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The book you hold in your hands was created by me to add to the enjoyment of Players and Administrators who are utilizing the
Universal Role Playing System. This book was designed to add many new options for Players to increase the capabilities of their
characters. This book also was created so that | could put various concepts like Psionics, and Mutations that are used alone or
together in various Campaign models in one book so that Administrators and their Players do not have to refer to many different
books to find that power listing that they need.

The Powers section of this book only lists the Systems that | have adapted for the Universal Role Playing System, and that appear
in the various Campaign Models I’ve created. They were adapted to work singly or in any combination and each system should
not conflict with another system. Players and Administrators should work together to decide what optional rules they will add to
their game if they decide to utilize any of the optional rules and systems presented herein. As with everything else that makes up
the Universal Roleplaying system, the enjoyment of the Players and Administrators is only possible if all parties work towards
that end, and these rules are only here to help make that happen.

Victor M. Gil de Rubio
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Section One: Expanding the character's options

This section introduces new options for characters in the Universal Role Playing System. New Merits and Flaws, Feats, and
Equipment options can be found below that are geared to increase the scope and capabilities of the Heroes of the modern world.

The following are a list of additional Merits, and Flaws for characters using the URS rules. As was stated before these are an
optional part of the game and a Player should check with his Administrator before choosing any of the following traits. It should
be noted that these traits do not stack. If a trait’s powers overlap with another trait only the trait with the highest bonus is used.

Merits Cost Merits Cost
Absolute Authority * Improved recovery
Acrobatic Instinctual driver
Agile Instinctual pilot
Animal affinity Investigator
Artisan Knowing glance
Athletic Legendary toughness
Aura of trust Life bond

Born rider Lion heart

Cast iron stomach Low key
Contortionist Mental stability
Daredevil Mobility

Deceitful Negotiator

Deft Hands Night owl

Diligent Nimble fingers
Endurance Potent Psychic*
Fame Scavenger

Favored instrument Sharp-eyed
Focused Slippery mind
Golden tongue Sprint

Grim determination Stealthy

Icy calm Technical wiz

2
3
3
2
3
3
4
3
2
2
3
3
3
2
3
2
2
3
2
2
2

B WONWWNOOWNNWWNWOAITONWWNDW

* These Traits affect Psionic characters only

Flaws

Binding secret
Dark ancestry
Prophetic birth
Scent of the Beast
Social pariah

Merits

Absolute Authority: A character possessing this trait has an air about him which brooks no one to question his commands.
When using mind influencing psionics that require a firm voice, or command creatures they suffer a -2 to their Resistance rolls to
resist his powers

Acrobatic: A character possessing this trait gains a +2 bonus to his Balance and Jump skill rolls.

Agile: Characters who have this trait gain a +2 bonus to his Tumbling and Climb skill rolls.

Animal affinity: Characters who possess this skill gain a +2 to their Ride, and Animal handling skill checks.




Artisan: A character who possesses this trait gains a +2 bonus to his Craft, or Profession Skill rolls.

Athletic: Characters who possess this trait gains a +2 to their Jump, and Climb skill rolls.

Aura of trust: A character possessing this trait gains a +2 bonus to his Bluff and Diplomacy skills because there is something
about them that makes people trust them. When using Mind influencing Psions, a character with this trait causes his victims to
suffer a -2 to their Resistance rolls because they are more prone to trust him.

Born rider: A character possessing this skill gains a +4 bonus to his ride checks.

Cast iron stomach: A character with this trait is able to subsist on food that is not completely wholesome. These characters can
subsist on tainted food or even carrion without becoming ill.

Contortionist: A character with this skill gains a +4 bonus to their Escape artist skill rolls.

Daredevil: Characters with this trait are fearless. They gain a +4 bonus to their Will Saves to avoid the effects of Fear.
Deceitful : A character possessing this skill gains a +2 bonus to their skill rolls when using Bluff, or Gaming skills.
Deft Hands: A character who possesses this skill gains a +2 bonus on their Disarm, and Open lock skills.

Diligent: A character who possesses this skill gains a +2 bonus to their Appraise and Decipher script rolls.

Endurance: A character who possesses this trait may perform strenuous activity for 2x as long as anyone else without suffering
ill effects for doing so.

Fame: A character blessed (or coursed) with fame gains a +4 bonus to his Reputation.

Favored instrument: A character who possesses this trait gains a +2 bonus to his perform skills when using his favored
instrument.

Focused: A character who possesses this trait gains a +2 bonus to his concentration skill rolls.

Golden tongue: Characters possessing this trait gain a +4 bonus to their Bluff skills.

Grim determination: Character who possesses this trait cannot be swayed from their chosen course when they set their mind on
something. A character who has this trait gains a +2 bonus to their Resistance rolls against Mind influencing effects (except

illusions).

Icy calm: A character that possesses this trait when in combat fights with an almost supernatural calm that unnerves his
opponents and gives the character a +2 bonus to their Will saves vs. fear effects.

Improved recovery: A character who possesses this trait who is stunned allows an Attack of opportunity against him, but does
not lose his remaining actions, nor does he suffer a modifier to his initiative because of it.

Instinctual Driver: A character with this trait is at ease behind the wheel, or control stick of any ground vehicle. The Character
gains a +4 bonus to any rolls he makes while driving with the exception of combat rolls.

Instinctual Pilot: A character with this trait is at ease piloting any type of Aero-craft, System ship or Star craft. The Character
gains a +4 bonus to any rolls he makes while piloting a craft with the exception of combat rolls.

Investigator: A character who possesses this skill gains a +2 bonus to his Search, and Sense motive rolls.
Knowing glance: A character who possesses this trait gains a +4 bonus to his Sense motive skill checks.

Legendary toughness: A character who possesses this trait gains a bonus to his Endurance points equal to his Stamina
modifier/level.

Life bond: A character with this trait has such a strong connection the living world that they die only when their Endurance
points reach -12 as opposed to -10.

Lion heart: A character who possesses this trait gains a +4 bonus to his Resistance rolls vs. fear effects and if he is affected by




the fear they only suffer the effects for ¥ as long as a normal character.

Low key: A character with this trait tends to go about unnoticed. These characters gain a +4 bonus to their hide rolls, and can
even roll a standard hide roll (unmodified by this trait) to go unnoticed in a crowd.

Mental stability: A character who possesses this trait that is affected by mind influencing psionics suffers the affects for % as
long as a normal character.

Mobility: A character who possesses this trait gains a +2 bonus to his Reflex Resistance rolls, and gains a +1 bonus to their
Defensive rating when wearing non-metallic armor.

Negotiator: A character possessing this trait gains a +4 bonus to his Diplomacy skills.

Night owl: A character who possesses this trait is accustomed to darkness. The character suffers % the penalties incurred by
characters for being in darkness, and they are more use to being awake at night. Night owls suffer a -1 penalty to their ability,
combat and skill rolls during the day.

Nimble fingers: A character possessing this trait gains a +2 bonus to his Pick pocket and Search rolls.

Potent Psychic: A character who possesses this trait begins with double his starting Psyche.

Scavenger: A character with this trait can once/adventure while in a settlement find a mundane item that can be useful to him
worth up to 2-12cr/level of the character.

Sharp-eyed: A character who possesses this trait gains a +4 bonus to his Spot checks.
Slippery mind: A character who possesses this trait gains a +4 bonus to his Will saves.
Sprint: A character with this trait can make a Fortitude save DC 20 to run at a rate of 5x their movement rate for 1 round/point of

Stamina bonus (Minimum 1 round). This is usable once/hour but only one time/day/point of Stamina modifier of the character
(Minimum 1 hour)

Stealthy: A character possessing this trait gains a +2 bonus to his Move silently and Hide skills.

Technical wiz: Athletic: Characters who possess this trait gains a +2 to their Computer, Repair, and Use technology skill rolls.

Flaws

Binding secret: A character who possesses this disadvantage is bound by some secret. Any being who learns this secret gains
some power over the character. The character suffers a -2 to his Ability, Combat, and Skill rolls, and Resistance rolls when
confronted by a character who knows his secret.

Dark ancestry: A character who possesses this disadvantage is cursed with some infamous ancestor. The character is identified
as evil regardless of his accomplishments. The character’s reputation increases at % the normal rate.

Prophetic birth: A character who possesses this disadvantage lives his life knowing that his birth was prophesized and that all
the events in his life are leading to some predetermined event that the character cannot escape from.

Scent of the beast: A character who possesses this trait causes animals to growl, bark, or panic in his presence. These characters
suffer a -4 to his Ride, and Handle animal checks.

Social pariah: A character with this trait is treated as if his Personality was half of its rating when dealing with common folk in
settlements because he does not understand the nuances of dealing with people.




Skill Attribute
Bribery Personality
Environmental Adaptability Agility
Recruiting Personality

Bribery (Per)

The character has experience in bribing petty and not-so-petty officials in order to circumvent regulations, or ignore cumbersome
laws.

Check: If the bribe is less than the minimum bribe required, the attempt will automatically fail. To determine the minimum
amount that the bribe should be check on the table below:

Minimum
Official Bribe
Petty clerk 100 dollars

Patrol level law enforcement
Investigator level law enforcer

Low level Federal agent/Low level crime boss

Low level administrator/corporate agent
Mid-level administrator/corporate officer

200 dollars
500 dollars
1,000 dollars
2,000 dollars
5,000 dollars

High level Federal agent/Mid-level crime boss 10,000 dollars
High level administrator/Corporate Chairperson/ Low level government official 20,000 dollars
Mid-level government official/High level crime boss 50,000 dollars
High level government official 100,000 dollars

For every level greater than the minimum bribe listed that the character is willing to pay he gains a +1 bonus to his skill roll to a
maximum bonus of +5.

Retry: If the first offer is not accepted the character may offer a greater bribe which does not increase his modifier, but runs the
risk if this second attempt fails of having the official have the character arrested for attempted bribery.

Special: A character ‘s reputation modifies his bribery roll by a modifier equal to the reputation’s modifier which if negative
must be overcome by offering higher bribes, but when the reputation score becomes positive the level of the target of the bribe is
reduced by the modifier to determine the minimum bribe needed to secure his services. Thus a character with a reputation of 14
(+2 modifier) needs only to ask a petty clerk for a favor, or a patrolman to look the other way and they will do so, while he could
offer a detective a 100cr bribe to secure his services.

Environmental Adaptability (Ag) Trained only

Character possessing this skill have been trained to act in many different types of environments. They can reduce the penalties of
moving in gravities other than the standard (.8 to 1.2) and or when dealing underwater, or in space, by %.

Check: Under normal circumstances no roll is needed to use this skill. A skill check may be required however if the character is
performing some stunt during a dramatic moment, such as jumping across a chasm on a high gravity world during a firefight. In
this case the character can add a +2 circumstance bonus to the skill he is using such as jump in the above example.

The individual is familiar with the most effective means of approaching individuals and presenting proposals for employment
couched in terms that are most likely to produce acceptance. This skill is helpful for recruiting troops, getting passengers on a
space liner, or even convincing planetary governments to throw their lot in with your cause.

Check: Once/week a check is made to locate recruits for volunteer work, job openings, passengers, or potential soldiers. The
difficulty in locating qualified applicants depends greatly on the level of skill that the character is trying to attract and the
population of the area where he is drawing applicants from. If the check succeeds see the table below to determine the number




and general level of the recruits:

Recruit Difficulty by Population level Number of
Level Colony Agricultural  Moderate Recruits
Untrained 15 12 10 3-10 (d8 +2)
Apprentice (Level 1) 18 15 12 2d4
Journeyman (Level 2-5) 20 20 15 1d6

Experts (Level 6-8) 30 25 20 1d4

Retry: Retry as often as desired but only one roll can be made per week.

Special: When using recruiting to locate passengers, Journey class passengers are treated as untrained, as are Steerage class
passengers (those who travel with the cargo) Standard passengers are treated as Apprentices, and First class as Journeyman. If the
ship has luxury accommodations use the listing for Expert class to determine the number of passengers they attract.

It should be noted that this roll only brings the recruits to the character. The character must determine the conditions of
employment any incentives that he will offer and must have any specialized equipment that may be required for the job, or his
recruits will not stay on.

When used to negotiate a pact, or to gain support for a cause from a planetary government or official the character who has a rank
of Diplomacy of at least +4 gains a +2 to his roll when using this skill.




What follows are new feats for characters in the Frontier.

Feats

Ambush shot

Armed deflection
Cloak defense

Cloak pin

Close quarters fighting
Counterattack

Cover fire

Create opportunity
Death blow

Death trance
Defensive stance
Defensive strike
Defensive throw
Dirty fighting
Display weapons
Dual attack

Ducking shot
Evasion

Expert aim

Fast aim

Find flaw

Firing into crowds
Gunman’s eye
Immobility
Improved attack of opportunity
Improved called shot
Improved charge

Martial arts

Feats
Lightning strike

Feats

Controlled breathing

Death Visage

Enter the unconscious mind
Herculean effort

Inspire loyalty

Partial Action

Special

Feat

Armor mastery
Backstab

Combat instincts
Crippling strike
Feint

Improved Backstab
Improved Dodge

Actions
1 action
Special
1 action
1 action
none
Special
1 action
1 action
none

1 action
1 action
special
special
1 action
1 action
none
Special
none
none
none

1 action
1 action
none
none
none
none
none

Actions
Special

Actions
none
none
none
1 action
1 action
none

Cost
none
One action
none
One action
One action
One action
One action

Feats
Improved dodge

Actions
1 action

Improved mounted ranged combat none

Improved precise shot
Improved wrestling
Improvised shield
Instant stand
Knock down strike
Mounted dodge

Pin shield

Power critical
Power lunge
Ranged disarm
Ranged pin
Reckless attack
Rend armor

Ride by attack

Roll with the blow
Shield Bash

Shield charge
Spirited charge
Stunning shot
Stunning strike
Tandem Strike
Two weapon defense
Vengeance strike
Weapon finesse
Weapon focus

Feats

Perfect stillness
Remain conscious
Shadow

Skill focus

Sleep on the go

Feat

Improved Warrior’s Dodge
Knockout Blow

Shield mastery

Smite

Trackless Movement
Warrior’s Dodge

1 action
none
none
none

1 action
1 action
1 action
none

1 action
1 action
1 action
1 action
1 action
1 action
none

1 action
1 action
1 action
1 action
1 action
Special
1 action
special
none
none

Actions
none
none
none
none
none

Cost
One action
One action
None
One action
None
One action




Combat Feats

Ambush shot

Prerequisites: Expertise (ranged weapon), Hide +4

Effect: A character possessing this feat must be hiding, and then spends an action to prepare to use the feat. The character may
then fire from hiding and not be discovered. If the character moves however he must again roll his hide skill and must reuse this
feat. If this feat is used with an Energy weapon the character may be discovered but the person attempting to spot him suffers an
additional +4 penalty to his chance to discover him.

