


Warning!
Violence and the Otherworldly

The fictional World of The Mechanoids® is a violent war story involving alien life fonns and mon
sters, many of whom torment and destroy human beings, as well as other strange races and cultures, psy
chic powers, magic, weapons, and other worlds.

Some parents may find the extreme violence. magic and other elements of the game inappropriate for
young readers/players. We suggest parental discretion.

Please note that none of us at Palladium Books® condone or encourage the occult, the practice of
magic, the use of drugs, wa~ or violence.

190° Angle Sweep Particle Beam Guns

Wasp

The original Mechanoid Invasion® Trilogy collected for the first time in this special
collector's edition. Suitable for use with Rifts® and the entire Megaverse® of Palladium
role-paying games.
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A bit of Palladium history
Bringing together this collection of the early Mechanoid In·

vaslon® Trilogy has brought back II 101 of memories.
It doesn't seem possible. but the original Mechanold lnva·

s1on@ RPG book came out 17 years ago, in December 1981.
It was the very first book to be published by Palladium

Books. A tiny start-up company with one owner and one em
ployee, me, Kevin Siembieda.

At lhe time, I wore virtually all the hals - publisher, game
designer, writer, chief artist, marketer and shipper. I was helped
oul by a small cadre of friends. Some of the mosl notable in
cluded Erick Wlycik (dear friend, confidant, and, at the time, fel
low fledgling game designer), Alex Marciniszyn (my best friend
on the planet, a Defiler, concept-man and all around good guy),
Tony Falzon (my roommate, cheerleader, pal, and another
Defiler), Bill Loebr (writer, anist, friend and another Defiler;
you guys might knpw him better as comic book writer William
Messner Loebs), Francis Loebs (Bill's Mom, a kind, sweet
woman who would lend me the additional S1500 dollars I
needed 10 publish The Mechanoid Inv8slon®), and my fabu
lous parents who gave endless emotional support and encour
agement to my crazy dreams. Last but not leasl, there were ''The
Dcfilcrs." The madcap members of my gaming group who
played in my saturday night "Palladium of Desires" fantasy
campaign 50 weekends out of the year. It was the prodding of
these 20 some guys who convinced me to publish my own
games. Without their enthusiasm, faith and consmnt prodding,
there honestly might never have been a Palladium Books.
Thanks guys.

The origin of Palladium Books® starts with

a little blue book called The Mechanoid Invasion®
Actually, depending on how one looks at things, the origin of

Palladium Books stans with my legendary gaming group, The
Defilers, and rejection.

8

Back in 1979 I gal tangled up with a group of role-players.
We helped to create the Detroit Gaming Center (DGC), and dis
satisfied with parts of 0&0, I went on to develop my own set of
role-playing rules for my fantasy campaign. My regular, mas
sive group of players (18 regulars plus 8 semi-regulars) loved
the campaign, stories and new rules so much they kept telling
me how I should try to get iI published by TSR or Judges' Guild,
or one of the many rolc-playing game companies that wcre
springing up like crazy. In 1979 and 1980,1 shopped my fantasy
game around to everybody in the industry. Only Judges' Guild
showcd the slightest interest, but thcir offer was appalling, even
for that day and age: $500 cash and a 2% royalty lhat would
slide down to I% after 10,000 copies were sold.

I wasn't about to sell my game system for chump-change, so
I went back home figuring I'd just enjoy my game with my
friends. My eITons did get me some work as an anist with
Iudgcs' Guild in '79 (or was it 19801), plus some freelance
work for SIO, FASA and a few small companies.

Unfeuercd by "my" rejection, my very vocal gaming group
came up with a new plan for me. Publish it myself. I initially re
jected this idea because while I had publishing experience, I was
prelly poverty stricken, and I hadn't even considered the idea
until they mentioned it. They bombarded me for months with
reasons why I should publish it myself. Under their unrelenting
prodding, and the fact that I had been bitten by the publishing
bug way back in 8th grade when Alex and I did our first comic
book fanzine, I began to give it some serious thought.

Problem number one, I had no money. My family was poor
and I was a struggling freelancc artist barely making ends meet.
I had a clear idea of how I wanted to do what would eventually
become the Palladium Fantasy Role-Playing Game, but that
required a minimum of 10,000 bucks - a fortune beyond my
reach. Of course, this only made things more challenging, and I
always welcomed challenges. So, if I was going to do this, I
would have to sinn small and work my way up. Yeah, I thought,
self-publishing was thc way to go.

I would call my company Palladium Books, named after my
fantasy campaign, "The Palladium of Desires:' I took "booles"
rather than "games" as pan of the company name, because I was
going to specialize in doing softcover game "books," plus I have
always had a deep love for booles.

At the time, everybody in gaming was doing either boxed
games or hardcover booles, both comparatively expensive.
Sourcebooks were usually magazine·stylc, "stapled" (or what
printers and publishers call "saddle-stitched") books. Having
been poor all my life, I wanted to produce high quality, fun, yet
comparatively inexpensive, affordable products that would ap
peal to a wide audience. I had come to recognize a new trend (at
the time) in other areas of publishing that used what was called
the "trade paperback" fonnat, largc, oftcn 8 1/2 x 11 soft cover
books, with squared spines (also known as "perfect bound"
books). Quotes from printers revealed that this formal (never
used in role-playing until Palladium introduced it in 1983) was
about 80% cheaper than a hardcover book and about 200%
cheaper than a boxed game. Unfommately, it was still out my
rcach. It would take two years of building before Palladium
could afford 10 go that route, To get started, , would have to lind
an even cheaper alternative.



Drawing on my comic book publishing experience, I knew I
could print 5000-6000 copies of a 48 page, comic book-sized
and fannat, saddle-stitched book with a single color cover (blue
and white), printed on newsprint. for about $3.000 dollars.
Saving every nickel I could muster over a year's time, I only
had $1,500 dollars (I told you we were poor Detroit folk, re
member?). Mrs. Locbs, bless her soul. agrecd to lend me the
other half of the money with the promise that she'd get her
money back in two years plus a royalty based on the profit. Her
trust and confidence in me and my venture gavc me added moti
vation.

Making the Mechanoids®
I had been kicking around the idca for a science fiction game

and 1 had come up with a cool name, The Mechanold Inva
.!lion®. I weaved the story of a doomed colony planet under
siege by alicn invadcrs who litcl'1llly dcvoured worlds, with
streamlined rules from my fantasy game. From the start, I
planned on doing games in a variety of different genres, all us
ing the samc basic set of rules, so this worked out well.
Actually, the Palladium of Desires campaign involved different
levels of technology and what one Non-Player Character (vil
lain) called "the twin sciences of magic and technology", not to
mention dimensionaltl'1lvel and time warps.

I could not afford to hire siaff or freelancers, so I had to do
most everything myself. Again, my comic book and small press
publishing experience helped, because I was used to writing,
drawing and inking my own comic slTip work. Past publishing
cxperience on various (mostly amateur and small press) comic
books, fanzines and magazines gave me the foundation in pub
lishing to handle these aspects, as well as giving me some back
ground regarding PR and distribution. Evcrything else
(ultimately 85% of everything that followed) I learned by the
seal of my pants. One philosophy I've always ascribed to is, thai
mistakes are okay as long as you learn from them. Another is
know your market and research, research, research. These two
philosophies hllve served me well since day one.

The Story Behind the RPG

The storyline for The Mechanoid Invaslon® is one of sur
vival and heroism in the fllee of a seemingly indestructible en
emy and imminent dellth. The good guys were human colonists
from Earth. The bad guys, The Mechanoids, alien cyborgs
driven by an iosllne hatred for all bipedllllhumanoidihumlln-like
beings perpetualed through a collective memory genetically
passed on to each new generation. I wanted the Mechanoids to
be very different, very ... well ... "alien" compared to humans.
Ah, but therein lies the irony, the Mechanoids were once human
themselves. Transfigured through genetic manipulation, they be
came mutants so far removed from their humlln roots that they
became their own unique race. Rejected and feared by their hu
man lin and creators, The Mechanoids grew to despise human
oids and destroy them whenever they are discovered. In the case
of our human colonists on the planet Gideon-E, they were re
garded as insignificant play things to be tortured and tonnented
before being destroyed. The power of the Mechanoids is so
great that they can strip-mine entire planets to the extent of ex
tracting every resource, dicing a planet into tiny pieces, and lit
erally devouring it.

Such is the apparent fate of the plilnet inhllbited by the hu
man colonists, Gideon-E. Maners are compowlded by the fact
that this colony is so far from Earth and governmental support
that military aid cannot arrive before the Mechllnoids destroy
the planet. Thus, our spacefaring heroes must make a desperate
last stand, futile though it may be. All they can do is banle the
enemy to the best of their abiliry, going down fighting, while
praying for some kind of miracle. I wanted to establish a sening
designed for non-stop action and selfless, life and death heroics,
as well as discovery and revelations about the monstrous enemy.
A plot that would draw upon the indomitable human spirit.

Unfonunately, mllny garners and critics of the time saw the
game as Il dead end, anti-climaitic, and pointless: "Gee. what's
the point? Everybody is going 10 die. So why waste your time?
It's depressing."

t would lry to counter such criticism with the fllct that the
game was a trilogy, so obviously there is more to the story, and
the chllrllcters don'tlrnow for certain that everybody is doomed.
Certainly there must be a slim chance of survival! Unfoml
nately, this fell upon deaf ears, allhough some gaOlers and crit-

ics absolutely loved the gllme, making it something of a "cult
classic." If I recall correctly, more than one gllme histo
rian/game reviewer has called The Mechllnoid InVllslonill tril
ogy "ahead of its time." Cool, in retrospect, but disappointing at
the time. And how is this for a kick in the head: the low cover
price of $3.95 actually worked against the product. I k.id you
not, I hlld dozens of people at conventions make the comment,
"if it's good, how come it's so chellp?"

AlwllYs having been attracted to epics. I decided to expand
the one book into a trilogy Il quaner of the way through the writ
ing of the first one.

Book Two: The Journey would offer the human colonists
only one cenain chance for survival: To dare to board the giani,
Mechanoid Mothership. Not as a vengefulllnny or conquering
heroes, but as tiny, mouse-like stowaways living between the
walls of the massive alien vessel (most Mechanoids arc consid
erably bigger than humans, at least whe!! inside their bionic
exoskeletons).

Book Three: Homeworid would sec the human stowaways
Ilrrive on the Mechanoids' home planet. This book also added
alien races, other victims of the Mechanoids, as well as the
Mechanoids' insect allies, the Dionii, and some unexpected
twists.•



With lhe success of The Mec:hanoid IDvasion~. The Jour
ney. Homeworld and the Palladium Weapon series, each book
in the uilogy had more pages than its predecessor. By 1983, I
had enough money and a brave investor (thanks Thorn) to fi
nally do The Palladium (fantuy) Role-Playing Game as a
big, 274 page, soft cover book (that's another story for another
time).

Its success put Palladium on the map. Licensed properties
like the Teenage Mutant Ninja Turllerli> and Robolcc:hiXl
were huge suecesscs that gave Palladium the resources to grow
and enrrench us as one of the major role-playing game compa
nies in the industry. RifisiXl hIlS been something of an exclama
tion point. By the way, the material in The Mcc:hanoid
Invasion Trilogy have always been easily adaptable 10 TMNT,
Heroes Unlimited™, Robotcc:h@. and now Rifls@(Sec Rifls@
Sourcebook 7'.1'0: The Mechanoids«J for complete
Mega-Damage stats and up-dated infonnation aboutlhem).

A Waming from the Author!
Over the years, The Mechanold Invaslon@Trllogy has be-.

come something of a legend. Like most legends, it hIlS become a
litlle bigger than real life. Consequently, the sophisticated
gamers of today may find parts of this collected work to be sur
prisingly simple, and, al times, crude or clumsy. He'lllliso find
some old ways of.doing things, like skill charts and, well, all
kinds of charts and variations from how we currently do things.
Remember, these arc the old, original rules - the fiT'St version
of Palladium's famous universal game system applicable to all
our games, but before it was perfected, adjusted and altered over
the years that followed.

We wanted garners to see what the early books really looked
like, so I have not made many major revisions or substantive ad·
ditions. What you see is what hit the stands nearly 20 years ago.
Please remember that I was in my early 20's, and these were my
very first attempts at writing and publishing role-playing games.
I was learning as I went, and made up for my lack of experience

with raw enthusillSrn and dreams of the future. SliII I'd hope
these works exhibit imagination and the sparlo:: that fired up Pal
ladium Books, as well as show hints of the things lhat would
follow. As 1 rt..-call, The Mec:.h».noldill series offered some
strong charncteB, great villains, cool ideas and interesting con
cqJts. I hope they still come across.
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Revisiting old frontiers
The collected Mec:hBnold InvBslon@ TrUogy you hold in

your hands is the first time these early books have ever been
gathered together and reprinted.

The most notable changes are the eradication of the zillions
of typos that plagued Books One and Two in particular. The
first book averaged 10-20 typing or spelling mistakes per each
and every page. Hey, I've always been a lousy speller, and I did
n't know at the time that my pal, Tony Falzon, who volunteered
to type the book, couldn't spell worth a lick, and could barely
type. Don't worry, I'm sure a number of typOS have survived
this special edition.

I'm writing this introduction before I actually sit down to re
construct and keyline the old books into this new collected for
mat, SO I'm oot sure exactly what olher changes might be made.
I anticipate moving blocks of text and art around a bit to make
the book a liule more organized. I also suspect I'll delete repeti
tive material. As I recall, I added new psionics in each of the
three books, but reprinted the earlier psionic stuff in each new
title. Then again, I may leave the reprinted material to show the
reader exactly what appeared in the original books (the staff and
the few fans I have solicited are split on this issue).

The early games did not use physical S.D.C. for people and
animals like our current books, so I will either add S.D.C. Slats
or include conversion rules, I don'tlmow yet Dc~ndjngon the
final page count, and space and cost limitations, I may also in
clude additional material from other places and publications.

In some ways, this special edition serves nicely as a prelude
to the forthcoming Mcc:hanoid Space™ RPG. A project I've
been thinking about and plolting in my mind for some years
now, and which I hope to get around to writing in late 1999.
With any luck, 1999 will be the year that TIle Mechanoids®
come back with a vengeance, as vile and twisted as ever.

In the end, I just hope fans find this collected edition to be in
tcresting, stimulating and fun 10 play.

- Kevin Siembieda, /998

Conversion Notes
The Mechanoids, alien races, vehicles, weapons, equipment

and other materials in The Mechanoid Invasion@ Trilogy are
fun to adapt and incorporate into other Palladium RPG scltinAs.
They are especially ideal for use in Heroes Unllmlted™,
Aliens UnlimitedTM• Robolecb li', and RJfts@ Pbase World,
And the Mechanoids make great villains for any setting.

RPG Conversion Notes for Heroes UnlimiutfTM and otber
"II Point & S.D.C. Blued RPG!:

Body Annor S.D.C.: Most S.D.C. and A.R. stats remain un
changed. However, for usc in a superhero environment and
other advanced high·tech senings, the G.M. may find it appro
priate to increase the S.D.C. listed by 30-10 to 50-10, especially
for the ML'Chanoids. In fact, Mechanoids like the Overlord, Ora
cle, Digger, and Mantis could sec their S.D.C. doubled if the
campaign and heroes are especially high-powered.

Physical S.D.C.: Non-combat typeS Star1 with 306 S.D.C.
and may get additional S.D.C. from physical skills borrowed
from other Palladium RPG!I.



Military personnel and those rrained for combat or wilderness
survival (like Rovers) gct 306+12 S.O.C. (Commando & Mili
tary Specialists get 306+24 S.O.C.), as well as additional
S.O.C. from physical skills borrowed from other Palladium
RPGs.

Mcchanoid S.O.C. & Hit Points: Ironically, outside of their
mechanical bodies, Mcchllnoids are frail, fragile creature with
only 406 Hit Points (+30 for !:lome of the larger ones) and
100xl0 physical S.O.C. They cannot survive in an Earth atmo
sphere (they require a special atmosphere and environment
maintained insidc their artificial bodics, spacecraft and
homeworld), and will die in a maner of 506 minutes (+ 15 min
utes for some of the larger and more hardy breed) when taken
out of that environment. Ma.ximum crawling speed without their
cyborg bodies is 104+4 or through psionic powers (levitation,
telekinesis, etc.).

Magic: Except for those on the Mechanoid Mothership who
unwiningly draw their power from the Zi-O-Lex aliens, magic is
unknown to the technologically advanced people of the original
Mechanoid seRing. Furthennore, the Zi-O-Lex linked spell cast
ers are powerless without their alien benefactors. However,
they're past involvement with this Slrangc, symbiotic magic will
enable them to learn conventional magic (on worlds where such
knowledge exists) quickly and with relative ease.

Skills: The skills from other Palladium RPGs like Hcroes
Unlimited™, Robotcch®, Rifts® etc. can be included or substi
tuted as seems appropriate. All the usual bonuses and limitations
apply. In a high-tech setting like The Mechanoids®, most ad
vanced skills should be applicable, but wilderness and archaic
skills (i.e. Palladium Fantasy RPG®) may nol. Likewise, magic
knowledge, skills and abilities should be unknown to the charac
tcrs in The Mechanoid Invasion TrilOgy.

Mega-Damage Conversion Notes
These rules apply only 10 M.D.C. seuings like Rift5® and

Robolech®.
Converllng S.D.C. 10 M.D.C. One easy and appropriate

conversion is simply to change the S.D.C. number to M.D.C. 
i.e. if the Meehanold has 410 S.D.C., it has 410 M.D.C. in a
Mega-Damage environment.

• Annor Bod,y Annat & force Fjelds: This easy conversion
applies the mechanical outer bodies of the Mechanoids, arti·
fieial body annor of all kind (E.B.A. L.B.A., etc.), space
ships, other vehicles, force fields and damage done by "en
ergy" weapons and fusion blocks.

• C,ybonnen: These aliens are all full convcrsion cyborgs with
light, medium or heavy body frames and annor. Again, co
vert S.D.C. 10 M.D.C., thus a Tech will have 266 M.D.C., a
Goliath 360 M.O.C. and a Titan 480 M.D.C.

• D.ia.cii: These intelligent and deadly insectoids should be
considered Mega-Damage creatures even without their artifi
cial body armor. 11lus an unarmored Scout would have 112
M.D.C, while an annored one would have 220 additional
M.O.C. from its environmental body annor (332 in all). As
supernaturally strong creatures, they can easily wear the
heavy annor without skill or mobility penalties. Furthennore,
they possess supernatural strength - in the real insect world,
bugs possess incredible strength compared to their size, this
applies to thc Oionii inscctoidll. This means Dionii can inflict
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Mega-Damage with punches/claw strikes and bites.
Mega-Damage from physical attacks varies according to the
Physical Strength (P.S.) of the individual. See the standard
Supcrnatural P.S. tahle to detennine M.D. The bite of these
insects are typically equal to their Supernatural p.s. punch
damage and cannot be used to inflict power punch damage.
The only exception is the Warrior Beetle. Its massive mandi
bles automatically inflict double P.S. punch damllge from lin
ordinary bite (a "nip" can do any range of damage from 104
M.D. up to hair its maximum); counts as one melee attack. A
power bite does triple its nonnal punch dllmage. but counts
as two melee anacks.

• Enc~)' Wt:appns: Change the S.D.C.tH.P. damage number to
M.O.C. lbus a Po-Tang Ion Rifle that nonnally does 4-24
S.D.C.tHit Point damage would inflict 406 M.D. In most
cases, the damagc listed is appropriatc for the wcapon. Do
not change ordinary S.D.C./H.P. weapons like a 9 mm pistol
or submachinegun.

