires Small Battery, 1/2 SHP, covers a single body part (should be
specified in the Shield'’s staftistics).

Bio-Hazard Shield: 1.5* cost, requires Large Baftfery, prevents exposure to and damage from
chemical, nuclear, biological and radiological hazards.

Laser Resistant Shield: 1.1+x* cost (x=level of Class reduction), treat damage from Laser hits as if
they were done by a Laser x number of Classes below the weapon’s actual level. If the reduction
would indicate a "Class Zero" laser or less, the weapon causes no damage.

Rapid Recharge Shield: x* cost, Shield recharges at a rate of x * 50 SHP per charge expended when
recharged manually.

5.4: GENERAL EQUIPMENT

A character may carry around other objects in addition to any weapons and armor; in general these
other objects are classified as equipment. Equipment can include gear for adventuring in different
types of terrain, tools, kits, everyday items and so forth. The effect of a piece of equipment usually
comes info play only in certain specific situations but having it available at the right time can make
the difference between success and failure.

As with weapons and armor, it is assumed that all of the equipment listed in this sub-Chapter are
generic, medium-sized pieces of equipment. It is possible for pieces of equipment to be modified,
enhanced or to come in a size suited for sapient beings that are substantially larger or smaller than
Terrans. The same general list of modifiers that may be applied to weaponry and armor (age, rarity,
quality and size) can also be applied to various forms of equipment at a GM's discretion.

Encumbrance and Pockets

While it might be nice if a character could carry everything possible all at one time and be prepared
for any contingency they might face as a result (particularly from the standpoint of a player), the truth
of the matter is that this optimistic state of affairs simply isn't realistic; stuff takes up space and has
weight. Sooner or later, a character hauling around enough crap will get to the point where its
combined weight is going to affect their abilities. This effect is known to all experienced role-players
by that foulest of words, encumbrance.

Encumbrance in WCRPG is handled through the use of "pockets". Pockets are any item or device that
allows a player to carry an item without the use of a "motor appendage" (more on mofor appendages
lofen). A pocket can also be referred to as a container; any object that has pockets is known as a
container object. Container objects include items such as backpacks, sacks, purses, luggage, utility
belts and holsters. Pockets sewn into clothes also count as containers and as a result the most
common class of container objects in the WC universe are articles of clothing, which are listed among
the equipment presented in this sub-Chapter. The number of pockets a character receives from a
container object is listed with that object's stats.
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Pockets are given ratings in units of slots based upon their relative size; each available slot in a
pocket correlates to a volume of 50 cubic centimeters of internal space. All of the pockets used to
store an object must belong to the same container object and it must have enough available slots to
store the object; the container may not be used to carry an object if these conditions are not fulfilled.
A pocket may hold as many objects as its overall size will allow.

Additionally, all objects have an encumbrance class (EC) that factors in their size and weight; the
combined ECs of all of the objects a character is carrying is called their encumbrance total or total
encumbrance class (TEC). For example, a Terran character is carrying Field Binoculars, a Laser Pistol,
an Environmental Scanner and a PDA. The field binoculars have an EC of 8, the laser has an FC of
3, the scanner 4 and the PDA 2; their encumbrance tofal is therefore 17 (8+3+4+2 =

17). Container objects are assumed to have an EC of zero unless otherwise noted. Some items are so
heavy by themselves that they have additional HD/THD and Finesse Skill penalties; where an added
penalty applies, it will be so noted. A character whose TEC is less than their Power score suffers no
penalties for encumbrance. If a character's TEC is greater than their Power score but less than 1%
times that amount (rounded down), they are burdened, can only move at half of their base rate and
cannot run faster than three times their base speed. Further, they take a -10 DC penalty to all
Physical Checks (all Power, Finesse and Physique Checks). A character whose load is between 1V2
and two times their Power score is strained and cannot run faster than twice their base speed, with
the Physical Check DC penalty increasing to -25. When a character's TEC is twice their Power score
or greater, they are so overloaded with stuff that they cannot move under any circumstances and
automatically fail all Physical Checks. Penalties for carrying specific objects apply regardless of
whether the item is being carried by a motor appendage or in a pocket.

When purchasing items for their characters (including weapons and some forms of Armor such as
Shields), players should specify the container object in which they plan to carry the object. This will
make it easier for a GM to determine changes in a character's TEC if they should happen to drop the
specific container object. It also tends to make it easier to determine when exactly that container is

full.

Note that a character may wear Armor over their clothing and may wear some pieces of clothing that
are designed to fit over other pieces (such as a coat). Objects may still be carried in pockets that will
be physically covered by other pieces of clothing or armor, provided that they are placed in the
pockets before the character adds the outer clothing/Armor layer. Objects in pockets covered by
outer layers may not be accessed without first removing the covering layer first unless otherwise
noted. Objects that can be worn over clothes and Armor will usually be so noted (items such as
weapons holsters, belts and backpacks are usually assumed to be worn over clothing and Armor
without any notation).

A Quick Word about Body Parts and Pockets

Regardless of their species, all characters in WCRPG have various bodily areas; perhaps
unsurprisingly, these areas are collectively known as body parts. The nature of these areas largely
determines how a species behaves biologically and can have some in-game effects. Body parts
correspond to the same areas on a character's body that can take damage in combat (see Chapter
9.2).

The Wing Commander Universe contains a small number of non-humanoid species. Because of the
need fo represent a dichotomy of both humanoid and non-humanoid species, the names given to
body parts in WCRPG are somewhat vague; because it is assumed that mos? of WCRPG's players will
be Terrans in real-life, Terran frames of reference are used whenever it is deemed necessary. The
following is a brief overview of body parts in WCRPG and how pockets tend to be used with them.
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Cognitive Organs are what enables a character to think and to control their life processes; the Terran
equivalent would be the brain and spinal column. Related to this bodily section are Sensory

Organs including eyes, ears, noses, antennae, infrared pits, etc., which are used to provide the
character with sensory information about their surroundings. In general, these organs are so crucial
to a lifeform's very existence that their performance is best left unimpeded; no container objects are
usually made to be carried on these areas, though certain pieces of gear (such as sunglasses,
hearing aids, nose plugs, efc.) can be set for use with these areas directly without the need for
pockets. A piece of equipment that can be used in this manner will be so noted in its description.

Motor Appendages (more properly called "motor-control appendages") include arms, tentacles,
prehensile vines or anything else that a lifeform uses for the purpose of manipulating objects; for
Terrans, this includes either complete arm assembly from the shoulder all the way down to the
fingertips. They may be used to directly "store" an object that isn't being used; in this case the object is
considered to be "carried in hand". A character is allowed to carry one item per motor appendage
unless the item specifically states that it requires the use of multiple appendages. If an item requires
more appendages than the character currently has available for its use, the character cannot use the
item though they are still allowed to carry it. Particularly large or heavy objects may be carried by
multiple characters; any penalties that come from carrying such an item are shared equally by all of
the characters carrying it. A motor appendage can have an additional pocket or two added to it from
clothing and the "shoulder" (the part of a motor appendage that directly attaches to a lifeform's body
area) can itself be used to carry certain pieces of gear with straps directly (including items such as
purses, backpacks, satchel charges and so forth). Heavy items stored in a motor appendage pocket
will make it more difficult for a character to utilize the appendage; if an item stored in a motor
appendage pocket has an HD penalty associated with it, it will inflict an equal DC penalty to all of the
character's Finesse Checks.

Propulsive Appendages include legs, tentacles, prehensile root structures or anything else whose
purpose is to enable a lifeform to move. Propulsive appendages may have some pockets added to
them from clothing. A heavy item stored in a propulsive appendage pocket may make it more difficult
for a character to move quickly; if an item stored in a motor appendage pocket has an HD penalty
associated with it, the item inflicts an equal DC penalty to all of the character's Finesse Checks and
will also reduce their base movement speed by one-tenth of the same amount.

Reproductive Organs include any kind of gonadal structure or genitalia used in order for a lifeform to
procreate. Typically, putting any kind of additional weight on these structures results in a marked
drop in the lifeform's overall performance (get your mind out of the gutter, you perverf) not to
mention severe pain and the organ's possible permanent dysfunction. The reproductive organs are
like sensory organs in that in general no pockets are usually added to them though a creative and
somewhat repressed GM may come up with some pieces of equipment that may be set for use in
these areas directly. Penalties associated with combat damage to the reproductive organ areas may
be applied to any object being carried in the same area; for details, see Chapter 9.2.

Finally, the Body Area constitutes the remainder of the lifeform's internal volume, containing the
majority of the vital internal organs and the lifeform's center of mass (assuming it's symmetrical); for a
Terran, this would include the torso area down to the waist. Typically, most of the pockets added to a
character via their gear will be in this area of their body. There are two particularly important parts of
the body area that deserve special attention: the "waist" and the "back". The waist area can be used
as a mounting point for equipment such as belts. All characters are allowed to wear one belt of any
type; for some species, this may be the only way they can haul any gear whatsoever. The back is
required to haul larger pieces of equipment including large satchel charges, backpacks, flammable
gas canisters and so forth. When carrying objects on the back, two of the character's "shoulders" are
also used; other objects can be simultaneously mounted on the same shoulders. Finally, a character
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may have a holster for a weapon that requires multiple appendages to use mounted on their back at
the same time they have another object mounted there.

€Equipment

The following section lists specific pieces of character equipment by category. While most of these
categories will have their own set of statistics, there are a few pieces of data that are common them;
these are known as basic stats and consist of the following items:

e Category: This lists the specific category into which a given piece of equipment fits. When an
effect is universal to every item in the category, it will be so noted.

e Name: This is the name given to the specific piece of equipment.

e Availability: This lists the minimal technological level a culture must achieve before the
equipment will become available for its general use. Note that any piece of equipment may
be used by any member of any species; this just lists when a species may start making if for
themselves.

e Cost: This lists the general cost of the equipment in credits assuming average quality and
level market conditions.

e EC: This lists the equipment's encumbrance class, which counts towards the TEC of any
character carrying it.

e Size: This lists the size of the equipment in slots.

e Appendages: This lists the number of appendages required to use the equipment.

e Description: This gives a generic description of the equipment; if it has any special qualities
or effects, they will be listed here.

Any changes to the usage of these basic stats will be indicated in a given category's general overview
along with any additional stats specifically used by it.

Clothing and Container Objects

As explained above, the primary function of clothing and container objects is to provide a character
with additional pockets, which determine how much stuff they can carry at any given time. Clothing is
fairly ubiquitous amongst sentient races; nudity is taboo in many cultures, although what level of
surface exposure constitutes it is another matter entirely. All characters are assumed to have at least
one outfit at the time of their creation that's appropriate to the role they play in their society, unless
the GM has a good reason for letting them run around naked. All clothing listed herein becomes
available in Metal Age societies unless expressly stated otherwise. Because containers are used
primarily for holding other objects, they have a pockets statistic instead of a size statistic; this lists the
number of pockets that come with the container as well as the number of slots in each individual
pocket. Containers also have a listing for mountpoints; this statistic indicates the part of the body on
which the container is designed to be worn. Clothing in particular always goes on underneath other
objects that may share the same mount point. Containers otherwise use the basic stats.
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Name Cost
Military Dress
Uniform €72.60
Military Service €32.25
Uniform
Military
Working €25.00
Uniform
Civilian
Formal Dress €65.00
Civilian
Casual Dress €25.00
Civilian Street €9.75
Casual
Arctic Wear €241.95
Raingear €11.25
Swimwear €3.25
Fire Fighting €3,225.00
Gear
Diving Gear | €219.50

EC

o

o

1

1

0

12

3

Pockets

1x641,3x4

1x8t,4x4

3x8%,2x4,8x2

1x2

5x4,2x2

4x4,1x2

6x8,4x4,2x2

2x16

None

None

8x2

Clothing and Container Obijects

Mountpoint

Body Area

Body Area

Body Area

Body Area

Body Area

Body Area

Full Body

Body Areat

Body Areat

Full Body

Full Body

Description

Outfit. A military uniform designed to be worn for ceremonies such as
change of command, retirement, commissioning and decommissioning or
when otherwise appropriate. Consists of a dress shirt, dress pants or skirt,

dress socks and shoes, belt, hat with service insignia and dress jacket to
which is affixed all service insignia and adornments. Usually comes with a
sword belt, which is included in the cost.

Ouftfit. A military uniform designed to be worn in office environments, in
positions that interact with the public and in watch situations. Typically
consists of a duty dress shirt to which is affixed service insignia and ribbons,
dress pants or skirt, dress shoes, dress socks and duty holster belt.

Ouffit. A military uniform designed to be worn in the field as well as
industrial environments. Typically consists of a plain color undershirt and
underwear (the color of which may serve to denote a service member's
specialty), a one piece coverall to which is affixed service all insignia, boots
and a utility duty holster that holds one single-appendaged weapon. Often
worn with an informal hat such as a ballcap.

Outfit. A set of civilian garments designed to be worn on very formal
occasions such as proms, cotillions, weddings as a participant, etc. In Terran
terms, this would be the equivalent of a full tuxedo (rvffled shirt,
cummerbund, formal pants, dress socks and shoes, underwear, overcoat
with tails, bow tie, cufflinks and a fop haf) or dress ball gown (#ull length
dress with or without petticoat, dress shoes, underwear, hose, garfer and
possibly some manner of luxury headwear such as a tiara).