Armed Deflection

Prerequisites: Expertise

Effect: A character possessing this feat is able to expend an Attack of opportunity at any point in the round where they are
subject to a ranged attack that they are aware of. The character is allowed to roll a Reflex save against a difficulty equal to the
attacker’s attack roll and if he succeeds he successfully deflects the attack with a melee weapon, taking no damage from it.
Energy weapons however can only be deflected by energy melee weapons.

Cloak defense

Prerequisites: none

Effect: At the beginning of the round before initiative is rolled the character must spend an action and declare this feat’s use. The
character must also have one hand free to successfully use this feat. For that round the character gains a +1 bonus to his
Defensive rating as if he were using a shield but in effect he is using his cloak to deflect or obscure enough of his body to throw
off his opponent’s aim.

Cloak pin

Prerequisites: none

Effect: A character who possesses this feat expends an action and makes a roll to hit against an opponent whose Defensive rating
is determined as if he were unarmored (DR 10+ his Defensive bonus) and if he succeeds the character can pin a target’s limb. If
the character’s arm is pinned the character cannot use that limb until he expends an action and rolls a Agility check against a
difficulty equal to the attacker’s success roll to free himself. If the character has a leg pinned every time the character moves he
must roll a Reflex save (DC 15) or fall prone. If the character falls prone, or tries to free himself they suffer an attack of
opportunity against them.

Close quarter fighting

Prerequisites: none

Effect: A character who possesses this feat can fight unhindered in areas up to 3’ in width. In addition these characters can slip
into range to make an unarmed attack against a target without incurring an attack of opportunity.

Counterattack

Prerequisites: Expertise

Effect: Whenever the character is attacked in combat, a character possessing this feat is able to make a Reflex save against a
difficulty equal to the attacker’s attack roll (successful or not) and if he succeeds he may make an immediate Attack of
opportunity against the attacker.

Cover fire

Prerequisites: Expertise (Ranged weapon)

Effect: A character who possesses this feat has the ability by expending a feat to use his ranged weapon to halt the advance of an




opponent or keep his ally from being attacked by firing his weapon not intending to hit the opponent but to keep them at bay. To
use this feat the character expends an action and rolls a called shot against a difficulty equal to 10+ the opponent’s Reflex save
modifier. If successful the opponent loses an action and cannot advance forward allowing the protected character to distance
himself without incurring an attack of opportunity.

Create opportunity

Prerequisites: Expertise

Effect: A character who possesses this ability expends an extra action when he makes a successful melee attack in combat
forcing the victim to make a Reflex save in addition to taking damage from the attack, against a difficulty equal to 10+ the
damage/he took or he is momentarily stunned allowing the attacker an Attack of opportunity against him.

Death blow

Prerequisites: Expertise

Effect: A character possessing this feat requires an opponent who has been brought to zero or less Endurance points to make a
Fortitude save against a difficulty of 10+ the damage he took from the blow that brought them to zero or less Endurance points to
avoid dying instantly as a result of the attack.

Death trance

Prerequisites: none

Effect: A character who possesses this feat must declare its use before initiative is rolled and expends an action to work himself
into a state where they feel no pain and are so focused on the combat that their minds are difficult to mind control. While in the
death trance (which lasts until the combat ends) the character reduces any damage he takes by -1 point/die with a minimum of 1
point. In addition the character gains a +2 bonus to his Will saves as well.

Defensive strike

Prerequisites: none

Effect: A character who possesses this feat must declare its use before initiative is rolled. During the round if the character is
attacked, and the opponent misses the character can immediately make an Attack of opportunity against his opponent.

Defensive stance
Prerequisites: Expertise

Effect: A character possessing this feat must declare its use before initiative is rolled and must expend an action. The character
may then lower his attack bonus to increase his Defensive rating for the round on a point for point basis.

Defensive throw
Prerequisites: none

Effect: A character who possesses this feat must declare its use before initiative is rolled. During the round if the character is
attacked, and the opponent misses the character can immediately make an Attack of opportunity against his opponent to throw
him. If the character succeeds he sends his opponent to the ground 5° +5°/point of Strength modifier that the attacker possesses.
The thrown character suffers Attacks of opportunities when he lands on the ground and must spend an action to get on his feet,
and suffers attacks of opportunity as he gets up.

Dirty fighting

Prerequisites: none

Effect: A character with this feat has mastered every underhanded trick in the book. This allows him to expend an extra action
when he makes a successful unarmed combat attack, forcing the victim to make a Reflex save in addition to taking damage from

the attack, against a difficulty equal to 10+ the damage/he took or he is momentarily stunned allowing the attacker an Attack of
opportunity against him.




Display weapons

Prerequisites: Agility 12+

Effect: By expending an action before initiative is rolled the character forces his opponents to make a Will save against a
difficulty of 10 + the attacker’s level + his Agility modifier or they lose %2 their initiative modifier due to momentary hesitation.

Dual attack

Prerequisites: None

Effect: A character with this Feat is able to make an extra attack either with his primary weapon or with an off-hand weapon by
reducing his combat modifier, and applying those points to the second strike. This differs from the standard rule because the
player may state how many points he is putting into the second attack as opposed to automatically reducing his bonus by %.
Ducking shot

Prerequisites: Expertise (Ranged weapon)

Effect: A character with this feat may expend an Attack of opportunity in addition to the action he uses to make an attack to
increase his Defensive rating by 2 points when making the attack (this partially cancels the bonus against him if he suffers an
Attack of opportunity against him as a result of his attack)

Evasion

Prerequisites: Agility 15+

Effect: A character who possesses this feat is skilled at making himself a difficult target against Ranged weapons. The character
gains a bonus to his Defensive rating against Ranged weapons equal to 2x his Agility modifier, and the character gains a +2
bonus to his Reflex saves against ranged effects.

Expert aim

Prerequisites: Expertise

Effect: A character with this feat reduces his penalties for making called shots by -2 and may even reduce this penalty to zero if
he already has some ability that reduces his called shot penalties, as this feat does not stack.

Fast aim

Prerequisites: Expertise (Ranged weapon)

Effect: A character who possesses this feat gains a +4 bonus to his initiative modifier when using a Ranged weapon.

Find flaw

Prerequisites: Expertise

Effect: A character who possesses this feat must declare its use before initiative is rolled and expends an action as he
concentrates on the target be it an opponent in combat or a structure. Thereafter when the character is attacking his chosen
opponent, the opponent loses his defensive adjustment as the character is able to take advantage of weaknesses in his opponent’s
defense. When used against a structure the character does not reduce his weapon’s damage by % as is the case when striking an
object.

Fire into Crowd

Prerequisites: Expertise (Ranged weapon)

Effect: A character who possesses this feat is able to fire his weapon into melee without the chance to hit his allies if he misses a

shot. To use this ability the character expends an action and rolls a called shot against his target. If he misses the shot does not
have a chance to hit his allies.




Gunman’s eye
Prerequisites: Expertise (Ranged weapon)

Effect: A character who possesses this feat is able to make called shots with a Ranged weapon regardless of the distance and
reduces the penalty to make the called shot by %.

Immobility
Prerequisites: Str 16+

Effect: A character who possesses this feat seems to be affixed to the ground. The character cannot be thrown, or pushed back as
the result of an attack regardless of the relative strength of the attacker.

Improved attack of opportunity
Prerequisites: Combat reflexes

Effect: A character who possesses this feat gains an additional +2 bonus to his attack rolls when making an Attack of
opportunity.

Improved called shot

Prerequisites: Expertise

Effect: A character who possesses this feat reduces the penalty for his called shots by -2.

Improved charge

Prerequisites: none

Effects: A character who possesses this feat when making a charge attack forces his opponent on a successful attack to make a
Reflex save against a difficulty of 10 + the damage he took or be driven back 5’/point of Strength modifier of the attacker and fall
prone. A prone target is subject to Attacks of opportunity and must expend an action to get back on his feet.

Improved dodge

Prerequisites: Dodge

Effect: A character possessing this feat gains an additional +2 to his bonuses when declaring a dodge.

Improved mounted ranged combat

Prerequisites: Mounted ranged combat, Ride 4+

Effect: A character who possesses this feat has the ability to fire his ranged weapon while on horseback even when riding at full
gallop. The character gains a +2 to hit with his Ranged weapon while on horseback.

Improved precise shot

Prerequisites: Precise shot

Effect: A character who has mastered this feat can make a called shot against a target's body without a penalty, and only suffers a
-2 penalty to his attack roll when targeting an opponent's face so long as the target is within short range.

Improved shield defense
Prerequisites: none
Effect: A character who possesses this feat must state its use before initiative is rolled and expends an action. The character

during that round may use his shield to defend against all opponents in the round, and in addition he gains an additional +1 bonus
to his Defensive rating for the round.




Improved wrestling

Prerequisites: none

Effect: A character who possesses this feat is so skilled at grappling that he does not roll an opposed attack roll when using a
wrestling maneuver. The character rolls a standard attack roll against an Defensive Rating of 10+ the opponent’s Agility
modifier, and if he succeeds he accomplishes his maneuver. In the effect of a maneuver that is held by the character the opponent
is held for that round, but before initiative is rolled in the following round the characters roll an opposed wrestling roll as detailed
under the wrestling rules.

Improvised shield

Prerequisites: none

Effect: A character who has this feat is able to take any object that is roughly about 2’ in area which the character can use as an
effective shield. The character gains a +1 to his Defensive rating against one attack/point of Defensive modifier (minimum 1
attack).

Instant stand

Prerequisites: Agility 16+

Effect: A character who possesses this feat who is knocked off his feet does not lose an action to get on his feet nor does he
suffer an Attack of opportunity for standing back up.

Knock down strike

Prerequisites: none

Effect: A character who possesses this ability expends an extra action when he makes a successful melee attack in combat
forcing the victim to make a Reflex save in addition to taking damage from the attack, against a difficulty equal to 10+ the

damage/he took or he is knocked prone as a result of the attack. This allows Attacks of opportunity on the fallen character and
requires that he expend an action to get back on his feet.

Mounted dodge
Prerequisites: Ride 4+

Effect: A character who has this feat is able to swing his body to ride alongside his mount even with the mount moving at full
gallop to use his mount as a shield. The character must state its use at the beginning of the round before initiative is rolled and
loses an action, but during the round the character gains a +3 bonus to his Defensive rating. Any attack that missing the character
but is within 4 points of the success score needed has a chance to hit the mount (Compare the success score to the steeds
Defensive rating to determine if the steed has been struck)

Pin shield
Prerequisites: none

Effect: A character who possesses this feat expends an action and declares the use of this feat. The character may them make a
called shot against an Defensive Rating of 10+ the opponent’s Defensive bonus, and if he succeeds the opponent’s shield bonus is
negated for the round. The opponent must expend an action to free his shield, but in so doing the character suffers an Attack of
opportunity for doing so.

Power critical
Prerequisites: Expertise

Effect: A character who chooses this feat gains the following special ability. On a natural 20 (unmodified roll of 20) the character
double's the damage die for the weapon and then adds his damage modifiers (Strength, Specialization etc.). In addition the victim
is knocked prone as a result of the attack. The fallen foe must expend an action to get back on his feet which grants his opponents
an Attack of opportunity against him and who is not allowed his Defensive bonus for the attack. This Attack of opportunity does
not count against the number of Attacks of opportunity that the attacker can make in the round.




Power lunge
Prerequisites: Jump

Effect: A character who possesses the jump skill may leap forward to engage an opponent as if he were making a standing broad
jump, without adding his jump skill, but instead applies his jump skill bonus to the damage dealt if his attack succeeds.

Ranged disarm
Prerequisites: Expertise (Ranged weapon)

Effect: A character can attempt to disarm an opponent using a Ranged weapon by expending an action and rolling a called shot (-
4 to hit) against a Defensive rating of 10 + the opponent's Defensive bonus. If this attack succeeds the opponent must roll a
Reflex save with a difficulty of 15 and if the Reflex save is failed whatever the opponent held in his hand is sent 10’ in a random
direction.

Ranged pin
Prerequisites: Expertise (Ranged weapon)

Effect: A character can attempt to pin an opponent’s limb to a structure such as a wall, tabletop, chair, or pillar using a non-
energy ranged weapon. The attacker makes a called shot (-4 to hit) and spends an action against a Defensive rating of 10 + the
opponent's Defensive bonus. If this attack succeeds the opponent is pinned and cannot move or use that limb until he expends an
action and rolls a Agility check against a difficulty equal to the attacker’s success roll to free himself. A character trying to free
himself can be attacked by opponents using Attacks of opportunities against him.