• Energy Weapon Range Note: To better confonn with weap
ons in Rlfl5®, Robotech®, and other Palladium RPGs, the
G.M. should reduce the range of most energy rifles and
handguns by 50%. If len unchanged, one can assume the su
perior advanced or alien technology gives these weapons su
perior range. However, this dramatic range advantage may
unbalance the game when integrated with other established
senings, especially if the weapons are plentiful. Design Note:
Do not officially introduce superior mnged weapons into an
established sctting like Rlfts®. In the contcxt of that game,
weapon manufacturers would try to replicate and mass pro
duce such superior weapons and in so doing escalate the
overall power levcl of the world. Right now things are fairly
well balanced. This is not as serious a concern in a Heroes
Unllmlled™ or Fanlasy RPG setting because, presumably,
the native people could not completely understand or repli
cate Ihe technology. However, even a handful of such
long-ranged weapon!! might unbalance thc game, so the best
course of action is to reduce the range when bringing old
Meehanoid stuff into other world seRings. The Mechanolds
SplIIce RPG will present ranges and Slats that fit smoothly
with other established worlds for easy integration in the Pal
ladium Megaverse.

• The Mecbaopids: The Mechanoids are S.O.C. and Hit Point
creatures encased in Mega-Damage exoskeletons. Their robot
bodies possess RObot-Mega-Oamage strength that inDicts
Mega-Damage from punches and kicks. Use the same basic
conversions noled in this section or use the finished
M.O.CJM.D. stats presented in RlftsCil Sourcebook Two;
The Mechanoid5®.

• Pbi-Wacper: The Hover S.B.A. of a Phi-Warpcr has 250
M.O.C. (or 250 S.D.C. and an A.R. of 15), can float in the air
or fly at a speeds of up to 300 mph (480 km); 90 mph (144
km) underwater. Maximum altitude is 20,000 reet (6096 m).
Maximum depth tolerance underwater is 1200 feet (366 01).

Note: Annor Rating (A.R.) never applies on Mega-Damage
worlds. In all cases, the G.M. can adjust and modify
S.D.CJM.O.C. and other elements as he or she deems fit.



Conversion Notes for Psionics
Generally speaking, the characters presented in the original

books are limited 10 the psionics listed in the original Trilogy
(one can consider them the only ones available 10 these "alien"
races). Psionic powers and abilities from laler Palladium publi
cations should not be added. Phi·Warpers are the only possible
exception.

All Phl·Wlrpers are effectively Master Psychics oftremen·
dous power. However, much of their psychic power is chan
neled into one unique power, the ability to Warp Space. This is
why the Phi·Warper has such linle I.S.P. compared to other psy
chics in the Megaverse. The additional psionic abilities of the
individual flhi-Warper is roughly equal to those ora Minor, Ma
jor or Master Psionic; there is a .lable for determining which
level of psionics the chl1l11Cter possesses. The majority possess
psionic poWer1 equiYalenl to Minor and Major psychics with a
limited range of powers, If the Game Masler deems il appropri
ale, Phi-Warpcrs who are Master Psychics can selecl psionic
abililies thai appear in olher Palladium publications.

All Phi-Warpcrs need a 10 or higher to save vs psionic al·
laCk.

Layout & Format Notes
After much debale, we have decided 10 presenl each of the

three old books preuy much as they "originally" appeared. This
means some degree of repetition and an expanded page count
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from our original advertised estimalion, bUI with nO increase in
cost.

Since Ihe original books were three separate but relnted parts
of a trilogy, certain data, Slats and descriptions were repeated
over and over again. In some cases, like psionics, new material
was included with a reprint of the old for easy reference. Like
wise, new Mcchanoids and other villains, races, characlcrs and
equipment were added, sometimes along with a duplicalion of
previous dala and infonnation. We hope Ibis duplicalion of ma
terial will not be confusing or fruslnuing, bUI fans demanded the
"'coltecloo"trilogy, so that's what we are trying 10 prescnt.

However, the layout and appearance of some pages will be
different from original. Some of the page layout in this collec
tion of the Trilogy may be altered just to make things fit beller
and look nicer. The original books were not typeset, and were
designed for a smaller fonnal, 7x JO inches. This means some
artwork may be enlarged and, in some cases, may include addi
tional artwork that appeared in olher RPG publications such as
Ihe short-lived Games MCfc:banf. A handful of pieces are con
cept art never before published. All artwork was crealed be
tween 1981 to 1985 when I retooled some of the original
Mechanoid material iDlo a 160 page RPG simply entitled. The
MechIlDOids«l. This book tried to focus exclusively on Ihe Gid
con-E battle for survival and included more world information.
equipment and olher odds and ends, bUT, for me. was nOI a satis
fying expansion of Ihe original game.
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A Few Words from the Creator
One Spring day a friend introduced me to Dungeons and

Drngons®. Ultimately, Ihis led to a heAdlong plunge inlo the
world of role-playing games. Since that fateful duy, I've devcl
oped my own fantasy role-playing game system (to be published
eventually), run countless games, and lournaments, helped es
tablish thc Dctroit Gaming Center, and have worked for a hand
ful of game organizations. Because of the constant urging 10

hove my games published, I've finally decided to take action.

Something I found disturbing about prepackaged games lind
supplcments is the short playing life and the all too common
shoddy production. Well, I've resolved to rectify these problems
by producing inexpensive games. with a heavy accent on qualify
nnd imagination.

What I hope to achieve is a game that can be played over and
over again. To accomplish this, I've given you AbriefhislOry, a
conniet/crisis situation and have outlincd the abilities, motives
and machines of bolh the Illicns and humans, Maps and chaMs
are provided for you to utilize in any way you desire. U's up to
the Game Master 10 place the Mechanoids and other clements
where he pleases. Together you mold the planet, the people, the
struggle. I've only SCi the parsmclcnI, you develop it.

The Mechanoid Invasion is lhe finll chapter of an epic ;nter
galactic trilogy. Each subscquent gAme will pick up where the
other len ofT, but, as with the Mechanoid Invasion, will be COIll

plete in itself.

The dozen friends who've play tested lhe Mechanoid Inva
sion have decided the second book will deal with the interven
tion of the Intergalactic Federation. Maybe.., maybe not, I think
you, and they. will find the second Mechanoid book quite sur
prising and even more fun lhan the first. To say much more
would be telling, so you'Ujust have to wait and see. Comments
and crilicisms are always welcome.

Special thanks to Anthony (the Ton) Falzon for his constant
aid and nimble fingenl, (that'S right, you can blame him for any
typographical errors). And Mrs. F. Locbs for her faith and sup
port. Also II tip of the hal 10 Erick Wujcik, Dill Loebs, Rusty,
Julius. Mark. Terry. Jeanelle. and Alex.

- Kevin Siembieda. /98/

Wrt~er .nd Illuetr.tar
K~IN 81.MIIIEDA
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Th••• are the credits tram the original books and not
eppllcable to thl. special edition•



The Mechanoid Invasion

How To Play

Book One

Note: Remember the following text and rules are the original
198\ text, and is different than present day material. Remember
too, you guys (our fans) asked for Ihis old stuff, so you got it

Equipment Needed:
1. Two or more players
2. Game Master
3. Two to six 6 sided dice
4. One or two 20 sided dice
5. Two ten-sided dice (for rolling percentile)
6. Paper and pen for notes and charts
7. Imagination.

The Game Master
The Game Master (G.M.) is the person who directs the flow

of action and plays all the non-player characters. It is the Game
Master, as referee, that gives the playcni their assignment. II is
he who will play the snacking aliens as well as tbe friendly
scout from a primitive tribe. As a Game Master you will use all
the inronnation charts and maps to create an adventure in a hos
tile land that your friends will enjoy. The G.M. should always
try to play fairly never playing favorites or snuffing out those he
dislikes. Game Masters. the players are in your hands; mold an
adventure they will enjoy.

A Brief Word about 10 & 20 Sided Dice
A 20 sided die is used to indicate a successful hit, parry or

dodge in combat as well as saving throws against Psionics and
magic. (See Armor Rating and the Hit).

Ten-sided dice are used to determine percentages, usually de
termining the degree of skills or chance of success a character
may have.

As percentile dice, two 10 sided dice are used. One repre
senls tens (10, 20, 30. 40. etc.); lhe other represents oncs
(1.2,3,4, etc.). Consequently, one die should be a different color
than the olher. .

Example: Two 10 sided dice, one red and one brown are
rolled. The player calls the red high (representing tens) and the
brown low (representing ones). The red rolls a 3 (meaning 30)
and the brown rolls a 7 (mcaningjustthat, 7). 30 and 7 is 37%.

Ten & twenty-sided dice are available at mosl hobby stores.

Hit Points
To determine the amount of hit points a character has, you

simply take the number rolled for Physical Endurance (P.E.)
as the basic hit point'I. For each additional level of experience
obtained the roll ofone 6 sided die is added to the hit point base.

Hit poinls apply to living crealurcg and are uscd a'l a measure
of physical endurance. When a character loses all his hit points
he is dead. Physical hit points come into play when the unpro
tected character is involved in Hand to Hand combat, torture,
drugs, or other conditions harmful to the human body, It is im
ponant to note thai a character's hit points are in addition to the
S.D.C. points his annor or vehicle might provide. Even if a
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character's body annor is blown to shreds the character may
survive as long as the damage does not exceed his hit points.
Example: A character in light body annor takes 72 points of
damage (S.D.C.). His battle annor is rendered useless, having
taken the maximum structural damage it was capableof with
standing. The character has Five Hit Points (this is how much
damage his physical body can take). If he is hit for S or more
poinls ofdamage, he is slain.

Hit Points and S.D.C.
When a character receives damage from an anack or accident

that damage is first subtracted from the protective annor or ve
hicle he may be in. This protection above and beyond his hit
points are called S.D.C.lStructural Damage Capacity. Only after
the annor has taken damage beyond its S.D.C. does a player be·
gin to subtract from his hit points.

Example: A character in Light Battle Annor (S.D.C. of 72)
is hit by a plasma boll taking 74 poinls of damage. 111e Light
Banle Armor protects the character from most of the blast ab
sorbing 72 points of damage (it's maximum). The temaining
two points of damage are subtracted from the characters per
sonal hit points. Hit Points may be regained through medical aid
and rest.

Because the Light Banle Annor has taken it's maximum
amount of damage it is destroyed and will provide no further
protection. Consequently, any additional damage is subtracted
from the characters hit points. A character dies when all the hit
poinls arc used up.

Psionics and Hit Points
Certain psionic anacks, such as mental bollS of force, evil

eye: pain and evil eye: death effect the physical body despite the
type of external body protection an opponent may be utilizing.
Such damage is subtracted directly from the victims hit points.
Such attacks con not inflict structural damage.

S.D.CJStrudura. Damage Capacity
With the use of high technology, devices, suits and vehicles

are employed as aids, protection, and Weapons: by more fmgile
creatures. These devices can take considerably more physical
punishment then carbon life forms. This added endurance is
classified as Structural Damage Capacity (S.D.C.). The S.D.C.
number indicates just how much damage a device/machine can
sustain before it is destroyed. S.D.C. poinlS (numbers) are used
just like hit points. If a vehicle is hit by a laser and takes 2S
points of damage, it is subtracted from Lhe S.D.C.

Armor Rating
A.R., Armor Rating and the Hit

The Annor Rating indicates the likelihood ofhining and pen
etrating a target to inflict damage. This is determined by the roll
of a 20 sided die. The higher the Armor Rating the greater the
protective armor or forcefield and the more difficult to penetmte
and do damage. Enmple: The Mechanoid Skimmer, has an At·
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mar Rating of 11. This means the player must roll an II (malch:
ing the A.R. of lhe skimmer) or better (12 Ihru 20 on a 20 sided
die) to hit and do damage. In lhis case, I lhru 10 docs no dam
age, while II thm 20 hils and does damage.

If the player rolls a successful hit, he/she lhen rolls dnmage
as indicated by the wcapon used. Nole: The playcr muu roll 10
determine a successful hit and penetration of the target's A.R.
every time the player Attacks, including multiple firing energy
Weapons:.

A.R. 2. S.D.C. 2, Cloth: Synthetic fibers, plastic and rubber
under 10 centimeters thick.

A.R. 3, S.D.C. 6, Padding: Pads or mounds of cloth bound
with leather snips often worn by the Rovers.

A.R. 4, S.D.C. 12. Leather Armor: Or padding composed
ofdead animal skins also worn by the Rovers.

A.R. 5, S.D.C. 25, Treated Leather: AmlOr (usually hard
ened with a boiled wax-like substance), used by Rovers.

Environmental Space Suit: Composed of synthetic fibers
used in space exploration.

A.R. 6, S.D.C. 30, Web Vest: The web vest is composed of
poly-carbonate padding over laid with a fine melal mesh. What
you might calla modcm day shirt of mail or bulletproofvesl.

A.R. 6, S.D.C. 29, Studded Leather: Is treatcd lealher wilh
metal rings. studs or chainmail attached for greatcr protection.
Commonly used by Rovers.

A.R. 10, S.D.C. 72, Light Battle Armor: The L.BA is a
padded jumpsuit with reinforced poly-carbonate body plale and
helmet specifically designed for bailie.

A.R. 15, S.D.C. ISO, Environmental BaUle Armor: The
E.B.A. is a special reinforced baule annor designed for heavy
combat and deep space exploration.

The Dodge
The dodge is simply the ability to outmancuver an llllaek.

This applies to Hand to Hand combat as well as vehicle maneu·
verability The dodge is simple: if a person knows an atlllck is
coming, hc is alert and ready to llllack or dodge. However, you
can not both attack and dodge simultaneously. If Il player
chooses to dodge an attack, he forfeits his auack that melee
round.

To dodge, the player must announce his intenlions in advance
and roll a 20 sided die to delennine a successful dodge. To sue
ccssfully dodge (and take no damage). the player must roll a 20
sided die and match or better his opponenl's roll 10 hit. Exam
ple: A character in l.B.A. is attacked by II Brute. The G.M.
(who is playing the Bnlle) rolls a 14 (on a 20 sided die) to hit
and do damage. To dodge this auack, the player of the eharacler
in L.B.A. forfeits his next attack and rolls 10 dodge. In this case
to successfully dodge he must roll (using 20 sided die) a 14 or
higher. Anything below (1-13) is an unsuccessful dodge as welt
as a forfeit of his Anacks. A match of 14 or higher (15-20) indi
cales a successful dodge. inflicting no damage.

The Incapacitated Foe
The Annor Rating and hit principle do not apply 10 incapaci

tated foes. That is 10 say, that a bound. lrapped. paralyzed or
otherwise immobilized opponent 81 close range is a sitting duck
and quite impossible to miss. lllUs the roll 10 hit vs. Annor Rat
ing docs IIot apply. It would be silly 10 have to roll to see if your



character can hit and penetrate the Annor Rating of the person
he is silling on. An automatic kill may apply depending on the
circumstances (G.M. decision).

The Natural 20: The Critical Hit
When rolling to hit versus Armor Rating, a 20 sided die is

used. If the player rolls a natural 20 (that's a 20 1I0t including
lIny Bonuses to hit) this indicates a critical hit. The result is an
aUlomatic double damage. Double damage can be handled 2
ways.

I.) Roll the usual number of damage dice and multiply by
two or

2.) Roll twice as many dice. Either way is acceptable.

If a player indicated before his attack that he was trying to hit
a panicular area or immobilize his foe, there's a 50010, chance he
hilS succeeded. (Roll percentile dice).

Remember: The above applies only to a natural twenty. If a
player rolls an IRlind is plus 2 to hit, he certainly hits, but docs
not do double damage.

Can a natural 20 be dodged? Yes but only if the person dodg
ing also rolls a natural 20. lfa player fails to achieve his particu
lar goal the opponent is still hit and takes double damage.

Character Attributes
Every Playing Character Is Composed of Eight Attributes:
I. I.Q.
2. Mental Endurancc
3. Mental Affinity
4. Physical Strength
5. Physical Prowess
6. Physical Endurance
7. Physical Beauty
8. Specd

Each attribute is detemlined by the roll of three, six sided
dice. Other games have different ways to go about this, but I
prefer to go with fate and the first roll of the dice. Character at
tributes range from 3 to 18 each. The higher the roll, the greater
the ability. A roll of3 thm 7 is considered low, 8thru 10 aver
age, II thru 14 high, and 15 or greater exceplional.

These eight allrib~tes build the character, indicate his or her
skilVabilities and detennine the character class.

Attributes: A Brief Definltlon
Intelligence (I.Q.): This simply indicates the intelligence the

character possesses.

Menial Endurance (M.E.): This indicates how much mental
and emotional stress the character can withstand before suc
cumbing to insanity.

Mental Affinity (M.A.): This is the character's personal
magnetism/charisma. Many powerful and great men, such as
Hitler and President Lincoln, were not physically attractive, but
possessed incredibly magnetic personalities. The sign of a natu
ralleader.

Pbysical Strength (r,S.): is just that; the raw physical power
of the individual.

Physical Prowess (P.P.): Indicates the manual dexterity and
agility of a given character. This applies to the use of the hands
and nimblencJl~ ofmovemcnl. (Not to be confuscd with speed).
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Physical Endurance (P.E.): This is the strength of the char
acter's physical constirution and resistance to fatigue, disease
and poison.

Physical Beauty (P.B.): Indicates the physical attractiveness
of the character.

Speed (Spd): Applies to the character's ability to run the
mile. Speed doe.f nnt apply to the usc of Weapons:, tools, or
dodging and attack (all of these fall under physical prowess).

Bonuses
Attribute Bonus

If a player rolls a 17 or 18 in an attribute that player gets to
roll for bonus abilities. This bonus applies only to the attributes
that a 17 or 18 was rolled for. To do this, simply roll one addi
tional six sided die (106), add the number rolled to the attribute
and check the following chart for the applicable bonuS.

I.Q.: The chart indicates the percentage added to that per
son's area of expertise (this is in addition to any class Bonuses).
This is a one time bonus that applies to all primary skills.

Mental Endurance: M.E. adds the ability to resist mental fa
tigue, mental Attacks, and insanity.

Mental Affinity: M.A. rcflects the incredible charisma/mag
netism of that person. The chan indicates the percentage proba
bility of people !rusting or being intimidated by such a person.

Physical Strength: The chart shows the bonus to damage in
Hand to Hand combat (reduced to half when applied to S.D.C.).

Physical Prowess: The chart reflects lhe quickness and dex
terity of the character as it applies to combat skills.

Physlul Endurance: This indicates jusl how much physical
punishment the human body can withstand. When trying to sur
vive a coma the percentage Bonuses apply.

Physical Beauty: This reflects the physical magnetism of a
character. The chart indicates lhe percentage probability ofpeo
pie trusting or believing that person.

Speed: There are no additional bonuses/abilities other than

the Speed Factor il'lclf.

18 19 20 21 22 23 24
I.Q, Expertise: +2% +3% +4% +5% +6% +7%+8%
M.E. Save VI

Psi Attack +1 +2 +2 +3 +3 +4 +4
M.A. Trust!
Intimidation 50% 55% 60% 65% 70% 75% 80%

P.S,Oamllge +2 +3 +4 +5 +6 +7 +8
P.P. Bonus

to Dodge +2 +2 +3 +4 +5 +6 +7
to 1111 +1 +1 +2 +2 +3 +3 +4

P.E. Save vs
ComalDealh +5% +10% +13% +17% +21%+25% +29010
P.B. TrustJ 35% 40% 45% 50% 55% 60010 65%

Believe

Height and Welghl

Additional and often amusing physical attributes are height
and weight. Just as you did with the other attributes, roll three 6
sided dice and check the number rolled with the corresponding
weight or height.



Roll of The Dice:
Htlght Welghl

14 1.21 meters 40.82 kilograms
5-6 1.70 m 54.46 kg
7-g 1.79 m 63.50 kg
9·10 1.82 m 72.58 kg
11-12 1.88m 86.181':g
13-14 1.95m 95.17 kg
15-16 2.04m 108.86 kg
17-18 2.13m 127.00 kg

Note: Roll for both height and weight separalel~.

