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MELEE WEAPONS

Weapon Damage Modifier Defense Power SEU Use
Axe 2d10 Inertia
Bottle/Mug ~1d5 ‘ Inertia
| BrassKnuekles i 1d100 fnertia
Chain/Whip 1d10 Inertia
Chair 1d10 inertipa.
Piclub & . ad10 . 5 g e
Electric Swor 4d10 or stun +10 Gauss/A-S 20 SEU clip 2/hit
Knife 1d10 +5 Inertia
| Nightstick 2010 LG “lnertia:
Pistol Butt 1d10 -10 inertia
Polearm 4d10 -10 Inertia
Hsfz.:ﬂ'iﬁe’ Butt o oD e merta e e
Shock Gloves 2d10 +0 Gauss/A-S powerpack 2/hit
Sonic Knife 3d10 +10 Sonic 20 SEU clip 1/hit
ksanro Swigrd BA1D *#15 - Bonic 20 8BU cin 2
Spear 2d10 +15 Inertia
k_ Spray Hypo special -20 STA check B
Stunstick. 0 3d10 or stun B i Gauss/A-S 20 SEU cli
Sword 3d10 +10 Inertia 2
Vibroknife 2d10 +5 Inertia 20 SEU clip 1/hit 1 25
Ranged Weapons Combat Procedure
Basic Chance to Hit is 2 Dexterity Combat Sequence
e ¥ ; 1. Check to see if characters are surprised.
Skill: 10 per skill level 2. Roll for Initative. (The side that gets initiative is side A, the
Range: Point Blank 0 side without initiative is side B.)
Short -10 3. Announce what each character will do. Side B declares
Medium -20 first.
Long -40 4. Side B moves. Characters on side A may be able to shoot at
Extreme -80 opponents who move through their field of fire.
5. Side A moves. Characters on side B who did not move may
Movement: Target is Stationary +10 be able to shoot at opponents who move through their field
of fire.
Target or Attacker is Walking 0 6. Side A resolves any wrestling attempts, remaining weapon
Running -10 fire, grenade tooses and melee. Wrestling attempts are
Dodging -20 resolved before other types of attacks.
7. Side B resolves any remaining attacks.
Animal moving Medium -10
Fast -20
Very Fast -30
Vehicles: Attacker is in Vehicle -20
Melee Procedure
Target is in Slow Vehicle -10
Fast Vehicle -20 | Basic Chance to Hit is 2 DEX or %2 STR
Aim: Careful Aim +15 | Skill +10 per level
Using a Weapon + weapon modifier
Burst: Firing a Burst +20
Attacking from Behind +20
Cover: Soft Cover -10 | Target is Stunned +20
Hard Cover -20
Attacker is Yazirian in Battle Rage +20
Size: Target is Tiny -10
Small -5 | Target is Encumbered +10
Medium O | Attacker is Encumbered -10
Large +5
Giant +10 | Target is Defending -15
Target Prone -5 | Attacker Wounded (V2 STA or less) -10
Wounds: Attacker Wounded -10
Wrong Hand: Using Wrong Hand -10
Two Weapons: Firing Two Weapons -10
Punching Table
Flying: Attacker is Flying -20
Hovering .10 | Strength Score 1-20  21-40 41-60 61-80 81-00
Points of Damage 1 2 3 4 5
Target is Flying -10
Hovering 0







Vehicle Movement Table

Flying Vehicle Damage Table

Die Roli
+ Damage Effect
2-20 No Effect
21-24 Acceleration -30
25-28 Turns -2
29-31 Forced Landing
32-34 Loss of Control
35+ Vehicle Burning

Crash Injuries

Per 20 meters/turn of vehicle’'s speed 1d10
Riding on ground cycle or hover cycle +2 per d10
Riding in Explorer -2 perd10

Meters/turn kph mph  Meters/turn kph mph
5 3 2 90 54 34
10 6 4 100 60 38
20 12 8 125 75 47
30 18 11 150 90 56
40 24 15 175 105 66
50 30 19 200 120 75
60 36 23 250 150 94
70 42 26 300 180 112
80 48 30 350 210 131
Vehicle Data Table
Vehicle Accel. Decel. Top Speed Turn Speed
{m/turn) (m/turn) (m/turn) {m/turn)
Ground Car 60 40 175 80
Ground Transport 40 30 125 50
Ground Cycle 100 40 200 100
Hover Car 80 40 250 70
Hover Transport 60 30 250 40
Hover Cycle 100 40 175 90
Explorer 60 40 150 100

Vehicle Traveling at

Turning Radius

Distance Between Turns

Turn Speed or less

Greater than Turn Speed

5 meters
10 meters

Vehicle Breakdowns

Dice Roll  Problem

2 broken axie or hoverfan*

3-5 broken driveshaft or transmission*

6-10 minor engine failure

11-156 minor drive train failure

16-17 broken suspension

18-19 major engine failure, repairable*
20 blown engine, unrepairable**

* This breakdown takes twice as long to repair as a normal
breakdown.

** A blown engine can not be repaired in the field. In a shop, it takes
four times longer to repair than a normal breakdown.

Malfunction Table

Die Roll Effect
Control Table 01-25 No Malfunction
26-50 Program Destroyed
Die Roll Result 51-75 Short Circuit
76-90 Haywire
02- 79 Reduce Speed 20 meters/turn 91-00 Explosion
80-139 Reduce Speed 50 meters/turn
;g;gg ‘2':'?1 Character Movement
%gg_ggg 28:: and Burn RACE Walk/Turn Run/Turn Per Hour
Dralasite 5m 20m 3 km
Human 10m 30m 5km
Vrusk 15m 35m 6 km
Vehicle Damage Table Yazirian 10m 30m 4km
. Sathar 10m 20m 3 km
Die Roll
+ Damage Effect
2.19 No Effect Terrain Effects Table
20 Turn Speed -15 .
; Travel Terrain
%12 '{‘.‘gseslz':é:jof‘sozo Mode Clear Broken Rugged Bog Water Highway Hazard
23 Steering Jammed Straight
24 Steering Jammed Left Walking 1.0 8 2 6 * 1.0 —
25 Steering Jammed Right Slithering 1.0 1.0 4 8 * 1.0 —
26 Speed -20/Turn Flying** 10 9 5 10 10 10 4
27 Spin . Hovercraft 12 6 — 8 9 14 8
28 Vehicle Burning Groundcar 8 6 2 4 4 1.2 —
29 Roll Track-mobile 1.0 .9 4 2 - 1.0 —
30+ Rolland Burn Explorer 1.0 .8 4 .6 .2 1.2 —
Modifiers: * See Swimming.
. ** These limits apply only if the creature or vehicle is flying or
-- Target is ground or hover cycle 2 gliding within 100 meters of the ground. If flying more than
-- Target is Explorer -2 100 meters above ground obstacles, all terrain is 1.0.