Reckless attack
Prerequisites: none

Effect: A character who uses this feat uses his recklessness to put his opponent off balance so that he loses his Agility based
Defensive bonus allowing the character to deliver a devastating attack that the enemy isn’t prepared for. The victim of this
maneuver must make a Sense motive roll against 10 + the attacker’s level+ his Personality modifier and if this roll fails the
attacker makes his attack roll against the opponent who loses his Agility based Defensive bonus. If the attack succeeds the attack
causes an extra die of damage before any bonuses are applied due to Strength or Skill.

Rend armor

Prerequisites: none

Effect: A character who possesses this feat is able to by expending an action make an attack that destroys an opponent’s armor.
The attack roll is made against 10+ Defensive bonus conferred by the armor. If the attack succeeds the victim’s Defensive rating

worsens by 1 place as the armor suffers a -1 to its Defensive bonus (until repaired). If the armor’s defensive value reaches 0 the
armor is useless and cannot be repaired.

Special: A character with the Repair (armor) skill can make a skill roll (DC 16) to repair one point of armor damage, but this
takes Y an hour/2 points of armor bonus that the armor grants as protection.

Ride by attack

Prerequisites: Mounted combat

Effect: A character who is skilled with this feat has the ability to make a charging attack against an opponent. The character rolls
his attack roll against his target who is not allowed an Attack of opportunity against the rider. If the rider’s attack succeeds the
attacker gains an additional damage die before adding any modifiers for strength and skill, and in addition the victim must roll a
Reflex save (Difficulty equal to 10 + the damage taken) or be knocked prone. The fallen foe must expend an action to get back on
his feet which grants his opponents an Attack of opportunity against him.

Roll with the blow

Prerequisites: none




Effect: A character who has this trait reduces damage taken by -2 points to a minimum of 1point of damage because they are
skilled at moving their bodies to lessen the damage from the attacks.

Shield Bash

Prerequisites: None

Effect: By means of this feat the character may use his shield as an offensive weapon. The character makes a standard attack roll
and if he succeeds the opponent takes 1-4 points of damage + his strength modifier in damage. In addition to this the victim must
roll a Reflex save with a difficulty equal to the damage taken or he is driven back 5°.

Shield charge

Prerequisites: none

Effect: A character who possesses this feat may make a charging attack with his shield as opposed to with a weapon. The
charging character retains his shield bonus for the attack. The opponent is allowed to make an attack roll before the shield charge
is made, but when the shield charge attack roll is made it is against the Defensive rating of the opponent without his defensive
bonus, and if the attack succeeds the attack causes 2d4+ the attacker’s Strength bonus. In addition the defender must make a
Reflex save against a difficulty equal to 10 + the damage taken, and if this fails the victim is knocked prone. A prone target
suffers Attacks of opportunity for getting up and must expend an action to do so.

Spirited charge
Prerequisites: Mounted combat

Effect: A character who possesses this ability can make a devastating charge with his mount. The attacker charges with his steed
and this attack does not allow for Attacks of opportunity against the character. The attacker rolls a standard attack roll against his
opponent and if successful he causes 2 dice of damage before applying Strength and Skill modifiers and in addition causes an
additional d6 for the steed trampling on the defender. The victim must make a Reflex save with a difficulty of 10+ the damage
taken or be knocked prone. A prone character suffers Attacks of opportunity when attempting to get up and expend an action as
well.

Stunning shot
Prerequisites: Expertise (Ranged weapon)

Effect: A character who uses this feat is able to fire a shot that does not damage his opponent, but stuns them for a moment
allowing for Attacks of opportunity against him. The character must make a called shot (-6 to hit) against a difficulty of 10 + the
defender’s Defensive bonus, and if this succeeds the victim is momentarily stunned allowing for Attacks of opportunity to be
made against him.

Stunning strike
Prerequisites: Expertise

Effect: A character possessing this feat expends an additional attack to use this ability and if he succeeds on the attack forces the
victim to make a Will save against a difficulty equal to the damage he took, and if this roll fails they are stunned. A stunned
character loses an action and is subject to Attacks of opportunity against him. If the victim had no other actions in that round, he
loses his Initiative modifier for the next round.

Tandem Strike
Prerequisites: none

Effect: A character with this feat must declare its use before initiative is rolled and declare which character he is linking his
attacks with. The result of this is that the character makes his attacks simultaneously with his chosen ally and any Attacks of
opportunity that result from either attacker that normally only affect the attacker can be taken advantage of by the character using
this feat as if he were taking an ordinary Attack of opportunity against the victim. As an example is two characters are working in
tandem and attacker A gains a critical strike on the victim, Attacker B can take an Attack of opportunity against the victim as
well, but in his case attacker B uses up one of his Attacks of opportunity for the round.




Two weapon defense

Prerequisites: Dual weapon use

Effect: A character with this feat is able to use his secondary weapon in place of a shield. The character must state that he is
using this feat before initiative is rolled and expends an action. The character for that round gains a +2 bonus to his Defensive
rating for the entire round.

Vengeance strike

Prerequisites: Defy Death

Effect: This feat enables a character who is bought down to -10 Endurance points to make one final attack with a melee weapon
before succumbing to death. The character is allowed one final attack using only his Strength modifier (d20 + Strength bonus)
against the Defensive rating of his opponent, and if successful he causes 1 extra die of damage before adding his Strength damage
adjustment. This final attack does not count against the number of attacks the character can make in a round. After the character
makes this final attack the character dies.

Weapon finesse

Prerequisites: Agility 14+

Effect: A character who has weapon finesse may add %% his Agility modifier to his combat modifiers with a chosen melee
weapon.

Weapon focus

Prerequisites: Intuition 14+

Effect: A character who has this feat adds %2 his Logic modifier to his combat modifiers with a chosen melee weapon.

Martial arts

Lightning strike

Prerequisites: Agility 16+

Effect: A character with this feat who makes a successful unarmed combat attack, forces the victim to make a Reflex save in
addition to taking damage from the attack, against a difficulty equal to 10+ the damage he took or the victim is momentarily
stunned allowing the attacker an attack of opportunity against him.

General

Controlled breathing

Prerequisites: Stamina 12+

Effect: A character who possesses this feat is able to hold his breath for an additional 2 minutes so long as the character remain
still and not exert himself or perform strenuous activity. The character can move at %2 speed and maintain this ability.

Death visage
Prerequisites: Bluff 6+
Effect: A character who possesses this trait is able to make himself appear dead. The character rolls a Bluff skill roll with a

difficulty of 17 and if successful he will appear dead to anyone opon casual inspection. A character possessing the Heal skill may
attempt to discover the bluff by rolling a Skill check against a difficulty equal to the character’s Bluff success score +4.




Enter the unconscious mind
Prerequisites: Intuition 16+

Effect: A character who possesses this feat has mastered his mind to such a degree that if he is affected by a mind influencing
Psion, he may make a new Resistance roll in the following round to shake off the effect.

Herculean effort

Prerequisites: Stamina 12+, Intuition 12+

Effect: A character who possesses this feat must state its use before initiative is rolled and must spend an action to work himself
up. The character with this feat adds his Stamina modifier to his Strength which lasts one round/ point of Intuition bonus he
possesses. This feat can be used once/day/3 levels of the character rounded down.

Inspire loyalty

Prerequisites: Level 6+, Personality 16+

Effect: A character who possesses this feat has the ability to rouse his troops enabling them to face even the most formidable foes
without hesitation. The character must declare the use of this feat before initiative and be in full view of the beings to be affected
by this feat. The character spends an action giving a rousing speech to his troops. Thereafter his troops gain a +2 bonus to
initiative, their attack rolls, and damage rolls, and make their Will Resistance Rolls vs. fear using the Resistance Roll of the
character using this feat. This lasts until the current battle ends, and can only be used once/day.

Partial Action

Prerequisites: none

Effect: A character with this feat is able to make a non-combat action in a round in addition to his normal actions in a round. This
extra action can be anything from switching weapons, checking his sensor, or grabbing a thrown pouch of credits, but cannot be

an attack of any sort.

Perfect stillness

Prerequisites: Stamina 12+

Effect: A character who possesses this feat has the ability to remain motionless for extended periods of time. The character gains
a +4 bonus to his hide skills when using this ability in conjunction with his skill. A character can remain still for 1 hour/point of
Stamina modifier without any ill effects.

Remain conscious

Prerequisites: Stamina 14+

Effect: A character with this feat does not lose consciousness when reduced to zero Endurance points. The character cannot
attack, and he loses his defensive bonus due to sluggishness. The character cannot move faster than at 1/2 speed, but he can take
any non-combat action, including using psionics that affect him, but not others. If the character is struck again he succumbs to
unconsciousness.

Shadow

Prerequisites: Personality 14+

Effect: A character with this feat is able to go unnoticed even in plain sight. Anyone looking for the character must roll a spot
check against a difficulty equal to the character’s Personality to notice him because the character is skilled at making himself
unobtrusive.

Skill focus

Prerequisites: Base Skill +10




Effect: A character who possesses this feat gains a +10 bonus to his skill checks when using a Skill he attaches to this feat when
this feat is taken. The character gains this bonus even if he is using his chosen skill under adverse conditions (such as in the
middle of combat, or while underwater, etc.).

Sleep on the go
Prerequisites: Stamina 16+
Effect: A character who possesses this feat has the uncanny ability to rest while moving. The character can gain 1 hour of rest

every 3 hours that he or she is moving or per two hours that he is riding. The level of rest that he gains is enough to allow him to
recover temporary ability damage, or heal.

Special Feats

Armor mastery
Prerequisites: None

Effects: A character who possesses this feat is so accustomed to wearing a particular type of armor which must be stated when
this feat is taken, that he gains certain advantages over a character who doesn’t possess this ability. A character with this feat may
move an extra 5’/round when wearing armor of the type he specifies up to his maximum allowable unarmored movement rate.
The character increases his maximum Agility bonus when wearing that type of Agility by +2, and cuts his skill penalties in half
(rounded up) when wearing that armor.

Backstabbing

Prerequisites: None

Effect: A character that possesses this feat can make a devastating attack against a foe he has caught flatfooted or otherwise
unawares. If the character manages to catch an opponent unawares he can make an attack roll against the opponent who is not
allowed to add his Agility based Defensive bonus to his Defensive rating (DR) at +4 to hit. If this roll succeeds the character
doubles his weapon’s damage before adding his damage bonus due to exceptional strength, or skill.

Combat Instinct

Prerequisites: Intuition 12+

Effect: A character who possesses this feat is so attune to his surroundings that he becomes harder to surprise, and regardless of
him being surprised or not he doesn’t lose his Agility based Defensive bonus. If there is the possibility of surprise the Hero gains
a +4 to his Spot check to avoid surprise.

Crippling Strike

Prerequisites: Expertise, or Weapon specialization

Effect: A Character who possesses this feat is able to make a debilitating attack on an opponent. In order to do this the character
makes a standard attack against his opponent and if he succeeds in making the attack instead of causing Endurance points worth
of damage he causes 1 temporary point of Ability damage that he chooses from any of the following Attributes: Strength, Agility,
Stamina, or Intuition. It should be noted that a character suffering ability damage regains lost points as normal.

Feint

Prerequisites: Bluff 4+

Effects: A character who possesses this feat has the ability to use a combination of his skill at arms, and his guile to lure an
opponent into a position where he can land a telling blow on his foe. To do this the character expends an action and the characters
opponent must make an Intuition check (DC 10 + his Intuition modifier) against a difficulty of 10 + the attacker’s Bluff Skill

level. If the roll fails the attacker gains an Attack of opportunity against his opponent that doesn’t count against the attacker’s
number of Attacks of opportunity for the round.




Improved Backstab
Prerequisites: Backstabbing

Effects: A Character who possesses this feat has acquired an Advanced form of backstabbing that enables him to make a
devastating attack against an opponent that he has managed to catch flatfooted or unawares. If the character manages to catch an
opponent unawares he can make an attack roll against the opponent who is not allowed to add his Agility based Defensive bonus
to his Defensive rating (DR) at +4 to hit. If this roll succeeds the character causes 4x his weapon’s damage before adding his
damage bonus due to exceptional strength, or skill.

Improved Dodge

Prerequisites: Dodge

Effects: A Character who possesses this Feat must declare its use in the beginning of a round before Initiative is rolled and must
expend an action for its use. Once used for that round the character gains all the benefits of the Dodge feat, and in addition If the
character must make a Resistance roll against a directed damage dealing effect (such as a directed magical attack) He is allowed a
Resistance roll even if one is not called for (in the case of an effect that offers no Resistance roll the save is against a difficulty of
10 + the spell’s level) and if this succeeds the character takes no damage from the attack, otherwise he suffers % damage from the
effect.

Improved Evasion

Prerequisites: Evasion

Effects: A character who possesses this feat who is struck in combat can expend an action which allows him to make a Reflex
save against a difficulty equal to the success scored by his opponent and if he succeeds the character takes no damage from the
attack. This ability does not work against directed damage causing spell attacks.

Knockout Blow

Prerequisites: None

Effects: A character who possesses this ability is able to strike a blow that has the potential to knock out an opponent. The
character must declare that he is using this feat before rolling to hit, and if he succeeds he causes damage to his opponent but also
forces his opponent to make a Fortitude save against a difficulty of 10 + the damage taken by the attack. If the opponent fails this
roll he is rendered unconscious for the remainder of the round plus 1 additional round per point of Strength modifier possessed by
the attacker (minimum 1 round). This attack can be performed with any blunt weapon or unarmed attack.

Shield Mastery

Prerequisites: None

Effects: A character who possesses this feat is specially trained to defend himself with a shield that he applies his shield bonus to
his Defensive bonus against every attack that he suffers in a round. If however the attack negates the character’s Agility based
Defensive rating or ignores Armor to determine the character’s Defensive rating then it also negates this feat’s effects.