Other Features: Sex, skin and hair COIOf, and additional per
sonality traiLS t leave 10 the player to decide.

Occupational·
Character Classes
(O.C.C.)
Choosing an Occupational Character Class

Each player must choose an occupation for the character
he/she has rolled up. Each of these occupations, or character
classes, have aUribUlc limitations such as a minimum J.Q.• P,S.,
or P.P. The character's attributes must correspond 10 lhe mini
mum requirements listed per class.

After all the occupational possibilities have been detcnnincd
and one is selected, you then detennine the individual charac
ter's knowledge and skills. Each occupation has two categories:
Major Area ofExpertise and Electives. The Major Area ofEx
pertise corresponds directly to lhe occupation.

The O.c.c.,
Originally I had 17 different character classes. As I devel

oped the Mechanoid scenario, it became painfully apparent that
mnny of the characters did not havc highly playable abilities in
the baule situslion I've set up. As a result, I've decided on seven
character classes with the greatest playability. These seven
classes are:

I. Pilot Ground Vehicle Mechanic (P.G.V.M.)
2. Pilot Air Vehicle Mechanic (p.A.V.M.)
3. Communications Engineer (C.E.)
4. Esper (major or master psionic)
S. light Banle Anuor Division (L.B.A.)
6. Heavy Environmental Banle Armor Division (H.E.B.A. or
E.B.A.)
7. Commando

Optional D.C.C.'
Rover (as a playing charactcr- see G.M. section).
Thief(as a playing character- see G.M. section).

After all the occupational possibilities have been detennined
and one is selected, you then detemline the individual charac
ter's knowledge and skills. Each occupation has two categories:
major area ofexpertise and electives. The major area ofexper
tise corresponds directly to the occupation and can IlOt be cho
sen or altered. The electives are additional areas of knowledge
which the players are allowed to choose. The number of elec
tives vary from occupation to occupation, as do the skill per
centages. ,.

The Human Thief
If a player wishes to playa human thief (the G.M. 's option),

the following modifications apply. First the player must choose
one of the seven occupational character classes (in addition to
thief), thieving is a secret second occupation). Both the major
area ofexpertise and elective abilities are minus 7%. This is be·
cause the character spends time practicing his thieving skills in
slead of his cover occupation.

Human Thief Ability Modifications
As a second skill thieving has nQ automatic area of expertise.

This means that Prowl and Hand to Hand Combat become elec
tives. The human thief chooses 2 skills (just as electives) at level
one, t at level three, 2 at level six, and I at level nine. Add 10%
tn Explosives and P.G.V. abilities.

Standard equipment includes a Laser Lance, survival knife
and an SR1.,-6O.

Skills
Aboullhe Level of Skills. Some of you may be surprised by

the high percentage/competency of first level characters. Con
sider this: the characters being played are men and women spe
cifically chosen for space colonization; not a kid ofT the fann
looking for fun and adventure. You're playing trained profes
sionals. Thus, their skills reflect that training.

The Major Area of Expertise represents skills and training
automatic to tOOt a.c.e. The character is also allo~ed to select
a handful of Elective Skills, additional areas of knowledge.

Elective Skill,
Electives Vlri.Uon: Many of the same occupational skills

are available as electives under the seven different occupational
character classes. However, the percentage of mastering lhe
skill may vary from one characler class to another. This varia
tion usually reflects the charactcrs major area of expenise and
learning background.

While play testing the Mechlllnoid Invasion, I found a rich
variety of playing characters can be obtained with the mcthod of
choosing elective skills.

Eledlves. When a character reaches level three, he is al
lowed to choose an additional skill/ability. This addilional skill
must be teamed. Thus, the character begins this new skill at
level one proficiency. The same applies to additional electives at
levels six and nine.

Meaning & Abbreviations

Concerning Occupational Character Classes
A.V.CJAudII)..Visual Communication: This applies only 10

communication engineers and reflects the probability of suc
cessfully mmsmining, receiving and interpreting radio wave
emissions. Likewise, it indicates thc capability of properly han
dling film recording equipment and related audiovisual devices.

Explosives: Explosives are always dangerous tools even in
the hands ofan expen. The percentage represents the probability
of successfully activating and utilizing explosives An unsuc
cessful attempt results in premature detonation or failure to det
onate. (Roll one 6 sided die to detennine outcome: 1-3
detonation; 4-6 no detonation. See explosivesIWeapons:. The
base chance ofsuccessfully utilizing explosives by someone nOt
familiar with them is 21 %.



Hand to Hand Com bot: The chart lists Ihe Bonuses
achieved per level in the ort ofHond to Hand combat. These Bo
nuses apply ONLY 10 1·land 10 Hand eombal and are limited to
hand-held blade or striking Weapons: (knives, sword. axes,
c1ubg, ctc). Hand 10 Hand combat is limited to certain character
classes.

Linguistics: lliis is the study of languages, including sound,
history, development and philology. TIlc percentage given is the
chance of comprehending (and communicating in) different lan
guages.

Locksmilh: The percentage indicates the probability of suc
cessfully pickinglunloddng locks in general. This includes
latch, tumbler and electronic locking devices. Game Masler. you
may want to allow 2 out of3 in some instanccs.

To Unlock:
Simple locks require I melee per attclllpt.
Complex locks require 2 melees per attempt.
Very complex locks require 4 melees per attempt

I would think lh:n in most (nol all) cases. a ehllr1lCler could
try to open a lock as often as he/she desires. il is usually time
that is the critical factor. not lhc lock itself. Of course the more
often a lock is tried, the more noise is involved. Also. an unsuc
cessful anempt with an electronic lock mechanism may trigger
an alarm.

Medical: This is simple field combat first aid administered to
temporarily relieve pain. bind minor wounds, and stabilize seri
ous injury unlil proper medical trealment can be applied.

Melee: Melee or melee round specifically refers to Hand to
Hand combat, but is used to measure character time and sc
quenee of events. One melee round is the time it takes for all
players to get in their attack/response to a situation. One melee

breaks down 10 about one minute in of the character's time.
Conversioll Note: In currenl ralladium RPG!t, a melee round is
15 seconds.

O.R.C.EJOperate and Repftlr CommuniC1ltion Equip
ment: The percentage, in this case, represents the skill and
knowledge of successfully operating and repairing communica·
tion equipment (transmit/receive). This does not include scnsory
equipment such as radar.

O.S.C.E. Openate Sensory lind Communication Equip
menl: This percentage reflects the probability of successfully
operating (interpret/receive) both scnsory and eonununication
equipment Ilowever, there is no understanding of the internal
componellts, making repairs impossible.

P.A.VJPlloc Air Vehicle: The percentage indicatcs Ihe gen
end familiarity with all air vehicles and the likelihood of com·
prehending their Operations. It also indicates the probability of
executing complex maneuvers successfully.

P.F.GJPllot Flylng-Gun: The flying gun is separate from air
vehicles because it is specifically an assault weapon. Ahhough
anyone familiar with air vehicles could pilot the flying gun. only
members of lhe !-Ieavy Environmental Boule Annor Division
(!-I.E.B.A.) are specifically trnined 10 operale Ihe gun. Com
mandos and the l.B.A. divisions also have clearance to pilot the
flying gun.

The percentage indicates the ability to successfully execute
complex maneuvers.

P.G.VJPllol Ground Vehicles: The percentages tndicate the
general familiarity with all b>nlund vehicles and the likelihood of
comprehending their Operations. It also indicates the probability
ofperfonning complex maneuvers successfully.

Pilot Tank: While anyone familiar with ground vehicles can
operate a tank, it is a high security clearance vehicle available
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Experience Table

How to Use the W.P. Percentage
If a character wishes to use a weapon he is not familiar with

he must roll under his W.P. percentage. Ifhe rolls successfully
he will be able to use the weapon with full benefit of his W.P.
bonus to hit. This ability will last for at least twelve hours and
can be maintained if the character continues to practice with the
weapon regularly.

The Esper
AUrlbule Requirements: Major or minor psionic abilities.

No minimums in the other abilities, To be an Esper, all that is
needed is the innate psychic ability. Because an Esper devotes
all of hislher lime 10 developing the psionic strengths and disci
plines, there is little time for othcr areas of study. Thus the fol
lowine: electives are available.

Electives: (For Espers with an I.Q. Of 8 or less) choose two
at level I, one at level 3, one at level 6, and one at level 9. The
number of electives for Espers with an I.Q. of 9 or greater:
Choose two at level I, two at level 3, two at level 6 and two at
level 9.

ESPER
0·3000
3001-6000
6001-12,000
12,001-24,000
24,001-48,000
48,001·90,000
90,001-170,000
170,001·290,000
290,001·568,000
568,001-1,136,000
1,136.001-2,272,000
2,272,001.3,000,000
3,000,00 1-5,000,000

Level
1
2
3
4
5
6
7
8
9
10
II
12
13

If the roll is unsuccessful he can not usc the weapon. G.M.'s,
I would suggest no more than a 2 out of 3 roll in a crisis situa
tion. I feci a character can be allowed to try again after a reason
able amount of time srudying or practicing with the weapon,
such as one roll for every 8 hours of character time, not real
time.

Note: Failure to understond and use an alicn. experimental or
heavy weapon will usually result in disaster.

Optional: Accident Chart
Roll one 6 sided die:
1. Shoot self (probably ill the foot).
2. Discharge blinds holder for two melee rounds.
3. Jams gun (must be taken apan to be repaired).
4. Accidentally shools nearest person.
5. Accidentally shoots farthest person.
6. Weapon explodes (area of damage will depend on type of
weapon and G.M. discretion).

only to trained pilots and the L.B.A. divisions. The percentage
indicates the ability to execute evasive or complex maneuvers
successfully.

Prowl: The percentage applies (0 the ability (0 successfully
move stealthily and not be seen (hide in shadows), much like a
cat burglar or special strike team. This skill is learned by com
mandos and the Light Battle Annor Division. The Rovers and
thieves can also prowl. Obviously prowling is not effective in
bright, empty areas. Rather prowling is done under the cover of
darkness, such as at dusk, twlight, or night, when the shadows
are long and comfOr1ing.

R,A.VJRepalr Air Vehicles: The percentage indicates the
probability of determining the source of a mechanical problem
and succcssfully repairing it.

Repair Electrical Equipment: This is the percentage: prob
ability of successfully repairing electronic equipment (such as
radar, communication equipment., etc.) Game Masters, you may
find a roll of the best 2 out of3 applicable in some situations.

R.G.VJRepalr Ground Vehicles: The percentage indicates
the probability of dctennining the source of 8 mechanical prob
lem and successfully correcting it.

Sensory Equipment: TIlis refers to all scanning devices.
such as radar. sonar, spectroscope, and similar instruments to
monitor the entire spectrum of emissions. The percentage repre·
scots the ability to correctly interpret such emissions and opct'Bte
the corresponding equipment.

W.P./Weapon Proficiency
Example: Handguns. All classes of characters are issued

handguns as side arms and know how 10 use that particular type
of handgun fairly well (the player should choose which type of
handgun he uses). If a character without a W.P. in handguns
chooses an ion blasler as his side arm. hc is familiar with only
that one type of weapon. Thus, he can not properly operate a la
ser pistol or an 8.B.-IO. Nor does he possess any marksmanship
skill (no bonuses to hit).

However, a person with W.P. in handguns is both a skilled
marksman with his chosen side arm (bonuses to hit) and knowl·
edgeable of otller Ilandguns. Tllus, he possesses a percentage
chance of understanding and operating any handgun. (See spe
cific chat'Bcter W.P, &Ilarts).

W.P. Laser Rifle: This simple energy rifle can be used by
anyone, but no bonuses 10 hit apply unless the character Ilas a
W.P. with Laser Rifles. The percentage to understand and use
otller types of Laser Rifle weapons will come into play in the
second and third Mechanoid books. when olher alien cu\lurcs
are encountered.

W.P. Heavy Weapons: The same rules that apply to hand
guns apply to heavy weapons. The character with a weapon pro
ficiency should choose his specific type of weapon: P.B.R.-IO,
P.E.-6, P.E.-M8, or Flying Gun. (Although explosives are con
sidered a heavy weapon it is a separate and distinct abiliry. See
explosives charts.) The use of any heavy weapon other than his
chosen weapon is subject to Ihc W.P. percentile roll. The use of
one additional heavy weapon is added to the W.P. at Level 4.
Note: G.M.'s may allow characters of the Esper, P.G.V.M.,
P.A.V.M., Communication Engineer, classes the use of heavy
weapons (fthey have a high LQ. and/or high P.P.
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Standard Issue ESPER Equipment
Weapons:: Sidearm (choice of blasters), survival knife
Opllonal for Field Use:
1. Mini-tool pack
2. Laser Lance
3. Utility Bell
4. Mini·Oashlight
S. Gloves
6. Pocket nare
7. Hand-held directional communicator
8. Medical kit
9. Binoculars
10. Food rations and waler
II. Gas mask or air filter
12. Usc of Rosenstein Land Buggy

Tools for Authorized Clearance Upon Assignment:Fusion
lorch, Laser rifle, web vest or L.B.A. usc of any ground vehicle.

Esper

~ Esper Insignia

Infra Red Distancing
B' oculars

W.P. Handgun W.P. Laser Rifle
Bonus to Hit Bonus to Hir

unl W.P. Bonus Level W.P. Bonus
1 10-1'. 1 9%
2 25% +1 2 18%
3 35% +I 3 25% +1
4 45% +2 4 35% +1
5 55% +2 5 45% +2

Holster 6 65% +3 6 55% +2
7 75% +3 7 65% +3

Canleen 8 85% +3 8 75% +3
9 88% +3 9 BOO;" +3
10 90% +4 10 82'% +3
\I 91% +4 \I 84% +3
12 92% +4 12 86% +3
13 93% +4 13 900/0 +4

Signal Flore

ESPer Skills

Level Pick Hand to Hand
Pockels Combat Level Linguist O.5.C.E. MediClI Level P.G.V. P.A.V. Re _ir G.V.

1 10% +1 to dodge 1 16% 22% 20% 1 25% 20-/0 IrA
2 20% +110 hit 2 2o-!. 28% 24% 2 30% 25% 22%
3 26% +2 to dodge 3 24% 34% 28% 3 3S~. 30% 26%
4 32% +2 to hit 4 28% 40-;' 32% 4 40% 3.5% 30%
5 38% +31ododge 5 32% 46% 36% 5 45% 400!. 34%
6 44% stun on 18·20 6 36% 52% 40% 6 50% 4.5% 38%
7 SOO;. +1 lodamage 7 42% 58% 48% 7 SS% 50% 401l,4

8 56% +4 10 dodge 8 48% 64% 56% 8 60% 55% 44%
9 62% +3lohil 9 54% 70010 62% 9 65% 60% 48%
10 68% +2 to damage 10 60010 76% 70010 10 70010 65% 52%
1\ 74% +4 to dodge \I 66% 82% 78% \I 75% 7()l11o 56%
12 BOO;" slun on 17-20 12 700!o 88% 86% 12 78% 75% 60%
13 86% +4 to hit 13 74% 94% 92% 13 80010 78% 64%
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Communications Engineer
Attribute Requlremenll: I.Q. 10
Major Area of Expertise: C.E. Skills

Level Rellalr Rellllir
A.V. Eleeeric Linguist. Medical

I 12% 27% 16% 20%
2 18% 38% 20% 24%
3 240/0 460/0 24% 28%
4 30% 52% 28% 32%
5 36% 58% 32% 36%
6 42% 64% 36% 40%
7 48% 700;. 42% 48%
8 54% 76% 48% 560/.
9 60% 82% 54% 62%
10 65% 88% 60% 70%
II 70';' 900;. 66".,. 78%
12 72% 92% 7()OIo 86%
13 74% 94% 74% 92%

RepairG.V.
18"10
22%
26%
30%
34%
38%
40%
44%
48%
52%
56%
60%
64%

1
2
3
4
5
6
7
8
9
10
II
12
13

Level Audio-Visual Sensory
Commlnlcatlons Equipment
60% 50010
65% 55%
70% 6()0/.

75% 65%
80010 700!.
85% 75%
88% 80010
91% &4%
92% 88%
93".,. 92%
94% 93%
95% 94%
96% 95%

Electives: Choose two at level I. one at level 3, one al level
6, and one at level 9.
Level P.C.V. P.A.V.--- ---
I 25% 20010
2 30'10 25%
3 35% 30'.4
4 40% 35'Y.
5 45% 400/.
6 50% 45%
7 55% 50%
8 60010 55%
9 65% 60%
10 70010 65%
II 75% 70%
12 78% 75%
13 80% 78%

Insignia

Communication
Engineer
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Work Apron

nl!Contll .... illalion Suit
Used by bolh A.V.P.M. nnd G.V.P.M.

Experience Table
Lcvcl P.C.V.M.
1 0-1900
2 1901·3800
3 3801-7600
4 7601-14,000
5 14,001-27,000
6 27,001-49,000
7 49,001-110,000
8 110,001-215,000
9 215,001-420,000
10 420,001-790,000
II 790,00 I-990,000
12 990,001-1,550,000
13 1.550,001-2,000,000

-'"l;::-_lndependenl Oxygen Unil
,:.< One Hour Supply

Fusion Toreh

W,P. Hlandeun W. P. Laser RiOe
Bonus 10 Hit Bonus 10 Hit

Level W.P. Bonus Lcvel W.P. Bonus----
I 10% 1 9%
2 25% +1 2 18%
3 35% +1 3 25% +1
4 45% +2 4 35% +1

5 55% +2 5 45% +2
6 65% +3 6 55% +2
7 75% +3 7 65% +3
8 85% +3 8 75% +3
9 88% +3 9 80% +3
10 90% +4 10 82% +3
11 91% +4 11 84% +3
12 92% +4 12 ·86% +3
13 93% +4 13 90% +4

Experience Table
Level COlli. Enginccr
1 O~2250

2 2251-4500
3 4501-9000
4 9001-18,000
5 18,001-34,000
6 34,00 1-67,000
7 67,001·134.000
8 134,001-257,000
9 257,001-500,000
10 500,001-980,000
11 980.001-1.850.000
12 1,850,001·2,100,000
13 2,100,001-3,000,000

P.G.V.lPilot Ground Vehicle
Attribute Requirements: I.Q. 4; P.P, 4

Optional Equipment for Field Use
Portable scan dilator: 12.57 kg; full scanning capabilities.

including: Ultraviolet, spectromeler, infrared, spectroscope, and
radiometer, radar. and sonar.

I. Long range wide band radio wilh scrambler (4.1 kg)
2. Short range directional communicator (0.9kg)
3. Video camera with bolh narrow angle lens and wide angle
lens. Audio-visual recording on melal lape with digilal meter,
Icns filtcrs and tripod included. Capable or radio tclemetry whcn
boosted by long range radio communicator (2.3 kg).

Authorizcd Clcarancc Upon Assignmcnt: Binoculars, laser
rifle. PBR.I0, wcb vcst or L.B.A.• ground or air vchiclcs if a
trained pilot in that area.
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P.A.V.M./Pilot
Air Vehicle Mechanic

Repair
Grouad Vehicle
27010
35%
4()1'Io
45%
50%
S5%
60%
65%
700fo
75%
79%
83%
86%

Pilot
Ground
Vehicle
48%
54%
60%
66%
72%
78%
88%
90%
91%
92%
93%
94%
95%

I 36% 15% 2W.
2 40% 2oe/o 24%
3 44% 25% 28% W.P. Handgun

4 48% 30% 32% Bonus to Hit
5 52% 35% 36% Level W.P. Bonus
6 56% 40010 4ll"1o I 10%
7 60% 45% 4lr;' 2 25% +1
8 64% 50010 56% 3 35% +1
9 68% 55% 62% 4 45% +2
10 72% 60% 70% 5 55% +2
II 76% 65% 78% 6 65% +3
12 80010 70% 86% 7 15% +3
13 84% 75% 92% 8 85% +3

9 88% +3

Level O.R.C.E. Locksmith 10 90% +4

I 18% 15% II 91% +4

2 22% 20% 12 92% +4

3 26% 25% 13 93% +4

4 30010 30010 W.P. Laser RiOe
5 34% 35%
6 38% 40% Bonus 10 Hit

7 40'10 45%
Level W.P. Bonus

8 45% 50%
I 9%

9 50% 55%
2 18%

10 55% 60%
3 25% +I
4 35% +I\I 60% 65% 5 45% +2

12 67% 70%
6 55% +213 70010 75%
7 65% +3
8 75% +3 A.V. Pilot Mechanic
9 80010 +3
10 85% +3
\I 90010 +4
12 92% +4
13 94% +4
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Elecllves: Choose two al level I, onc at level 3. one at level
6, and one at 1evol9.