Outfit. A set of civilian garments designed to be worn in professional
environments or semi-formal occasions such as graduations, funerals,
religious services, weddings as a non-participant, etc. Includes a pocketed
long-sleeved button-up shirt or blouse, pocketed dress pants or skirt, dress
jacket and undergarments. Usually also includes a necktie or ribbon. Dress
shoes will still be needed for this ouffit.

Outfit. A set of civilian garments designed to be worn as general everyday
clothing. Includes a pocketless, short-sleeved t-shirt and jeans combo as well
as undergarments. Separate shoes will still be needed for this ouffit.

Industrial Age. A full body suit designed to be worn in extremely cold
weather conditions. Includes a sweater, over-pants, gloves, mittens, over-
gloves, heavy thermal boots and a heavy coat. The suit provides three levels
of thermal protection for the entire body. Inflicts a +5 penalty to HD/THD
and a -1 DC penalty to all Finesse Checks when worn.

A specialized suit made of materials that include at least one layer that is
relatively impermeable to water. The material is designed such that the
wearer can still remain relatively cool while being protected from adverse
weather conditions. The price listed is for a combination raincoat, hat and
pants.

A very light garment designed to streamline the flow of water around a
being's body, usually worn in social situations wherein total nudity while
swimming is taboo or illegal. Usually covers only a portion of the wearer's
Body Area and their Reproductive Organs; some models only cover the
Reproductive Organs. Use of swimwear is for casual occasions; there is no
such thing as formal swimwear, though athletic swimming teams may have
matching "uniforms". The price listed is for a single-piece suit.

Industrial Age. A suit designed to offer full body protection from fire and
sources of extreme heat. The suit includes a fire-retardant jacket and pants,
gloves, self-contained breathing apparatus with transparent face mask (small
Oxygen Tank equivalent), heavy boots and a hard waterproof hat (Second
Class Helmet equivalent). It also typically includes a hand axe (First Class
Axe equivalent). Provides heat protection (three levels) and prevents burns
from all sources except Laser-based weaponry. Inflicts a +5 penalty to
HD/THD and a -1 DC penalty to all Finesse Checks when worn.

A set of equipment designed to be used in water at shallow to moderate
depths. Includes a wetsuit, a rebreather with face mask, a pair of swimming
fins and a utility belt. The suit allows its wearer to remain submerged at
depths up to 100 meters for periods up to six hours, including some time to
decompress from lower depths. Any underwater movement penalties are
ignored while wearing this gear.

189



CFAPTER FiVE: EOUIPRMENT AND TRADING

Pressure Suit

Shirt (Short
Sleeved)

Shirt (Long
Sleeved)

Shorts

Skirt

Pants

Jeans

Cargo Pants

Hat

Shoes

€1.60t

€3.25¢

€3.25

€3.25

€5.00

€8.00

€6.50

€3.25

€5.00

€64,520.00 20

o

o

4x16

Nonet

Nonet

Nonet

Nonet

Nonet

4x4, 1x2t

4x8, 1x2t

None

None

Full Body

Body Area

Body Area

Waist (Body
Area)

Waist (Body
Area)

Waist (Body
Area)

Waist (Body
Area)

Waist (Body
Area)

Head
(Cognitive
Organ)

Propulsive
Appendages

Industrial Age. A small sealed frame resembling a suit of physical armor with
elaborate pressure joints to allow articulation while maintaining suitable
internal pressure. The suit allows its wearer to remain submerged at depths
up to 700 meters for periods of up to 48 hours without requiring
decompression before resurfacing. The suit also allows the wearer to remain
in total vacuum for periods of up to 48 hours. Industrial Age suits are heavy
and bulky; they inflict a +20 HD/THD penalty and -5 DC penalty to all
Finesse Checks when worn. Starfaring Age suits reduce the penalties to +10
HD/THD and -2 DC to Finesse; they cost €32,260.00. The suit acts as a full
suit of Third Class Armor. If it is reduced to zero AHP, the suit is breached.

An article of clothing designed to be worn on the upper part of a humanoid
body, which typically covers up the Body Area only. This kind of shirt is
meant to be worn on informal occasions or in warmer climates. The price
listed is for an un-pocketed shirt; a shirt can have up to two 2-slot pockets,
with each adding €0.25 to the cost.

An article of clothing designed to be worn on the upper part of a humanoid
body, which typically covers up the Body Area as well as most of the wearer's
Motor Appendages. This kind of shirt is meant to be worn in more formal
occasions or in cooler climates. The price listed is for an un-pocketed shirt; a
shirt can have up to two 2-slot pockets, with each adding €0.25 to the cost.

Industrial Age. An article of clothing designed to be worn on the lower
portions of a humanoid body, which typically covers up the area around the
Reproductive Organs. This kind of covering is meant to be worn in very
informal occasions and in particularly warm ambient conditions. The price
listed is for an un-pocketed pair of shorts; shorts can have up to four 2-slot
pockets or two 4-slot pockets. Each 2-slot pocket adds €0.25 and each 4-
slot pocket adds €0.65 to the cost.

An article of clothing designed to be worn on the lower portions of a
humanoid body, which typically covers up the area around the Reproductive
Organs and part of the Propulsive Appendages. Skirts do not form-fit a
being as do pants and shorts. This kind of covering can be worn in many
different types of occasions and is generally best worn in warm ambient
conditions. The price listed is for an un-pocketed skirt; a skirt can have up to
two 4-slot pockets, with each adding €0.65 to the cost.

An article of clothing designed to be worn on the lower portions of a
humanoid body, which typically covers up the area around the Reproductive
Organs and the Propulsive Appendages. This kind of covering is meant to be

worn in semi-formal occasions or in cooler ambient conditions. The price
listed is for an un-pocketed pair of pants; pants can have up to four 4-slot
pockets and one 2-slot pockets. Each 2-slot pocket adds €0.25 and each 4-
slot pocket adds €0.65 to the cost.

An article of clothing designed to be worn on the lower portions of a
humanoid body, which typically covers up the area around the Reproductive
Organs and the Propulsive Appendages. This kind of covering is meant to be
worn for casual occasions, though nicer pairs may be worn for semi-formal

ones. They're typically made of a thick material; they add one level of
thermal protection. Jeans may have two 8-slot pockets substituted for two of

the 4-slot pockets; each 8-slot pocket adds €0.65 to the cost.

An article of clothing designed to be worn on the lower portions of a
humanoid body, which typically covers up the area around the Reproductive
Organs and the Propulsive Appendages. This kind of covering usually has
higher carrying capacity when compared to pants and can be worn in many
of the same situations. Cargo pants can include up to four more 2-slot or 4-
slot pockets; each 2-slot pocket adds €0.25 and each 4-slot pocket adds
€0.65 to the cost.

An article of clothing designed to be worn on a humanoid head, which
typically covers up the area around the being's Cognitive Organ. It may
provide some protection for the being's Auditory and Visual Organs
depending upon their placement and design; most hats provide one level of
thermal protection.

An article of clothing designed to be worn on the far end of a being's
Propulsive Appendages, which is designed to protect them against light
terrain hazards such as rocks and burrs. There are many different types of
shoes; usually only certain types are considered appropriate for certain
occasions. Some beings go so far as to have specific pairs of shoes for
specific outfits in their wardrobes. The price listed is for a single matching
pair of shoes.
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Boots

Gloves

Sweater

Coat

Heavy Coat

Duty (Hip)
Holster

Ankle Holster

Trouser
Holster

Shoulder
Holster

Pocket Holster

€6.50

€3.25

€5.00

€6.50

€8.00

€9.75

€6.50

€5.00

€11.95

€4.20

None

None

Nonet

3x4t

4x8, 4x4, 1x2

1x8t

1x81

1x8t

1x8t

1x8t

Propulsive
Appendages

Motor
Appendages

Body Area

Body Area

Body Area

Waist (Body
Area)

Propulsive
Appendage

Waist (Body
Area)

Shoulder
(Motor
Appendage)

Variest

An article of clothing designed to be worn on the far end of a being's
Propulsive Appendages. Boots are a toughened form of Shoe designed to
provide additional protection. Most are meant to be worn in cold weather,

combat and/or wilderness conditions. Most boots provide one level of

thermal protection. The price listed is for a matching pair of boots.

An article of clothing designed to be worn on the far end of a being's Motor
Appendages. Gloves are designed to provide a protective layer between the
being's fine manipulators and the outside environment. Though sometimes
worn in fine society, they are more often used as barrier protection in
garages, machine shops, hospitals and other critical care facilities or as
thermal protection in outdoor settings (this last type of glove provides one
level of thermal protection). The price listed is for one pair of gloves.

An article of cold-weather clothing designed to be worn on the upper part of
the humanoid body, which typically covers up the Body Area and most of the
wearer's Motor Appendages. Sweaters are meant to be worn over Shirts as a
means of providing extra thermal protection (one level). The price listed is for
an un-pocketed sweater; up to two 2-slot pockets may be added for an
additional €0.25 to the cost.

An article of cold-weather clothing designed to be worn on the upper part of
the humanoid body, which typically covers up the Body Area and most of the
wearer's Motor Appendages. Coats are meant to be worn over Shirts and
Sweaters as a means of providing thermal protection in sub-freezing
temperatures (one level of thermal protection). Coats may have up to four
additional 8-slot pockets; each adds €1.00 to the cost. Coats may be fitted
over Armor.

An article of extremely cold-weather clothing designed to be worn on the
upper part of the humanoid body, which typically covers up the Body Area
most of the wearer's Motor Appendages. Coats are meant to be worn over
Shirts and Sweaters as a means of providing maximum thermal protection in
subfreezing temperatures (two levels of thermal protection). Heavy coats may
be fitted over Armor. They inflict a -2 DC penalty to all Finesse Checks.

A belt which contains a special pocket designed to carry a single one-
appendaged weapon or a deployed energy shield. The pocket has a clasp
that is designed to keep the weapon from falling out or being drawn by
anyone other than its wielder. For non-weapon objects, the pocket is useless.
Multiple-appendaged weapons can be stowed in this type of holster; add
€1.50 to the cost for each added appendage needed by the weapon and
multiply the available number of slots by eight. This particular type of holster
allows the weapon to be drawn from the lower body area (around the area
of the humanoid hip) and is designed to be worn over Armor and clothing.

A strap which contains a special pocket designed to carry a single one-
appendaged weapon or a deployed energy shield. The pocket has a clasp
that is designed to keep the weapon from falling out. For non-weapon
objects, the pocket is useless. This particular type of holster allows a weapon
to be carried in the lower area of a Propulsive Appendage and is designed
to be worn under clothing.

A special pocket designed to hold a single one-appendaged weapon or a

deployed energy shield; it can clip to a belt thus allowing the weapon to be

concealed inside a pair of Pants. The pocket has a clasp that is designed to

keep the weapon from falling out or being drawn by anyone other than its

wielder. For non-weapon obijects, the pocket is useless. This particular type

of holster allows the weapon to be stowed and drawn from the lower Body
Area and is designed to be worn under clothing.

A set of straps to which is attach a special pocket designed to carry a single
one-appendaged weapon or a deployed energy shield. The straps are
designed to be worn like a backpack and can be worn underneath one. The
pocket has a clasp that is designed to keep the weapon from falling out. For
non-weapon objects, the pocket is useless. This particular type of holster
allows the weapon to be stowed in the upper portion of a Motor Appendage
and may be worn either over or under clothing and/or Armor.

A special pocket insert designed to convert a normal pocket into a holster for
a single one-appendaged weapon rated First or Second Class (but not a
deployed energy shield). The pocket has a clasp that is designed to keep the
weapon from falling out. If a weapon is being carried in this kind of holster,
the corresponding pocket may not carry other objects. This particular type of
holster can be placed in any pocket that has at least eight slots regardless of
its position on the body.
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Back Holster

Backpack
(Academic)

Backpack
(Wilderness)

Sack (Plastic)

Sack (Paper)

Satchel

Briefcase

Suitcase

Hip Pack

Utility Belt

Armor
Enhancement
Suit

€8.00

€6.50

€22.60

€4.25

€0.65

€8.00

€6.50

€11.25

€3.25

€8.00

€161.25

1x81

2x128,4x64

1x512,1x128,
5x64, 2x32

1x128%

1x1024+

1x128

1x64

1x1024, 1x16

1x64, 1x4

8x4

Nonet

Back (Body
Area)

Back (Body
Area)

Back (Body
Area)

Motor
Appendage

Motor
Appendage

Shoulder
(Motor
Appendage)

Motor
Appendage

Motor
Appendage

Waist (Body
Area)

Waist (Body
Area)

Body Area

A baldric to which a special pocket designed to hold a single weapon or a
deployed energy shield is aftached. For non-weapon objects, the pocket is
useless. Multiple-appendaged weapons can be stowed in this type of holster;
add €1.75 to the cost for each added appendage needed by the weapon
and multiply the available number of slots by eight. The size of the pocket
will be proportionately bigger as well. This particular type of holster allows a
weapon to be stowed in the middle of the back and is designed to be worn
over clothing and armor; it may be worn either over or under anything else
the wearer is carrying on their back.