Smite

Prerequisites: Strength 14+

Effects: A Character who possesses this feat is able to land a crippling blow against an opponent. The character must state that he
is using this feat before making his attack, and then rolls a standard to hit roll. If the attack succeeds instead of causing damage to
his opponent as normal the weapon causes %2 its standard damage (minimum 1 point of damage) to one of the opponent’s
attributes as chosen by the attacker. The attack can affect the following Attributes: Strength, Agility, Stamina, or Intuition. It
should be noted that a character suffering ability damage regains lost points as normal.

Trackless movement

Prerequisites: Wilderness lore 4+

Effects: A character who possesses this feat is able to cross natural terrain without leaving obvious tracks. Characters trying to




track a character who possesses this feat suffer a +10 to their chance to follow the characters tracks in addition to any other
modifiers that may alter their Tracking Skill roll.

Warrior’s Dodge
Prerequisites: Dodge
Effects: A Character who possesses this feat who is struck in combat can expend an action which allows him to make a Reflex

save against a difficulty equal to the success scored by his opponent and if he succeeds the character reduces the damage taken
from the attack to %. This ability does not work against directed damage causing spell attacks.
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Epic Level Characters

So what happens after a character reaches 20" level?

Though the Core rules do not progress characters further then 20" level eventually Players will reach that plateau and want to
know if the characters will continue to gain levels, and power or have their characters reached the upper limit of advancement.
Administrators are free to set level 20 as the maximum level allowed for characters because at that point the heroes should be
able to handle just about anything that the Administrator throws at them, and in fact at that level, low Endurance level creatures
are no longer a challenge for the characters who probably can dispatch more than one of them in a round without breaking a
sweat. At that level the Administrator is forced to either be more devious, or use very powerful opponents against the Heroes, and
realistically the chances of a threat that would challenge such characters should be exceedingly rare.

That being said, there are plenty of creatures in the various creature guides that possess the kind of power to challenge many 20™
level characters, but how many of these will a player wish to defeat without his character ever gaining more power for himself.
Eventually the lure of treasure won’t be enough and the player will eventually tire of pitting his hero against new threats without
ever going beyond 20" level. The rules below deal with advancing characters beyond 20™ level and adds a new ability for those
characters making them truly Legendary Heroes.

Experience needed to raise in level: Characters require 400,000 experience points to advance in level beyond level 20, (so
400,0000 experience to go from level 20 to level 21, 400,000 experience more to reach level 22 and so on.

Level Information

Bonus Combat  Resistance Rolls Att. Epic  Max
Level Endurance Modifier Fort. Ref. Will. Skills Bonus Points used/time
21 +5 +1 +1 +0 +1 +1 5 1
22 +5 +1 +0 +1 +0 +1
23 +5 +1 +0 +0 +1 +1
24 +5 +1 +0 +1 +0 +1 +1
25 +5 +1 +1 +0 +0 +1
26 +5 +1 +0 +0 +0 +1
27 +5 +1 +1  +0 +1 +1
28 +5 +1 +0 +1 +0 +1
29 +5 +1 +0 +0 +1 +1
30 +5 +1 +0 +1 40 +1
31 +5 +1 +1 +0 +0 +1
32 +5 +1 +0 +0 +0 +1
33 +5 +1 +1  +0 +0 +1
34 +5 +1 +0 +1 +0 +1
35 +5 +1 +0 +0 +1 +1
36 +5 +1 +0 +1 +0 +1
37 +5 +1 +1 +0 +0 +1
38 +5 +1 +0 +0 +0 +1
39 +5 +1 +1 +0 +1 +1
40 +5 +1 +0 +1 40 +1

Epic Points

Epic points can be spent by a player to boost a Hero’s rolls in order to give his character a chance to accomplish some task. Each
Epic point expended adds +5 to whatever roll the Hero is making and the player must state before rolling the dice that he is using
however many Epic points as he desires up to the maximum number he is allowed to use on one roll. Thus a Player can increase
his character’s attack bonus, damage bonus, resistance rolls, and skill checks by spending Epic points. An Epic point can be spent
by a player to instantly heal a character of 5 Endurance points worth of damage, and can instantly restore a hero of 1 attribute
point, that he has temporarily lost.,

A Hero’s Epic points are never regained during an adventure, and only after the Adventure ends will any points that the player
spent be restored.




Equipment Endurance points

As a simple way to determine the Endurance points of any piece of equipment or any object whose Endurance points are not
known the Administrator can use the table below. Simply cross reference the size of the object in question with how fragile or
sturdy it is and the resulting number is the endurance points for the object in question.

Object’s size Fragile Standard Durable Dense (It) Dense (med) Dense (hvy) Dense (ex)
Fine 1 1 1 2 4 8 16
Diminutive
Tiny
Small
Medium
Large
Huge
Gargantuan
Colossal

2 4 8 16
2 4 8 16
4 8 16 32
8 16 32 64
12 24 48 96
16 32 64 128
20 40 80 160
24 48 96 192

ORWNRE R RE R
CUDWNERE R
PR 00O RANER R

Fragile objects include glass and ceramics

Standard objects include most plastics, or wood

Durable objects include most high impact plastics, and light metals

Dense (light) objects include most composite metals, or light construction materials

Dense (medium) objects include most light armored structures, and or hard stone

Dense (heavy) objects include most medium armored structures, diamonds and objects able to handle the stresses of interstellar travel.
Dense (extreme) objects are made of super dense materials like federanium.

Though the URS and most of its rules sets allow for the purchase of complete wardrobes as opposed to buying clothing items
singly the occasion may arise during the course of an adventure that a Hero may have to buy specific clothing for a mission (such
as needing to put together a disguise). For this reason this table has been created showing the average prices fr various clothing
items, and accessories.

Item Cost Item Cost
Business kimono 100-500 High fashions-
Business wear (Shirt/blouse/dress/shirt/trousers) 100-600 Dress, cocktail 150-2,000
Cassock (religious wear) 20-80 Dress, Evening 500-5,000
Casual clothes- Evening Jacket/trousers 200-1,200
Brand name Sweat shirt 30 High fashions micro-mini 50-150
Athletic pants 30 Tuxedo 500-3,000
Blouse/Button down shirt 10-40  Hunter’s camouflage-
Cheap jeans 10-20 Vest 30
Designer Jeans 50-120 Pants 60
Design du-jour dress 20-50 Jacket 50
Halter top 10 Jumpsuit-
Kilt/Skirt 30 Flight crew 350
Leather pants 100-200 Security jumper 500
Leather shirt 40-100 Worksuit 400
Leggings 10-50  Kimono 500-3,000
Mini skirt 10-40  Military fatigues-
Robe 20-120 BDU 60
Sari 20-80 City camouflage 150
Shorts 10-20 Desert camouflage 200
Slacks/Dress pants 30-80 Wilderness Camouflage 200
Suit jacket/sports coat 30-50  Military Uniform-
Sweater 10-30 Formal dress 400
Sweater vest 10-20 Service dress 200
T-shirt 1-10 National costume 100-600
Ceremonial robes 200-500 Period costumes/theatrical costumes 100-1,000




Item

Uniforms-
Airline flight attendant’s uniform
Airline pilot’s uniform
Butler’s uniform
Chauffer’s uniform
Fast food worker’s uniform
Mail carrier’s uniform
Martial arts uniform
Medical scrubs
Mechanic’s jumper
Nurse uniform
Pizza delivery uniform
Police officer
Postal worker’s uniform
Race car driver’s jumper
Repairman’s jumper
Security officer
Showgirl’s uniform
State Trooper
Swat uniform
UPS uniform
Waiter/waitress uniform

Clothing accessories

Item
Apron-

Cloth/light canvas

Chemical treated (fire retardant/acid resistant)
Belt-

Cheap

Leather

Money belt
Snakeskin/Alligator hide
Tool belt

Boots-
Cowboy
Combat boots
Doc Martens
Hiking
Rain boots
Riding boots
Ski boots
Snow boots
Bracers/collar-
Archery
Falconry
Leather
S&M
Studded leather
Cape (1/2 length)-
Cloth
Silk/velvet
Cape (full length)
Cloth
Silk/velvet
Chaps
Cloak-
Cloth
Wool/Winter
Silk/velvet

Cost

120

200
200-500
200-300
50

100
50-120
100

120

100

50

200

100

200

100

75

500-2,000

200
200
100
100-200

Cost

5-10
100

1-5
10-30
40-60
100-200
30-60

50-200
100-200
100-200
50-150
10-30
100-300
150-500
50-200

30
50
10-20
20-50
20-40

30-50
100-300

40-100
300-600
100-150

40-100
100-300
300-600

Item
Coat-

Mandarin style
Couffure (head dress, tiara, etc)
Gloves-

Archery

Driving/Cut off

Falconry

Gauntlets

Leather

Rodeo rider’s gloves

Winter
Hats-

Stocking/Skull cap

Baseball/Trucker

Beret

Cowboy hat

Dress hat
Hip boots (waders)
Outer wear-

Coat

Denim Jacket

Fatigue jacket

Fur coat

Overcoat

Parka

Photojournalist’s vest

Rain coat

Sports jersey

Trench coat/Western duster

Wind breaker
Scarves-

Cloth/linen

Fur stall/wrap

Silk/Satin

Wool/Winter

Cost

250
20-2,000

50

10

60
75-100
30

100

15

5

10

10

30
50-100
70

120
50-75
30
200-5,000
120
120

30
30-50
50-120
350

30

2-20
100-400
50-120
5-30




Item Cost Item
Shoes- Suspenders
Athletic 30-300 Tie-
Business 50-200 Cheap
Casual 20-40 Silk
Deck 10-20 Southern Bolo Tie
Formal/Pumps 100-400 Undergarments (3 pairs)-
Sandals 10-40 Men’s underwear (cotton/linen)
Slippers 10-60 Men’s underwear (silk/satin)
Work 50-200 Women’s undergarments (cotton/linen)
Socks/stockings (6 pairs)- Women’s undergarments (silk/satin)
Athletic 10-20
Dress 10-20

Protective apparel/armor

The world is a dangerous place, and protective gear is a lucrative business. Protective wear and armor have been developed to
counter the advances in weapon technology, and to provide people with protection against other hazards. Below are listed the
various forms of protective gear available for characters.

Defensive Rating:

A Character has a Defense rating is 10 + his protective apparel, or armor modifier + his Agility modifier unless the character
loses his Agility based Defensive adjustment due to surprise, being stunned or being affected by several other effects. A
Character can increase his Defensive rating by expending points from his Combat modifier as detailed in the combat section, or
by wearing better protective gear.

Protective apparel/Armor

There are a few notes regarding the types of defensive equipment listed below that should be noted. There are two costs listed for
many types of protective apparel or armor, the first being the average price for standard quality protective apparel/armor, while
the higher price is for masterwork protective apparel armor. When purchasing masterwork protective apparel/armor roll on the
table below for the exact benefit conferred by the item.

High Quality (masterwork) Protective apparel/Armor

Die Roll Result

01-02 Movement rate one class better (or +2° to move), weight 25% less than listed
03-04 Movement rate one class better, (or +2° to move) Armor value +1

05-06 Armor value +1, weight 35% less than listed

07-08 Armor value +1

09 Weight 25% less than listed

10 Movement rate one class better (or +2° to move)

Protective Apparel/Armor

Max.  Skill
Type Agility Penalty Weight Cost
Ballistic cloth jacket +6 -0 1lb 350
Concealable Kevlar vest +8 +0 3lbs 350
Ballistic cloth bodysuit +4 -1 4lbs 600
Kevlar vest +6 +0 5lbs 300
Leather jacket, studded +6 -0 4]bs 350
Flak jacket +4 -2 12lbs 400
Body armor +4 +0 22Ibs 1,400
Heavy Kevlar vest +3 -4 25lbs 400
Heavy Flak jacket +3 -4 18lbs 800
Combat infantry dress +2 -4 40lbs 1,400
Full body EOD armor +0 -7 35lbs 1,800




Combat Infantry Dress: CID consists of a chemically coated fiber mesh jacket, with steel and plastic plate inserts. It is typical
of the armor worn on a modern battlefield and is not generally available to normal civilians. It provides all of the usual benefits of
a heavy Kevlar vest (see below) but has a better Defensive rating. It also provides protection against fragmentation weapons, in
the same manner as a flak jacket (see below), and it grants a +2 Resistance roll bonus against chemical-based attacks. Different
versions of the CID helmet may provide other benefits, such as air filtration, radio communication, thermal imaging, laser
targeting/range-finding, and so forth. These are not included in the cost noted above and can easily increase it by half again.

Flak Jacket: Flak jackets are actually designed to stop fragments, rather than bullets; however, they provide some general
protection, as indicated by the Defensive rating. Against fragmentation weapons (including fragmentation grenades, as well as
shotguns, but not normal guns) a flak jacket reduces the damage taken by 1 point per die. Note that flak jackets are generally hot
and uncomfortable.

Flak Jacket, Heavy: This is simply a heavier version of the standard flak jacket, described above, that has a better Defensive
rating but is even more uncomfortable to wear.

Full Body EOD Armor: This Kevlar-based armor is generally used by the U.S. Army’s Explosive Ordnance Disposal teams
and, thus may not be readily available to normal civilians. While it provides good all-round protection, it is rather cumbersome
and not really designed to be worn on a regular basis. It provides all of the usual benefits of a heavy Kevlar vest (see below) but
has a better Defensive rating. Furthermore, it has a layer of fire-retardant material that provides a +2 Resistance roll bonus and 4
point damage reduction against fire-based attacks (i.e. damage caused by fire is reduced by 4, down to a minimum of zero).

Kevlar Vest, Concealable: This is the type of vest typically worn by politicians and other people who wish to remain protected
without looking like they are going to great lengths to do so. It can easily be worn under a typical suit jacket or similar clothing.
Kevlar is specifically designed to stop high-impact piercing attacks, by spreading and absorbing the force of the blow. While it
provides some general protection, in the form of the indicated Defensive rating, its real advantage applies only to firearms and
similar high-impact piercing weapons. Against these, it provides damage reduction of 2 (i.e. it reduces the damage caused by 2
points, down to a minimum of zero).