Pilot Repair
Level Tank A.V. Medkal

Major Area of Experti.e: P.G.V. Skill.

Level
I
2
3
4
5
6
7
8
9
10
II
12
13



Fishter Pilot/F.G.

O.S.C.E.
22%
28%
34%
40'/0
46%
52%
58%
64%
700/0
76%
82%
88%
94%

Prowl
20%
25%
300le
35%
45%
5001e
55%
60'10
65%
70%
75%
78%
80'1t

P.G.V.
300/0
35%
40%
45%
50%
55%
60'10
65%
70%
75%
800!.
85%
87%

Experience Table
Level P.A.V.M.
I 0-2200
2 2201-4400
3 4401·8800
4 8801-16,000
5 16.001-30.000
6 30.001-58.000
7 58.001-90.000
8 90.001-125.000
9 125,001-240,000
10 240.001-900.000
II 900.001-1.200.000
12 1,200,001-1,800.000
13 1.800.001-2.400.000

Level
1
2
3
4
5
6
7
8
9
10
11
12
13

L.B.A. Trooper
L.B.A. Trooper - Light Battle Armor Division
Attribute Requlremenls: I,Q. 7; P.S. 7; P.P. 7

Major Area OfE.pertlse: L.B.A. Skllls

Eledlves: Choose three· at level I, two at level 3, one at
level 6, and one at leve19.

Attribute Requirements: I.Q. 8; P.P. 8

Major Area of Expertise: P.A.V.M. Skills

Level P.A.V. R.A.V.O.R.C.E.
1 46% 300/0 25%
2 52% 35% 30%
3 58% 400/0 35%
4 64% 45% 4()G1e
5 7001e 50010 45%
6 76% 55% 50%
7 82% 60% 55%
8 88% 65% 60'10
9 90% 70010 65Y.
10 92% 75% 70%
11 94% 80% 75Y.
12 96% 85% SOO/.
13 97% 90% 84%

Elecllves: Choose two at level 3, one at level 6, and one at
level 9.

Level P.G.V. R.G.V. Medltal
1 30% 18% 20%
2 35% 22% 24%
3 40010 26% 28%
4 45% )OO!. 32%
5 50010 34% 36%
6 55% 38% 40%
7 60'10 400/0 48% W.P. Handgun
8 65% 44% 56% 80nuslo HII
9 70% 48% 620/. Level W.P. Bonus
10 75% 52% 7oo/" I 10%
11 800la 56% 78% 2 25% +1
12 85% 60% 86% 3 35% +1
13 87% 64% 92% 4 45% +2

5 55% +2

Level Repair E1ce. 6 65% +3

!<I!!!I!: Linguistics 7 75% +3

1 25% 10% 8 85% +3

2 30% 15% 9 88% +3

3 35% 20% 10 90% +4

4 40% 25% 11 91% +4

5 45% 30%. 12 92% +4
6 50% 35% 13 93% +4

7 55% 40%
8 600/. 45%

W.P. Laser RiDe9 65% 5001e
10 70% 55% 800u.'I10 Hit

11 750/. 60'1.
Level W.P. BODUS

12 80'/. 641'.
I 9%

13 850/. 68Y.
2 18%
3 25% +1
4 35% +1
5 45% +2
6 55% +2
7 65% +3
8 75% +3
9 80% +3
10 85% +3
11 90% +4
12 92% +4
13 94% +4
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Light Battle Armor

L.RA. Helmet with
Face Prolector and
Gas Mask

/
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Bnttlc Helmet
With Directional
Communic81Or

\~

Light Battle Armor



• At first level personnel must use one elective 10 choose a
weapon proficiency (W.P.).

"This indicates damage from behind ONLV!

L.B.A.
0-2300
2301-4600
4601-9200
9201-18,400
18.401-36,800
36.801-72,000
72,001-140,000
140,OOi -266,000
266,001-520.000
520,001-1,202,000
1,202.001-1.940.000
1,940,00 1-2,550.000
2,550,001+3,970,0 I0

Experience Table
Level
1
2
3
4
5
6
7
8
9
10
11
12
13

Explosives
48%
52%
56%
60''\
64%
68%
72%
76%
SOO!O
84%
8rlt
92%
94%

E.B.A.lEnvironmcntal Battle Armor Division
Attrlbule Requirements: I.Q. 6; P.S. 10; P.P. 10

Major Area or Expertise: E.B.A. Skills

E.B.A. Trooper

Level P.G,V. Hand to Hand

I 27% +1 to bit
2 33% +1 to dodge
3 38% +1 damage
4 43% +2 to hit
5 48% stun on 19·20
6 53% +2 damage
7 58% +2 to dodge
8 63% stun on 18·20
9 68% +3 to hit
10 73% +3 to damage
II 78% +3 to dodge
12 83% +4 to damage
13 88% double damage

from behind
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Hand 10 Hand
+1 10 dodge
+1 tohil
+2 to dodge
+2 (ohil
+1 to damage
double damage··
+3 to dodgc
+2 to damage
+3 to hit
stun on t 8·20
+410 dodge
triple damage"
+410hil

L.B.AJLighl Battle Armor
A.R. 10, S.O.C. 72. Limited 10 L.RA. division troops and

field personnel.
I. High temperature resistant weave of nylon and synthetic fl·
ben.
2. Reinforced poly-carbonate body plates and helmet.
3. Insulation
4. Fire resistance up to 2450 C.
5. Gas mask and face protector.
6. Emergency oxygen supply (IaSlS 2 hours).
7. Short range directional communicator (25 km range).
8. Dosimeter
9. Utility belt

Level
1
2
3
4
5
6
7
8
9
10
11
12
13

W.P. Handgun W.P. Laser
Bonullo Hil Bonus 10 Hit

Level W.P. BonUI Level W.P. Bonus
I 25% +1 I 25% +1
2 35% +1 2 35% +1
3 45% +2 3 45% +2
4 55% +2 4 55% +2
5 58% +3 5 65% +3
6 75% +3 6 75% +3
7 85% +3 7 80% +3
8 88% +3 8 85% +3
9 9oo!o +4 9 90'% +4
10 92% +4 10 92% +4
II 94% +4 II 94% +4
12 95% +4 12 96% +5
13 96% +5 13 98% +5

W.P. Heavy Weapons:
BODUI to Hit

Level W,P, Bonus
I 2oolo
2 30% +1 8 60% +3
3 35% +1 9 65% +3
4 40% +2 10 70''\ +4
5 45% +2 II 75% +4
6 50% +2 12 SO-It +4
7 55% +3 13 85% +4

Pilot Repair
Level R.G,V, Tank Elee. Equip.
I 20% 32% 18%
2 25% 36% 22%
3 30% 40% 26%
4 35% 44% 3oolo
5 400J. 48% 34%
6 450/. 52% 38%
7 50010 56% 42%
8 55% 60% 46%
9 601'. 64% 50%
10 650/. 68% 54%
11 70% 72% 58%
12 75% 76% 62%
13 8o-It 78% 66%.

Lenl P.A.V. Unguis. MtdlCiI
I 20% loe!o 20%
2 24% IS·1t 24%
3 28% 20% 28%
4 32% 25% 32%
5 36% 3oe!o 36%
6 40% 35% 40%
7 44% 40% 48%
8 50% 45% 56%
9 55% 50% 62%
10 60% 550/0 7oo!o
11 650/. 60% 78%
12 70''\ 64% 86%
13 750/. 68% 92%



Eleclives: Choose three at level I, two at level 3, one at level
6, and one at level 9.
Level P.A.V. MedJul Prowl O.s.C.E. Level RoC.V.
I 200!o 2o-!. 2o-!. 22% I 20%
2 24% 24% 25% 28% 2 25%
3 28% 2r!. 3o-!. 34% 3 300!.
4 32% 32% 35% 400!. 4 35%
5 36% 36% 45% 46% 5 400!o
6 40% 40% 50% 57-I. 6 45%
7 44% 48% 55% 5r!. 7 5001.
8 50% 56% 60% 64% 8 55%
9 55% 62% 65% 700!. 9 60%
10 60% 70% 70% 76% 10 65%
11 65% 78% 75% 82% II 7()1llt
12 70010 86% 78% 88% 12 75%
13 75% 92% 80% 94% 13 80%

Prowl: Minus 20% in E.B.A. The E.B.A. was not designed
for stealth, thus the percentage minus applies.

W.P. Handgun
Bonus to HII

W.P. Heavy Weapons;
Bonus to HII

Experience Level
Level E.B.A.
1 0-2100
2 2101-4200
3 4201-8400
4 8401-16.800
5 16,801-32.000
6 32,001-62,000
1 62,001-124,000
8 124,001-248.000
9 248.001-495,000
10 495,001-992,000
11 992,001-1,600,000
12 1.600.001-1.999.000
13 1,999,001-2.850,000

Insignia

Repair Elec. Equip.
18%
22%
26%
30'!.
34%
3rt.
42%
46%
500!o
54%
58%
62%
66%

Bonus
+1
+1
+2
+2
+3
+3
+3
+3
+4
+4
+4
+4
+5

W.P.
25%
35%
45%
55%
65%
75%
80%
85%
90%
92%
94%
%%
98%

Level
I
2
3
4
5
6
1
8
9
10
11
12
13

W.P. Laser RiOe
Bonus to HII
W.P. SODUS

25% +1
35% +1
45% +2
55% +2
65% +3
75% +3
80% +3
85% +3
90% +4
92% +4
94% +4
96% +5
98% +5

W.P. Laser
Bonus to Hit

Bonus

+1
+1
+2
+2
+2
+3
+3
+3
+4
+4
+4
+4

lilt
+1
+1
+2
+2
+3
+3
+3
+3
+4
+4
+4
+4
+5

W.P.
25%
35%
45%
55%
65%
75%
85%
88%
90%
92%
94%
95%
96%

W.P.
20%
3(W.
35%
40%
45%
5o-!.
55%
60'10
65%
700!.
75",.
800!.
85".

Level
I
2
3
4
5
6
1
8
9
10
11
12
13

L.evel
I
2
3
4
5
6
1
8
9
10
11
12
13
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Level P.G.V. O.S.C.E. Prowl Hand to Hand
I 40% 25% 20% +ltohil
2 45% 30010 30% +2 to dodge
3 50% 35% 35% +1 10 damage
4 55% 40% 45% +2 to hit
S 60% 45", 55% stun on 18-20
6 65% 50'A. 65% +2 to damage
7 70010 55% 70'A. +310 dodge
8 75% 60% 75% +310 hit
9 80'1. 65% 80'/, double damage

from behind
10 85% 70010 85% +410 dodge
II 87", 75% 88% ··triple damage
12 90'10 80% 90% +4 to hil
13 92% 85% 92% stun 16-20

Note: Applies to all classes wilh Hand to Hand combat skills.
StUD: To detennine how long I1n opponent is stunned, roll aile
sbH;ided die.

Elective: Choose Ihree at level 3, two at level 6, and one at
level nine.

W.P. Handcun W.P. Laser
Bonus to Hit Bonus to Hit

Level W.P. HI! uvel W.P. Bonus
I 25% +1 I 25% +1
2 35% +1 2 35% +1
3 45% +2 3 45% +2
4 55% +2 4 55% +2
5 65% +3 5 65% +3
6 75% +3 6 75% +3
7 85% +3 7 80% +3
8 88% +3 8 85% +3
9 90% +4 9 90% +4
10 92% +4 10 92% +4
II 94% +4 II 94% +4
12 95'-, +4 12 96% +5
13 96% +5 13 98% +5

2ll

E.B.A. Commando O.C.c.
Attribute Requirements: I.Q. 10; P.S. 13; P.P. 13

Major Area of Expertise:

Commando O.C.C. Skills

Seale Pick Pilot
Lenl Wan EJ:plo. Pocket Lock> RoG.V. Tank
I 40010 60% IOO!o 20010 20% 32%
2 50% 64% 20% 25% 25% 36%
3 6WIo 68% 30% 30% 30% 40%
4 65% 72% 40% 35% 35% 44%
5 70% 76% 500/0 40% 40% 48%
6 75% 800le 600/. 45% 45% 52%
7 80010 84% 7oo/. 50010 50% 56%
8 85% 88% SOO!. 55% 55'Y. 60%
9 88% 90% 85% 60% 60% 64%
10 90'10 92% 90% 65% 65% 68%
II 93% 94% 92% 70% 70% 72%
12 96% 96% 93% 750/. 15% 76%
13 99% 98% 94% goo/o 80% 78%

E.B.AJEnvironmental Battle Armor
A.R. 15, S.D.C. 150. ERA. is limited to use by the division

and commandos,
1. Computer controlled life support system.
2. Internal cooling and temperature control.
3. Humidifier •
4. Gas filtering and artificial circulation.
5. Independent oxygen supply and purge system (automatically
engages in low oxygen environments. Maximum six hours oxy·
gen supply).
6. Dosimeter
1. Tinted light sensitive visor.
8. Computer enhanced oplics: ultraviolet, infrared, telescopic
(range 2.403 km).
9. Short range directional communicator (25 km range).
10. Insulated high temperature resistant weave of nylon, syn
thetic fibers and metal mesh.
II. Radiation shielded
12. Protective metal alloy body plates.
13. Fire resislance up to 344 C (nonnal fires do no damage).

Authorized Clearance Upon Assignment
Heavy weapons, experimental weapons, all ground vehicles

and nying gun. Use of air vehicles is limited to E.B.A. trained
pilolS and troop transport.



.,
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Experimental Weapons: Bonus
Playcr.l wilh character occupations in L.B.A., E.B.A. or

Commando, can opt to join thc experimental Weapons: division
irthey have an I.Q. above 13.

It should be pointed Oul that this is 1I0t necessarily a desirable
addition to one's character. Field testing experimcntal Weapons:
can be incredibly dangerous. People who join the experimental
division are expected to thoroughly test any new weapon given
to them, regardless orthe personal danger.
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Commando

Commando Panther Uniform

PrOlective
Tinted Visor

W.P. Heavy Weapons
Bonus to Hit

Le"el W.P. Bon u.s
I 20-;'
2 31W. +1
3 35% +1
4 40% +2
5 45% +2
6 50% +2
7 55% +l
8 60% +3
9 65% +3
10 70% +4
II 75% +4
12 gOO;' +4
13 85% +4

Level P.A.V. Ling. Medical
I 20'% 10'.4 20%
2 24% 15% 24%
3 28% 20% 28%
4 32'% 25% 32%
5 36% 30% 36%
6 400!o 35% 40%
7 44% 40% 48%
8 50% 45% 56%
9 55% 500!o 62%
10 60% 55% 7oo!o
II 65% 6(}% 78%
12 70% 64% 86%
13 75% 68% 92%

Experience Table
Le"el CommllDdo
I 0-2500
2 2501-5000
3 500I-I 0,000
4 10,001-20,000
5 20,00 1-40,000
6 40,00 1-80,000
7 80,001-160,000
8 160,001-288,000
9 288,00 1.560,000
10 560,00 1-1,1 00.000
II 1,100,001-2,000,000
12 2,000,001-3,500,000
13 3,500,001-4.100.000



Experience Points
and their Application

It's difficull to devise a poim system by which a Game Mas
ler can judge and reward his players fairly. The ultimate purpose
of experience points and experience levels is to provide a means
by which the player's character can grow and develop. Many
fantasy role-playing games have their own unique systems,
charts, equations and computations for distributing experience
points. You may want to use one of Ihose.

On the other hand. I use a very subjective method ofobserva
tion and logic, I feel that any twit can chop or blast a crealUre
thai has just pounced upon him. Most experience point systems
concenrrate on the kill factor, But wtiat about the thought pro
cess? What about the decisions, plans, or motives for a particu
lar action? Doesn't cleverness and a cool head count? Aren't
these. the true ingredients of good role-playing? It seems unfair
to me that the person who devises a clever plan should get less
experience points than the players who cany out the plan be
causc they are beller skilled to do so. Shouldn't the brilliant
medical student playing a character with an I.Q. of 3 get some
thing for playing in character? Hell yeslJ So here is my chaotic,
subjective experience point system.

Experience Points Table
25 - Kill a minor menace (killing a couple of
75 - K.ilI a major menace (like a couple of Brutes or Runners)
100 - Kill a great mcnace (especially single handed)
75 - Avoid unnecessary violence
50 - Daring (clever or not)
25 - Clever but fUlile idea
50 - Clever, useful idea or action
75 - Quick thinking or action
200 - A critical plan or action that saves the character or a few

comradcs.
400 - A critical plan or action that saves the entire group or

several people
400- Self sacrifice (or potential self sacrifice)
50 - Playing in character bonus

Each player's character involved in a given situation/con
frontation should receive the appropriate experience points. The
total points should be given to the players at the end of the
game.

Of course, the real problem with this method is the subjectiv
ity. The Game Master mu!>t utilize this basic outline and point
value with some thought. Example: Eight third level characters,
anned to the teeth and in heavy battle armor, kill a single Brute.
These eight players should receive experience points for killing
a minor menace. After all, the poor creature didn't have a
chance and presented no real threat. However, if one or two first
or second level characters killed the Brute, they would receive
experience points for killing a major, or perhaps, great menace.
This is because the threat was much greater.

Basically, that's the way I see it and play it. I've found this
method stimulates imaginative playing instead of simple slash
and kill. Don't be Santa Claus heaping on wonderful amounts of
expericnce points. Be fair and tolerant. If you have a group of
players rising rapidly in experience levels, that's because they
are imaginative players. And that's what thi!! game is all about.
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Character Experience Levels

As a character is developed and becomes involved in adven
ture and intrigue, he/she will gain experience points. These
points are distributed among Ihe many characters for their ac
tions and ideas they perform. A clever plan lind/or a quick auack
all cam experience points. The more experience points a charac
ter receives Ihe higher the level he/she attains in hislher particu
lar occupation. The higher the level the greater the skill (see
occupstionlll charts) of the players! Be certain 10 keep careful
record of the experience points given to you at the end of each
game. When a character allains a new level tell the Gamc Mas
ter so that the skills and hit points can be increased accordingly

Alignments
Design Note; Hey, here's a fun fact: Even though alignments

are an important part in creating the player characters. and are
mentioned throughout the original Meehlllloid InvlIslon, they
did not sec print in that book! Apparently, space limitation pre
vented me from including them in Ihe first book and planned to
include them in the second book. The JOllrnev (there's a note to
this aITeet buried in the psionic section). However, I apparently
forgot or ran oul of space again, so alignmenls don't appear in
book two either! How's that for a whopper of a mistake? See the
alignments in the Hnmeworld section (note that these early
alignments are a bit different than what would appear in later
books but most oflhe foundation is there). KS

Psionics
Psionics, or extra-sensory perccption abilities, are powers of

the mind, !>uch as telepathy, empathy. telekinesis, and other he
reditary traits shared by humans and intelligenl life fOrmS across
the universe.

Although many creatures have greatly developed Psionics,
humans 8re not that fortunate. Humans arc either bom with de
veloped psychic powers or not. The detennination of psionic
abilities and their magnitude are rolled for with percentile dice.
Psionics are rolled for only one time. either you have them or
you don't. Game Masters should be certain 10 supervise the roil
ing of Psionics.