Industrial Age. A medium-sized polyester sack designed to hold a large
number of textbooks and other school supplies. Each pocket comes with a
zipper to help protect the sack's contents from the elements. It also comes

with straps for mounting on the wearer's shoulders and an additional handle
for direct Motor Appendage carrying.

A large, multi-pocketed sack and frame assembly designed to enable its
wearer to carry a large number of supplies and pieces of field equipment.
Comes with straps for mounting on the wearer's shoulders as well as a belt

to prevent the pack from causing too much strain. The sack portion may
either be made out of cloth with grommet fasteners or advanced polymers
with zippers depending upon the period of manufacture. It inflicts a -2 DC

penalty to all of the wearer's Finesse Checks.

Industrial Age. A bag made from polyethylene resin open at one end with
handles for easy carrying. It can be folded down into a much smaller shape
(2 slots) for storage. The cost listed is for 100 units.

Industrial Age. A very large sack shaped like a rectangular prism with one
short end missing. The sack is made of 3-ply durable paper capable of
handling a significant amount of internal weight. It may or may not have
handles; non-handled sacks will impose a -1 DC penalty to all Finesse
Checks while they are being carried. It can be folded down into a much
smaller shape (8 slots) for storage. The cost listed is for a single sack.

A large amorphous or hardened rectangular sack made out of durable cloth

or leather. It usually has an adjustable strap designed to allow the sack to be

slung onto a shoulder and it seals with a zipper. The cost listed is for a single
satchel.

A medium-sized rectangular case made out of durable cloth or leather. It
incorporates a hard grip for carrying and seals with a zipper. The cost listed
is for a single briefcase.

A very large, hard, plastic-based fabric case with a leather grip for carrying.
It seals with a zipper that runs along the perimeter of the pockets. It also has
a separate, smaller outer pocket. If packed carefully, a suitcase can carry a
wardrobe for a single person for up to two weeks. While being carried, the
suitcase inflicts a -4 DC penalty to all Finesse Checks. Some models come
with an extendable handle and wheels; they add €1.50 to the cost but
reduce the Finesse DC penalty to -1.

A medium-sized circular or amorphous cloth bag designed to attach to a
body using an adjustable belt. The belt is designed to fit over clothing and
Armor. Both pockets seal with zippers.

A belt that has a number of small pouches and loops attached to it; each
pouch has a button clasp that is designed to hold in its contents. The belt is
designed to fit over clothing and armor. Some Utility Belts include a Duty
Holster (which adds €3.25 to the cost, adds a 1x8 holster and removes 2x4
pockets).

Starfaring Age. A specialized combination shirt and pants designed to fit
underneath physical armor plating. The materials inside the suit's fiber serve
to amplify the strength of the wearer's movements, effectively counteracting

any loss of mobility due to the weight of Armor. The suit imparts a -10

HD/THD bonus as well as a +4 DC bonus to its wearer's Finesse Checks;
these bonuses are imparted whether the wearer is actually wearing Armor or

not.
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Tools and Wilderness Gear

Tools are devices that provide either a mechanical advantage in accomplishing a physical task or an
ability that is not naturally available to its user; the vast majority of useful objects fall into this broad
category. Related to tools are pieces of wilderness gear, which are include tools that are generally
meant to be used in planetary environments outside of urban areas. Tools and Wilderness Gear
utilize the basic stats only.

Name Availability

Duct Tape (Mini | Industrial
Roll) Age

Duct Tape (Large | Industrial

Roll) Age
Mechanical Industrial

Lubricant Age
Acid Vial Metal Age

Engineering Starfaring
Toolkit Age

Lock-Picking Kit

(Mechanical) Metal Age

Lock-Picking Kit | Industrial

(Electronic) Age
Pencil Metal Age

Mechanical Industrial
Pencil Age

Cost

€0.65

€6.50

€1.50

€2.25

€1,935.50

€16.10

€24.25

€0.25¢

€7.50t

EC

Tools and Wilderness Gear

Size |Appendages Description

256

One

Onet

Onet

Two

Two

A 250 centimeter-long roll of adhesive tape with heavy tensile strength. It
can be cut into strips to conduct temporary repair work. Adds a +5 DC
bonus to all Damage Control Checks when utilized for repairs.

A 60 meter-long roll of adhesive tape with heavy tensile strength. It can
be cut into strips to conduct temporary repair work. Adds a +5 DC bonus
to all Damage Control Checks when utilized for repairs.

A pressurized 350 milliliter can that contains a cleaner, lubricant and
anti-corrosive solution designed to deliver it to a specific area as an
aerosol. The can comes with a plastic tube for precision application to a
particular area. Can be used for a variety of purposes (GM's discretion).
Adds a +5 DC bonus to any Engineering Check when utilized for repairs.

A 500 milliliter glass vial of moderately concentrated acid (default
hydrochloric acid). It can be thrown like a grenade for 1d5 Acid Damage
or higher at the GM's discretion; for details, see Chapter 12.3. In addition

to its potential use as a weapon, a vial of acid can be used in many
different situations such as trying to pick a mechanical lock, neutralizing a
caustic substance, cleaning off a badly corroded item and so forth. Use of
a vial of acid may impart favorable conditions on a Skill Check (+10 DC
bonus) at the GMs diiscretion. GMs should use their judgment as to
whether an Acid Vial requires multiple appendages when applied fo a
task.

A metallic case containing various tools and equipment designed for use
in engineering applications aboard capital ships; it typically includes
items such as Duct Tape, Mechanical Lubricant, specialized tools such as
plasma torches and molecular re-synthesizers, an Environmental Scanner
modified for engineering applications and a PDA or Tablet Computer.
Provides the materials required for a ship's Engineer to perform any kind
of significant repair or maintenance work.

A stethoscope, a set of hooks and various other tools packaged in a
relatively small casing. It can be used to pick mechanical locks such as
catch-hooks and deadbolts; its use adds a +10 DC bonus to any
Dexterous Maneuvers Check made to pick a mechanical lock.

Requires a Small Battery; uses one charge every minute operational. A
wrist computer, thumb print reader and complex false retinal pattern
imager all packaged together in a relatively small casing. It can be used
to pick electronic locks; it adds a +10 DC bonus to any Cunning Check
made to pick an electronic lock.

A non-refillable wood-encased carbon-graphite rod sharpened to a fine
point on one end. It includes a small piece of rubber on the other end.
The graphite rod can be used to leave physical marks on surfaces, while
the rubber end may be used to expunge any such marks made. The price
listed is for a box of eight pencils (2 slots). Their primary function is to
leave marks on paper but they can be used for any number of purposes
at the discretion of the player or GM.

A refillable plastic-encased carbon-graphite rod. The rod has been
pushed out a small hole on one end via an internal mechanism. It
includes a holder for a piece of rubber on the other end. Mechanical
Pencils function in the same manner as normal Pencils. The price listed is
for a box of six pencils (2 slots); refill leads (0 EC; 1 slot; box of 12) cost
€0.25.
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Paper

Journalist
Notepad

Audio Recorder

Video Recorder

Field Recorder

Holographic
Recorder

Thermos Bottle

Oxygen Tank
(Small)

Oxygen Tank
(Large)

Trash Incinerator

Compact Field
Binoculars

Metal Age

Metal Age

Industrial
Age

Industrial
Age

Starfaring
Age

Starfaring
Age

Industrial
Age

Industrial
Age

Industrial
Age

Starfaring
Age

Industrial
Age

€0.25

€2.60

€85.50

€193.50

€209.75

€1,250.00

€2.25

€123.00

€23.25

€39.75

€17.75

4

16

32

512

256

64

None*

None*

None

Onet

A piece of flattened material made from vegetable fibers composed of
cellulose, designed to be marked upon in situations wherein use of a
non-electronic medium is necessary. Paper comes in a tablet of 100

sheets and can be used for a variety of purposes at the discretion of the

players and GM. When writing or leaving a message, a piece of paper
provides a +5 DC bonus to any /ntimidation or Knowledge Check
wherein the information on the paper is relevant to the situation. Paper
can also be used to help start a fire; it imparts a +10 DC bonus to
any Survival Check made to light a fire.

A pad of 200 small Paper sheets ink-lined in a ruled or orthogonal grid
pattern and encased in a hardened leather binding. The inside of the

binding comes with a small pocket (1 slot) for the storage of very small

obijects. It can be used for a variety of purposes at the discretion of the

players and GM. When writing or leaving a message, a piece of paper
provides a +5 DC bonus to any /ntimidation or Knowledge

Check wherein the information on the paper is relevant to the

situation. Paper can be torn out and used to help start a fire; it imparts

a+5 DC bonus to any Survival Check made to light a fire.

Requires Medium Battery; uses one charge every minute while
operational. A rectangular box containing an apparatus that is designed
to capture audio waves via a microphone attachment and record them
onto a small recording disc (1 slot; box of 3; costs €1.50). It comes with a
shoulder strap for easy carrying (shoulder mount). It provides audio
recording capabilities for up to one hour, after which time a new disc will
be required.

Requires Large Battery; uses one charge every thirty seconds while
operational. A hand-held apparatus designed to capture sequences of
images and accompanying sound and to store those images on a
Memory Stick. It comes with a shoulder strap for easy carrying (shoulder
mount) and provides visual recording for up to two hours before needing
a data dump (requires any Computer).

Requires Large Battery; uses one charge every five minutes while
operational. A self-propelled repulsor device equipped with a full camera
mount. It can record in visual and infrared spectrums and provides visual

recording for up to 6 hours before needing a data dump (requires any
Computer). It also comes with a 1 slot, ECO remote control and can be
set to directly transmit its data; power usage increases to one charge
every thirty seconds in this mode.

Requires Large Battery; uses one charge every five minutes while
operational. A self-propelled repulsor device designed to capture three-
dimensional sequences of images with accompanying sound and store

them onto a Data Crystal. It comes with a 1 slot, ECO remote control and

generally includes a conversion module for HXS disks and provides high-

definition, three-dimensional visual recording for up to six hours before a
data dump (requires any Computer).

A domestic vacuum-insulated flask with a metallic exterior and a handle
for gripping. Its lid may be used as a cup. It holds up to one liter of liquid
at its current temperature for up to seven hours.

A portable O, canister; it provides thirty minutes worth of air at a rate of
one liter per minute. It comes with its own belt (belt requires waist mount)
and a recharge unit.

A portable O, canister; it provides ninety minutes worth of oxygen at a
rate of up to four liters per minute. It comes with a wheeled cart for
portability; it Inflicts a +3 HD/THD penalty when carried.

A metallic box with hinged door on the top. It comes with a separate,
collapsible tripod mount. Once set on the mount, the user can place trash
inside the box until it is full and press a button to activate it. Anything
placed inside the box is instantly flash-incinerated. The user must wait one
minute after use before storing or re-using the device as its exterior gets
hot enough to cause burns during the incineration process (it inflicts 1d10
Basic Damage and two Wounds if touched before it has a chance to
cool).

A set of dual telescoping lenses set into a metal and hard-plastic casing,
designed to allow its user to see objects clearly at a distance. The lenses
are coated with special chemicals to prevent fogging and dust
contamination, while porro prism mirrors are used to reduce undesired
reflection. It comes with a manual adjustment wheel that enables the user
to see a sixty degree field of vision clearly at a range of one hundred
meters, or less clearly at larger distances. It comes with a shoulder strap
and case for carrying as well as caps for the exterior lenses when not in
use.
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Field Binoculars

Field Multi-
Spectral Goggles

Toiletry Kit

Mess Kit

Bedroll

Rope

Mountaineering
Kit

Carabiner

Portable
Generator

Metal Age

Starfaring
Age

Industrial
Age

Metal Age

Metal Age

Stone Age

Industrial
Age

Industrial
Age

Industrial
Age

A set of dual telescoping lenses set into a metal and hard-plastic casing,
designed to allow its user to see clearly at a distance. The lenses are
coated with special chemicals to prevent fogging and dust contamination,
while roof mirrors are used to reduce undesired reflection. A rubber
armor exterior protects the device from damage if it is accidentally
dropped. It comes with a manual adjustment wheel enabling the user to
see an eighty-five degree field of vision clearly at a range of one
kilometer, or less clearly at larger distances. It comes with a shoulder
strap and case for carrying as well as caps for the exterior lenses when
not in use.

€42.90 8 | 256 Two

Requires Sensory Organ Mount. A set of goggles that include optical
instruments whose purpose is to allow images to be produced in levels of
light approaching total darkness. Image intensifiers in the device change
all ambient EM wavelengths into a range detectable by the user; a sensor

€96.75 5| 32 Nonet shuts off the intensifier if the ambient EM becomes high enough to
overload the device. It allows the wearer full vision in conditions in which
they would not ordinarily be able to see and includes the ability to
manually see a one hundred degree field of vision clearly at a range of
one kilometer; less clearly at ranges beyond that.