Kevlar Vest, Heavy: This is a heavier version of the standard Kevlar vest, which has been reinforced with steel or ceramic
inserts, protecting vital areas. It is generally only available to military personnel and cannot be readily concealed. It provides the
same benefits as a concealable Kevlar vest (above) but has a better Defensive rating and increased 4-point damage reduction.

Kevlar Vest, Standard: This is typical of the modern U.S. military’s general issue protective vest. It is similar to the concealable
Kevlar vest described above except that it is bulkier. It cannot be easily hidden and is designed to be worn over other clothing. It
provides a slightly better Defensive rating and has increased 3-point damage reduction against firearms, but it functions as
previously described in every other respect.

Armor Weight Classes and Movement Rates

Movement rates are determined on the table below:

Light Armor: Ballistic cloth jacket, Concealable Kevlar vest, Ballistic cloth bodysuit, Kevlar vest, Leather jacket (studded),
Medium Armor: Flak jacket, Body armor, Heavy Kevlar vest, Heavy Flak jacket

Heavy Armor: Combat infantry dress

Extremely heavy: Full Body EOD Armor

Movement Base

Armor Movement rate

weight class 30’/round 20’/round
Light weight 30’/round 20’/round
Medium weight 20’/round 20’/round
Heavy weight 20’/round 15’/round
Extremely heavy 15’/round 15°/round




The weapons listed below are available in one form or another in most Campaign models. Each weapon has two costs,
the first cost is for average quality weapons while the second cost are for masterwork weapons. To determine the exact benefits
of a masterwork weapon, roll on the table below:

Masterwork weapons

Die roll Result

01-02  +1toinitiative/+1 to hit/+1 to damage
03-05  +1 initiative/+1 to hit

06-07  +1initiative/+1 damage

07-08  +1to hit/+1 damage

09 +1 hit

10 +1 initiative

Weapon Damage Weight Cost Cost
Axe-

Fire axe 1d6+1 3lbs 40 80

Ice axe 1d4+1 3lbs 40 80
Baton-

Nightstick 1d4+1 2lbs 20 40

Telescoping baton 1d4 1lbs 20 40
Dagger-

Bowie Knife 1d4 1lb 25 50

Combat knife 1d4 1lb 20 40

Katar (punch) P 1d4 1lb 20 40

Trench knife 1d4 (+2 punch) 1lb 25 50
Escrima sticks B 1d4 1.5lbs 20 40
Knife-

Pocket knife p 1-2pts n/a 5 n/a
Nunchaku** B 1d4 (or ent) 15 15 30
Trench spike P 1d6 1lbs 25 n/a

** This weapon can be used to entangle an opponent, pin one of his limbs or disarm him. If used to disarm it grants a +2 bonus to a character*s
attempt. On a called shot it can be used to pin a target‘s limb in the same way as a character using the wrestling maneuver of the same name.
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Weapon

Belt sander
Blow torch
Board with a nail
Buzzsaw

Claw hammer
Crowbar

Fishing gaff
Flare

Nail gun

Post hole digger
Power drill
Razor blade
Screw driver
Shovel

Sledge hammer
Straightened wire hanger

Damage Cost
1d6 50
3d4 150
1d3 n/a
5d6 200
1d4 10
1d6 25
1d4 10
1d4 5
1d4 50
1pt 10
2d4 250
1pt n/a
1-2pts 2
1d4+1 20
2d4 50
1pt




Perhaps the most common feature of any game set in Modern times are projectile weapons. Below are listed the most common
types of projectile weapons in the modern world. Each weapon has two costs, the first cost is for average quality weapons while
the second cost are for masterwork weapons. To determine the exact benefits of a masterwork weapon, roll on the table below:

Masterwork weapons

Die roll Result

01-02  +1toinitiative/+1 to hit/+1 to damage
03-05  +1 initiative/+1 to hit

06-07  +1initiative/+1 damage

07-08  +1to hit/+1 damage

09 +1 hit

10 +1 initiative

A few notes about these types of weapons follows:

Auto-fire- Weapons that have auto-fire capabilities can be set for semi-automatic or full automatic fire On semi-automatic the
burst mode causes double damage in a 5° spread, while on full auto the burst causes 3x damage in a 10° spread. In either mode
victims caught in the area affected by a burst are allowed to roll Reflex saves (DC 15) to reduce damage by %. A Semi-automatic
burst uses up 3 rounds, and a full burst uses up 10 bullets.

Range The listed range under the weapon is the weapon’s range increment. Attacks within 10’ are considered point blank range
shots and the character gains a +2 to hit. For each attack increment beyond the first the character’s chance to hit suffers a -2
cumulative penalty to a maximum penalty of -8 (or 4x the range increment) which is the maximum range of any weapon.

Projectile/Gyrojet/Snrayer (PSG)

Pistols/machine pistols

Weapon Size Damage Ammo Auto fire Weight Cost Cost
Generic Automatics-

Hold out 1d8 6+1 Semi 1lbs 200 400

9mm 1d10 16+1 Semi 2lbs 400 800

A40S&W 1d12 12+1 Semi 2.2lbs 400 800

A5ACP 1d12+2 8+1 Semi 3lbs 400 800
Generic revolvers-

22LR 1d8 6eyl n/a 1lbs 200 400

.38 special 1d8+2  6eyl n/a 2.2lbs 400 800

.357magnum 1d12+2 6eyl n/a 3lbs 400 800

.44 magnum 1d12+2 6eyl n/a 3lbs 800 1,600
Colt-

Single action army 1d8+2  6eyl n/a 2.2lbs 400 800
Freedom arms-

Model 83 1d12 Scyl n/a 3lbs 800 1,600
NAA Black widow 1d4 Scyl n/a .5Ibs 200 400
S&W-

M 36 Ladysmith S 1d8+2  5eyl n/a 2.2lbs 400 800

Model 500 M 1d12 Scyl n/a 3.5lbs 800 1,600
Tec-9 M 2d6 32box Auto 4]bs 800 1,600

Rifles/Submachine guns/Assault rifles

Weapon Size Damage Ammo Auto fire
Generic Assault rifles-
5.56mm AR L 1d10 30 box Auto
5.56mm bullpup L 1d10 30 box Auto
7.62mm AR L 1d12 20 box  Auto
Generic Machine pistol-
9mm M 1d12 20 box Auto




Weapon i Damage Ammo Auto fire Weight Cost Cost
Generic rifles-
Anti-material rifle 2d8+2  5+1 n/a 24lbs 20,000 40,000
Big game 2d6+4  3+1 n/a 16lbs 1,600 3,200
Hunting rifle 2d4+2  4+1 n/a 9lbs 900 1,800
Plinking rifle 1d6+2  5+1 n/a 7.4lbs 300 600
Sniper rifle 2d8 5+1 n/a 11lbs 1,200 2,400
Target rifle 2d4 5+1 n/a 9lbs 600 1,200
Generic Shot guns-
Break action M asammo 2 n/a 41bs 300 600
Lever action M asammo 5box n/a 7lbs 600 1,200
Pump action M asammo 8hbox n/a 7lbs 600 1,200
Semi-Automatic M asammo 5box  semi 7.4lbs 900 1,800
Generic sub machine gun-
9mm M 1d12 20box  Auto 7lbs 1,000 2,000
45ACP M 1d12+2 20box Auto 7lbs 1,400 2,800

Other PGS weapons

Weapon Size Damage Ammo Auto fire Range Weight Cost Cost
Bow-
Compound L asarrow n/a n/a 110 3lbs 200 400
Composite long L asarrow n/a n/a 110° 3lbs 120 240
Composite short M asarrow n/a n/a 70° 2lbs 75 150
Long asarrow n/a n/a 100° 3lbs 100 200
Short asarrow n/a n/a 60’ 2lbs 60 120
Crossbow-
Hand asbolt n/a n/a 30° 3lbs 50 100
Heavy ashbolt n/a n/a 120° 9lbs 120 240
Light ashbolt n/a n/a 80’ 6lbs 75 150
Repeating asholt 5bolts nl/a 120° 10lbs 150 300
Gatling gun 2d6+1 linked auto 30° 5lbs 800 1,600
Generic Machine gun-
Generic SAW L 2d8+2 200 box auto 175’ 13lbs 1,800 3,600
Generic GPMG H 2d8+2 Linked auto 200° 22Ibs 3,600 7,200
GenericHMG H 2d8+4  Linked auto 300’ 441bs 7,200 14,400
Machine gun-
Grenade L grenade 50 single 300’ 22lbs 4,000 8,000
RPG-7 L asammo 1shell single 100° 18lbs 200 400
Stun gun T stun* 1shot nla 10° 1.5lbs 40 n/a

* A Successful hit requires a Fortitude Save (DC17) or the victim is stunned, losing his remaining actions and Defensive adjustment for the
remainder of the round and before initiative is rolled the following round the character must make a Fortitude save (DC 15) or the stunning
continues. This continues for 3 rounds unless he makes his roll.

Type Rounds/shots Damage
Arrows-
Barbed 2d4
Barbed, silver 2d4**
Flaming 204 Fxx*
Flight 1d6
Flight, Silver 1d6**
Sheaf 2d4+2
Bolts-
Hand 1d4
Hand, silver 1d4**
Heavy 1d10
Heavy, silver 1d10**




Type Number Rounds/shots Damage Cost
Bolts (cont.)-
Light 12 1d8 30
Light, silver 12 1dg** 250
Bullets-
Armor piercing* 1 box 36 varies 500
Rubber*** 1 box 36 special 100
Silver** 1 box 36 varies 500
RPG-7 1 4 6dE***** 900
Shot Gun Shells-
Buck Shot, Silver** 1 box 10 2d6 500
White phosphorus 1 box 10 causes fire damage 500

*Armor piercing ammunition reduces a target’s DR by -2.

**Silver weapons cause damage to Werewolves that ignores their regenerative abilities.

***Rubber bullets require a struck target to make a Fortitude save (DC 12) or be stunned. A stunned character loses his remaining actions for the
round, and loses his Agility based Defensive bonus for the round. In the following round the character loses his Initiative modifier but is
otherwise unaffected. A character struck also loses 1 temporary stamina point which is regained after a day of rest. If Stamina drops to 0 the
character falls unconscious for 1-6 rounds and then regains consciousness at a Stamina of 1.

**** This weapon continues to burn for 1-3 rounds. At the beginning of each round it burns for the character takes an additional 1d3 points of
damage before initiative is rolled for.

***** RPG rounds explode in a 10’ radius requiring a Reflex save (DC 16) for /2 damage, and it ignores up to 10 points of hardness.

Item Notes Weight Cost
Grenade launchers-
Rifle adaptor
Stand-alone launcher  fires one grenade with range increment of 70” double range penalties 1.5lbs 400
Under barrel launcher  fires one grenade with range increment of 70 double range penalties 2lbs 450

Grenades/Mines

Grenades and mines have a primary and secondary blast area. Characters caught in either blast area must roll a Reflex save
against a DC of 15 for a grenade, or 18 for a mine. If they are in the secondary blast radius however they make their any saves at
+2. If the characters in the primary blast radius make their saves they suffer % damage, while those caught in the secondary blast
radius who make their Resistance roll are unaffected by the attack.

Using mines or grenades as traps: While grenades can be thrown, mines must be placed by a demolitions expert. Grenades can
be used by a demolitions expert in the same way as he would use a mine as well. A demolitions expert may set a mine by rolling
a successful demolitions check (DC 15) and if he succeeds a character checking an area that has been booby trapped must roll a
search, or spot check with a difficulty equal to 10 + the setting character’s demolition skill level, which is also the difficulty a
character with disable devices or demolitions has to defuse a mine or grenade trap.

Blast radius Damage Throwing
Primary Secondary Primary Secondary Range Weight Cost

2]
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Weapon

Acid vial-
Weak
Moderate
Strong

White phosphorus

Tear gas

5 n/a 1d4*** n/a 2x Str n/a 20
5 n/a 1d6*** n/a 2x Str n/a 50
5 n/a 1d8*** n/a 2x Str n/a 100
20° n/a * n/a 2x Str n/a 100
20’ n/a *x n/a 2x Str n/a 250

-

Mines-
Claymore mine S 30’ cone 10’ 6d6**** nfa n/a 2lbs 500

* Characters in range must make a Reflex save (DC 17) to avoid being blinded. Blinded characters treat opponents as if they were invisible (+10
to Defensive Rating). Effect lasts 2-5 rounds.

** Characters in range must roll Fortitude save (DC 17) or suffer -2 to all Attack rolls, and lose % Initiative modifier and their Agility based
Defensive adjustment due to nausea for 2-5 rounds.

***Characters struck by acid must make a Reflex save (DC 12) or they suffer acid damage. For the following 2 rounds if they failed their Reflex




save, before initiative is rolled they will take additional damage from the acid.
***% Claymore mines explode requiring a Reflex save (DC 16 for ¥ damage) if in front for 6d6 damage from explosive force and shrapnel with a
range of 30°, or a Reflex save (DC 14) if on side of mine to avoid 2d6 worth of explosive damage.