0)-59 No appreciable Psionics
60-79 Minor Psionics
80-89 Major Psionics
90-00 Master Psionic

Note: All Rovers are psychic with at least minor psionic
powers.

Determining Psionics Abilities
Percentile dice are rolled to dctermine which of the psionic

abilities the Esper is aware of and can dcvelop-. There is II 50%
chance (I-50) that the character is aware of his abilities and can
employ them. 1110se that he docs not know about are latent abil·
ities that will remain dormant until another psionic is able to
convince the character he has the ability and is he taught how to
use it. Since psionic abilities vary widely among humans, thcre
is no reason for the character to suspect he has any, other than
the ones he is familiar with. Consequently, the player will not
actively seek to learn any new abilities. As far as that person is
concerned, he knows all the abilities he's capable of perfanning.



Each of the three types of psionic individuals are limited to
the maximum number of abilities they possess. Minor is limited
to level one abilities; Major up to level two; Master psionic, all
levels. (The second Mechanoid book will list additional psionic
levels).

Minor Psionic
The minor psionic is limited to level one abilities only: This

is the maximum psychic capacity of that individual. Even if that
character attains 30th level, he can never go beyond first level
abilities. From second level on, the minor psionic grows in his
mastery of his abilities, building inner streng1h points. Minor
Psionics are not allowed to become an official Esper and must
choose an additional occupation.

Major Psionic
Like the minor psionic, the major psionic is limited to his

range and scope of abilities. At first level, roll percentile to de
tennine his first level abilities. This process is repeated with the
second level abilities only when the character has attained sec
ond level experience. The major psionic is limited to first and
second levels, but may use his abilities as a secondary skill in
conjunction with his chosen occupation or opt to become an of
ficial Esper. (See character occupation).

Master Psionic
Master Psionics are individuals with great psychic abilities.

These are natural Espers. llleir abilities run the gamut of level
one Ihm three. Just as a minor or major psionic, the masler
Esper develops his abilities and iMer strength points by level of
experience.

As an Esper, the player uses the Esper experience level chart
and is not allowed to choose a specific occupation. However, he
is allowed to choose additional skills as electives including
communications, pilot, linguistics, medical and combat
proficiencies. (See Esper occupational chart). Of course the
Esper's major area ofexpertise is Psionics.

Inner Strength Points (I.S.P.)
The use of a particular ability requires concentration and will

power, drawing upon the astral body or inner strength of the in
dividual. Inner strength points are detennined by rolling" single
20 sided die and adding it 10 the number of the character's men
Ial endurance. These two numbers equal the base inner strength
points of every psionic.

Building Inner Strength Points
As 8 character increases in experience levels there is a chance

of building inner strength points. This is delennined by the roll
of percentile dice 3t each level. A roll of I thnt 60 indicates an
increase of strength points. In the case of increased inner
strength points, simply roll the appropriate die and add the num·
ber to the total inner strength.

Minor: Roll 106
Major: Roll 106+2
Master: No die roll/automatically gets 10 points.

Saving Throw Against Psionic AttackslProbes
TIlere is always a chance of fighting off 3 psionic attack

through the force of your own will power or mental endurance.
The following are the base chances of fending off a mental at
tack. TIlese do not take into consideration any possible mental
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endurance Bonuses. The saving throw is detennined by the roll
of a 20 sided die. Note: Aura of truth, hypnotic suggestion, em
pathy, telepathy, and evil eye are all considered psionic auaeks.

Non-Psionic!! must save with a 15 or beller.

Minor and Major Psionics must save with a roll or 13 or
beller.

Master Psionics must save with a roll of 10 or better.

Descriptions of
Psionic Abilities

Level One Psionics
Note: I.S.P. is the abbreviation for Inner Strength Points.

Level One Psionic Abilities
I. Aura of Troth (2 I.S.P.)
2. Detect Psionics (2)
3. Hypnotic Suggestion (2)
4. Meditationffrance (0)
5. Object Reading (3)
6. Presence Sense (4)
7. Resist Cold (2)
8. Resist Thirst (2)
9. Resist Fatigue (2)
10. See Aura (4)
II. Sense Good or Evil (2).
12. Sense Magic (2)

Aura of Truth
Level one
Range: 12.2 meters/line of vision.
Duration: 7 melee rounds.
I.S.P.: 2 per two mclees.
Saving Throw: Standard: non-psionic must roll 15 or better to
save: minor or major psionic must roll a 13 or higher to save:
master psionic must roll a 10 or bellcr to save. A successful save
means the person is not affected.

This enables the psionic 10 differentiate lies from the troth by
intensely observing the person's aura. Base chance is 30% (+10
for each additional two I.S.P. applied).

Detect Psionics
Level one
Range: 620 meters
Duration 2 melees
I.S.P.: 2 pcr two melees.
Saving Throw: None, however a mind block reduces l:\lIch a
detection to a mere 9%.

This mental probe will detect Psionics in others. Unfonu·
nately, there is a 75% chollce that the probe will be detected by
a fellow psionic, revealing your own psionic nature.

Hypnotic Suggestion
Level one
Range: 3 meters
Duration: Unknown
I.S.P.: Two per suggestion.
Saving Throw: Standard

With this ability, the psionic may induce his will upon an
other through the power of suggestion. This is a subversive



menial altack that requires eye contaci and verbal suggcslion.
TIle verbal suggestions should be weaved into a conversalion
and take the fonn of a simple requcst or demand.

Example: "Help us find our friend". "Bc a friend," UShow me
where," "You feel ill:' "You are sleepy," lind so on.

Meditation/trance
level one
Ringe: Self
Duration: Varies
I.S.P.: None
Saving Throw: None

This is a simple self hypnotic trancc which allows the psionic
to complctcly rclax.

During such trances the psionic regains 3 LS.P. per hour.
(Nole: Normally half thc I.S.P. used will return after 9 hours of
slcep or rcst).

Object Reading
Level fine
Range: Touch
Duralion: One Mclee
I.S.P.: 3 per attempt
SaVing Throw; None. However another psionic may usc a mind
block to prcvent the discovery of his presenl localion or condi~

tion.

This uncanny ability enables the psionic 10 lap into the psy
chic emanalions of the objeets owner (5). This is done by hold
ing the object and concentmling on the owner or hislory of the
objcct. If successful, he will be nooded with images revealing
anything from pasl history 10 lhe lasl owner/operator's prese",
localion and condilion. The psionic prefonning object read must
direcl himselflo a panicular block ofinfonnalion.

I. Operalion: and HislOry 30010
2. Presenllocalion of previous owncr 15%

3. Prescnl condition of previous owner

Thc more i.S.P. spenl the belter the percentage of a success
ful reading. Add 10% for each additional 3 LS.P. applied 10 a
reading. If the characler fails to make a successful reading, he
receives absolulely no images. A player may have his character
anempt to read the same object as often as his I.S.P. may allow.

Presence Sense
level one
Rangt: 20 meter radius
Duralion: 4 melee
I.S.P.: 4
SaVing Throw: None

Presence sense enables the psionic 10 delect the presence of
any corporal or spiril entity. This allows him 10 llCnsc the exact
location of any invisible foe. Note: This does nOI reveal the na
lure of the unseen entity, but mertly ils localion. This ability is
excellent for detennining if anyone is behind elosed doors.

Resist Cold
L.evelonc
Range: Self
Duration: 2 hours
I.S.P.: 2 or more.
Saving Throws: NOlle
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TIlis mental discipline is one of many bio-manipulalive mind
over matter abilities. II enables the psionic to suffer no ill effecls
or discomfon from even prolonged exposure to cold conditions.
Two I.S.P. arc required for every 10 degrees below freezing.
The psionic will suffer half damage fmm extreme or unnatural
cold. Five full minutes of concentration is required to prepare
for cold resistance.

Resist Fatigue
Levelone
Range; Self
Duntion: 4 hours
I.S.P.,2
Saving Throw: None

This ability also enforces the psionic's will over physical
maner. This allows the psionic to operate nonnally even under
tllxing conditions. It takes 5 minutes to prepare.

Resist Thirst
Level One
R~nge: Self
Duration: 8 hours
I.S.P.: 2
Saving Throw: None

This ability allows thc psionic to suspend any desire for wa
ter. Allhough this abilily may be handy wandering Ihrough a
desert. It docs 'oot negate the physical dehydration oflhe body.
II takes 5 minules of medillliion 10 invoke this slllte. •

See Aura
Level one
Range: 25 meteBlwilhin line of vision.
Dunelon: One melee round.
I.S.P.,4
Saving Throw: None

All things organic or inorganic possess an aura. The aura in~

dicates many Ihings. such as the hcalth or power ofa erealure or
object. Thus, seeing an aura will indicale Ihe following:

I. The general alignmenl (good, evil, neutral)
2. Estimated level (but never the exact level)
3. Physical condition (healthy or sick)
4. Presence of magic (magic emanaliun.!lafC vcry distinctive).
5. Probable nature (human, cyborg, demon, etc.).

There is a 15% chance, per level of experience, that the
psionic will recognize all aura or type of aura he has .seen be-
fore. This means a S(,.'Cond level psionic will have a 3O-~ chance
of recognizing a panicular aura of a specific (or type of) person,
creature, object, elc. thai he's.seen before.

Alignments will also be incorporated imo the second book.
You may want 10 use a simple good, evil and neutral presenlly,
or another game syslems alignments.

Sense Good or Evil
Level one
Range: 20 melers
Duralion: Inslanl
I.S.P.: 2
Saving Throw; None (excepi mind block).

The psionic will inSIll.ntly know the general alignmenl (good,
evil, selfish) of any person or object within 20 melers. Nothing,
more, nothing less.



Sense Magic
Leyelone
Range: 18.3 meters
Duration: Instant
I.S.P.: 2 or more
Saying Throw: None

Magic is nn acknowledged. if not archaic. mystery science
which seems to tap into unknown energy reserves. Since magic
emits very distinct waves of energy, they are easily detectable
by a sensitive individual,

Opening ones' self to magic emanations in general will indi
cate the presence of magic (within a 18.3 meter radius).

Seeking magic by drawing on the emanations is also possible
but requires an additional I.S.P. Using this method, there is a
69% probability of tracing the exact location of the source of
magic. However, it can not indicate the level of the magic.
You'll need it in book twO nnd three.

Level Two Psionics
I. Bio-regeneration (8)
2. Commune with Spirits (4)
3. Death Tranee (4)
4. Empathy (4)
5. LeviltUe (6)
6. Limited Telepathy (6)
7. Limited Telekinesis (6)
8. Mind Block (4)
9. Night Vision (4)
10. Resist Fire (4)
I L Resist Hunger (4)
12. Slow Metabolism (2)
13. Spontaneous Combustion (4)

Rio-Regeneration
Leyel two
Range: Self
Duration: Pennanent
I.S.P., 8
SaYing Throw: None

This is the ability used by Psionics to mentally heal them·
selves of discase .or physical damage (bums, cuts, poison, etc.
Unfonunately, this ability is limited to the healing of ones' self,
and not others. Because of the amount ofconcentration required,
it takes it full 20 minutes to successfully bio-regcnerate. Notc
This does not allow a character to acrually regenerate a missing
limb or body part (but does restore 2-12 hit points).

Commune with Spirit
Level two
Range: Self
Duration: 8 melee (minutes)
I.S.P.,4
Saving Throw: None

This is the ability by which mediums are able to communi
cate with the dead. The psionic serves as a transmitler, sending a
general call iDlO the spirit world. This does not necessarily mean
thai a spirit will comply. The spirit will usually communicate by
temporarily possessing another person. That person mayor may
not be the psionic caller. The spirit will select the most
suceptib1e person present to use as its speaking medium.
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In seances like this the unknown factors are high. The psionic
may contact a different spirit than the one he seeks. Many spirits
are morose and/or hostile, providing little infonnation (if any)
and may lie or tease the questioner. They do nOI have to obey
bim.

Probability of type ofencounter (roll percentile dice):
0)-08 Exactly the spirit sought
09·50 Morose (30% chance of helping)
51-80 Hostile (15% chance of helping)
81-90 Friendly (60% chance of helping)
91-00 Evil (5% chance of helping)

Remember the spirit will react according to hislher alignment
and background.

Chance of successfully contacting the spirit world is 7% per
level of experience. (TIten roll pcrcentile to detennine type of
encounter).

Death Trance
Level two
Range: Self
Duration: 10 melce rounds (minutcs)
I.S.P.,4
Saving Throw: None

This takes the slowing of the metabolism to the maximum
degree. The process places the psionic in a temporary stale of
suspended animation, slowing his body's metabolic rate to a
crawl and simulating death. While in this death:1ike state the
psionic will not respond to any type of stimulation, making the
illusion of dealh complete. Howevcr this also leaves the psionic
completely helpless.

Empathy
Level two
Range: 60 meters
Duralion: 8 melee (8 minutes)
I.S.P.,4
Saving Throw: Standard. It applies to the person being bom
barded by such an emotional onslaught. This includes possible
effects by opening yourself to others emotions. This is in addi
tion to the standard saving throw.

The psionic is able to sense emotions within a 60 meter ra·
dius. In some ways, empathy is a primative telepathy, allowing
the psionic to project his emotions rather than words or images.
11 is incredibly difficult to mask one's true feelings, making it
virtually impossible to emit a false emotion. Howcver a person
could transmit his own fear or hate to others. Creating fear or
apprehension in opening ones' self to unknown emotions can
be dangerous. To expose yourself to intense emotion can be I ike
a physical blow causing the following reactions.

Disorientation: For 1-6 melec rounds (4 to hit or dodge), or
stunned tcmpoIll.rily incapacitatc) for 1-6 melee rounds.

The psionic has a base chance of 30% plus 6% per cxperi
ence level to survive such an experience without any side effects
described above.

Levitate
Level two
Range: 20 meiers/I ine of vision
Duration: 10 melee
I.S.P.,6



Saving Throw: None. Allhough another psionic could use his
own powers of Levit.ation or telekinesis to negale the other.

Levit.ation can be used by the psionic to lift himself or an ob
ject into the air. The greater the experience level, the greater the
weight the psionic can levitate. Levitation is different than tele
kinesis, in that the psionic can only move the object up or down

The base weight a psionic is capable of levitating is 45.36 kg
(100 Ibs) plus 9.1 (20 Ibs) for each level of experience. The
psionic is also limited to & base 9.1 meters (30 ft.) height plus
4.6 meters (IS ft) for each level of experience

Limited Telepathy
Level two
Range: 60 meters
Duration: 8 minutes
I.S.P.: 6
Saving Throw: Any non-psionic with a mentaVendurnnce of 10
or higher aUlomatically gets a saving throw againstll psionic at·
tack, even if he is not aware of having his thoughts read. The
same automatic save applies to all Psionics.

This ability allows thc psionic to pick up the surface thoughts
of others, as well as send simple messages. Remember because
this is limited to surface thoughts., the person/creature whoo
thoughts are being read will reflect only what's on his mind at
that time.

Limited Telekinesis
lAvel two
Rance: 30 meter/l inc of \lision
Duration: 8 melee (minutes)
I.S.P.: 8
Saving Throw: None. Although another psionic could use his
own telekinesis or Levitation powers as a counter mcasure.

Telekinesis is the ability to move physical objects through
the powers of thought. This means that the psionic is able to
cause objects to noat, hover, ny, slide, bounce spin, and so on,
by mental manipulation. The only requirements arc that the ob
jcct(s) must be clearly visible and within 30 meters of the per
son.

The psionic can manipulate up to 4.5 kg 10 Ibs) per experi
ence le\lel (i.e. second level 20 Ibs, third level 30 lbs etc.). This
also means that the psionic can manipulatc as many objects as
he desires, as long as the tOial weight is within his weight limita·
tions. Note: Objects under 1.4 kg (3 Ibs.) can be used as missile
Weapons: (daggers, stones, etc.).

Mind Bloek
Levellw"o
lUnge: Self
Duration: 8 melee
t.S.P.:4
Siving Throw: None

The mind block is a mental wall that prevents the penetration
of telepathy, empathy, sense good or evil, and detect Psionics
(although the use of a mind block usually indicates psionic abil
ity). It can be a valuable protective mask when dealing with
other psionics.
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Nlghtvision
Le\lellwo
Range: Self
Duration: 10 minutes
I.S.P.: 4
Siving Throw: None

This allows the psionic to see 9.1 metcrs (30 fi.) in the dark.
Although the vision is not keen enough to discern fine detail or
color, shapes and contures can be easily seen.

Resist Fire
Level two
Range: self
Duralion: 10 melee 10 minutes
I.S.P.: 4
Saving Throw: None

Thill i!l the amazing mind over mailer ability that allows the
psionic to juggle hot coals or walk lhru a wall of flame un·
hanned. TIlis ability is self induced and can not be cast upon
others. The psionic will take half damage from intense heat such
as that created from thennal nuclear explosions, magic, or heat
above 200· C. The psionic can raise his heat tolerance at the
cost of4 I.S.P. per 100 degrees Centigrade.

Resist Hunger
Level two
Ringe: Self
Duration: 8 hours
1.5.P.: 4
Saving Throw: None

This is yet another example of mind control, in which the
psionic can wipe out the desire for food. This can be particularly
handy if caught in a ration situation with limited food supplies.
The person employing resist hunger will Function normally
even while dying of malnutrition. As with resist thirst, this abil·
ity does not negate the physical damage of starvation, ralher it
temporarily blocks the effect.

Spontaneous Combustion
Level two
Range: 20 meters (line of vision)
Durallon: Instant
I.S.P.: 4
Slvlng Throw: None

This pyrotechnie ability enables the psionic to manipulate
any combustible material to ignite. Spontaneous combustion
creates only the spark to start a fire and not a roaring wall of
flame. Remember the combustible material must be present to
bum, whether it be dry grass or frayed electrical wires.

Level Three Psionics
I. Extended Telepathy (8) 7. Evil Eye
2. Mental Bolt of Force (12) a) Despair (10)
3 Precognition (6) b) Panlysis (10)
4. See The Invisible (8) e) Smn (10)
S. T.I.po" Obj",! (20) d) Sleep (10)
6. Tum Invisible (8) e) Fear (10)

Q Blind (14)
8) Pain (18)
Ii) Deatb (20)



Extended Telepathy
Level three
Range: 90 meters
Duralion: 10 minules
I.S.P.8
Saving Throw: same as limited telepathy.

Extended telepathy Functions much like limited telepathy ex
cept that the psionic can delve deep into another persons mind.
Likewise, complete conversations can be transmitted through
extended telepathy.

Mental Bolt of Force
Level three
Range: 60 meter
Duralion: Instant
I.S.P.: 12
Saving Throw: Save as a dodge (see dodge).

The psionic is able to tap into his own electromagnetic force
and fire an energy bolt capable of inDicting 2 to 12 points of
damage. As with any weapon, the target must be within the line
of vision to be hit. No hand gest\lres are required since the en
ergy bolt is directed mentally. This mental control also adds the
bonus of +4 10 hit. The effects only apply to the opponents hit
points, not his S.D.C.

Precognition
Levellhree
Range: Self
Duration: 2 melees/minutes
I.S.P.: 6
Saving Throw: None

This is the abilily to pick up psychic emanations and glimpse
a few moments of the future. This future insight may be a few
short minutes or a couple hours of a possible future. Time is a
very tenuous element caught up in continual change. This means
the 'potential future can be altered or avoided.

Using precognition on an unopened door may reveal what
lies beyond it. The psionic may actually see himself engaged in
bailie or working on anything (Note to the Game Master: Try
not to reveal the actual outcome of an incident or event. De
scribe the inception of a banle, or the clements that may lead to
danger or success. The fewer hard facts the better. After all, the
furure is always open to speculation. Example: G.M. to the
psionic: "You see Pete examining a machine in a large room,
there seems to only one entrance. Judy picks up something on
the scanner: movement, something large metallic, it's coming
toward the room ... That's all you've seen." This type of descrip
tion indicates a potential danger as well as the direction it will
come from and the type of creature: metallic, probably a
Mechanoid. It also alludes to the possibility of a silent alarm in
the room.