A medium-sized cloth bag designed to carry toiletry items for travel. A
typical kit for a Terran may include such items as a comb, small
hairbrush, astringent, cotton balls, wipes, a collapsible toothbrush,
toothpaste, razors, shaving cream, deodorant, 2-in-1 shampoo and soap

€.50 6 | 64 Ore or body wash. It generally holds enough of these items for up to five
contiguous days of use. The effects of toiletry kits may vary at the GM's
discretion; any DC penalties from their lack of use should be limited to

Charm Skills.

A rudimentary set of aluminum cookware designed to nest together for
easy storage and transportation. A typical mess kit includes a twelve-inch
skillet (the handle of which can be adjusted to lock the entire assembly
together for storage), a slightly smaller lid/bowl, a pot with lid, utensils
and a small cup. It can be used for cooking and eating food in wilderness
settings.

€6.50 7 1128 One

A set of cloth pads designed to serve as emergency bedding in wilderness
areas; at least one pad is thicker than the rest and is meant to be placed
directly on the ground with the others serving as blankets. Later era
€8.00 7 128 Twot bedrolls come in a single “sleeping bag” unit that is usually thicker and
thus able to keep the user warmer at night. It usually comes with a cloth
bag that, if filled with relatively soft materials such as dirty laundry, can
be used as a makeshift pillow.

A length of fibers twisted or braided together to improve strength for
pulling and connecting obijects; it has tensile strength but is too flexible to
provide compressive strength (i.e., it can be used for pulling but not
pushing). Materials for Rope vary from natural sources such as vines to
advanced polymers designed to prevent rot and mildew damage,
depending on the age of manufacture. Rope can be used for multiple
purposes including tying off shelter-halves, climbing, animal wrangling,
as a method of strangulation and so forth.

€0.65 5| 32 Onet

A hard metallic case containing tools designed to be used for ascent and

descent in areas with an extreme grade greater than 45 degrees, such as
sheer cliffs or mountains. A typical mountaineering kit may contain items

such as multiple ropes, pulleys, carabiners, a helmet (First Class
equivalent), pads, gloves, spikes, chocks, ascenders, cams, a hand-axe
(First Class equivalent) and harnesses. The kit provides a +10 DC bonus
to any Three-Dimensional Maneuvers Check made for the purposes of
climbing an extreme grade.

€193.50 |8 | 256 Two

A metallic loop with a sprung or screwed gate. It can be used as a secure
fastening point for a rope-and-pulley system. Carabiners can also be
used to fasten objects to the exterior of a Utility Belt, allowing it to carry
obijects up to four times larger than the size of any pocket on the belt at
the cost of a -1 Finesse DC modifier for every object carried in this
manner.

€0.65 0 1 One

Requires Flammable Gas Canister; uses one charge every three minutes
while operational or one charge for every period required by any device
hooked up to it. A large internal combustion reactor designed to provide
power to electronic devices. It comes with a set of wheels and a carrying
bar for transportation. It may be used to power any electronic device with
an external port (i.e. any device that would otherwise require Batteries if it
is at least 8 slots in size or larger; weapons and shields are included in
this definition). Later age models are a fusion reactor design that use fuel
slugs for a power source instead (adds €88.75 to the cost; EC 6, 64 slots,
provides 30,000 charges).

€234.00 |9 |512 One
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Matches

Fire Jelly Can

Hotplate

Flashlight
(Domestic)

Flashlight
(Terrain-Proof)

Flashlight
(Emergency)

Compass

Canteen

Hip Flask

Survival Kit

Backpack Tent

Metal Age

Starfaring
Age

Industrial
Age

Industrial
Age

Industrial
Age

Industrial
Age

Metal Age

Metal Age

Metal Age

Industrial
Age

Metal Age

A wooden stick approximately 4 centimeters in length with an enlarged tip
that contains a chemical solution including red phosphorus. When struck
on a surface, some of the white phosphorus is produced, which
subsequently ignites from the heat of friction. The stick is coated with wax,
which enables it to light even when wet. It can be used to start fires. The
price listed is for four 1 slot, ECO boxes containing 50 matches a piece.

€0.25 2| 4 One

A metallic can filled with a gelatinous, flammable material; it is 8 inches
tall and burns at a temperature of 285 °C for a maximum of sixteen
€1.00 4 |16 One hours. Putting the lid back on snuffs out the flame; it can be re-lit as long
as there is still fuel in the can. It may be used as a portable light and heat
source but must be ignited using another flame source.

Requires Flammable Gas Canister; uses one charge every minute while in
operation. A small metal plate hooked up to a gas-powered heater with
adjustable settings. When activated, the plate warms up enabling the
€8.00 4 |16 One controlled heating of any object placed on top of it. It may hold and
warm up the contents of a pot or skillet with a diameter of up to 30
centimeters. The device can also be used in a pinch as a ready heat
source.

Requires Small Battery; uses one charge every two minutes while in
operation. A hard plastic cylinder with a small, moderate wattage
€0.65 3 8 One incandescent bulb on one end designed to provide directional
illumination. It provides full light at a distance of up to ten meters or dim
light up to sixty meters from the emitting end.

Requires Medium Battery; uses one charge every three minutes while in
operation. A metallic cylinder with several small light-emitting diodes on
€27.40 4 16 One one end designed to provide directional illgmianion. 'IT require.s twice as
much damage to sunder as a normal object. It provides full light at a
distance of up to twenty meters or dim light up to 120 meters from the
emitting end.

A metallic, rounded trapezoidal prism with three light-emitting diodes on
one end designed to provide directional illumination. It comes with a hard
plastic hand crank; turning the crank rapidly for one minute produces
enough power to operate the device for up to one hour. It provides full
light at a distance of up to ten meters or dim light up to sixty meters from
the emitting end.

€3.25 3 8 One

A magnetized needle designed to float freely either inside or on top of a
liquid medium. If the planet on which the device is utilized has a magnetic
field, its needle will be able to serve as a constant pointer towards the
planet's magnetic poles; the planet must have a magnetic field for the
device to function. Later age compasses may come with sights, magnified
readouts, inclinometers and the ability to adjust for declination (adds
€14.50 to the cost). It provides a +10 DC bonus to any Navigation
Check made while planetside.

€3.25 2| 4 One

A one-liter metal bottle with a cloth exterior cover. It has a twist on/off lid
to keep its contents from spilling. It has no insulation, so over time its
contents will heat up or cool down to the ambient temperature. It comes
with a belt; the bottle hooks to the belt for storage.

€2.00 5| 32 One

A six-fluid ounce engraved metallic bottle designed to contain a small

amount of liquid. It has a twist on/off lid to keep its contents from spilling.

€6.50 1 2 One It has no insulation, so over time its contents will heat up or cool down to
the ambient temperature. The bottle is curved to match the contours of

the humanoid hip, which allows it to be concealed and carried discreetly.

A 22-liter hard plastic cylinder containing supplies and equipment
designed to be used in the event of an emergency. Typical contents
include ten Protein Rations, five Fire Jelly Cans, a box of Purification
Tablets, an Emergency Flashlight, Matches, a roll of Duct Tape, a Tarp,
€484.001 |9 | 512 Onet Plastic Sacks, Pencils, Paper, a Rope, a Compass, a Multi-Tool and a First
Aid Kit. The price listed is for a kit designed to support up to ten people
for a period of up to one week under emergency conditions. Larger kits
may include a Distress Beacon and extra Batteries (adjust the price
accordingly to include such goods).

A kit containing materials designed to provide a temporary A-frame

shelter for up to two persons in field conditions. A typical tent usually

consists of two poles, a large cloth cover or tarp, ropes and ground
€25.00 9 | 512 Fourt stakes. Later era tents will come with fwo'more tarps (one to function as a
ground cloth and one to function as a rain fly); these are usually made of
more durable materials. It usually comes with a large bag with a shoulder
strap for storage and transport and requires two people to set it up in ten

minutes under normal ambient conditions.
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Crew Tent Metal Age €53.25 10 (1024
Tarp Metal Age €3.25 5 | 32t
Starfaring
Hoverpack €32,260.00 | 6 | 64
Age

Environmental

Field Generator 10 (1024

Starfaring €1.935.50
Age

Wallet Metal Age €5.00 1 2
Debit chit | MUstial | eg00t 0 | 1
Age
Chronometer Industrial €1.00 0 1
Age
Deluxe Industrial
Chronometer Age €25.80 01
Multi-Tool '”d/:s'”‘" €100t 1] 2
ge

Sixt

Two

Two

Nonet

Nonet

Onet

A kit containing materials designed to provide a large, multiple-room
temporary shelter in field conditions. This kind of tent typically consists of
multiple poles, a very large cloth cover or tarp, ropes and ground stakes.
Internal assemblies allow portions of the interior to be cordoned off with

additional Tarps, creating "rooms". Later era tents will come with a
ground cloth and rain fly and are usually made of more durable
materials. It usually comes with a large bag with a wheeled frame
assembly for storage and transport and requires three people to set it up
in thirty minutes under normal ambient conditions. It provides shelter for
up to twelve people.

A large sheet of reinforced soft, waterproof plastic designed to fold up to
a relatively small size for transport. The edges include several metal
grommets designed to allow ropes or poles to be attached at various
points along the perimeter. It can be used to cover objects that need
protection from the elements. In a pinch, a tarp can be used along with
rope and poles as a shelter-half, thus providing limited shelter.

Requires Back Mount. Requires Large Battery; uses one charge every
minute while in operation. A pack equipped with a miniaturized repulsor
sled unit. When activated, it allows its user to hover in the air at altitudes

up to five thousand meters and travel at a rate of up to nine hundred kph.
Control is handled by two joysticks attached to the device. It comes with a
modified Environmental Field Generator to maintain oxygen and to
prevent ill effects from traveling at high speed, though for safety a
Pressure Suit is still recommended when the device is in use. An
emergency parachute is included with the unit in the event of sudden
power loss.

Requires Large Battery; uses one charge per minute while in operation. A
large projector apparatus designed to produce a unified field barrier,
which is used to cordon off an area of a planet's surface. The device can
modify ambient conditions in this area to suit atmospheric and
gravitational requirements of anyone located inside the field, making it
useful for setting up campsites in otherwise inhospitable environments. It
can cover a hemispherical area up to fifty meters in radius from the
projector. It is as effective as a First Class vehicle Shield and auto-
recharges when damaged. It also has a dual battery bus; the unit can run
on one battery while the other is being replaced.

Container; 10x1. A tough cloth pouch designed to hold very small objects
such as coins. Later age models are designed to hold paper money
and/or Debit Chits. It may also be used for holding paper notes and

receipts. It can hook onto or fit inside any normal pocket.

A small, flat piece of plastic encoded with a magnetic stripe that is
designed to be quickly scanned by a reader. The reader will read off the
information encoded on the stripe and use it to access a remote bank
account, allowing the card's carrier to pay for transactions without having
any actual cash on their person. For it to work, the user must be within
transmission range of their bank. Some models also require a passkey,
thumbprint, retinal scan and/or blood sample in order to activate it. Debit
Chits are usually issued through the user's bank.

Requires Small Battery; uses one charge every five days. A small, hard
plastic casing containing a microprocessor, a small quartz crystal, a
lithium-ion battery and liquid crystal display. It is designed to keep track
of the passage of time and constantly display that information to its user.
In addition to showing the time, small push buttons allow the user to set
alarms and to allow it to act as a stopwatch. It straps to a wrist (Motor
Appendage) for transport.

Requires Small Battery; uses one charge every four days. A small, metallic
casing containing a microprocessor, a small quartz crystal, a lithium-ion
battery and liquid crystal display. It is designed to keep track of the
passage of time and constantly display that information to its user. In
addition to having the features of a normal Chronometer, it can act as a
caleulator, radio receiver and voice memo recorder. It straps to a wrist
(Motor Appendage) for transport.

A generalized instrument consisting of several small metallic tools
designed to fold down into a metallic case encased in hard plastic. Each
included tool locks down into position individually when they are in use.

The tools included vary from model to model. The price listed is for a
model that contains two Blades (First Class), pliers, two types of
screwdrivers, a file, a bottle opener, a small ruler, tweezers, wire cutters,
scissors, a toothpick and a hole punch.
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Textbook Metal Age

Comestibles

€21.50

32

A thick stack of Paper glued to a piece of cloth, aftached to two pieces of
thick cardboard and glued in place with additional paper. This kind of
book typically includes material on a single topic matter and is used in

academic seftings, though not all books of this type are academic in
nature. The accuracy of the information contained in the book may vary
depending on the topic, the author's knowledge of the topic and its date
of publication. It can be used to increase the result of a user's Knowledge
Check on a given subject.

Two

Comestibles consist of items that provide biochemical energy when ingested or assist in its
generation. For most races, any comestible is a single-use item (and we really don't want to think
about those races that eat their food more than once). Characters must eat; if they don', it can have
serious physiological consequences (see Chapter 12.3). A comestible item often has to be carried in
some kind of container until it is ready to be consumed; the "Size" stat below reflects the size of the
container, not necessarily the food itself. Comestibles generally require only one Motor Appendage to
consume and two to get the container open. Comestibles otherwise use the basic stats.