Vehicle mounted/Heavy P.G.S Weapons

Weapon Size
30mm cannon H 4d12 single
M1A2- Abrams
tank cannon H 10d12 single
M2A2- Bradley
25mmcannon H 4d12 single

Heavy or Vehicle ammunition

Type

30mm Cannon shells

M1A2 Tank shells
M2A2-Bradley Cannon Shells

Reflex Primary Blast
Item Weight DC Radius

Det cord (50%) 1lounce 14 5’
Pipe bomb 2lbs 15 10°

Damage Ammo Auto fire

Rounds/shots
10
10
10

Quick

Damage Damage

8pts
18pts

Weight Cost
40lbs 10,000

80lbs 20,000

50lbs 12,000

Damage
4d12
10d12
4d12

Secondary Blast Quick

Radius Damage Damage Cost
n/a n/a n/a 70
5 3d6 12pts 150

As with all explosive devices a character who makes his Reflex save takes ¥ damage from the blast if caught in the primary blast
radius. If the character is in the secondary blast area they suffer full damage unless they make a Reflex Resistance roll in which
case they suffer no damage. It should be noted adding extra ounces of explosive stack and the difficulty increases by
+1/additional ounce. so that a pound of dynamite (16 ounces) would have a primary blast radius of 160” with a difficulty of 33,
causing 48d12 (480pts) points of damage , and have a secondary blast radius of 320’ causing 48d10 (384pts) to anyone caught in

the blast.




What follows is a list of many pieces of equipment that can be used by a character in an adventure. This is by no means a
complete list of what is available in the Game, and the Administrator may devise additional equipment for his Campaign model.

Item
Holster-
Concealed

Personal Alarm
Pole-

Wooden

Iron shod/banded
Remotes-

Notes

-2 to Search, Spot checks
high pitched noise audible in 300’

10’ long
6’ long

Weight

neg
n/a

2lbs
5lbs

Bomb disposal unit tracked remote viewer with probe range 500’ 70lbs
Police surveillance tracked remote viewer, with range of 500’ 60lbs
Tactical surveillance tracked remote viewer with IR capabilities range 500’ 70lbs

Unmanned aerial surveillance aerial remote viewer with IR capabilities range 2 miles 60lbs

Rope ladder
Torch (4)
Seismometer

Item
Barrel (large)-
Wood
Heavy Plastic
Reinforced wood
Barrel (small)-
Wood
Heavy Plastic
Reinforced wood
Basket-
Large
Small
Body bag
Bottle/jar -
Ceramic
Glass
Bucket/Pail
Plastic mop
Heavy duty Plastic mop w/wringer
Metal
Wooden
Canisters-
Ceramic
Wood
Porcelain
Cask/keg-
Small
Medium
Large
Cigarette case
Coffin-
Cheap
Standard
Ornate

per 10’
each burns 2 hours
as tremorsense within 240’

Notes
holds 50 gallons or 45 pounds

holds 20 gallons or 15 pounds

holds 201bs

holds 10lbs

Holds 1 body

holds 2 pints or 1 pound

holds 5 gallons or 3lbs

Holds 10 gallons or 10 pounds

per dozen each hold 1 pound

holds 5 gallons or 3lbs
holds 10 gallon or 8lbs
holds 25 gallons or 22lbs
holds 20 cigarettes

Common pine box

5lbs
4lbs
2

Weight

20lbs
20lbs
25lbs

10lbs
12lbs
12lbs

1.5lbs
.5lbs
8lbs

neg
neg

.5lbs
10lbs
2lbs
1lbs

neg
.5lbs
neg.

2.51lbs
5lbs
10lbs
neg.

40lbs
80lbs
180lbs




Item
Cooler-
Small
Medium
Large
Day pack
Chest, large-
Wood
Reinforced wood
Metal/stone
Chest small-
Wood
Reinforced wood
Metal/stone
Compartment ring-
Brass or bone
Ivory/copper
Silver
Gold
Drums-
Small
Large
Flask/bottle-
Ceramic
Glass
Metal
Foot locker
Keg (empty)
Plastic
Metal
Lunchbox-
Plastic
Metal
Map case-
Leather
Leather (waterproof)
Moneybox-
Wood
Reinforced wood
Metal
Portable book case
Snuff box-
Bone/wood
Ivory/pewter
Metal
Copper
Silver
Thermos-
Trunk
urn-
Ceramic
Pewter
Iron/steel
Water/wine skin

Notes

holds 6 cans or bottles or 5lbs

holds 32 cans or bottles or 15Ibs

holds 64 cans or bottles or 30lbs

light weight backpack for students holds 10lbs
holds 2000cn and 50lbs or 4000cn

holds 1000cn and 50Ibs or 3000cn

holds one dose poison or powder

holds 100 gallons, or 95Ibs
holds 200 gallons or 190Ibs
holds 1 pint (1 potion)

Holds 30lbs of gear

Holds 40 gallons
holds 40 gallons

holds 6 maps or 24 pages

holds 300cn and 5 gems

holds 20 standard books
holds 1 week’s supply

Holds 1 quart of liquid
Holds 100lbs
holds 1 pound or 100 coins

holds 2 quarts

Cost

15
30
65
30

50
75
200-400

30
60
100-300

30

100
150
300

50
75

2
2-5
3-12
75

30
50

5-10
5-20

20
30

10




Entertainment Equipment

Item
Ant farm
Carnival game
Simple (skeet ball, ring toss)
Elaborate (shooting galley)
Clown costume
Clown make-up kit
Fish tank + fish+ supplies-
Starter kit
20 gallon tank
30 gallon tank
50 gallon tank
80 gallon tank
Habitrail + hamsters + supplies-
Simple
Elaborate
Halloween costume-
Adult costume
Children’s costume
Halloween mask-
Simple
Rubber/Latex
Elaborate
Juggling props
Magic kit-
Simple
Expert
Professional
Make up kit-
Disguise (amateur)
Theatrical
Special effects (amateur)
Special effects (professional)

Item

Bedroll + blanket

Body sleigh

Fishing net

Fowler’s net

Hammock

Hunting knife kit

Hunting traps-
Lethal
Non-lethal-rabbit
Non-lethal-boar
Non-lethal-bear

Ice axe

Insect netting

Purifier straw (pack of 12)

Saw folding

Signal whistle

Swim suit

Weight Cost Item
neg. 10-50  Pet tank + small pet + supplies-

Simple (common pet)
100lbs 1,000 Simple (exotic pet)
200lbs 2,500 Elaborate (common pet)
neg. 100 Elaborate (exotic pet)
neg. 10 Pinball machine-

Classic 50’s style
5lbs 20 70’s style
10lbs 40 80’s style
15lbs 60 Plastic cowboys/army men-
30Ibs 100 Pack
50lbs 250 Bucket

Spring board (adds 3’ to Jump)

10lbs 25 Stilts (per 10”)
20lbs 75 Targets

2’ diameter (bulls eye called shot -4)
neg. 20-120 1’ diameter (bulls eye called shot -6)
neg. 10-20 Pivoting board

(bulls eye called shot -6)
neg. 1-2 Terrarium
neg. 20-30  Theatrical props-
neg. 50-100 Simple
1lbs 20 Elaborate
Tightrope (per 20°)

2lbs 20-30  Video game cabinet version-
10lbs 250 Classic 70’s
30lbs 500+ Modern 80’s-90’s games

State of the art 2,000+
2lbs 50 Walking wheel
2lbs 75
5lbs 250
10lbs  500-1,000

Notes

per 10°

per5’

skinning, and cleaning tools

cause 1-6 points

treat as hand axe

+2 to Fortitude saves vs. tainted water

Cost

25
50
50
100-250

300
500-750
600-1,000

1-3
25
20
30

20
20

30
25

100
500
15

250
500-600
600-1,500
20




Item
Acrtist easel
Art supplies (paints +brushes)
Barbers kit
Bath oil (per flask)
Scented
Unscented
Books-
Popular press
Text book
Encyclopedia set
Library
Blank books-
Standard
Traveling
W/waterproof case
W/lock:
W/lock
W/lock
W/lock
W/lock (Puzzle)
Book safe
W/lock:
W/lock
W/lock
W/lock
W/lock (Puzzle)
Bootblack and brushes
Calligraphy kit
Chalk-
Blackboard
Sidewalk
Candles (per dozen)-
Tallow
Wax
Wax (scented)
Candle molds
Dissection kit
Files
Glass cutter
Glasses-
Non-functioning designer
Prescription standard
Prescription designer
Hacksaw
Handcuffs-
Zip tie
Hand mirror
Holy item-
Wood/bone
Metal
Copper
Silver
Gold
Platinum
Incense-
Common
Exotic
Rare
Ladder (10%)

Notes Weight
3lbs
neg.

haircutting and shaving 1lbs

one week’s supply neg.
one month’s supply neg.

standard soft back book 1lb
Allows unskilled knowledge check on one subject 1lbs
Allows unskilled knowledge checks after 2-5 hours of study 50lbs
+1 to unskilled knowledge checks after 2-5 hours of study n/a

8 Y% by 11 (200 pages) 2.5lbs
8 Y% by 11 (200 pages) 1.5lbs

Open locks DC: 18
Open locks DC: 25
Open locks DC: 20
Open locks DC: 16
Open locks DC: 35+
holds 5 books, 2Ibs and 100cn
Open locks DC: 18
Open locks DC: 25
Open locks DC: 20
Open locks DC: 16
Open locks DC: 35+

Pens, ink bottles

box of 20
bucket of 12

each burns 8 hours

each burns for 8 hours

each burns for 6 hours

makes one dozen normal or 6 ornate candles
scalpels, forceps, pins, backing board

These glasses are just for looks
+1 to spot checks for chars with Intuition scores below 9
+1 to spot checks for chars with Intuition scores below 9

Strength check (DC 22) to break

per pound




Item
Lantern-
Beacon
Bullseye
Fog cutter
Hooded
Leather sharpening strap
Magnets
Magnifying lens
Measuring kit
Oil (per 1 pint flask)-
Lighting
Lighting scented
Perfume (per vial)
Painting supplies
Portable generator
Portable lighting system
Propane gas canister
Pulleys (per 501bs weight)
Pushcart
Rope-
Cord
Hemp
Silk
Sewing kit
Spike strip
Sponge
Stake-
Wooden (per 6)
Metal
String
Towel-
Cloth/linen
Cotton
Whetstone
Wick (per yard)
Wig-
Animal hair
Human hair

Item

Anti-toxins (10 applications)-

Good
Excellent
Crash cart

Item

Video shades-
Black & white images
Color images

Notes

lights 60° radius/dim light 30* and burns 1 pint of o0il/ 4 hours
lights 60° radius/dim light 30* and burns 1 pint of o0il/ 4 hours
directional beam like flashlight and burns 1 pint of oil/ 4 hours
range undiminished by fog and burns 1 pint of oil/ 4 hours
lights 60’ radius/dim light 30’ and burns 1 pint of oil/ 4 hours

folding rod, angle, water measure

burns for 1-2 points

burns for 1-2 points

1 month’s supply

2 gallons of paint, Paint brushes, rollers, Paint pan

1 gallon gas or kerosene equals 5 hours electricity

4 flood lights illuminate 25,000sq feet requires port. Generator
Fuel camping stove 1 week, explodes as thermal grenade
requires rope to work

holds 100lbs +1,000 coins

per 10°

per 10°

per 10°

scissors, thread, needles

Negates vehicle top speed, -4 to drive checks
per dozen

causes 1-4 points of damage

causes 1-4 points of damage
per 100’

burns 1 foot/minute

Notes

Immediate Fortitude save +2 to avoid secondary effects
Immediate Fortitude save +4 to avoid secondary effects
Defibrillator, oxygen mask, adrenaline, +4 heal check to
stabilize character

Notes

Transmits images up to 600’
Transmits images up to 600’

Weight Cost

5lbs
5lbs
5lbs
5lbs
5lbs
neg.
.5lbs
n/a
1lb

neg.
neg.
neg.
8lbs
441bs
80lbs
5lbs
5lbs
15lbs

1lb
1.51bs
.5lbs
neg.
22lbs
neg.

4lbs
1.5lbs
neg.

neg.
neg.
neg.
neg.

neg.
neg.

30
50
50
75
60
10
5

2

20

5cc
10cc
10-80
20
2,000
400

30
10/501bs
50

Cost

250
500

15,000

Cost

4000
5,500




Item

Atmospheric flight suit
Arctic gear

Deep sea pressure suit
Biohazard suit
Radiation suit
Thermal gear

notes

Provides protection from high altitudes
Provides protection from Arctic cold
Provides protection from underwater pressure
+20 to Fortitude saves vs. biohazards

+20 to Fortitude saves vs. radiation
Provides protection from blistering heat

Item
Demon hunting kit

Ghost hunting kit

Supernatural hunting kit

Vampire hunting kit

Werewolf hunting kit

notes Cost
Hunters guidebook, holy book, sanctified holy vestments,

1 vial holy water, tape recorder and mike, video camera, mirror,

1 poison capsule, shot gun, 1 box ammunition

Hunters guidebook, candles, chalk, thread, matches, 35mm camera
3 rolls infrared film, sandwiches, brandy flask, tape recorder + mike
video camera, tripods, earpieces, headphones, IR life detector,

3 suitcases

Hunters guidebook, 35mm camera, telescopic lens, tripods,

video camera, tape recorder and mike, cast and mold kit,

shot gun, box of ammunition, IR life detector

Hunters guidebook, crosses, mirror, vial of holy water, Garlic,

Shot gun, 1 box white phosphorus shells, 3 stakes, 1 dagger,

10,000

Hunters guidebook, silver tipped hypodermic needle,
silver bladed scalpel, .45 automatic, box of silver bullets




Section Two: Optional Rules

The following section offers several new options that can profoundly change the feel of the traditional Modern day Campaign
model by their inclusion. Genetic manipulation opens the door for Players to genetically augment their species or other species.
The danger of including this type of technology is that very few players will want to play base line races, and will choose to play
genetically enhanced characters who possess cool new powers.

Mutation presents a similar problem to genetic manipulation. Of course the Administrator must come up with a plausible reason
for a race to have a mutant sub-population, and must determine how the race in question deals with these mutations. Do they
celebrate the mutants, as the next step in evolution, or do they revile them. Do they segregate them, or persecute them, or do they
utilize them to perform special tasks that take advantage of their newfound abilities?