See The Invisible
Levellhree
Range: 90 meter (line of vision)
Duration: 10 minutes
I.S.P.: 8
Saving Throw: None

This simply allows the psionic to see invisible crealures/ob
jects. As with most psionic abilities, only the psionic is affected.
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Teleport Object
Levellhree
Range: Touch or 2 meters
Duration: immediate
I.S.P.: 20
Saving Throw: None

This is the ability to cause physical matter to disappear and
reappear at a different location. Such teleportation is limited by
the experience level of the perfonner. A psionic can teleport 4.5
kg 10 lbs) pcr levcl ofexpcricnce. a distance of 15.2 (50 ft) per
level ofexperience. This means a 51h level master psionic could
teleport a maximum of 22.68 kg (50 lbs) 76.0 meters (250 ft)
Unfortunately, this is one way teleportation since to teleport an
object, it must be held or within the line of vision no more than
2 meters away. (Note: A personal possession thai has belonged
to the psionic for at least 2 years may be telcported back. 46%
chance).

Turn Invisible
Levellhree
Range: Self
Duration: 10 minutes
[..S.P.: 8
Saving Throw: None

The powers of the mind are awesome and this is but one of
the more spectacular abilities. Scientist arc not certain exactly
how this effect is achieved, but apparently light waves are ma
nipulated in such a way as to create the illusion of invisibility.
Be aware that the physical body is still corporeal, although un
seen, Consequently. the invisible psionic can still be struck by a
weapon or heard moving or speaking. Nor is this ability effec
tive against infrared and other heat scanning enhancements. Op
ponents without visual enhancement are -5 to hit and -3 to
dodge.

Evil Eye
Levellhree
Range: 40 meter
Duration: Vary by type
t.S.P.: Vary by type

There are eight types of evil eyes affecting a different part of
the brain. Each affects only one person/creature per attack.
Despair: Duration: 2-12 melees; I.S.P: 10

Evil eye despair instills its victim with great feelings of de·
pression, defeat and hopelessness, An affiieted person will be
prone to surrender (40% chance) or attack and dodge at -2, Du
ration: can be extended 2-12 melees for each 10 I.S.P. spent.

Saving Throw: Standard. Non·Psionics must roll a 15 or
higher to save; Minor and Major Psionies must roll a 13 or
higher to save: Master psionic must rolla 10 or higher.

Paralysi.'l: Duration: 2·12 melces; l.S.P. Cos!: 10
lllis Evil eye totally immobilize the motor section of the

brain, causing the anns and legs to cease to Function. An af
fected person will be incapacitated for 2-12 melees. Duration:
can be extended 2-12 melees for each r.S.P. spent.

Saving Throw: Standard



LP-IO/Laser Lance
30 charges, 1-6 or 2- I2 damage, 90 mCler range (295 8), 0.3

kg.
The laser lance was not designed for combat use, but is a util~

ity tool used by mechanics and communication enginccrs. Con·

5. Recharging of weapons takes 4 hours (at colonylbasc
only).

6. The term "charges" means how many blast can be fired
from a vehicle, or how many blasts can be fired per Energy Clip
in hand-held weapons. When llll "c1111rges" (energy blasts) arc
used up, the old E-Clip can be removed and new, charged clip
inserted.

LaseI'" rifle
LR-20

Expel'"imenlal
M.A.A.
Borer
Fusion Blocks
Dreadnought

Utilily lonlslWeapons
Fusion Torch
Laser Lance
SLR-60
Survival Knife

Heavy Weapons
P.B.R.-IO
P.E.-6
P.E--M8
Explosives
Flying Gun

Energy Handguns

Weapons by Category
Sidearms/Handguns
SB-14
m-Io
LP-IO

IB-IO/lon Blaster
10 charges. 3-18 damage. 400 meter (1312 fl) range, 1.02 ki

logrnms.
This handgun is often called the heavy-duty billster. It is ca

pable of discharging four blasts per mclee. After all to charges
are expended, the energy clip must be ret:harged or a new clip
musl be engaged. Roll 6 sided dice to determine damage.

SB-14/Simple Blaster
14 charges per E-Cltip, 2-12+2 damage, 300 meter (984 1\)

range, 0.9 kilograms (kg).

This handgun is n common side arm. Perhaps the most anrac
tive fcature is its rnpid firing capability. The S8-14 can dis
charge up 10 seven blasts per melee. After all 14 charges are
expended, the blaster must be recharged or a new energy clip
must be engaged. Roll 6 sided dice to detemline dllmllge.

Gideon E was a peaceful colonization operation and not pre
pared for a full military confrontlliion. Consequently, ffillny
weapons, particularly assault vehicles, IIrc limited in scope and
mngnimde. Like defense troops are also minimal. Remember,
the colonies have only just been auacked and arc gearing up for
defense lind retaliation. This means they have only begun to
manufacture weapons and armor (new and old), and refitting ex
isting machines, like their non-combat hovercrafl. for battle.

Important Notes on Energy Weapons:
I. 111ese weapons are limited to those listed.

2. Automatic weapons have not been used for centuries, are
considered obsolete and will not be lTIllnufaclUred.

3. Recharging of weapon energy clips can be done ollly atlhe
home base. For this reason, extra energy clips are carried into
combat. (It takes one melee round to replace an encrgy clip).

4. All energy weapons, exeepl the fusion torch and experi
mental weapons, have built-in safety mechanisms and can not
overload/explode. 37

Stun: Duration: 2-12 melees; I.S.P. Cos!: 10

This disorients and confuses the victims for 2-12 mcll.-c
rounds. Victims will forfeit one attack and hit and dodge at 4,
Duration: can be extended 2-12 melccs for each 10 I.S.P. spent.

Saving Throw: Standard

Sleep: Duration: 2-12 melees J.S.P. Cost 10

This instantly sends the affected individual into a sound, al
most catatonic, slumber. The Duration: can be extended 2-12
melees for each I.S.P. spent.

Saving Throw: Standard

Fear: Duration: 2-12 melees; I.S.P. Cost: 10

The victim will become wracked with fear 50% chance
(I-50) will run away. 50% chance (51-100) will cringe in comer
attacking only when he is altacked (-2'hit or dodge).

Saving Throw: Standard.

Blind: Durmion: 2-12 melees; I.S.I). Cost: 14

The Evil eye temporarily knocks oulthe victim's oplics. ren
dering him quite helpless, -9 to hit and dodge. Of course dura
tion can be extended 2-12 by an additional 14 I.S.P.

Saving Throw: Standard

I'aln: Durafion: 2-12 melees; l.S.P. Cost: 18

This allack sends its victim reeling in agony. inflicting terri
ble pain shooting throughout the body. The victim Attacks nnd
dodges lit -6 as well as taking one point of physical damage (hit
points) each mclee affected, duration extended by applying ad
diTional 18 I.S.P.

Saving Throw: Standard

Death: Duration: Instant; I.S.P. Cost: 20

The victim of this vicious assault takes one point of physical
damage direct to Hit Points for every I.S.P. applied. If the mini
mum (20 I.S.P.) is used the victim takes 20 Hit Points of dam
age. If 25 !.S.P. are applied than 25 Hit Points of damage are
innicted.

Saving Throw: A non-psionic sutTcrs 25% damage if he
saves vs psionic auack. Mino~, Major, or Master psychics take
110 damnge if a successful Saving Throw is made.

Colony Weapons



sequently, it is capable of firing a continual beam (burning up 2
charges per melee) as well as single pulses. The lance has two
settings for damage: 1-6 (using one charge per melee) or 2-12
(using two charges per 2 melees).

Long-Range Weapons

LR-lO/Laser Rifle
20 charges, 5-30 damage, 1200 meter (3937 ft) rongc, 1.56

kilograms.

This lightweight energy weapon is commonly issued to the
Light Armor Defense Division as well as pilots, mechanics, and
technicians placed in combat situations. The LR-20 is able to
fire twice per melee. After all 20 charges are expended it must
be recharged or a new energy clip must be engaged. Infrared
scope is standard. Roll 6 sided dicc to detennine damage.

PBR-IOlParticle Beam Rifle
10 charges. damage varies, 1400 meter (4593 ft) range, 13 ki

lograms.
Because of the awesome power of this devaslaling weapon, il

is usually resfricted to use by the three defense divisions; heavy,
light and commando. TIle PBR-IO comes equipped with an in
fr'dred scope. Capable of firing twice per melee.

The following restrictions apply to all Partkle Beam
Weapons:

A particle beam hits only on an II thru 20 (of course the op
ponent's Annor Rating must also be considered).

Jusl a Nick: A roll to hit of II thm 17 (only if the opponents
Annor Rating is penetrated) indicates a minor hit or Nick by the
panicle beam (which probably means body parts arc missing.
Such nicks, II thm 17, do 1-40 (104"'10) points of damage.

Direct Hit: A roll of 18 thru 20 is a dircct hit and does full
damagc; 1-60+15 damage (I O6xI0+15).

Double Damagela Nalunl10: As with any weapon. the roll
ora natural 20 inflicts double damage; 10-100+25 (roll percen-
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tile dice). Remcmber, this is a natural 20 and nOl achieved by
bonus enhancement (See description of terms regarding the nat
ural 20 for more infonnation about it).

Nole: Anything destroyed by a Panicle beam will be a hunk
of half dissolved slag way beyond salvaging parts. We're talk·
ing total annihilation. A person would be lucky to even recog
nize the object after a P-beam assault.

PE~lPlasma Ejector
6 charges, 4-40+20 damage. 2200 meter (7218 ft) range,

20.64 kilograms.
Thc PE-6 is a high-powered distance weapon with built-in la

ser tracking, radar (4 kilometer radius) and infrared distancing
scope with digital read-out. The disadvantages arc the limited
firing capability and the weight. Thc plasma generator weighs
18.14 kilograms plus gun ejection wilh opticals 2.S kg. TOlal
weight: 20.64 kilograms. •

PE-M8lMulliple Plasma Ejector
8 charges, 8-80+100 or 16-160+200 damage, 2200 meter

(7218 ft) range, 102 kilograms (kg).

The PE-M8 is a multi-firing assault weapon with buill-in lao
ser tracking scan and radar (4 kilomctcr radius). The PE~M8 is
capable of firing a half load of four simultancous blasts, or its
maximwn firepower of 8 blasts. These plasma ejcctions exp.1nd
as they travel to create onc massive wall of plasma (approx. .5
meier radius).

As with all plasma weapons, the fuing power is very limited.
Once all eight blaslSlcharges have been expended, the ejcctor is
useless unlcss another PE·M8 gencrator is attached. This lakes 4
melee rounds). A PE-M8 generator weights 93.48 kilograms,
1.3 melers long, gun ejector with optics weighs 8.6 kilograms.

Fusion Torch
200 charges, 2-12+4 damage, Max. Range 30 meters (98 ft).

7.7 kilograms.



Like the laser lance, the fusion torch is a utility tool primarily
used for welding and body work. However, it can make a formi
dable close-range weapon.

The fusion torch expends 5 charges for every one meter dis
tance. This means If the torch is placed on the first sctting (30
settings in all), it has a flame range of one meier, does 2-12
damage, and costs 5 charges. On setting number 10, the flame
range would reach 10 meters, inflicting 2-12 pointJi 'of damage
and cost 50 charges.

Free Flow: Another option is selling the torch on free now.
Doing this increases the damage to 4-24+12. Unfonunately this
overloads the system, welding the valve permanently open. The
initial energy expended is 60 charges and will continue to ex
pend 50 charges per melee until all charges are used and it ex
plodes. Range on free now is a maximum of 50 meters.

Overload: The fusion torch begins to overload if continually
in usc or it expends great amounts of energy in a relatively short
time. If the torch uses more than 120 charges in les!! than an
hour it will visibly begin to smoke and should be allowed to
cool down (6 hours). With continued use there is a chance it
will lock inlo free flow and ultimatcly explode. The player or
G.M. should roll percentile dice to determine if an overload has
occurred. This is done by adding 12'/, for every 5 charges ex
pended beyond 120. This means if 20 more charges are used
then:: is a 48% chance of overload This is accumulative. Thus,
if 20 more charges are used, the percentage chance of overload

is 96""
The Esplo ion: The torch will explode if all the charges are

used. This is aUiomatic and uncontrollable if locked in free now.
Such a thermonuclear explosion docs 120 points of damage
within the center 3 meter radius. 70 points of damage within a
10 mcler radius and 25 points of damage within a 15 meter ra

dius.

SLR-60/Spike Launch Rod
30 charges, 2-12 damage, 60 meter (197 ft) max. range, 0.7

kilograms.

This device is commonly used by commandos in the L.B.A.
and H.E.B.A. divisions for scaling surfaces. The SLR-60 effec
tively fires a 152.4 millimeter (6 inch) metal spike up to a dis·
lance of 60 melers. !I cornell equipped with 130 meters of
heavy-duty cord, spool and feeder with digital counter.

Explosives
Explosives are limited to trained personnel only. Timer set·

ling: 60 seconds to 3 hoill':!l.

Concentrated Blasting Caps, Three types
cae Type one: Effected radius 0.9 meten, 4-24+12 damage
CDC Type Two: Effected radius 1.S meters, 4-24+24 damage
CDC Type Three: Effected radius 1.8 meiers, 6-36+24 damage

Shape Charges:
SC Type one: effected radius 1.5 meIers, 6-36+24 damage
SC Type two: Effected radius 1.8 mclers, 5-50+50 damage
SC Type three: Effected radius 3.0 melen, 8-80HO damage
Add +15% to success use when used by trained personnel (add
bonull to L.B.A. and Commando explosive electives) when us
ing concentrated blasting caps andlor shllpe charges.

Experimental Weapons
This additional area of knowledge is limited to L.B.A.,

E.B.A. and Commandos with an I.Q. of JI or highcr. (Game
Mastcrs you may want to allow other character occupations use
of these weapons occasionally. Particularly, highly inlelligent
Communication Engineers and Espers.

Fusion Blocks
This compact explosive device is very unstable and may ex

plode immediatcly upon setting the timer or not explode at all.
However, the awesome damage potential of these explosives is
very alluring. Each block measures 0.6 meters (2 ft) long by 0.3
meters wide (l Il) and 190.5 millimeters (7 and one halfinehcs)
tall. Average weight is 7.7 kilograms (17Ibs). Each block comes
equipped with a built-in liming device.

Types of Fu.'lion Blocks:
Type one: Total radius effected 21.3 meters.
Type two: Total radius effected 21.4 meters.
Type three: Total radius effected 33.5 meters.

Chart indicates the damage as the explosion expands.
Center o( blast 9.1 6.1 6.1 6.1 6.1
Type One 160 70 30
Type Two 200 110 50 10
Type Three 500 250 150 50 20

E.M.B. Ltd.lElectromagnetic Borer
20 charges
8-80+40 or scan
800 meter range
3.7 kilograms

TIlis energy rine fires an interchangeble projectile that can be
uscd as a weapon or for collecting datB. Basically, both types
will attach themselves to 8 metallic surface: unleashe a high in
tensity laser; bore through 'up to 0.6 mcters of material and exe·
cute its final maneuver.

Tbe Elplosln Head: This projectile will fire an explosive
charge into the laser bored hole. This will damage the internal
workings of a machine. often crippling (52% chance) or de
stroying (33% chance) the device. Damage 8-80+40.Tbe
SUDDiD& Head: This projectile will fll'C a minarure sensory de
vice into the laser bored hole. The sensor then continually trans
mits the data. to be recorded by the E.M.B Ltd. operator. The
sensor and transmitter will operate continually for 4 hours and
has a IJlUlSmission range of6.436 kin. Damage 2 to 12.

Malfunction Probability:
I. Projectile (both types, explode on impaci Ex-head damage:

8-80+40. Scan head: 2-12 18% possibility (roll for each shot).

2. Rifle jams 100/0 possibility (roll each time fired).

3.



M.A.A./Multi-Arm Antagonizer
The MAA is so named for its many distinctly different func·

tions. The scientists' original concept was to develop an artifi
cial exoskeleton as a tool for handling heavy equipment and
space exploration. 11 has since been combined with another ex
perimental device, the continual plasma generator.

The continual plasma generator is somewhat falsely named,
since it is acrually fimited to 42 charges. However, this very new
experimental device is capable of seven times the firepower of
the hand-held P.E. 6. The continual plasma ejector's blast are
accumulative; i.e., no amount of rest betwecn uses will ncgatc
malfunction.

It takes 30 minutes to attach a M.A.A. and 20 minutes to re·
move it. The M.A.A. is an attachable/detachable device, not a
bionic ann. It can be worn with E.BA

Other devices, including a laser lance and projectile firing
mechanism, have also been incorporated to make the M.A.A. a
formidable weapon.

Each of the weapons and functions of the arm are activated
and lriggcrcd by a verbal three digit code. Each are keyed to the
specific voice pattern of the individual M.A.A. operator. This is
to prevent any unauthorized use or attempts to override the arm.
In case of a system break down or outside interference a manual
override command pad is provided. This small, digital key-pad
attaches directly to the arm. It activates the various functions by
simply punching in the proper codes.

Built-in Weapons & Features
Continual Plasma Ejector
42 charges
Range 900 melers
4-40+4 damage
Fires once per mclee round. Charge regenerates in 10 melces.
Bonus: +2 to hit by those trained in experimental weapons.
Laser Lance:
15 charges
Range J90 meters
)·18 damage (one seuing)

Cominual Plasma Generator

"',--~....

Chest
Plale

Adaptor Plugs
for MWluul Command

Digital Key Pad

Laser Lance
Housing\

Spring Release,



Independem powcr source. Spring mechanism fires lance inlo
palm of hand. Two attacks per melee.

Armor Piercing Projectiles:
3 total
Range 120 meters
4-24+6 damage

They can bc fired individually or simultaneously. Can not be
reloaded in the field.

Exoskeleton: Increases that ann's strength factor to 32 when
activated (powered by plasma gencrator). Punches inflict
4-24+6 damage!

Additional Equipment:
I. Dosimeter (measures radialion)
2. Signal Beacon
3. M.A.A. manual adapter

Potential Malfunction of M.A.A.
Plasma Genemtor Overload (roll percentile dice).

Amount
of Blasts Radiation Explosion·
After 6 blasts 4%
12 blasts 9% 2%
18 blasts 27% 11%
24 blasts 36% 29%
32 blasts 47% 59%

• Explosion does 300 S.D.C. in a 4 meter radius. TIle Game
Ma.~termust roll after every volley of 6 to dClcnninc the full and
probably increasing health hazard.

Degree of Radiation Poisoning
(roll one 6 sided die)
1-2 Fatal within 3 hours. Affects 6 meter area.
3-4 Hazardous radiation if exposed longer than 12 hours. Af

fects 2 meter area.
5-6 Non-lethal radiation leak. Affects I meter.

Incidental Equipment
Hand-Held Signal Flare: This is a simple flare similar to

those used by present day truck drivers.

Weight: 170.1 grams

Length: 0.1 meter"

Damage as weapon: I point ofdamage

Rocket Flare: This nare has a disposable, one time launch
mechanism which lires the narc approx. 95 meters inlo the air
and ignites. Duration: Flare lasts 5 minutes.

Weight: 0.5 kg

Damage as weapon: 2-12

Colon: Red, Green, Yellow

E-CliplEnergy Clip: These are the compact power sources
for energy weapons. The clips are limited to the amount of en
ergy contained but can be recharged at the colonies. There are
no universal E-cl ips. Thus an cnergy clip for an Ion blasler will
nol operate the 58-14 simple blaster, or any other weapon. Each
type of energy weapon has its own individual type of energy
clip.

SurviYal Knife: This stainless steel blade is used by all mili
tary personncl. It's designed to take, as well 8.'1 give out, punish
ment. Docs J-6 damage. + 1 10 hit when thrown.
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I.D.B.linfra-red Distancing Bino<:ulan: This high-powered
optical enhancement device comes complete with infrared ad
justment and digital readout of estimated distance and rate of
travel. Range 2.403 km.