Name Availability

Food (Luxury) | Metal Age

Food (Fresh) | Stone Age

Food Industrial
(Canned) Age

Meal, Ready

fo Eof (MRE) | """
Rations 9
Protein Ration Starfaring
Age
Chewing
Gum Stone Age
Beer Stone Age

Cost

€10.65 |Variest |Variest

€43.00 |Variest |Variest

€26.75 |Variest |Variest

€16.75

€13.55

€0.25

€1.50

EC

10

Size

1024

32

Comestibles
Description

The good stuff; this can be anything from caviar to filet mignon as long as it represents
food that is very rare or very "choice" (and therefore very expensive). It's unusual to find
this kind of food anywhere in a spaceship's larders. The cost listed is per "unit" of food
(i.e. enough food for one person for one meal or a single course of one meal in
particularly exorbitant cases).

This refers to any food that goes in a straight line from its source to a plate; usually this is
local fruits and vegetables but occasionally will include various meats. Fresh food is a
high luxury to most starfaring crews; it's rare to find a crew well-off enough to keep a
steady supply of fresh food for every meal, particularly with a war going on. The cost
listed provides enough food to feed one CSC 5 sapient for approximately one week,

assuming the food itself will stay fresh for that long.

As the name suggests, canned food has been processed for prolonged storage in some
form of tin or metallic can. Storage in cans tends to deprive the food of some of its flavor
and nutritional value; on the other hand, cans are extremely easy to store and transport.
Pull-tabs are used to open the can and access the food. Once the food inside is
consumed, the can itself can be used for various purposes. The vast majority of starfaring
crews carry canned food for the bulk of their meals. The cost listed provided enough food
to feed one CSC 5 sapient for approximately one week. Cans generally keep the food
fresh enough for consumption for several months or sometimes years.

Three lies for the price of one - if's not a meal, it's not ready and you can'’t eat it. A box of
twelve standard military rations. Each ration comes with a high-energy course, a high-
carb course, drink mix and pouch, accessory pouch (includes utensils and necessary
materials) and a flameless heater. Each ration has a shelf life of up to ten years if kept in
dry storage. The heater unit can be used to jury-rig an improvised explosive device
(Requires a successful Resourcefulness Check; First Class Satchel Charge equivalent).

Protein Rations are about as basic as it gets but in a pinch they provide a reliable source
of emergency food. Each ration tube is filled with a nearly tasteless paste high in protein
content, which can provide enough energy to sustain a person until better food can be
found. Dirt-poor starfaring crews can subsist on this stuff, though the lack of taste is liable
to put a serious dent in their morale. The cost listed is for a single tube, which (if doled
out in proper servings) contains enough paste to feed a CSC 5 sapient for one week.
Protein Rations are designed as a permanent staple; they will be as nutritious a hundred
years from their date of manufacture as they are when they are first packaged - they will
also likely be just as "tasty".

A package of seventeen individually wrapped slices of sweetened and flavored hardened
tree sap; each slice is mildly adhesive once chewed. Gum appeases hunger and staves
off the need for sleep for approximately one hour. It may be used for a variety of other

purposes.

An alcoholic beverage distilled from the fermentation of sugars derived from starch-
based material. The price listed is for one .59 liter (20 fluid ounce) stein. Beer may
require more than one Motor Appendage in order to consume depending on how much
of it the drinker has already consumed. Beer reduces the amount of time the drinker can
go without water by one hour and causes Intoxication (see Chapter 12.3).
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An alcoholic beverage distilled from the fermentation of fruits. The price listed is for a
case of twelve magnums (1.5 liters each; 18 liters total) of medium-quality wine. Wine
Wine Stone Age €34.50 9 512 can require more than one Motor Appendage in order to consume depending on how
much of it the drinker has already consumed. Wine reduces the amount of time the
drinker can go without water by half an hour and causes Intoxication (see Chapter 12.3).

A strong alcoholic beverage distilled from fermented grain mash and aged in a wooden
cask. The price listed is for three 0.75 liter decanters of high concentration drink

(approximately 80 proof). This drink usually requires more than one Motor Appendage in

Whiskey Metal Age |€30.00 6 64 order to consume depending on whether or not the drinker has already consumed at
. least one drink. Whiskey reduces the amount of time the drinker can go without water by

two hours and causes Intoxication (see Chapter 12.3). If the particular brew is higher
than 80 proof, there is a chance that the drink will cause blindness (requires a Fortitude

Save to avert and additional Fortitude Saves for each additional drink).

A non-alcoholic beverage made from a combination of carbonated water and various

syrups. The price listed is for one two-liter (67.6 fluid ounce) plastic bottle of soda. Soda

Soda Metal Age | €0.25 6 64 reduces the amount of time the drinker can go without water by one hour. Drinking the
entire bottle at once inflicts a -1 DC penalty to all Finesse Checks for the next eight hours.

A box of thirty 600 milligram chlorine dioxide tablets impregnated with a flocculating
Purification Industrial agent. Each tablet can purify up to a liter of wcﬁ'er at 25°; wifh' multiple Tob'lets required
Tablets Age €2.25 2 4 at lower temperatures. The agent takes approximately thirty minutes to purify the water
and make it safe for consumption (it removes any biological and chemical contaminants
present).

Scanners and Computer Technologies

A scanner is any device used to electronically gather information about a character's surroundings.
Computer technologies include any type of machine that manipulates data according to a given list
of instructions known as a program as well as the programs themselves and any corresponding
documentation. The presence of scanners and computer technologies in a society generally doesn't
come about until their Industrial Age, though there are a few primitive societies that have simple
counting machines that can be considered computers. For the sake of simplicity, GMs should assume
these technologies are available in Industrial Age societies; Starfaring Age tech will be so noted.
Some of the items indicated are soffware, while others are compufers. Software requires a computer
in order to work; the type of computer needed can be determined by the GM. Scanners and
computer technologies otherwise use the basic stats.

Scanners and Computer Technologies

Name Cost EC |Size |Appendages Description

Starfaring Age, Compufer. Requires Large Battery; uses one charge per

minute of operation. A small, compact scanning device primarily designed
for geophysical, biological, archaeological, anthropological and

Environmental Scanner €645.00 |4 |16 One meteorological applications. It can be adapted to function as any other kind
’ of computer or scanning device with the proper add-ons and software. Use

of the scanner grants a +25 DC bonus to all Science Checks while on a

planetary surface or a +10 DC bonus to all Science Checks in any other

situation.

A metallic case containing beakers and flasks of various sizes, vials of litmus
paper, vials of acid, Petri dishes, forceps and various tools designed to
. . perform multiple scientific tasks. It adds a +10 DC bonus to any Science
Science Kit €48.40 8 |256 Onet Check when used, with the bonus decreasing by 1 per additional use unless
refilled. Starfaring Age science kits will also include an Environmental
Scanner (adds €650 to the cost).

Starfaring Age. Requires Small Battery; uses one charge per day and one
charge to initially activate its alarm system. A palm-sized device designed to
scan exclusively for any kind of ranged weapon within a certain radius
(usually 200 meters) and to alert its user of a weapon's presence if one is
detected. A display on the device indicates the azimuth, elevation and range
Gun Scanner €580.70 |1 | 2 None to the weapon detected. It can be set for audible alarm, to vibrate silently
and/or to transmit a remote alert message. A network of these scanners can
be set up independently to provide zone security for a given area, though
given its high per unit price it is far more common to see them used as
individual units.
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Motion Detector

Hand-held Global
Navigation/Triangulation
System

PDA

Tablet Computer

Laptop Computer

Wafer Laptop

Memory Stick

Data Crystal

€11290 |1 | 2

€41.95 2 4

€65.00 2 4

€129.05t (4 |16

€435.50 |6 |64

€12,750.00 |0 | 1

€16.15+ |0 | 1

€1.601 112

Nonet

Two

Two

Onet

Requires Small Battery; uses one charge every two days and one charge to
initially activate its alarm system. A small device that contains passive
infrared sensors as well as microwave emitters designed to alert its user if
motion is detected within its sensor's field of view. A display on the device
indicates azimuth, elevation and range to the motion detected. It can be set
for audible alarm, to vibrate silently (for handheld models) and/or to
transmit a remote alert message. A network of these scanners can be set up
to provide zone security for a given area.

Requires Small Battery; uses one charge per minute while in operation. A
hand-held, battery operated device designed to assist in planetary
navigation and location. The device receives a signal from orbiting

geosynchronous satellites and uses the information received to triangulate its
own position on a planetary surface. Starfaring Age sets will work without an
orbiting satellite network provided that a communication link with a
planetary transmitter is available; a parked capital ship counts. Using the
device provides a +25 DC bonus to any Orientation Check made by its
operator provided it is in good working order.

Compufter. Requires Medium Battery; uses one charge per minute while in
operation; it can be plugged into a power socket for extended-term use. A
small, limited utility handheld computer. Comes with day-planner, personal
directory, scientific calculator and memo-taking software; it usually comes
with a few games as well. It can carry up to five pieces of installed software.

Computer. Requires Medium Battery; uses one charge per minute while
operational; it can be plugged into a power socket for extended-term use. A
medium-sized, mixed-utility handheld computer designed to combine the
portability of a PDA with the functionality of a more traditional laptop
computer. It comes with a 25 centimeter high-resolution, fingerprint-resistant
touchscreen and can be equipped with several internal features including
video and audio recording capabilities, global positioning features, on-
board accelerometers and gyroscope stabilization. It comes with a day-
planner, personal directory, scientific calculator and memo-taking software
as well as music and navigational software; it usually comes with a few
games as well. Some models are equipped with a stylus for writing utilities. It
can carry up to fifteen pieces of installed software; some models may carry
more software with a proportional increase in the price.

Computer. Requires Large Battery; uses one charge per minute while
operational; it can be plugged into a power socket for extended-term use. A
large, portable computer, designed with many of the same features as a
desktop or integrated terminal with the hardware miniaturized and optimized
for mobility and efficient power consumption. It usually comes with at least
one port for Memory Sticks and/or Data Crystals. It may have several
programs installed as part of the on-board operating system; it can carry up
to 25 pieces of additional installed software.

Starfaring Age, Computer. Requires Small Battery; uses one charge per
minute while operational; it can be plugged into a power socket for
extended-term use. A portable computer the size of a debit chit designed
with many of the same features as a full-sized laptop or integrated terminal.
It uses extreme hardware miniaturization including wireless data ports and
virtualization where needed, optimized for mobility and efficient power
consumption. It usually comes with five wireless digital ports for data crystals,
a virtual 10x minidisk with adapter, wave.net frequency adapter and
installed software. It may have several programs installed as part of the on-
board operating system; it can carry up to 25 pieces of additional installed
software. It may be carried in a standard Wallet when not in use.

A thin device roughly the size of a Terran forefinger with a dongle designed
to interface with a computer's input port. It can be used to store computer
files and small pieces of software independently of a computer. The memory
capacity for the price listed is approximately four gigabytes; higher capacity
sticks typically cost more and vice versa.

Starfaring Age. A carborundum crystal employed as a form of optical, non-
volatile data storage. The hardness of the crystal makes it particularly difficult
to leave surface scratches, leading to a minimal amount of data corruption
over an extended period of time even under conditions of extreme
mechanical and thermal stress. Its overall storage capacity is dependent
upon the physical size of the crystal itself. It can be used to store computer
files and small pieces of software independently of a computer. The memory
capacity for the price listed is approximately four gigabytes, which is typically
the lowest capacity available. Higher capacity crystals typically cost
substantially more.
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Software Development Suite

Freeware Development
Suite

Anti-Virus Software

Office Application Software

Library Computer Software

€290.35 |0t | Of

€0.00 |0t | ot

€25.801 |of | Ot

€96.80 |0t | Of

€395.20 |0t | Of

Nonet

Nonet

Nonet

Nonet

Nonet

Communication Technologies

Software. A set of inter-related programs and libraries designed to allow a
user to develop their own computer programs. This kind of development
suite has been thoroughly assembled, tested and debugged by a dedicated
software development company and is typically released to the consumer at
great expense. The suite utilizes the programming language of the user's
choice. It typically includes an IDE interface as well as a compiler or
interpreter depending on the needs of the particular programming
language, and a debugger. Writing software is a complicated process that
takes a lot of time and effort to accomplish; it takes at least one full day of
concentrated effort fo write and begin debugging a program, which requires
three successful Resourcefulness Checks in a row; the circumstances of the
Checks are dependent upon the amount of time the developer wants to
spend on the program and its final level of complexity).

Software. A set of inter-related programs and libraries designed to allow a
user to develop their own computer programs. This kind of development
suite has been put together by a single programmer or independent
programming group and is typically released to the consumer at no expense.
The suite utilizes the programming language of the user's choice. It may or
may not include an IDE interface and/or a debugger but always comes with
a compiler or interpreter, depending on the needs of the specific
programming language. Writing software is a complicated process that takes
a lot of time and effort o accomplish; it takes at least one full day of
concentrated effort fo write and begin debugging a program, which requires
three successful Resourcefulness Checks in a row; the circumstances of the
Checks dependent upon the amount of time the developer wants to spend
on the program and its final level of complexity).

Software. A set of inter-related programs designed to minimize a computer's
susceptibility to malicious software. It typically includes a real-time malware
protection system, real-time scanner and firewall program. It can protect a

computer system from any form of malicious software, provided the
attacking software is included in the protection system's set of malware

definitions. There's a €13.00 annual fee to renew the usage of the software if
it is privately owned. It inflicts a DC penalty on any Check made to hack the
computer upon which the software is installed, the degree of which is left to
the discretion of the GM based on the sophistication of both the malware

and anti-virus software.