Psionics is the least problematic of the three, though it also becomes a matter of who would play a normal Human when they
could play a Psychic human. Also like Mutations the Administrator must choose how Psionics affect the societies where such
powers are common. Are Psychic characters the highest level of society, because of their unique abilities, or are they trained and
used as special operatives working for a specialized branch of the military or local law enforcement?

Allowing any of these options into the game can create a completely unique Campaign models, but the Administrator more so
than the players must be ready to deal with the new challenges that adding any of these options into his campaign opens up. They
can be a great way to expand a game, but could also kill a campaign if handles irresponsibly. Players and Administrators should
discuss their use and implications before allowing them into the game, and might play one or two adventures including these
abilities as test cases that do not affect the real campaign, before deciding if they should be allowed in the overall campaign.

The ability to genetically manipulate a species is something quite common in science fiction. But why were these experiments
being made? To understand this it is important to gain a little insight into the hows and whys of genetic research.

One of the basic reasons behind science is a races need to completely understand why things work the way they do. This need to
understand the world we live in extends to a desire to understand how and why life forms work the way they do and what makes
up these beings. Genetic science tries to determine the most basic functions of the human (or non-human) body in order to be
able to find the chemical basis for everything from intelligence to emotions, physical characteristics to the process of aging. Of
course some scientists are not satisfied with just understanding these things they desire to control these processes to ensure that
an individual creature or plant is born with specific positive traits (or is safe from specific negative ones), and to eventually be
able to eliminate defects or unwanted characteristics in mature specimens.

At the extremes these scientists dream of being able to control the process of creation. These scientists want to be able to mold all
manner of life (plants, animals and particularly other human or alien beings) into whatever image they desire. To accomplish this
scientists have to understand that all of a living being's abilities, potential, and limitations are based to an extent on its genetic
makeup. Once they can determine how DNA, RNA, and chromosomal replication work together to create specific traits, they
believe they can learn to control both the process and the result.

In a campaign that allows for genetic manipulation, many of the advances in the world have originated by scientists tinkering
with cells at the most basic level. Clones, mutant viruses, genetically bred super-humans, cybernetics, and dozens more things in
the campaign have their roots in genetic manipulation. In an extreme example the very races in the campaign may in fact all be
the product of genetic engineering by some long lost master race.

Genetic manipulation begins to be possible starting about the time that scientists begin utilizing such devices as electron
microscopes, computer-aided imagery, and other tools which can examine and manipulate the building blocks of life itself (DNA
and RNA). At this point it is possible for scientists to begin experimenting with DNA, and gene splicing. This of course will lead
to the development of more advanced techniques. But in the beginning most of these experiments will involve the isolation of
strands of DNA or the manipulation of simple single-celled organisms.

For potential adventure material or as a way to pave the way for the eventual inclusion of genetic manipulation into the campaign
these early experiments could involve the testing of procedures geared towards the manipulation of genetic material on the
chromosomal scale which and end up creating a viable sample or creature. This perhaps triggers an unpredictable reaction in the
test subject such as the scientists altering or replacing a single-celled creature’s DNA with that from another creature that results
in the subject suddenly gaining sentience, or becoming extraordinarily toxic.




Simulating experiments in genetics in game terms

Genetic scientists must have at least 4 levels in the following Skills: Analyze: Samples, Knowledge: Biology, Knowledge:
Genetics, Knowledge: Biochemistry, and profession geneticist. A geneticist is able to test any single hypothesis about a
procedure, or discover the effects of performing a specific genetic modification, after 3d10 days and a successful Profession:
Geneticist check. The DC for this check should be no lower than 20 and can be as high as the Administrator decides. It should be
noted that this is fairly abstract and in the real world scientists can spend a lifetime trying to prove a theory, but for the purpose of
the game we’ll go with this formula.

Designer Diseases

One of the most basic implementations of genetic experimentation is the modification of existing microscopic organisms such as
bacteria and viruses. Some geneticists strive towards altering existing diseases to make them resistant to particular medicines and
making them resilient enough to survive in conditions that would normally kill them. Eventually these scientists learn to splice
together the DNA of two or more different diseases to create super viruses. Once they master this they can then tailor these
diseases, thus modifying a disease’s incubation period and primary or secondary effects. These diseases can even be made to be
resistant to all known treatments and hopefully create a wholly effective remedy. Some geneticists desire this in order to grant
them the ability to infect the entire world and then only provide the cure to those they deem worthy.

Other scientists use this knowledge to benefit their species by creating many new synthetic medicines such as antibiotics and
other drugs that are designed to combat diseases that were previously uncontrollable. Nature however tends to be as inventive and
resourceful as science and it seems that every time scientists develop a new cure for a known disease it is not unusual for them to
discover one or more diseases that have natural immunity to it.

Genetic manipulation of plant species

The first step in genetic engineering more complex organisms begins with the manipulation of plant DNA. The goal is of course
the creation of plants with particular traits. These traits often include possessing attributes that have never existed in their
particular species. At this point geneticists are able to design plants that are specifically suited for certain ecological niches. Of
course certain scientists will use this knowledge for personal gain and for example might create plants that purposely leach all the
nutrients from the soil and excrete a substance that leaves the land toxic and uninhabitable.

Genetic manipulation of higher life forms

The ultimate goal of genetic engineering is to safely affect the development of humans and other animals. The complexity of
animal DNA is such that learning to understand its design and most basic functions is a colossal task, but once understood the
first thing that scientist use this information for is in developing gene therapy. These treatments are generally used on mature
creatures to replace defective genes, or genes that are linked to particular diseases, with a more benign gene. This is often done
through the use of modified retroviruses (viruses that can create DNA copies of their own RNA), however several other methods
exist, all of which are capable of targeting specific cells such as lung or liver cells within a living organism.

Using advanced techniques, Geneticists eventually learn a great deal about an organism even while it is gestating. By taking a
sample of a developing creature's DNA, they can tell what physical and mental qualities it is liable to possess, what diseases or
conditions it is predisposed toward, and even what its emotional temperament is likely to be.

Gene screening is seen as a wholly beneficial process by the general public at first, because it allows doctors to identify and
prevent birth defects and congenital diseases in a race. However, as scientists learn the significance of each gene within a fetus's
DNA, the possibility arises of altering the DNA to create the "perfect specimen” At first this might just mean changing
superficial characteristics such as hair, eye, and skin color in a species, but eventually it can include increasing the species
physical or mental potential. In the most extreme circumstances doctors and parents may eventually be able to decide on the
viability of a child based solely on the fetus's genetic predisposition.

Below are several sample templates for the creation of genetically altered characters as well as rules for the creation of genetic
mutations. It should be noted that use of any of these rules by Players should only come after a discussion with the Administrator,
as they can have profound effects on the Campaign model that he is running.

Templates

“Aquan” is an acquired template that can be added to any humanoid (referred hereafter as the character). It uses all the
character’s statistics and special abilities except as noted here.




The Aquan template allows for the character to survive on both land and underwater. Characters acquiring this template within
the game as opposed to starting a character with this template require that the process be performed by a character with the skills
Knowledge: Genetics, Knowledge: biology, Knowledge: Biochemistry of at least +10 and have access to a full genetics
laboratory.

If these conditions are met, the character to be genetically altered must make 5 Fortitude saves the first with a DC of 20, and for
each subsequent success the DC drops by one point. If the character fails the first roll he permanently loses a point of Stamina
and the attempt fails with no other ill effects. If he fails two rolls the character suffers a permanent loss of one point from all his
physical attributes but otherwise remains unchanged and the attempt fails. If the character fails three or more Fortitude rolls a
mishap occurs and he gains a number of mutations equal to his Stamina modifier (Minimum of one Mutation)

If the character succeeds in his attempt he gains the benefits of this template.

Skills: All Aquans gain a +2 bonus to their Listen checks and a +4 to their swim checks while underwater.

Special Abilities

The Aquan character retains all the special abilities of his original race, and gains the following special abilities. If the ability
below one that he already possesses the character gains the benefit of the better ability:

Amphibious: An Aquan can breathe equally well in air and water.

Blindsight: Aquans have the ability to use a nonvisual sense (or a combination of such senses) to operate effectively without
vision while underwater. Such sense may include sensitivity to vibrations, acute scent, keen hearing, or echolocation. This ability
makes invisibility and darkness irrelevant to the creature. This ability operates out to a range of 60’. Blindsight never allows a
creature to distinguish color or visual contrast. A creature cannot read with blindsight. An Aquan while underwater is not subject
gaze attacks. Blinding attacks do not penalize Aquans if they are underwater but Deafening attacks thwart blindsight if it relies on
hearing. Blindsight does not work in a vacuum.

Low light vision: All Aquans possess Low light vision with a range of 120 yards in moonlight, or 90 yards in nights where there
is no moonlight.

Aguatic: Aquans are immune to damage from pressure allowing them to swim anywhere without being damaged by the depths.
When in water Aquans can swim at a speed equal to 2x their Strength in feet/turn at a leisurely pace or at a top speed equal to 3x
Strength. Top speed can be maintained for 1 minute/Stamina point possessed by the creature.

Dense Skin: Aquans skin grants them a damage resistance of 5/Acid. Their skin makes them immune to the effects of normal
cold up to -25 ° Fahrenheit.

“Bio-weapon” is an acquired template that can be added to any humanoid (referred hereafter as the character). It uses all the
character’s statistics and special abilities except as noted here.

The Bio-weapon template allows for the character to utilize some form of natural attack that is not possessed by normal members
of his species. Claws, and fangs are the most common forms that these weapons appear as but some aberrations might gain
pincers, stinger tails, quills or may even produce toxic secretions or sprays. Characters acquiring this template within the game as
opposed to starting a character with this template require that the process be performed by a character with the skills Knowledge:
Genetics, Knowledge: biology, Knowledge: Biochemistry of at least +10 and have access to a full genetics laboratory.

If these conditions are met, the character to be genetically altered must make 5 Fortitude saves the first with a DC of 20, and for
each subsequent success the DC drops by one point. If the character fails the first roll the character permanently loses a point of
Stamina and the attempt fails with no other ill effects. If he fails two rolls the character suffers a permanent loss of one point from
all his physical attributes but otherwise remains unchanged and the attempt fails. If the character fails three or more Fortitude
rolls a mishap occurs and he gains a number of mutations equal to his Stamina Modifier (Minimum of one Mutation)

If the character succeeds in his attempt he gains the benefits of this template.

Additional attacks: A character possessing a natural attack can either use his natural weapons in combat as normal, or can make
a standard weapon attack, and a natural weapon attack, by dividing his attack bonus for that attack in half, with any remainders




applying to the weapon attack, as opposed to the natural attack. Characters possessing bio-weapons do not suffer attacks of
opportunity for closing in on a target to use his bio-weapon attack.

Special abilities

Bio-weapon statistics: Though the exact type of bioweapon that a character with this template gains is left up to the character to
determine certain traits are common to all bioweapons. A bio weapon that can be sprayed has a maximum range equal to the
Stamina score of the character with that form of bio-weapon. If the weapon generates a cloud-like attack, the cloud fills a radius
centered around the cloud producing character equal to 5°/point of Stamina modifier he possesses (minimum of 5”). Bioweapons
can either cause physical damage such as a loss of Endurance points, or can affect Attributes. Attribute affecting bio-weapons can
either be poisons, or diseases.

Bio-weapons that cause EP loss are based on the size of the character, as shown on the table below:

Character Size Damage Character Size Damage
Diminutive 1-2pt Large 1d8
Tiny 1-3 Huge 1d10
Small 1d4 Gargantuan 1d12
Medium 1d6 Colossal 2d6

Poisons strength is based on the Stamina of the character as shown on the table below:

Stamina Delay Attribute Secondary effect Attribute
Score Onset Loss Delay Loss

up to 10 8 rounds 1 point n/a n/a

11-12 6 rounds 1 point 8 rounds 1 point
13-14 4 rounds 2 points 6 rounds 1 point
15-16 2 rounds 2 points 4 rounds 2 points
17-18 1 round 3 points 2 rounds 2 points
19+ immediate 4 points 1 round 3 points

Diseases strength is based on the Stamina of the character as shown on the table below:

Stamina Delay Attribute Secondary effect Attribute
Score Onset Loss Delay Loss

up to 10 1 week 1 point n/a n/a

11-12 6 days 1 point 1 week 1 point
13-14 4 days 2 points 6 days 1 point
15-16 2 days 2 points 4 days 2 points
17-18 1 day 3 points 2 days 2 points
19+ 12 hours 4 points 1 day 3 points

It should be noted that characters who possess poisons, or disease can only use those abilities once/day per point of Stamina
modifier (minimum 1/day)

“Healer” is an acquired template that can be added to any humanoid (referred hereafter as the character). It uses all the
character’s statistics and special abilities except as noted here.

The Healer template allows for the character to heal from damage at an accelerated rate. This character also gains a resistance to
the effects of disease, poison, and other debilitating effects. Characters acquiring this template within the game as opposed to
starting a character with this template require that the process be performed by a character with the skills Knowledge: Genetics,
Knowledge: biology, Knowledge: Biochemistry of at least +10 and have access to a full genetics laboratory.

If these conditions are met, the character to be genetically altered must make 5 Fortitude saves the first with a DC of 20, and for
each subsequent success the DC drops by one point. If the character fails the first roll the character permanently loses a point of
Stamina and the attempt fails with no other ill effects. If he fails two rolls the character suffers a permanent loss of one point from
all his physical attributes but otherwise remains unchanged and the attempt fails. If the character fails three or more Fortitude
rolls a mishap occurs and he gains a number of mutations equal to his Stamina Modifier (Minimum of one Mutation)




If the character succeeds in his attempt he gains the benefits of this template.
Special Abilities

The Healer character retains all the special abilities of his original race, and gains the following special abilities. If the ability
below one that he already possesses the character gains the benefit of the better ability:

Fast Healing: At the beginning of each of the Healer’s turns, he heals a number of Endurance points equal to his Stamina
modifier (minimum of 1 point/turn) Unlike regeneration, fast healing beings do not allow the character to regrow or reattach lost
body parts. If a Healer has taken both subdual and normal damage he heals the subdual damage first. Fast healing does not restore
Endurance points lost from starvation, thirst, or suffocation.