Heavy duty nylon. all purpose. rope or cord. Tension
strength: 226.80kg

Ration Pack: A standard food ralion pack contains enough
freeze-dried, vacuum-packed, vitamin enriched rations to last
two weeks.

Mini-Tool Paek: Contains assorted Instruments such as
socket wrench. pliers. 8 piecc variable-head screwdriver, ham
mer, laser lance, voltage tester, spool of wire (30 01).10 meters
oftapc. Weight approx. 6.8 kg.

Medical KJt: Contains basic antibiotics. sedatives,
anti-flammatories, pain-killing narcotics, aspirin, 15 meters of
bandages. assorted instruments for minor surgery (scalpels,
probes, scissors, etc.) tape. sutures. ; air filters and surgical laser
lance (max. damage as weapon 1-6, Range 12 meiers, 40
charges). Kit weight 4.5 kg.

Air Filters: These filters are used as protection from the im
purities of Gideon E's dust laden atmosphere.

Tinted Visor: Designed for use outdoors as well as for weld·
ing. Unbreakable plastic lens.

LoB.A. GillS Mask And Filice Protector: This is standard
equipment for the L.B.A. division. The mask attached to the hel
mel provides added protection to the face and eyes. Ti~ted visor,
air filter, and independent oxygen lank included.

Vehicles
Conycrsion Noles: When using these weapons and combat

vehicles with other PallAdium RPGs and world settings. it is best
to reduce the weapon ranges by 50%-60% (in most cases); ad
just to suit the RPG setting. Increase the A.R. of most vehicles
by two points; 18 maximum. In most cases. I would increase the
payload of energy weapons on vehicles that have a measly 20 or
so shots by two or three times (40-60). Increase the weapon pay
load of the Flying Gun to 100.

Allaeks per melee round should be equal 10 the number of
hand to hand allacles of the pilot or gunner.

Damage is usually listed as 1-6,2-12,4-24, etc. Most damage
is detennined by the roll of six-sided dice. 1-6 means I D6, 2-12
means 2D6, 3D6 means 306 and so on.

Metric Conversions: One fool - 0.3 meters. One mile" 1.6
kilometers (km). One pound = 0.4.5 kg.

F'.G. 90/Flying Gun
This one-man air vehicle is designed as a limited range as

sault weapon specifically for the Heavy Environmental Armor
Division, although commandos and L.B.H. division with experi
mental or level two A.V. piloting skills are also authorized to
use them. The F.G.-90 is very maneuverable (+3 to dodge). It is
equipped with radar (limited to 20 km). and directionsl
short-range radio (25 Ian). Availability: Moderate. Manufac
tured by the Kucharski colony.

A Flying Gun is limited to a maximum of six hours of nighL
It must be recharged at a colony or a new energy-fuel clip needs
to be engaged. (Requires 8 minutes to engage a new clip). The
Flying Gun weighs 39.67 kg. Its Laser cannon has 30 charges.



FG-90 Flying Gun

Fuel Tanks

Forw~rd Engine,
0.15 m Titanium Shield

(Hover Capability)

Flying Gun - One man assault vehicle
AUacks Per Melee: 2
Weapons: Laser Cannon
Weapon Damage: 6D6+4 damage
Weapon Payload: 20 charges
Weapon Range: 1400 meters (4593 feet)
Vehicle Bonuses: +3 to dodge
Function: Assault and Defense
Operation: I-Iumao Operated (one)
Psionic!: None
Size: 1.8 m. Long, 1.3 m. Tall, 1.2 m. Wide
Armor Rating: 9
S.D.C.: 110
Speed Faclor: 0-240 kmph (up to 150 mph). Note: The original

books had the speed for the Flying Gun at a 90 kmph - a ri
diculously sluggish 56 mph, so I boosted it up. I could even
see a speed of 200-300 mph (321-482 km) as acceptable for
this weapon.

Orbital Space Shuttle
The orbital shuttle was originally used for rendezvous with

the space station Alpha Q. Also for placing and maintaining
communication satellites, planet mapping and atmospheric re
search. Now however, the shuttle has been placed in dry dock. It
is too small, slow and limited for planet-wide evacuation into
space. (After all, how far call you get in an orbital shuttle?).

Manufactured for planet research and exploration exclusively
by the Gideon colony. The Or.t. colony has launching facilities
and eight shuttles, The remaining 24 shuttles are at the Gideon
colony. Weight 84,778 kg., Cargo bay dimensions: 18.28 me
ters long, 4.57 meters in diameter:

Orbital Sbullie
Allacks Per Melee: None
Weapons: None
Range: -
Bonuses: None
Function: Transport and research
Operation: Human operated

42

Psionics: None
Size: 37.24 m. Long, 17.27 m. Tall, 23.29 m wing span.
Armor Rating: II
S.D.C.460
Speed Factor: Varies

US-180 Hover Sc:out

HS-180/Hovercraft Scout
This highly mancuvcrnblc vehiclc is uscd for reconnaissance

and light transponalion. It features full, wide-band communica
tion (600 km) and sensory instrumentation (mdnr 40 km mdius).
Scats five comfortably. Maximum weight allowance 1400 kilo
grams. (Reduce speed by 25 kmph per extra 300 kilograms).
High availability. Manufactured by the Gideon colony, OrLand
Malibar.

Hover Scout
Attacks Per Melee: None
Weapons: None
Range: 960 km (600 miles)
Bonuses: +2 10 dodge
Function: TransponJreconnaissance
Operation: Human operated
Psionlcs: None
Size 6.4 m Long, 1.9 m. Wide, 1.5 m. Tall.
Armor Raling: 10



S.D.C.97
Spttd Factor: 0·180 kmph (up 10112.5 mph).

l.ase,~on

I~ ~=E'~:-..........: ~-IHover Jels _ -
.6m II 7.6m-------'

MHT-180/Modified Hover Transport
The MHT-180 is used for the transponation of supplies and

personnel. The major modifications come in lhe way of rein
forced hull and rotating laser cannon. The laser cannon is capa
ble of full rotation and rapid fire. Requires pilot and co-piJol to
operate. Pilol cabin holds four, cargo area holds 40 people
(standing) and a maximum weight allowance of 11,800 kilo
grams. Moderate availability. Manufactured by the Gideon col
ony. 01'2 and Malibar.

Modified Hover Transport Vehicle
Attacks Per Melee: 4 (32 charges 101al)
Weapons: Rapid·firc laser cannon, 606+6 damage.
Range: 1800 Meiers (5905 fcct)
Bonuses: +110 hit
Function: Transpon
Opentlon: Human operated
Pslonlcs: None
Size: Overalliengrb 10.7 m, 2.4 m tall, 4.6 m wide
Armor Rating: 10
S.D.C.22.
Speed Fattor: 0-180 kmph (up to 112.5 mph).

Hover Jet Fighter
The H.J.F.-P.B. 30 is capable of vertical and horizontal

lift-off and maneuvers, being equipped with bolh hover and jet
propulsion capabilities. Maximum hover specd is 210 kmph;
high altilUde flight speed maximum is 2600 kmph. A pilot,
co-pilot, and communication engineer are required to operate
this vehicle.

The jet fighter is anned with robot controlled particle beam
IUJTtts. The turrets bave a 360° degree strike reach and can be
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operated manually from within the cockpit (minus one to hit) as
well as being robot controlled..

The H.J.F.·P.B. 30 has a small pressurized cargo bay which
can be utilized 10 carry passengers, supplies, or the I.L.R.M..
The cargo bay has a swing open floor hatch which can be used
to drop the I.L.R.M. (See Dreadnought for t.L.R.M. details).
The Jet is usually limited to a payload of four I.L.R.M.s. Cargo
bay dimcnsions: 4.6 meters long, 1.5 meters in diameter. Basic
mission weight: aircraft, 33,000 kg. Ovcrallienglh: 18.9 meters.
Overall height: 5.5 meters. Wingspan 11.5 meters, Cargo weight
capacily: 9800 kg. Limited to 5 hours of fuel Gel). l'lover flight
powered by fusion batteries, independent ofjel flight.

Hover Jet Fighter
Atlacks Per Melu: 4
Weapons: Robot particle beam turrets (360 degree sweep):

ID6x10+15 damage.
Weapon Range: 2200 Meters (7211 feet)
Bonuses: +2 to dodge
Functions: Assauh and defense
Operation: Human and robot
Psionics: None
Size: Overall length 18.9 m, 5.5 m tall, wingspan: 11.5 m.
Armor Rallng: 10
Speed Factor: 2600 kmph (1625 mph; rouhgly Mach 2.2); 5

hours fucL
Payload: Each energy weapon of the jet has 20 charges (I'd

double or triple that).

I.L.R.M. (Intelligent Limited Range Missile)
Anacks Per Melee: I
Weaponl: Missile: damage 110
I\fl slle Range: 1609 km (1000 miles)
Bonum: +4 to hit, +4 to dodge
FURcdon: Assault and defense
Operation: Robot operated ~..
Pllonlcs: None "~
Size: 1.5 m. long, 0.6 m. wide
Armor Ratlne: 10
S.D.C.: 2'
Speed Factor: 1800 kmph (1125 mph)
Payload: Maximum I.L.R.M. payload is 12,

The Dreadnought (Experimental)
The Dreadnought is a reconstructed orbital shuttle with

ground hover capabilities. This hover ability has been the least
successful of all the modificalions. The shuttle is not designed
for ground or nonnal atmospheric flight and is limited in speed
and maneuver ability. Maximum air speed is 210 kmph.

The cargo bay has been refitted with very mobile particle
beam turrets similar to those found on the plasma tank. The
cargo bay hall also becn reinforced for combat conditions.

The shuttlc's nose has two long-range lasen! built into it.
They are able to fire twice per melee. 20 charges each. Range:
2200 meten. Damage: S~30.

The main particle beam cargo turret has two rotary guns ca
pable of ruing twice per melee: 20 charges each. Damage: 1-10
(near miss or nick), 1-10+25 (direct hit) double damage on roll
of nalUral 20 (Roll separately for each gun). Range 3200 meters.
1iure1 S.D.C. 300.



Dreadnought

Main Panicle
Beam Turret

I~over Jet

I.".R.M. (8)

Secondary particle beam turrets. These twO units arc
equipped with standard (distance enhanced) particle beams (sec
panicle beam rine). 20 charges each. Range: 2200 meters; dam
age: 5-50+25. Turret S.D.C. 150 each.

TIle dreadnought is equipped wilh full scanning capAbilities
(radar 40 km). The structural damage cllpacity is 419. This is the
S.D.C. of the actllnl vehicle and 1101 the weapon lurrets. If the
dreadnought's body takes 419, ils interior instrumentation con
Itol!! arc destroyed beyond repair. Ilowever, Ihe turrets may still
openlle if they haven't taken their maximum damage (500/.
chance).

The truly unique aspect of the dreadnought is the
I.L.R.MJinlclligclll limited range missiles. These intelligent r0

bots arc capable ofhigb mobility (1'4 to dodge) and have a high
strike record of 8~;' (+4 10 hit). TIley are capable of high and
low altitude night and can achieve a maximum speed of 1800
kilometers per hour (kmph).

If their target is beyond Iheir strike mnge. the 1.L.R.M.s will
land and wait until a programmed target comes into range. TIley
are limited to infrared, ultraviolct, radio wave, and microwave
scanning radar, 40 km radius. I.L.R.M. impact does 110 points
of dnmage. Maximum flight Range 1609 km. (1000 miles).
S.D.C. of 2S per missile. Radnr encompnsscs 8 maximum field
of 40 km. Compuler enhanccd lclescopic optics extend to a
maximum of9.654 kilometers.

Availability of the dreadnought is eXlremcly low. Manufnc·
rured exclusively by the Gideon Colony. Only cight dread·
noughts nrc fully functional (6 at Gideon and 2 at Kucharski).
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I.L.R.M. availabiliry is limited 10 manufacturing of the areas
Gideon and Kucharski colonics.

Dreadnought
AUackli Per Melee: Total 8 plus I.L.R.M. (8): Laser 2. main

turret 2, secondary turrets 2 each.
Wcapons: All wcapons have 30 churgcg each.
Weapun Damage: Nose lasers: 6.36+6: main particle lurret:

1·60+15: secondary turrets: 1-40+20. I.L.R.M. maximum
payload: 8.

Range: laser 2200 m (7218 R), main guns 3200 m (10,499 R),
secondary guns 2200 m (7218 ft).

Bonuses: +1 to dodge, main turret +2 to hit, others: +1 to hit
Fundion: Assault and defense
Opentlon: ~Iuman operation
Psionics: None
Size: 31.24 m long, 11.21 m tall,23.29m wide.
Armor Rating: II
S.D.C.: Body: 419 main turret: 300, secondary turrets: 150
Speed Factor: 210 kmph (I) I mph)

The Rosenstein Land Buggy
The RLO-150 is the slandllrd pcrsonalland vehiclc. Everyone

Clln pilot a Rosenstein Land Buggy. This maneuverable vehicle
is constructed of lightweight metal alloys and tinted
poly-stnlcmral windshield. The RLB-150 seats fOllr people and
comes equipped with an infmred laser distancing system,
short~ntnge, wide-band mdio (31 kill) and radar (20 km). Unfor-



Rosenstein Land Buggy

runalely. Ihis vehicle has no defense weapons or gun ports. High
availability at all colonies. Manufactured by Kucharski. Malibar
and Stevenson.

Rosenstein Land Buggy
AUacks I)cr melee: None
WeapoDs: None
Range: 800 km (500 miles) before requiring refueling.
Bonuses: +2 10 dodge
Fundion: Transport and reconnaissance
Optrallon: Human opcrall.."t!
Pslonics: None
Slu: 1.9 m. long, overall width 3.1 m
C.bWldth: 1.2m.l.SmTall
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Armor Rating: 10
S.D.C.120
Spud Fflclor: 1·150 kmph (up to 94 mph)

MLR-120/Modified Land Rover
The MLR-120 is used for the transportation ofground troops,

personnel and heavy equipment. The cargo miler has been
mounted with fronl and rcar particle beam weapons, both lim
ited to a 45 degree rOlalion. The cargo trailer can hold 30 mcn or
equipment weighing up to 18,000 kilograms. The truck cab can
hold three people comfortably. The MLR-120 is fusion pow
ered. Moderate availability. Manufactured by Kucharski and
Slelvenson.

MLR-120 Modified Land Rover Particle Beam Mounts

" _~'-t"1S,..

__--'L__10.8 m _

Modified Land Rover
Auacks Per Melee: 4
Weapons: Particle beam cannons: standard damage
Weapon Range: 1600 Meters (5249 feet)
Vehide Range: 720 !em (450 miles)
Bonuses: +I to hit
Function: Transport
Operation: Human operated
Psionlcs: None
Size: Overall Length 16.2 m., 3.9 m tall, 3.1 m wide.
Armor RaUng: 10
S.D.C.193
Speed Factor: 1-120 Ianph (up to 15 mph)

HPT-12/Hover Plasma Tank
This heavy-duty, offense/defense weapon is the only unmodi

fied assault vehicle. The HPT-12 is nonnally used in colonial
defense. The tank comes equipped with a laser-controlled,
range fmder, digital solid-state ballistic computer and full-scan
instrumentation (radar 30 kin radius).

The plasma cannon is operated by the pilot and has a range of
3000 meters. The 4 barrel, particle beam rotary gun is housed in
an independent turret. The turret seats one and has full 360 de
gree rotation, allowing the operator to auack from any direction.
Max. Range: 1400 meters; damage: standard; S.D.C. 180; 40
charges (all 4 guns fire simultaneously but the player must roll
to hit for each of the 4 shots).

Availability: fairly abundant III Gideon Colony and Orz; dis
tribution to other colonies is poor. Manufacture: only the Orz
colony has the facilities for continued production of the
HPT-12. Gideon Colony ilas retooled its lank factory for pro
duction of the Dreadnought and other experimental weapons.



Hover Plasma Tank
Attacks Pcr Melee: 5; Plasma Cannon one; P-Beam turret 4
Weapons: Plasma Cannon Damage 8-80+10: Particle beam ro-

tary CllnS standard damage, Roll to hit for each shot.
Weapon Range: Plasma Cannon: 3000 m (9842 fl); Rotary gun

1400 m (4593 OJ.
Bonuses: Plasma cannon is +2 to hit.
Function: Assault llnd defense
Operation: Human operated
Psionic!: None
Size: Overall Length 9.1 m, 4.4 m wide, 3.2, 3 .2 m tall.
Armor Rating: 12
S.D.C.610
Speed Fador: 90 kmph (56 mph).

Hover Plasma Tank

Spot Lights

Rotary Gun
360' Sweep

----__ Hover Jels

Planet Gideon E
Gideon E is a fascinating planet because it is almost a twin of

Earth. It is actually one of four satellites (moons) orbiting the gi
ant liquid planet, Alva.

The diameter of Gideon E is 11.987 km and its average den
sity is 5.12 limes Ihal of waler. The eore is composed of nickel
and iron like the Earth. Geological probes have revealed large
deposits of fossil fuels: most notably coal. oil and natural gas.
Additional probes were expected to uncover even more such de
posits on Ihis mineral rich planet.

The surface temperature of Gideon E is presently 25% higher
than Earth's and is increasing annually. The temperature has
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risen 23 degrees in Ihe last 120 years. This is allribuled to the
dense atmosphere which traps incoming solar radiation and pre
vents heat from dissipating into space. It was feared that this
greenhouse effect would lead to the eventual evacuation of the
planet as it became increasingly inhospitable for human life.

Some geologists believe that Gideon E was an ice laden
world as recently as 2.5 million years ago, until somethinq radi
cally altered ils atmosphere.

However, a growing number of scientists feel that the present
greenhouse effect may flot be the result of natural phenomena.
The atmosphcrc's condition is rcminiscent of Earth's past prob·



lems with industrial pollution and the deterioration of the ozone
layer.

The atmosphere is primarily composed of carbon dioxide,
oxygen, and nitrogen, with trace elements of argon, chlorine,
and hydrocarbons. While breathing this dense atmosphere un
aided by lilters or oxygen supplements is not initially deadly, it
is extremely hazardous. Nasal and eye irritation results in two or
three hours, increasing in severity. Labored breathing occurs
within live to eight hours accompanied by intense irritation of
the eyes, throat, and lungs. Prolonged exposure (two or four
Gideon E days) may result in pennanent respiratory problems,
brain damage, or death.

Gideon E was lirst explored by the infamous Gideon expedi
tion which was later used by the estranged Colonel A.E. Gideon
when he rurned renegade.

Despite the increasing tempcmture, the satellite planet proved
stable and fairly suitable for colonization. Fourteen colonies/cit·
ics were established over the last 120 years.

The surfaco varies from arid mountains to deserts, to vast
grasslands, to tropical and sub.tropical jungles. That was before
thc coming of the Mechanoids. With the defoliation of the
planet, the terrain has become dry and barren. Vast, dusty
deserts and shriveled grasslands have replaced the prairies and
lowlands. Black, twisted husks claw at the sky, a grim mockery
of the lush jungles that once flourished there.

The Ecological
Imbalance of Gideon E

Since the Mechanoids have defoliated the entire planet, it is
unnecessary to delve into the thousands of plant, animal, bird, or
insect species cataloged by the Gideon colony. The more deli
cate life fonns died as a result of the toxic defoliants. Others
perished because of the dramatic ecological imbalance of the en·
vironment and food chain.

Surviving life fonns include most aquatic species and a hand
ful of carnivores. Yet perhaps the greatest threat to humanoid
life, other than the Mechanoids. are the Sand Beetles, These
dog·sized insects were seldom found beyond the Muzkie desert.
Unfortunately, the M<;.chanoids' defoliation has created the type
ofarid, dusty environment the Sand Bectles thrive in.