Software. A set of inter-related programs typically designed to be used by
scholars and clerical workers usually designed with similar interfaces
amongst the various programs of the software suite. Typically includes a full
word processor, spreadsheet program, personal information manager and
presentation program; it can be expanded with additional programs such as
a database management or dedicated desktop publishing program). It
enables a character to perform basic office tasks using a computer; the
game effects are left to the discretion of the GM.

Starfaring Age, Software. A set of inter-related programs and data files
designed to be used by researchers and academics, usually with similar
interfaces amongst the various programs of the software suite. It typically
includes many different types of data files as well as software for reading
those files and searching for particular subjects or key phrases within them.
can be expanded with cataloging software to control a particular library
collection. It enables a character to perform research using a computer,
which gives a +20 DC bonus to any Knowledge Check made while using the
software. Other effects are possible at the GM's discretion.

Communication Technologies include any type of mechanical device designed to facilitate the
transmission and/or reception of a message (usually audio, video or text) over a significant distance.
Mechanical forms of broadcasting usually come about during a society's Industrial Age, although
primitive societies that have regular contact with more advanced species will tend to employ
advanced communication technologies (particularly translators). The communication technologies
listed herein are available in Industrial Age societies unless otherwise noted. Also, it is assumed that
societies employing these technologies have developed them to the point where they are relatively
light and compact and can therefore be operated with a single Motor Appendage unless otherwise
noted. Communication technologies otherwise use the basic stats.
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Name

Short Range
Communicator

Long Range
Communicator

Ship-Linked
Communicator

Translator

Handsfree

Concealed
Emergency Signal
Device

Distress Beacon

Signal Jammer

Communication Technologies

Cost  |EC |Size Description

€25.00 | 2

€48.40 | 3

€80.65 | 3

€32.25 | 2

€12.90 | 0

€484.00 | O

€161.30 | 5

4

8

8

32

Requires Medium Battery; uses one charge per hour in standby mode and one charge every two minutes
while operational. A small, multi-channel low-powered voice transmitter and receiver assembly encased
in hard plastic; when activated, it enables long-range voice communication. Because most of the
device's internal power goes to encryption, its range is limited though it is substantially harder for
outside parties to intercept and listen in on any transmissions to or from it (subtract 25 from the DC of
any such attempt). It enables any planetbound character to "hail" any ship or character on the same
planet's surface set up to receive the transmission. Industrial Age sets must be no more than ten
kilometers away from a suitable broadcast tower; Starfaring Age sets add €100 to the price and can
broadcast up to a range of 150 kilometers without access to towers.

Requires Large Battery; uses one charge per hour in standby mode or one charge every two minutes
while operational. A medium-sized, multi-channel high-powered voice transmitter and receiver assembly
encased in hard plastic; when activated, it enables long-range voice communication. Because most of
the device's internal power goes into transmission, it has a longer range than encrypted transmitters (up
to 500 kilometers). However, all messages sent from it will be "in the clear"; anyone tuned in to the
same frequency will receive the transmission whether they are meant to or not. It enables any
planetbound character to "hail" any ship or character on the same planet's surface set up to receive the
transmission. Starfaring Age sets add €100 to the price and have the same level of encryption as a
short-range set.

Starfaring Age. Requires Large Battery; uses one charge per hour in standby mode or one charge every
two minutes while operational. A medium-sized, multi-channel high-powered voice transmitter and
receiver assembly encased in a hard plastic; when activated, it enables long-range voice
communication. Ship-linked communicators are set to a specific frequency and may not be re-tuned in
the field without cracking them open and resetting them by hand (which requires two successful Damage
Control Checks in a row). The selected frequency is monitored by the device's parent craft, enabling a
character equipped with the device instant communication with it. Ship-linked communicators use heavy
encryption and are guaranteed to be able to contact their parent craft regardless of its position as long
as it is within 500 kilometers.

Starfaring Age. Requires Medium Battery; uses one charge per hour in standby mode or one charge
every two minutes while operational. A modified short-range communicator designed to analyze an
incoming message through its receiver, wash it through a sophisticated translation matrix and output a
translated message through an auditory monitor (which takes the place of the device's signal
transmitter). The device is capable of delivering a message with almost 100% accuracy even if the
source and/or target language is not within its pre-programmed database. When employed, the device
grants a +25 DC bonus to all 7Translate Checks.

Requires No Appendages;, inserts info Audlifory Organ. Requires Small Battery; uses one charge per
minute while operational. A small transceiver assembly designed to be worn in the ear containing a
miniaturized microphone and speaker assembly. The device is designed to make a wireless connection
to any dedicated Communicator (Short-Range, Long-Range or Ship-Linked Communicator). It enables
the user to use their Communicator without having to have it in hand. Any frequency re-tuning required
will have to be done through the parent Communicator.

Starfaring Age. A gold-alloy ring with a carborundum or diamond stone setting. The interior of the ring
incorporates a miniaturized personal location beacon with a range of approximately fifty kilometers;
turning the stone to a pre-set position activates it, covertly sending out a distress signal to any local
authorities. The extreme miniaturization of the technology combined with the value of the materials

involved make this device particularly expensive. It is also available in the form of a bracelet, brooch or

pendant.

Requires Large Battery; uses one charge per minute while operational. A large box containing an ultra-
high power transmitter pre-set to a specific emergency frequency band. Upon activation, the device
transmits a brief repeating signal on the pre-selected frequency; this signal will repeat until deactivated
or until the device runs out of power. Starfaring Age sets will allow the user to record their own custom
distress message and will contain a GPS navigation system, allowing the device to transmit its own
location along with the emergency signal. Its maximum broadcast range is 50,000 kilometers in clear
weather with markedly worse performance in poorer conditions. It enables a planetbound character to
perform Distress Checks in order to send a long-range distress call.

Requires Two Motor Appendages. Requires Large Battery; gulps down one charge every ten seconds
while operational. A large box containing an ultra-high power transmitter. It is designed to be tuned into
a limited set of frequencies and to send out a dead-air transmission along them; this overpowers any
other transmission without necessarily revealing any overt jamming to the intended receiver (who

€72.60 |5 |32 receives nothing; not even static). Given the large amount of power typically required to jam a

transmission, its Batteries tend not to last very long. Typically, these devices are equipped with a dual
"bus" so that one Battery can be switched out while the device operates on the other. lts range is typically
500 kilometers; it enables a planetbound character to perform Distress Checks in order to jam any
desired transmission source within that range.
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Medicine and Medical Technologies

Medicine includes any item used for the prevention and/or treatment of a variety of ailments. Medical
Technologies include any kind of device or tool designed to be used for the purpose of diagnosing
medical problems. These items in aggregate include everything from simple bandages, inoculations
for particular diseases, items designed to repair serious injuries and so forth. For the sake of
simplicity, all objects in this category are available in Industrial Age societies unless otherwise noted.
Medicine and Medical Technologies otherwise use the basic stats.

Medicine and Medical Technologies
Name Cost EC | Size |Appendages Description

Starfaring Age. A large metallic briefcase containing various medical tools and supplies,
including a Bio-Scanner, hypodermic autoinjectors containing various medicines (up to 20
individual doses), three IV Sacks, a Cellular Regenerator and other various pieces of sundry

medical equipment. The kit allows a character to perform any medical procedure in the

field short of major surgery or putting someone in stasis (it adds 20 to the DC of any
Treatment Check made outside of a hospital setting).

Medical Kit |€1,290.00 | 8 | 256 Onet

A basic but extensive emergency medical care kit containing various basic medical supplies
including bandages of various sizes (10 normal Bandages), anti-septic wipes (10
First-Aid Kit | €195.00 |7 | 128 Onet Medicated Bandages), an IV Sack, a vial of Anti-Toxin and Painkillers (3 autoinjectors). The
kit allows any person to perform basic life-saving procedures in the field; it adds 15 to the
DC of any Infensive Care Check.

A specialized emergency care kit designed for the treatment of burns. Its contents include
two Bandages, one Medicated Bandage, one Painkiller autoinjector and one Antibiotics
autoinjector. It also includes a small, vacuum-sealed vial of distilled water and another of
Burn Kit €19.25 |6 | 64 Onet polyethylene glycol to be used for the treatment of chemical burns; in a pinch, the water
vial can be used to put out or flush away any chemical burn agent still in contact with the
patient. It allows a medic to treat any secondary Wound caused via a Burn or to prevent
infection in the initial Wound; a Burn Kit is required for such treatment.

A rudimentary first-aid kit designed for use by non-medical personnel to be used in the
event of an emergency well away from any source of medical care or while traveling solo.
The kit contains a Painkiller autoinjector, a Stimulant autoinjector and a Bandage. Some
kits also include a Protein Ration tube, which may be used in the event that the user also is
in need of a ready source of nutrients (adds €13.00 to the cost). While a user can't expect a
lot of medical care in a real emergency from one of these, they're better than nothing; its
use removes any unfavorable circumstances from an /nfensive Care Check made outside of
a hospital setting.

Vita Kit €32.25 |5 | 32 One

Starfaring Age. Requires Large Battery; uses one charge per minute while operational. A
specialized type of Environmental Scanner that has been modified for dedicated biological
Bio-Scanner | €580.75 |4 | 16 One and medical applications. It usually comes with a probe the size of a Terran palm; this
probe is used for detailed scans at close range. The scanner grants a +5 DC bonus to all
Medicine Checks when used prior to any treatment.

Metal Age. A rolled-up strip of sterile cloth or gauze used to cover any open wounds in
order to keep any dirt and pathogens out and to aid in clotting. It can be cut into smaller
Bandage €3.25 4 116 Two strips as needed. Industrial Age bandages come in a box with roughly 30 pre-cut strips,
each with adhesive ends; these are generally designed for smaller wounds. It can be
applied to a wounded character to prevent any additional HP loss from Wounds.

A standard Bandage that has been impregnated with a form of liquid antibiotic. Usually
this kind of Bandage is already pre-cut into smaller strips but large versions do exist. The
shelf-life of a medicated bandage is approximately three months, after which the antibiotic
goes inert; the bandage simply functions as a normal Bandage after that point. It can be
applied to a wounded character in order to prevent additional HP loss from Wounds and
will keep those Wounds from becoming infected if they aren't already so.

Medicated

Bandage €3.75 4 |16 Two

Starfaring Age. Requires Medium Battery; uses one charge every thirty seconds while
operational. A hand-held device designed to scan a lifeform for physical damage. It
produces a field that re-bonds damaged cells and tissues, allowing quick healing with
minimal scarring even in the worst cases. It is useful for healing anything from light cuts
€484.00 (2 | 4 One and scrapes all the way to deep tissue damage. The process does take some time to take
hold, so it is impractical to perform any form of major surgery (such as re-attaching a
severed limb) without administering additional forms of medication and treatment. When
used, the device adds a +25 DC bonus to any Treatment Check made to heal a Wound
and allows an extra Wound to be healed per healing attempt.

Cellular
Regenerator

]
(=)
Ll
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Anti-Toxin €113.00 |1 2

Stimulant €16.25 |1 2

Antibiotics €3.25 1 2

Painkillers €4.75 1 2

Tranquilizer €8.00 1 2

Intravenous
Fluid (V) Sack | €200 |5 | 32
Portable
Stasis Unit €806.50 |10 |1024

Two

Two

An autoinjector containing a dose of antitoxin. Industrial Age injectors will be for very
specific types of toxins (antivenins for snakebites, etc.); Starfaring Age injectors may be
used to counter any toxin. Starfaring Age injectors also incorporate a small stasis unit
inside the autoinjector, which extends the medicine's shelf life; add €16.25 to the cost of
Starfaring Age doses. When injected with Anti-Toxin, a patient must attempt to two
Fortitude Saves in a row; if both are successful, the medicine will not work. When
successfully used on a patient, it grants a +25 DC bonus to any Specialized Medicine
Check made in an attempt to counter any poison previously given to them.

An autoinjector containing two doses of general stimulant (epinephrine is a Terran
example). It can be used to temporarily revive an unconscious character (see Chapter 9.2)
or to provide a temporary boost in order to stave off the need for sleep (it temporarily
removes fatigue but not sleep debt). It is also effective against anaphylaxis; it reduces the
effect of allergens if the character has a significant Allergic Complication unless the
character's allergy is to the stimulants themselves. Stimulants are mildly addictive; a
character must make a Willpower Save in order to avoid taking an additional point
towards an Addicted Complication (Stimulants). When injected with Stimulants, a patient
must make two Fortitude Saves in a row; if successful, the medicine will not work.

An autoinjector containing one dose of general broad-spectrum medicine designed to
promote anti-bacterial, anti-fungal and/or anti-parasitic activity within the body (penicillin
Is a Terran example). It can be used to fight existing infections within wounds (the shot
removes an infection on a successful Specialized Medicine Check) or to prevent an
infection from occurring (which requires a successful Treatment Check). When injected with
Antibiotics, a patient must make three successful Fortitude Saves in a row; if successful, the
medicine will not work.