Disease resistance: A Healer gains a +10 circumstance bonus to his Fortitude saves to avoid becoming ill. If the Healer is
affected by a disease, the disease will never be fatal. In the event that a disease would cause death, instead the Character rolls a
Fortitude save (DC 20) and if this fails he permanently loses 1 Stamina point.

Attribute losses: A Healer character who suffers an effect that causes him to lose one or more attribute points that are not
permanent losses will restore them at a rate of one point/12 hours as opposed to 1 point/day (the rate which a normal character
regains lost attribute points).

"Morphean™ is an acquired template that can be added to any humanoid (referred to hereafter as the character). It uses all the
character's statistics and special abilities except as noted here.

The Morphean template allows the character to go for long periods without sleep and still function normally. It also allows the
character to enter into a sleeplike trance that lasts for many days without suffering the effects of dehydration or starvation.
Characters acquiring this template within the game as opposed to starting a character with this template require that the process
be performed by a character with the skills Knowledge: Genetics, Knowledge: biology, Knowledge: Biochemistry of at least +10
and have access to a full genetics laboratory.

If these conditions are met, the character to be genetically altered must make 5 Fortitude saves the first with a DC of 20, and for
each subsequent success the DC drops by one point. If the character fails the first roll the character permanently loses a point of
Stamina and the attempt fails with no other ill effects. If he fails two rolls the character suffers a permanent loss of one point from
all his physical attributes but otherwise remains unchanged and the attempt fails. If the character fails three or more Fortitude
rolls a mishap occurs and he gains a number of mutations equal to his Stamina Modifier (Minimum of one Mutation)

If the character succeeds in his attempt he gains the benefits of this template.
Special abilities
A Morphean retains all the special qualities of the character and gains the additional special qualities listed below.

Hibernate: A Morphean can enter into a sleeplike state that lasts for an extended period. While in this state, the Morphean does
not suffer the effects of dehydration or starvation. Hibernation can last up to a number of days equal to twice the character's
Stamina. The Morphean decides how long the hibernation will last before entering into the sleeplike state. If outside forces
disturb or try to awaken the character, the Morphean must succeed at a Will Resistance roll (DC 15) to end the hibernation
prematurely.

Sleepless: The Morphean does not suffer the detrimental effects of sleep deprivation. Once per day, the Morphean can spend 10
minutes meditating and receive all the benefits of a full 8 hours of sleep. However, Morpheans cannot go indefinitely without
sleep. Once every 30 days, the character must get 2 full days of uninterrupted sleep or hibernation. Failure to do so makes the
Morphean fatigued.

Resistance rolls: A Morphean gains a +2 bonus on all Will Resistance rolls.




"Nocturnal” is an acquired template that can be added to any humanoid (referred to hereafter as the character). It uses all the
character's statistics and special abilities except as noted here.

The nocturnal template allows the character to function in darkness the way normal humans do in the light. Characters acquiring
this template within the game as opposed to starting a character with this template require that the process be performed by a
character with the skills Knowledge: Genetics, Knowledge: biology, Knowledge: Biochemistry of at least +10 and have access to
a full genetics laboratory.

If these conditions are met, the character to be genetically altered must make 5 Fortitude saves the first with a DC of 20, and for
each subsequent success the DC drops by one point. If the character fails the first roll the character permanently loses a point of
Stamina and the attempt fails with no other ill effects. If he fails two rolls the character suffers a permanent loss of one point from
all his physical attributes but otherwise remains unchanged and the attempt fails. If the character fails three or more Fortitude
rolls a mishap occurs and he gains a number of mutations equal to his Stamina Modifier (Minimum of one Mutation)

If the character succeeds in his attempt he gains the benefits of this template.

Special abilities

A Nocturnal retains all the special qualities of the character and gains the additional special qualities listed below.
Darkvision: Nocturnals have Darkvision with a range of 60 feet.

Light Sensitivity: Nocturnals are blinded by sunlight, flashlights, fluorescent lights, halogen lamps, and other sources of bright
illumination. They can counter the blindness and see normally by wearing dark-tinted sunglasses or tinted visors.

Skills: Same as the character, with a +2 bonus on Listen and Move Silently checks.

Feats: Nocturnals gain the Blind Fighting feat as a bonus.

Optional Rule: Genetic specimen flaw

One of the greatest fears many people have regarding genetic manipulation is the possibility that a creature, disease, or lab
induced mutation will escape containment and threaten all life on the planet. While this is generally a small chance under most
conditions, it makes for great adventure material.

Specimens for use in laboratory experiments are generally bred to be short-lived, require specific temperatures and conditions to
thrive, and often are sterilized. If a sample escapes or is intentionally released it is nearly impossible for it to survive outside the
laboratory, and even more unlikely that it would be able to reproduce. For example, a virus that has a life cycle of 12 hours and
can only live in a pH3 solution of 30% saline between 60°F and 70°F is extremely unlikely to survive long enough in the wild to
affect anyone or anything.

When scientists are working with a hardier organism, they often genetically manipulate it so the creature has one of the following
flaws.

Dependent: The organism requires a particular item or condition to survive. For example, it may need to consume a particular
chemical. The frequency with which the organism requires its dependent condition varies widely. The Administrator may use the
table below or decide the frequency on a creature-by-creature basis.

Creature’s size  Frequency Creature’s size  Frequency
Fine 1/round Medium 1 per 6 hours
Diminutive 1/Minute Large 1 per 8 hours
Tiny 1/hour Huge 1 per 12 hours
Small 1 per 4 hours Gargantuan+ 1 per 24 hours

If the organism'’s dependent need is not met, it suffers a loss of 1d4 points of Stamina each time the specified period passes.
Particular: The organism has an extreme preference (or an extreme dislike) for a certain condition. Examples include darkness

or bright light, wetness, heat or cold. When faced with the condition it is particular about, the organism must make a successful
Will resistance roll (DC 20) to resist the urge to remain where it is (or flee, as appropriate).




Susceptible: The organism is damaged by a specific condition or material. Examples include environments above or below a
certain acidity or temperature, or the presence of a particular gas or liquid. When the organism comes in contact with the
substance or condition to which it is susceptible, it takes damage. The amount of damage is equal to the creature's Endurance
level plus its Stamina modifier, if the modifier is a positive number (having a low Stamina score does not allow the organism to
lessen the damage rolled).

This damage is in addition to any other damage caused by the contact. If, for example, the organism was susceptible to steel and
it was struck in melee by a steel weapon, the creature would take the normal melee damage plus the damage for being
susceptible.

Other henefits of Genetic research

Genetic research can do more than just alter the physiology of a subject. The field of genetics also opens the door to the
possibility of Cloning and at the highest levels of creating new life forms. This section will touch on that aspect of genetic
research.

Early Gene therapy that targets specific cells for localized modification affects only the patient directly receiving the treatment.
He will never be able to pass the modifications on to his offspring. However, once the technology reaches the point that it can
imbue the subject with new special qualities, the subject has been changed at a basic genetic level and the traits may be passed
along to children. At this point the subject no longer belongs to the original species but becomes the progenitor of an entirely new
sub-species.

This process has the potential to create an entirely new race and if the genetic manipulation is extensive enough that the subject's
DNA is no longer compatible with naturally occurring DNA, meaning that the new species can no longer mate with normal
members its former species. The most common use for such extensive genetic manipulation is to create humans or other creatures
that are capable of surviving in environments that would normally be deadly to the species it was engineered from.




Cloning is another example of a common use of genetic engineering. The act of cloning generally involves acquiring a viable
sample of one creature's DNA and using it to make an exact physical duplicate of the creature. A clone is identical to the original
creature in every genetic way (blood type, birth defects, fingerprints, and retinal pattern), however the clone does not have any
scars, tattoos, or other identifying marks gained during the course of the original creature's life.

Cloning is a very difficult process. Although the number of successful experiments in the Frontier was increasing before the law
was passed halting such research, creating and bringing a clone to full term was and still is a high-risk endeavor and scientists
generally have to make several attempts before an experiment reaches a satisfactory conclusion. Any single attempt to create a
clone has roughly a 90% chance of failure. What's more, clones tend to be prone to a host of developmental problems including
accelerated decrepitude, unexplained organ failure, immune system failure, and a generally weak constitution.

The scientists in most campaigns where cloning is allowed have to have found the solution for the developmental problems that
up until then had plagued previous attempts to successfully clone a being, and their research and lab equipment are usually found
in some secret location. For cloning type campaigns scientists have to possess the means to successfully clone any living
organism with an acceptably low failure rate.

Cloning in these types of campaigns is usually at the stage where a clone would still have to go through the same gestation period
and developmental processes as a child conceived through ordinary procreation. This means that without a detailed genetic
examination, it would be difficult (if not impossible) to tell the difference between a naturally conceived baby and a clone. It does
not have to be revealed how the scientists plan to accelerate the growth of the clones to match the characters they were intended
to replace.

It is assumed that a clone who is given the same nutritional and physical environment that the original person had should develop
physically in exactly the same way as the original person. The two may however be completely different in terms of personality
and temperament, much the same way as any parent and offspring. The clone may be a physical recreation of a person, but it is
not an emotional or intellectual duplicate.

Variant idea: in a campaign where cloning is commonplace and acceptable Corporations may develop that create cadres of
clones. Most often they choose to clone those people who are especially good at a particular job or activity. Often filling entire
company buildings with people ideally suited for their jobs and who work well together.

This scenario however, requires the addition of one more advance in technology: Identity transfer.

In this scenario it is assumed that if a person is the sum of all his experiences, a clone is no more the person whose genetic
structure he shares than he is a photograph or sculpture of that person. To transform a clone into that person, a way needs to be
found to make the clone's mind identical to the person's mind.

In this Campaign variant People who can afford clones often make a recording of his brain pattern and transfers the pattern to the
clone while it is still in a formative stage. (Exactly how this is accomplished is left up to the Administrator to decide). The clone
awakens with all the memories and experiences of the person up to the point of the recording (anything that happens to the person
after the recording is not part of the pattern).

In this setting clones are often kept as organic life insurance policies and those who can afford it periodically record their brain
patterns so their clone has the most up to date memory possible. It is also not unknown for some very wealthy and morally
questionable people to use cloning technology to imprint the mind of a clone with the brain pattern of another person, and some
ultra-wealthy people on their deathbeds have had their brain patterns recorded and, after passing away, had them implanted on a
clone of himself as a young man thus maintaining his wealth and power for generations.




Mutants and Mutation have long been a concept linked to Science fiction games particularly in the science fiction of the Cold
War. Though Mutants are not common in most modern settings, who is not to say that an Administrator may not decide to create
a campaign model where mutants do exist in the campaign world as playable characters. For that reason the rules for Mutation
within the modern world have been presented below.

Mutant Template

Mutants are characters or creatures that possess one or more Mutations. Mutants for the most part do not live in groups large
enough to consider them as having a society onto themselves. Many Mutants live on the fringes of Human settlements, and gain
acceptance by using their abilities (if beneficial) to help the humans. Of course for every “Settled” Mutant there must be dozens
living in small bands in the wilds, preying on anyone foolish enough to risk leaving the relative safety of the few Human
settlements that have sprung up around the Spaceports of these “Reservations”.

This template can be added to any living, human, humanoid, or creature who possesses a Stamina of at least 12. The creature, or
being’s Type gains the subheading of Mutant. Other changes to the Character or Creatures Statistics follow:

Statistics that remain unchanged

A Mutant’s Attributes, Resistance rolls, Combat rolls, Attacks, Damage, Defensive Rating, Skills, or Feats do not change due to
the character or creature becoming a Mutant unless the mutation that they’ve gained states otherwise.

Mutant abilities gained

Mutant powers: A Mutant may choose 1 positive Minor mutation/point of Stamina modifier that he possesses. The Mutant
however gains one negative Minor mutation per three positive Minor mutations that he possesses. The Character can opt to take
one positive Major mutation in place of two positive Minor mutations.

The Mutant can gain 2 additional positive Minor mutations or an additional positive Major mutation by taking a negative Major
mutation. In other words:

1 Minor (Positive) mutation is gained per point of Stamina modifier

1 Minor (Negative) mutation is gained for each 3 (Positive) minor mutations

1 Major (Positive) mutation replaces 2 minor (Positive) mutations

1 Major (Negative) mutation taken grants either two additional (Positive) minor mutations or 1 major (Positive) mutation

Using Mutant abilities: The character can utilize his powers as many times in a day as he has points of Stamina modifier
(Minimum once/day per positive Mutation), unless the power gained is listed as permanent in which case the power is always
considered in effect.

A Mutant may only manifest one power in a given round unless stated otherwise in the description of the Mutation. If the




Mutation is one that allows the character to continue manifesting it for as long as he concentrates, the character must end his
concentration on a given Mutation, and cannot manifest a new power until the following round.

While concentrating on a power the character can defend himself (Meaning he does not lose his Agility based Defensive bonus to
his Defensive rating) and may make Resistance rolls as required but he cannot do anything other than walking at half his speed.
A character manifesting a power does not incur Attacks of opportunity for doing so.

If he is struck in combat or fails a Resistance roll while concentrating on a power, the Mutant must make a Will save with a
difficulty equal to 10 + the damage taken or he loses his concentration. If the effect causes no damage, the Mutant’s Will
resistance roll has a Difficulty of 16 to determine if he can continue to manifest the power. The only exception to this is for
attacks that affect the Mutant’s mind which automatically cause him to lose his concentration.

Gaining new Powers: The only way that a Mutant can gain new powers after he is created is if his Stamina increase