An autoinjector containing one dose of a general analgesic (morphine is a Terran
example). It can be used to temporarily cancel any penalties to a character's Checks from
having Wounds. When injected with Painkillers, a patient must make two successful
Fortitude Saves in a row; if successful, the medicine will not work. Painkillers are generally
effective for a period of eight hours per dose. Note that painkillers do not prevent HP loss
from Wounds. Painkillers are highly addictive; a character must make two successful
Willpower Saves in a row in order to avoid taking an additional two points towards an
Addicted Complication (Painkillers).

An autoinjector containing one dose of a general anesthetic/analgesic medicine (ketamine
is a Terran example). It can be used to render a patient unconscious, a necessary step
before beginning emergency surgery or any other activity wherein the patient would be

exposed to excruciating pain (if limiting pain is a consideration). When injected with

Tranquilizers, a patient must make two successful Fortitude Saves in a row; if successful, the

medicine will not work. Tranquilizers induce immediate stasis (the patient becomes
Unconscious with 0 NHP) if successfully administered. Tranquilizers are moderately
addictive (character must make a Willpower Save to avoid taking an additional point
towards an Addicted Complication (Tranquilizers)).

A sterilized, sealed plastic bag containing one liter of a solution of water, 5% dextrose and
0.45% sodium chloride. It allows a patient that is either starving or dehydrated to begin
recovering if they are Unconscious and can be used to give injections to patients who for

whatever reason cannot receive them directly (such as a patient who has been badly
burned). It requires a successful Treafment Check in order to administer properly; it inflicts
one point of Lethal Damage on a successful Check and 1d10 points of Lethal Damage on

a failed Check. Once in place, the patient may use a portable hangar to keep the bag in

position to deliver medicine or simply hold it over their head.

Starfaring Age. Requires Large Battery and a Cryogenic Gas Canister; uses one charge of
both battery power and cryogenic gas every thirty seconds while operational; if it is
required to operate on only a single Battery, the rate of both power and gas consumption
doubles. A metal and canvas stretcher large enough to carry a CSC 5 creature, which
incorporates a miniaturized, focused Environmental Field Generator as well as a
miniaturized Repulsor Sled. The field has been modified such that it can maintain a
cryogenic environment inside the field no matter what ambient conditions exist. A triple
battery bus allows the freezer unit to maintain operation on two Batteries while the third is
being replaced; similar fixtures are available for Cryogenic Gas Canisters. The repulsor
allows a single operator to move the unit around even while the device is in operation. It
allows a character to place a patient into stasis temporarily while awaiting transport to a
more dedicated stasis unit.
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Weapon Accessories, Ammunition and Batteries

Ammunition is any object required by a weapon in order for it to function as intended, such as metal
slugs (bullets), kinetic darts with sabot jackets (generally just called sabots) and arrows. A Battery is an
object required by another device in order to provide enough electrical power for it to function as
intended. Devices that require Batteries include certain tools, personal energy shield generators and
some weapons (the reason why they are included in this section). The amount of remaining electrical
power that an individual battery can provide to a device is measured in charges; once depleted of
charges and/or the ability to recharge, a battery is worthless. Finally, weapon accessories are objects
designed to attach to a weapon in order to improve upon or maintain its performance or usability;
laser designators and sights are included in this definition. Unless otherwise noted, it's assumed that
Ammunition, Batteries and Accessories are directly utilized by the weapons/devices that require them;
they do not require direct manipulation by a character's Motor Appendages. This is not the case when
the need arrives to reload the weapon in which these objects are being used; it's generally assumed
that two Motor Appendages are required to reload a weapon in all cases. They otherwise use the
basic stats.

Weapon Accessories, Ammunition and Batteries
Name Availability Cost EC | Size Description

A leather pouch containing up to twenty lead balls along with wadding and black
Metal Age Bullets | Metal Age | €0.25 ! 2 powder. It provides ammunition for any Metal Age Slugthrower.

A cardboard box containing 100 cartridges; add €1.50 to the cost for each
. . . Slugthrower Class above First Class for which the cartridges are meant to provide
Industrial/Starfaring | Industrial ition. If th tself h dif ol th by th
Bullets Age €8.00+ |3 8 ammunition. If the weapon itself has a cost modifier, multiply the ammo cost by that
modifier. It provides ammunition for a Slugthrower provided it is used with the
corresponding weapon Class.

A spring-loaded device designed to hold and load slugs into a Slugthrower. It can

. Industrial hold a full magazine's worth of bullets for a given firearm; it reduces the reloading

Bullet Clip Age €8.00 2 4 time of a given Slugthrower to a single round provided it's loaded with ammo that
corresponds to the weapon's Class.

Requires One Appendage. A belt with one thousand cartridge rounds designed to
substantially increase the size of the magazine of a Repeater Slugthrower. It cannot
Industrial be used with other Slugthrower types. Add €3.25 to the cost for each Slugthrower
Bullet Belt Age €40.25t |5 | 32 Class above First Class for which the cartridges are designed to provide ammunition.
It provides ammunition for a Repeater Slugthrower provided it is loaded with ammo
that corresponds to the weapon's Class.

A cardboard box containing 100 darts; each dart contains an autoinjector system
designed to deliver one dose of tranquilizer to its target and is encased in a metal
sabot, which enables it to be fired from a normal Slugthrower. If the dart hits an
unarmored portion of the target's body, it is injected with Tranquilizer (see above);
Tranquilizer Dart Industrial €129.00t | 3 8 otherwise the dart acts like a normal dart. Add €3.25 to the cost for each Slugthrower
Sabot Age ’ Class above First Class for which the darts are designed to provide ammunition; if
the weapon itself has a cost modifier, multiply the ammo cost by that modifier. The
dart itself does 0.25* the damage of a bullet of the same Class but it is never
converted to Non-Lethal Damage by Armor. It provides ammunition for a
Slugthrower provided it is used with the corresponding weapon Class.

Blast Weapon. A cardboard box containing 100 explosive squash-head darts; each
dart is encased in a sabot, which enables it to be fired from a normal Slugthrower.
Add €16.25 to the cost for each Class above First Class for which the darts are
Starfaring designed to provide ammunition; if the weapon itself has a cost modifier, multiply the
Explosive Dart Sabot Age €322.50t |4 | 16 |ammo cost by that modifier. It causes 1.5 times the normal damage of a Slugthrower
9 of the indicated Class; damage falls off at a rate of 20 points per range increment
from the point of impact. Damage from this ammo type is never converted to Non-
Lethal Damage by Armor. It provides ammunition for a Slugthrower provided it is
used with the corresponding weapon Class.
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Poison Dart Sabot

Sabot Belt

Small Battery

Medium Battery

Large Battery

Quiver

Flammable Gas
Canister

Cryogenic Gas
Canister

Missile

Handcuffs (Zip-Tie)

Industrial
Age
Starfaring
Age €64.50t
Industrial
Age €6.50
Industrial €13.00
Age
Industrial €19.35
Age
Stone Age | €1.50
Metal Age | €9.75t
Industrial
Age €8.001
Industrial .
Age Variest
Industrial
Age €3.25

€161.25t | 3 8

4|16
01
1] 2
2| 4
3|8
7t |128t
7+ [128¢
8 | 256
2| 4

A cardboard box containing 100 darts; each dart contains an autoinjector designed
to deliver one dose of nerve agent to the target and is encased in a metal sabot,
which enables it to be fired from a normal Slugthrower. If the dart hits an unarmored
portion of the target's body, the target is injected with nerve agent (see Chapter
12.3); otherwise the dart acts like a normal dart. Add €8.00 to the cost for each
Class above First Class for which the darts are designed to provide ammunition; if
the weapon itself has a cost modifier, multiply the ammo cost by that modifier. The
dart itself does 0.25* the damage of a bullet of the same Class but it is never
converted to Non-Lethal Damage by Armor. It provides ammunition for a
Slugthrower provided it is used with the corresponding weapon Class.

Requires One Appendage. A belt with one thousand flechettes, each encased in a
large expanding cup sabot designed to enable firing from a Repeater Slugthrower.
Add €1.50 to the cost for each Class above First Class for which the darts are
designed to provide ammunition. The flechettes themselves do 0.25* the damage of
a bullet of the same Class but it is never converted to Non-Lethal Damage by
Armor. It provides ammunition for a Repeater Slugthrower provided it is used with the
corresponding weapon Class.

A set of small electrochemical cells connected in series and encased in a metallic
wrapper. It is useful for providing power to pieces of equipment via direct electrical
current. This kind of Battery carries 100 charges. Some batteries can be recharged
once discharged (add €1.50 to the price; recharging occurs at a rate of 5 charges

per hour and removes five charges from the total maximum charge of the Battery). It
can be used as an improvised explosive device if thrown into a fire (First Class
Grenade equivalent).

A set of medium-sized electrochemical cells connected in series and encased in a
metallic wrapper. It is useful for providing power to pieces of equipment via direct
electrical current. This kind of Battery carries 125 charges. Some batteries can be
recharged once discharged (add €1.50 to the price; recharging occurs at a rate of 5
charges per hour and removes five charges from the total maximum charge of the
Battery). It can be used as an improvised explosive device if thrown into a fire (Second
Class Grenade equivalent).

A set of large electrochemical cells connected in series and encased in a metallic
wrapper. It is useful for providing power to pieces of equipment via direct electrical
current. This kind of Battery carries 150 charges. Some batteries can be recharged
once discharged (add €1.50 to the price; recharging occurs at a rate of 5 charges

per hour and removes five charges from the total maximum charge of the Battery). It
can be used as an improvised explosive device if thrown into a fire (Third Class
Grenade equivalent).

A wooden or leather bag designed to hold arrows. It comes with twenty arrows, each
of which costs €0.25 to purchase separately. It provides ammunition to a Bow of any
Class.

A metal canister containing a volume of aliphatic hydrocarbons in liquid form. It is
usually accompanied by a second canister containing pressurized nitrogen gas, which
is used to project the hydrocarbon mixture over a distance. Canisters come in three
sizes: small (100 charges), medium (125 charges; EC8, 256 slots; adds €3.25 to the
cost), and large (150 charges; EC9, 512 slots; adds €8.00 to the cost). It can be
recharged at a dedicated station; the process takes 15 minutes. It can be used as an
improvised explosive device if the interior of the canister is exposed to fire or heat
(Fifth Class Grenade equivalent). It provides ammunition to a Flamethrower of any
Class and can also provide fuel for certain devices.

A metal canister containing a volume of liquid nitrogen. It is usually accompanied by
a second canister containing pressurized helium gas, which is used to project the
liquid nitrogen over a distance. Canisters come in three sizes: small (100 charges),
medium (125 charges; EC8, 256 slots; adds €3.25 to the cost), and large (150
charges; EC9, 512 slots; adds €8.00 to the cost). It can be recharged at a dedicated
station; the process takes 30 minutes. It can be used as an improvised explosive
device if the canister is punctured (Fourth Class Grenade equivalent). It provides
ammunition to a Cryo-Gas Dispenser of any Class and can also provide fuel for
certain devices.

A miniaturized rocket assembly designed to be loaded into a shoulder-mounted
launcher used for the purpose of remotely delivering an explosive charge to a given
target. The price of the missile is 0.75* the total cost indicated for a weapon of a
given Class (and option, if applicable). It provides ammunition to a Missile Launcher
and allows it to be re-used after its initial ordnance has been fired.

A set of six ratcheted straps made from very heavy plastic designed to securely bind
the ends of two or more of an individual's Motor Appendages together. Plastic
handcuffs prevent a character on which they have been deployed from using any
Motor Appendages bound together by the cuffs. They are sundered after sustaining
50 points of Lethal Damage.
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A set of nickel-plated manacles designed to securely bind the ends of two of an
individual's Motor Appendages together (or more, depending on who manufactured
Handcuffs (Mefal) | Metal Age | €6.50 2 | 4 it). Metal Handcuffs prevent a character on which they have been deployed from
using any Motor Appendages bound together by the cuffs for any reason (unless
attempting fo use a mechanical Lock-Picking Kit on them).

A metal case containing various security-related tools and supplies including a pouch

with a Short-Range Communicator, one pair of Metal Handcuffs, six pairs of Zip-Tie
Industrial Handcuffs, a Terrain-Proof Flashlight, a Vita Kit and other related supplies. It also

Security Kit Ade €193.55 | 8 | 256 |contains various pouches for holding weapons and tools (1x8, 2x4 and 3x2 pockets).
9 For active police and security forces, the "kit" is more commonly a belt (similar to a

Utility Belt; Waist Mount-point) from which various tools and equipment either hang

or fit. It allows security personnel easy access to a number of crucial tools in the field).

Requires Large Battery; uses one charge per minute while operational. A modified
Environmental Field Generator designed to deliver an electrical shock to anything
that contacts the field (Fifth Class Stun Baton equivalent; automatic hit; uses 10

charges per shock). This effect can be used to both keep things out of an area (such

o Starfaring as dcxngerous wildlife or hostile supignt beings) as \'Nell‘os to kefep things within an
Security Field Age €2,419.50 |10 1024 | area (prisoners for example). The projector sits outside its own field. It can cover an
¢ area as wide as 50 meters in radius or as narrow as a single meter. It is as effective
as a First Class vehicle shield and auto-recharges at the same rate when damaged;

its effectiveness increases by one Class level equivalent per ten meters the field is
tightened. It has a dual battery bus; the unit can run on one Battery while the other is

being replaced.

A special airtight casing with a compressed oxygen canister designed to fit around the
end of a Slugthrower's barrel. When in vacuum or a low atmospheric density
€13.00 (4 | 16 environment, the case pumps in the necessary oxygen to allow the weapon to fire
normally. It allows a Slugthrower to be used while EVA but can only provide enough
air for about ten shots.

Vacuum Case Smrf;:rmg

A metallic baffle system designed to attach to the end of a weapon in order to reduce
any muzzle flash and sound that may result from its firing, so as not to make such
effects readily identifiable as weapon reports. A 1d% roll must be made after firing a
Industrial weapon shot with the suppressor attached; on a result 'of'OO, the suppressor is
Suppressor Ade €322.50 |0 1 rendered useless. It must be attached to a weapon after it is drawn in order to be
9 used; it cannot remain attached while the weapon is holstered. Starfaring Age
suppressors completely eliminate all ambient flash and noise from the weapon's
firing, cannot be rendered useless and can remain attached while the weapon is
holstered. Suppressors may only be used with non-repeating weapons.

A case (either wooden, plastic or metal) containing rods, tips, patches, wipes and
cleaning solutions designed to keep the bores of ranged weapons clean and to repair
them weapons should they become damaged. The kit can be used to repair any
weapon that has been rendered inoperative for any reason.

Weapon

Cleaning/Repair Kit Metal Age | €13.00 |2 4

Requires One Appendage. A plastic attachment for a ranged weapon containing a
magnifying telescope assembly. It is designed to fold up into a very small space when
Industrial not in use. If proper!y focused, the scope allows‘its user fo see muAch fuﬁhgr
Scope A €59.75 |11 | 2t |downrange. It may remain attached to a weapon while it is holstered; it is considered
ge part of the weapon in that case. When used, it grants a +10 bonus to the user's
Ranged Attack Bonus in all cases and it allows sniping if it is attached to a weapon
with the prerequisite range.

Requires Small Battery; uses 2 charges when activated and one every minute it is
operational. A metallic attachment for a ranged weapon containing a low-powered
red neon laser designed to substitute for the weapon's sight. It can be seen by the
Industrial weapon's user downrange at a great dismnce except in bad w(?gther; the laser can be
Laser Designator Ade €72.50 |2t | 4% seen and traced back to the source in foggy or smoky conditions. It may remain
9 attached to a weapon while it is holstered; it is considered part of the weapon in that
case. When used under normal conditions, it grants a +25 bonus to the user's
Ranged Attack Bonus and it allows sniping if attached to a weapon with the
prerequisite range.

A metallic stand designed to hold the firing end of a ranged weapon steady while the
Industrial user is prone or kneelipg. Some mogie!s come with adjustable legs that allow the user
Bipod/Tripod Mount A €32.25 |3 8 |to remain standing while the mount is in use. When attached to a weapon, the mount
ge allows it to be used with one fewer appendage than ordinarily indicated; a minimum
of one appendage is always required in order to use a weapon.
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Services

Services aren't equipment per se but they do have a monetary cost and have similar game to most
pieces of equipment; thus, they will be the last thing discussed in this sub-Chapter. They are best
defined as things that a character may not be able to provide for themselves in the short-term based
on their current situation, such as when they are travelling. Services include such things as hotel
rooms, charter transport and meals. Services employ a unique set of stats. Services are listed in both
categories and sub-categories; category indicates a generic type of service while sub-category
indicates a specific service within that category. Availability refers to the smallest size of community at
which a service becomes available. A service's cost is fairly straightforward though it should be noted
that the prices listed for services should be considered average values; depending on a character's
location, any available services might cost either substantially more or substantially less. If a service is
available only in societies that have achieved a certain technology level, it will be so noted. Finally,
since services are not items that can be carried by a character, they do not have ECs, size stats or
Motor Appendage requirements.

Services
Category Sub-Category  |Availability Cost Description

For meal prices this high, the average sapient can expect good quality
service and a professional atmosphere. The food didn't hit the pan until the
patron ordered it. The staff will go out of their way to see to it the patron has

everything they want as soon as they want it. Angry, foul-mouthed head
chefs will scream streams of profanities at their kitchen staff if they commit
even the slightest infraction when it comes to the quality of the finished
product. It may be the same thing a being can get for a much lower price
somewhere else and in some cases they will get more food the lower-priced
joint, but nothing really beats a pricy meal for a discussion of important
business or a potential romantic encounter.

High Quality | Large City | €10.50 / person

Medium quality meals aren't the best out there, but there is usually more care
that goes into the preparation of the food rather than some adolescent
Moderate Small €3.25 / person heating it up. Medium quality meals may or may not be served in nice
Quality Town : P restaurants; often if there is a wait staff they will do little more than refill
drinks. These places are good when a being wants to go out someplace
relatively nice without it costing them a Motor and Propulsive Appendage.

Meal

This kind of meal barely fits the definition. Preparation is usually done by
adolescents and disgruntled lower-class workers, no wait staff is present for
any other reason other than to occasionally clean up after customers and the
food is likely not particularly healthy to eat. There is one thing these places
have over higher quality joints: they are able to mass produce the food they
sell and they are able to prep it and get it out to the customer very quickly; a
being that needs to dine and dash would do well to go to this kind of place.
Their low overall price is also very attractive.

Low Quality All €1.50 / person

A large, upright rectangular machine designed to dispense goods. The
machine typically vends one type of item; the GM should specify what the
machine vends before it is used. It can be used to provide one type of low-

Vending N/A All €0.25% quality comestible item (either food or drink) or one type of mundane item
(such as toiletries). The price of items sold by the machine is solely
dependent upon what good is being vended; it is almost always higher it
would be to buy the item from a more traditional source.

This price range will get a being to a destination that's either a very long way
at a normal level of opulence or a very short way extravagantly. If a being
wants to schedule an interlunar flight, this is the only way to go. Some
carriers will offer interplanetary or even interstellar charters, though the price
listed should be considered an absolute minimum for any such travel. If a
being is remaining planetbound, this might be the price for a stretch
Transportation limousine between cities, a trip in a private luxury aerocraft or a luxury

cruise.

Interlunar (High

Quality) Metropolis | €64.50 / hour

This price range is for those who are seeking intercontinental travel or for
those seeking a more opulent way of getting around a given community.
Large City | €27.50 / hour Low-quality passenger ships, aircraft and subsurface maglev trains often fall
in this category. For those staying local, this would cover the cost of a stretch
limousine, a private subway car or an evening's rental of a taxicab.

Intercontinental
(Avg. Quality)
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Lodging

Postage

Intercity (Low

Quality)

Intra-city (Public)

Freight

5-Star

4-Star

3-Star

2-Star

1-Star

0-Star

Heavy
Medium

Light

Small City

Large
Town

Small
Town

Metropolis

Large City

Small City

Large
Town

Small
Town

All

All

All

All

€9.75 / hour

€0.25

€806.50 / day

€108.00 / person

per night

€64.50 / person
per night

€32.25 / person
per night

€21.00 / person
per night

€8.00 / person
per night

€4.75 / person
per night

€25.75/ 10kg
(200kg max)

€6.50 / 0.5kg
(4.5kg max)

€0.25 / 0.05kg
(0.5kg max)

This range covers modes of transportation that are just slightly better than
regular public transportation, covering such things as intercity trains and

buses. "Puddle jumper" aircraft can also be found in this category (though

they are rarer). For those beings seeking private intra-city travel, this might
cover the cost of a regular taxicab or perhaps a low-quality island ferry.

Public mass transportation can be a good way to get around an urban area
if a being is on a tight budget. This type of transportation includes such
things as buses, subways, trams and ferries; express aircraft can sometimes
be found in a metropolitan area that flies a route between two local airports,
though this is rare and expensive. All of these forms of transportation go only
to specific points within a city, so if a being's destination is off the transit
route they can still have a substantial walk ahead of them. Nevertheless, it's
usually the fastest way to go for those without their own form of
transportation.

Cargo hauling can be a pricy and potentially risky proposition. The price
listed is a median value for intercity or intercontinental transportation of
standard bulk freight; it can be higher depending upon the amount of freight
that needs to be hauled, how much security or safety precautions are needed
for the given cargo, whether or not the customer wants a rush delivery and
whether or not the cargo is legal based on local statutes. Interlunar or
interplanetary freight hauling usually costs substantially more.

Comparable to a Suite. Top rate rooms are basically small apartments with
distinct rooms for sleeping, eating, bathing and entertaining. Standard
amenities with this kind of room include a double bed, full walk-in shower,
large jetted tub, walk-in closets, work desk, several couches, a full kitchen, a
mini bar and a separate dining area; the best suites may even have their
own private laundry room or other luxury amenities. These facilities come
with full concierge service and 24-hour room service. They are as
extravagant as they come and have a price tag to match.

Comparable to a Luxury Stateroom. These rooms are luxurious without being
extravagant. Usually they are cordoned off into separate areas for
entertaining and sleeping. The bedroom has a full bed, the bathroom has a
large jetted tub with separate double shower and the entertainment area has
several couches, a large kitchenette and a mini-bar. These facilities often
offer concierge service and many offer 24-hour room service. These rooms
are a good medium-range choice when a traveler is looking for a little bit of
luxury.

Comparable to a Stateroom. Usually the room comes with a double bed, a
separate bathroom area with a double shower and a separate jetted tub, a
couch and coffee table for lounging and a kitchenette area. Many of these
facilities have their own kitchens and offer room service at certain times of
the day. Three-star facilities are about the lowest quality a weary traveler can
get wherein they can still expect a modicum of opulence.

Comparable to a Double Cabin. This kind of room may have a double bed,
a separate bathroom area with a small tub and either a couch with a coffee
table or a table with chairs. The facility usually has a communal dining area
that may serve things such as fresh fruits, pastries and other moderate
quality foods; some facilities may even have a small restaurant or adjacent
diner. The vast majority of travelers stay at these places whenever possible,
as they provide comfortable amenities at a fairly reasonable price.

Comparable to a Single Cabin. This kind of room usually has a single bed,
maybe a table and chair and a small bathroom area. Any meals served
could be things a being would be able to buy at a nearby convenience store.
These facilities are good places for a being to crash when they haven't
bothered making reservations at a nicer place ahead of time; they may be
the only places available out in the boonies.

Comparable to a Medium Berth. Four walls, a single bed and not much else.
These facilities generally have a communal restroom. If a being is very lucky,
the door might have a working lock. Still, for a traveler operating on a very
tight budget, it beats a tent in the woods.

Postal services are more commonly utilized by planetbound folk, though on
occasion someone may need or want to send something to someone either
on a ship or on a different planet. Post and parcel services often exist to
handle these needs, though what services are available will vary from place
to place. The price to send a parcel always depends on how far it has to
travel, how fast it needs to get to its destination and how much it weighs; the
prices given are for standard intercontinental 3-5 day delivery.
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Medical Care

Repairs

Maijor Surgery

Minor Surgery

Antibiotic
Treatment

Routine Physical

Vehicle

Capital Ship

Small City €3,226.00

Small

Town €806.50
All €56.50
All €40.25

Village €322.50/hourt

Large City | €3,226.00/hourt

Maijor surgery usually requires an extended hospital stay, a potentially long
recovery period and the use of some of the most advanced medical
equipment available (for example, it's not at all unusual for a patient in a
Starfaring Age hospital to be placed in stasis before a major procedure).
Surgical procedures whose names end in -ectomy, -ostomy and -otomy
usually fit in this category. Facilities where major surgical procedures take
place are often found only in major urban areas. The price listed should be
considered a median value for such procedures.

Minor surgery generally involves any procedure whose name ends in -
oscopy, -oplasty and a few -ectomys. They are procedures that are
potentially serious but don't necessarily require an extended hospital stay or
the most advanced forms of medical care. As such, minor surgical
procedures tend to be available in smaller communities and often don't cost
as much as major procedures. The cost listed should be considered an
average value for this level of medical care.

A prescription of a series of antibiotic treatments given by a qualified
physician. Obviously, the antibiotics must be actually available on the world
in question in order for a doctor to prescribe them. This form of treatment
can be a lot more expensive than the purchase of a simple autoinjector full
of antibiotics but on the other hand the patient is far more likely to get a
drug that targets their specific ailment and heal faster as a result.

A medical checkup administered by a physician who has been qualified
according to the standards of the governing body of the planet in question
(someone on a Stone Age world might get an herbalist if they're lucky). This
type of medical visit often involves minimally-invasive respiration, reflex and

urinalysis tests among others. It can provide a being with significant
information regarding the state of their health; whether or not they choose
to act on it is, of course, another matter altogether.

Sometimes a character cannot affect vehicular repairs by themselves, either
because they lack the expertise or the materials necessary to do it. At that
point, they might have to let someone else do the work. Vehicle repair
facilities can often be found planetside on most Industrial Age or Starfaring
Age worlds. The price listed is for labor only; parts will cost up to 10% of the
vehicle's chassis or the