The Sand Beetle
The adult Sand Beelle is actually quite hannless to animal or

humanoid life. Its small mouth is designed for the consumption
ofSand mites only. While the adult male's life cyclc may last as
long as 10 months, the remale's cycle is limited to a few short
days.

The female has no mouth. Her only purpose is to lay 300 to
900 eggs before she dies. These eggs are layed in pockets of IS
to 35, about 2 10 4 melers under Ihe sand or dry earth. There the
eggs will lay donnant for up to six weeks, until a burrowing
male happens upon them and fertilizes lhem.

The gestation cycle of the fertilized egg is very rapid: larva
emerging within five days. It is the larva which presents the
danger to mammals The larva, like the adult mosquito of Earth,
lives on Ihe blood of olher animals, consuming four times ils
weight a day. Because its once natural predators no longer exist,
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the Sand Beetlc flourishes. However, the mammoth mammals
they once fed upon were also eliminated. Thus the larva must
feed upon the lasl remaining mammals on the planet. humans
and Rovers.

The larva and adult Sand Beetle are very adaptable and quite
resistant to poisons or radiation.

Sand Beelle
Adull
Size 1.2 m long (4 ft)
A.R.6
S.D.CJHh points 1/6 young; 2/12 medium, 4/24 near maturity
Speed 57 kmph (35.6 mph)
Attacks per melee: None
Weapon: Nonc
Bonus: None
Function: SurvivaVpredator
Operation: Inscct

Sand Beetle Larva

'.'

Larva
Size 0.)-1.2 m long
A.R.4
Speed 18 kmph
AUackJ pcr mclce: one bite 1-6 (sucks 3 hit points each addi·
tional melee)
Weapon: Bite
Bonus: +2 10 dodge
Functton: SurvivaVpredalor
Operation: Insect

Cut·away detail of the internal organism within a Mechanoid
Brute. The organic life fonn is so completely integrated with the
mechanical components that it is difficult to discern where Ihe
organism ends and machine begins.
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A Chronological Sequence of The Mechanoid lnvasion
1. Appearance of unidentified CXlralclTCSlrillls on the outer edge
of the Galcvcni Galaxy.

2. COnlnet with space station Alpha Q 10sI. (Now presumed de
stroyed by Mcchanoids).

3. Al1cmpt at radio communications with advancing extraterres
trials futile.

4, Observations intensified. Gideon E placed on yellow 'llert.

5. Aliens orbit Thalos. the largest ofCideon E's siSler smelliles.

6. All radio communictltion with aliens negative.

7. S.O.S. conlinually senllO Intergalactic Federation.

8. Immense spacecraft, about the Si7.e of Earth's North America.
appears.

9. Thalos is broken down inlo frogments. gathered. and re
moved. Supposition: Mining Opcmlion. Length of Oper:llion: 3
Earth months.

10. Process repeated on Mjo.5.

II. Radio interference may have prevented S.O.S. from reach
ing the J.F. All communication Salellites destroyed by aliens.

J2. Invasion divided into two sections. One prepares lhe de-
slIUction of Lea Pox. The second prepares the destruction of
Gideon E.
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13. Gidoon E placed on bailie alert. Evacuation to mountain re
treats inilillted.

14. First wave alien attack staved off.

15. Second wave (ltien attack is devl1Sl3ting, defenses crumble:

Humlln CllIsllllUles: 39%
Property Loss/damage: 72%

16. Evat:uation to moulIIains and tunnels 82% successful.

17, Faint radio communique received by the original Gideon
colony. The Intcrgalactic Federntion (I.F.) is aware of situation
(at leaSl in pan). 6 months lill I.F. intervelllion. Interference and
disruption of communications by aliens.

18. Aliens now classed as Mechanoids. Cybemetic in nature.

19. Mcchanoids begin defOliation of planct Gideon E.

Human Casualties: 3%
Rover Casualties: 7%
Vegetation Casualties: 98.5%
Animal Life Casualties: 74.9%

Current Situation:
,. Earth colonies temporarily located in mountains and ruMcls.
2. 1be original Gideon colony has begun the manufacruring of
defense weapons.
3. Total ecological imbalance.



4. Increased hostility of environment.
5. Increased hostility of Rovers.
6. DCi::reased number and activity of the Mechanoids. Estimated
number of Meehanoid bases: 15. Estimated number of
Mechanoids: over 100,000.
7. Five months till I.F. intervention.
Objective One: To delay Mcchanoid Operations until help can

arrive.
Two: Gather as much dala on the Mechanoids as possible for

further defense/offense ofother 1. F. properties.
Three: Enlist. ROver tribes in subversive activities to undennine

invaders.
Possible Alternative: To pirate away a Mechanoid vehicle and

effect escape. (The colonies have no vehicles capable of
space travel).

The Rover
Alien Race

The humanoids known as "Rovers" were discovered by the
original Gideon Expedition. Historically, the Rovers have al
ways been hostile toward the colonies allowing only the most
superficial relations to be estabilshed. These relations usually in
volved trade of goods for infonnation or trcaticlt of
nonaggression.

Rovers are an arrogant people steeped in superstition, tribal
ritual, and mysticism. The mysticism is rooled in psionic abili
lies which are much more pronounced lind developed than most
Earth Espers. II seems that all Rovers posselts some degree of
pSIOniC powers.

The Rover society is trihal and tends to be nomadic in nature.
The females arc responsible for child rearing, prepamtion of
food and clothes, and gathering of fruits and vegetables. They
are also the holders of booty. The males are responsible for
making weapons, hunting. protecting of the tribe and gathering
(stealing) other provisions such as loollt and weapons.

In many ways, the Rovers arc a tribe of thieves, stealing any
thing they need or desire from other tribes and the Earth colo
nies. However, 10 slcal from a member of the same tribe is
punishable by death or exile from the tribe. Although males are
particularly adept in the arts of thievery, children and females
are also skilled in this area. Rovers have the added advantages
of being both psionic and ambidextrous.

As a pan of their thieving philosophy, Rovers seldom kill
their victims. The concept here is that if you kill an easy mark,
that victim can never be victimized again, but if allowed to live,
that person can be continually plundered. Or in the words of a
Rover, You can only sleal from a dead man once.

This pmctiee holds true even in tribal ballies during which
hundreds will be wounded and many captured, but onlyI' few
dozen arc severely injured or slain. Rovers love 10 capture and
ransom people, especially colonists. A typical rnnsom for a col
onist includes, handguns, laser rifles, clothes and candy.

Unfortunately, because of the defoliation of Gideon E, most
animal life and virtually all plont life has been destroyed. This
presents a critical situation for the Rover tribes. With the excep-

tion of the Long Teeth and Sand Pirates, Rover-tribes reject
most colonial aid (although they will gladly pillage and steal
from an unsuspecting supply vehicle). To compound lhe silua
lion tribal hostility has intensified and it is rumored that some
tribes have taken to cannibalism

Another Aspeet of the Rovers
Perhaps the most startling fact about this primitive people is

Ihat they are not native to Gideon E. How they came to this
planet is as much a mystery as how long they've lived here.

Physiologically, the Rover'il arc among the few known extra·
terrestrial life fonns similar to humans. Of course, there are sev
ernl physical distinctions belween the two races. Rovers tend to
be very pale, almost stark white in complexion, and have 87%
less body hair than humans.

These lanky aliens seem accustomed to a lighter atmospheric
pressure than that of Gideon E, which is slightly greater than
Earth's. Consequently, Ihey are oflen seen slightly hunched and
arc prone 10 a slower pace of activity interrupted by frequent
reSls throughout the day. Unlike humans, the Rovers arc accus
tomed to a much lower oxygen utmosphcre, acclimating them
selves 10 the high carbon dioxide content quite easily.

Rovers tend 10 be very self-centered and shiflless. There arc
no strong ties or loyalties beyond the tribe. A Rover ofone tribe
is unlikely to (lid a Rover from (I different tribe, even ifthnt tribe
is considered friendly. That's just part of the Rover tribal philos-
ophy of1ife. .

They will not lake any unnecessary chances and moy disap
pcar (pmwllhicle) when a dangerous sinmtion presenls itself.

They scldom do anything for other tribe members (colonists)
without a profit incentive. Rovers covet energy weapons.

Rovers have a great comprehension of mechanics. On count
less occasions, even sophisticated machinery, vehicles, and
Weapons: have dis:lppcared overnight or were found completely
dismantled. Undoubtedly their psionic nature has much to do
with their incredible learning capacity.

Rovers & Extra Sensory Perception (Psionics)
While the Rover's brain is larger than Ihe human brain by

34%, this, in itself, docs not explain the apparent paranonnal
abilities lhat all Rovers seem to share. With what lillIe data that
has been gathered from thesc uncooperative people, it is be
lieved that every Rover has some psionic :lbility. Observed abil
ities include: Telepathy, telekinesis, biological manipulation,
hypnosis, big-rcgenenuion and laying of hands.

The Shaman
Those with the greatest abilities attain high positions within

the tribc. such as the Shaman or II member of the High Circle.

With the exeeplion of the High Circle. the Shaman is the sin
gle most powerful member of the tribe. His powers are saered
and revered by all. To defy the Shaman is to nirt with death. He
is usually surrounded by fanatical acolytes and priest... However
this fanatical devotion to the Shaman is not limited to his devo
tees. Members of the tribe will gladly lay down their own lives
at the command of the Shaman.

TIle Shaman's psionic abilities are easily as extensive as any
of Earth's known Espers. The Black Fist tribe's Shaman is
unique in that she is the only female to hold this male dominalcd
position. She is reputed to be II great prophet, allegedly foresee-
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Die Sex
I·) Female
4-6 Male

Thieving level
sccond
sixth
third
tenth
sixth
twentieth

Damage
1-6
1-6
2-12
1-6
2-12
1-6

Human 30 mlRover 50 m
Human 60 mlROVl..T 75 m
Human 70 mlRover 100m

Maximum Distance

Number
on.
two
four
five
six
eight

Rover Age
ehild
young male
young female
middle-aged male
middle·age female
elder male

Number of Rovers Encountered
DI.
Roll
I
2
3
4
5
6

Die DI.
Roll Tribe RoU PsloniclInner Str
I Red Band I Minorl2nd leveVJO
2 Black Band 2 Minor/4th leveY49
3 Long Teeth 3 MajorfJrd leveV52
4 Arrow Head 4 Major/6th leveV66
5 Sand Pintte 5 MasterfJrd leveV45
6 Black Fist 6 Masternlh leveVS3

Weapon
Daggerlknife
Short sword
Long sword
lluowing axe
Baule axe
War hammer
Studded

wooden club 1-6
Spear 1-6
·Sling and bullets 1·6
·Rovcr CTO!>S bow (2-12) 3-18
·Rover long bow (2-12) 3·18

·Thcse distance weapons are longer than human weapons,
and thus do more damage. Example: A human long bow would
innict 2·12 points ofdamage. bur an arrow shaft for a Rover is 3
times as thick and lWice as long, thus doing more damage.

Random Encounters with Rovers
Roll a six-sided die to determine age and thieving level, tribe,

scx, and psionic level. Number encountered is optional.

DI.
Roll
I
2
3
4
5
6

Wea n
Sling
Cross bow
Longbow

ing the Mechanoid invasion and defoliation of the planet. This
would explain the sudden Iheft of air filters and other breathing
equipment 2 months before the acNal Mechanold assault.

The High Circle
The High Circle is the decision making body of the tribe and

is composed of the tribe's wisest and strongest members. The
head of the High Circle is the leader/chieftian of the rribe (often
the Shaman), enforcing tribal laws, directing raids, etc. Subordi
nate tribe members are expected to accept and obey any deci
sion the Circle may invoke. Failure to do so may result in public
chastisement, torture, expulsion from the tribe or even death.
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Summary Table of Rover Information
Hostility of this kind is out of character for Rovers (just as

cannibalism) and rencets the growing delcrioralion and lunnoil
of the Rover society. The Sand Pirates are also tribal enemies.
The Earth colonists, Mechanoids Black Fists and Talons are dis
liked bUI usually treated with total indifference. The Red and
Black Band tribes will refuse colonial aid and seldom even ac
cept weapons or food as incentives toward establishing a better
relationship. It is very unlikely that a member of these two lribes
would deal wilh a colonislunder any condilions.

The Talon
The Talon is an enigmatic Rover tribe often spoken about,

but seldom encountered. They are laller (avemgc height 2.6 m)
and considerably more hairy Ihan Ihe other Rovers (equal to hu
mans). Because of their physical dislinction and hermit-like life
style, the other tribes tend to fear or even hate the Talon.

TIley live in the mountains and the ancient runnels.

Favorite weapons include long bow, sling, stone axes and
tools. but often carry no more than a stone spike or club.

Armor is simple padded cloth and animal skins.

They possess greater psionic abilities than the other Rovers.
80% are master psionics and have the full range ofabilities, lev
els one thm Ihree. Evil eye is their favorite weapon.

Polong the Wise Old One
Talon Shllman
Chaotic Neutral
A.R.:4
32nd levclthief
Hit Points: 129
S.D.C.: 18, plus 10 from animal skin anTlor (A.R. 8)
I.Q. 16, P.P. 16, M.E. 23, P.E. 9, M.A. 19, P.B. 10, P.S. 20, Sp<!.

10
Slender build, Height 2.7 m, Long white hair
Psionic l.S.P.: 597. Master Psionic. All level 1-3 abilities (con·

sidered a 32nd level psionic).
Bonuses: M.E.+1 vs psionic anacks. M.A. 55%, P.S. +4 to

damage
Weapons: The rod of lifc. 2.7 meters long titanium rod (docs

3-12 damage as a striking weapon). Origin unknown. Given
to him in his youth about 350 Gideon E years ago by the
Golden Guardian. Absorbs energy and radiation. Acts much
like a lightning rod, drawing in energy. Affects a 3 meter ra·
dius. No apparent limit to the amounl ofenergy absorbed. No
apparent relcase ofcnergy.

Rover Tribes
& Notable Leaders

The Black Fist Tribe
Petri-yag the Elder, having grown weak and feeble with age

serves as the perfeci puppet for the cunning Li-alllba, Shaman of
the Black Fist tribe. Li-amba is renowned for her ability to fore
see Ihe furure. She is an exceptional clairvoyant and actually
foresaw the Mechanoid Invasion, eonsequenlly, she and her
people raided Ihe colonies for protcctivc air filters, and suffered
few casualties from the defoliation of Gideon E. Under her
strong leadership, the Black Fist, the largest of the Rover tribes.
has grown to be the most feared and war· I ikc tribe.

Petrt·Yag the Elder, Black Fist Chieftain
9th levellhief
A.R.4
Hit Points: 66
S.D.C.: 12 plus 30 from a Web vest.

The Arrow Head Tribe
Although this tribe has resoned to cannibalism, they are still

among the least hostile of the Rover tribes. However, unless
their food situalion is soon remedied, they may bl.'Come an en
emy 10 reckon with. Presently, they are friendly with the Long
Teeth tribe and Sand Pirates. TIley are quite curious about the
Eanh colonies. Even though no real relations have been eslab
lished between the colonies and Arrow Head, they have been
known to occasionally aid Earth people. Thc Arrow Head are
the most nomadic of all the Rover tribes. Small and large b'TOUPS

can be found almost everywhere within a thousand kilomeler ra
dius of the Gideon colony. Genemlly, they tend 10 keep to them
selves and lire indifferent lowards the colonists, Black Fist and
Mechanoids. Tribal hatred runs deep againsl Ihe Talon. Black
Band and Red Band tribes. Thus, it's not surprising that the peo
ple of the Black Band and Red Band tribes havc become the
main food source of the Arrow Head.

The Red & Black Trihes
These two tribes arc quite small and the least nomadic of nil

the Rover tribes.

With the recenl dcroliation of Gideon E, tribal difference be
tween these two tribes and the Arrow Head tribe have escalated
to mammoth proponions. The arrow head, now rumed cannibal
istic, prey upon the Red and Block band people as their main
staple of food.

Tribal Enemies
Long Teeth+Arrow Head
Long Tccth+Arrow Head
Red Band+Black Band
Black Fist+Red & Black
Red Band+Black Band
Long Teeth+Mechnnoids
Long Teeth

Rellilinnship
to Humans
Very Unfriendly
Vcry Unfriendly
Very Friendly
Conditional
Neutral
VeryUnfriendly
Neulral

Cannibalistic
No
No
V"
No
No
V"
No

Population
2200
3400
6900
8600
1200
13520
600

RoveTrlbe
Red Band
Black Band
Arrow Head
Long Teeth
Sand Pirntcs
Black Fisl
TheTalon
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Vcry old, tcnds to confuse easily, talks constantly of his youth.
Present thieving abilities have deteriorated to 9th level.

Present attribute abilities
I.Q. 12, P.P.12, M.E. 7, P.E. 8, M.A. 9, P.B. 8, P.S. 19, Spd 7
Psionic l.S.P.: 210, major psionic. All level one and two abili-

lies.
Bonuses: P.S. +3 to damage (l-Iand to Hand)
Weapons: Laser pistol (4 charges), dagger, spear, sling.

Li-amba, Black Fist Shaman
A.R.4
8th level thief
Hit Points: 49
S.D.C.: 30 plus 30 from a Web vcst.
I.Q. 21, P.P. 16, M E. 23, P.E. 13, M. A. 20, P.B. 14, P.S.l2,

Spd 15 .
Height 2.1 m
Slender build
Bonuses: I.Q. +5%, M.E. +4 vs psionic attack, M.A. 6()OJ.

Psionics I.S.P.: 437, master psionics. All Psionics of level
one-lhrough three plus clairvoyance.

Weapons: The colonial SB-14 and sling are her favorite weap
ons. Has two sB·14s slung on each hip, fully charged (six ad
ditional E-<:Iips). 2 daggers, sling and twenty bullets.

Long Teeth Tribe
Tlepitama is the powerful megalomanic Shaman of the Long

Teeth. He is held in check by Maylrick, chieftain and head of
the high circle. There is lillie love between Tlcpitama and the
young Maylrick. Only Maylrick's popularity with the people
(surpassing even Tlepitama's) has prevented the Shaman from
murdering him. These two men are constantly clashing. Also,
Maylrick is comphlcenl and Tlepitama longs to drive out the
Black Fist tribe and the remaining colonists.

Maylrick Long Teeth Chieftain
12th level thief
A.R.4
Hit Points: SO
S.D.C.: 25 plus 72 S.D.C. From a suit of full L.B.A. (A.R. 10)
I.Q. 12, P.P. 22, M.E. 16, P.E. 14, M.A. 24, P.B. II, P.S. 18,

Spd 12
Slender build, height 2.1 m
Psionic I.S.P.: 190
Bonuses: M.A. 80010, P.P. +3 to hit/+5 to dodge, P.S. +2 to dam

'8e
Weapons: Laser pistol (with 3 extra E-clips), laser rifle (6

charges left), shon sword. 4 daggers, binoculars.

Tlepitarna The Shaman
Megalomaniac
A.R. 5
Hit Points: 73
S.D.C.: 30
ME 18, P.E. 13, M.A. 16, P.B. 14, P.S. 13. Spd 11
10th le\le1thief, hcight 2.2 m, slender build
Psionic J.S.P.: 330. All level 1-3 abilities. Master psionic.
Bonuses: +1 \IS psionic attack
Weapons: PBR-IO (8 charges left in clip), Ion Blaster (2 extra

E-clips). binoculars. shan sword. 2 knives.
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The Sand Pirates
111e Sllnd Pirates are a comparatively small tribe of Rovers,

limiting their wanderings to the arid vastness of the Muzkie
Desert.

Will gladly trade selViccs for energy weapons and vehicles.
They 10\le the hover scout and Rosenstein Land Buggy (owning
a half dozen ofeach). They also love the laser lance whieh is ex
tremely useful in skinning Sand Beetles.

Sand Pirates trade, steal and bargain for anything of value.
They arc the merchants of the Rovers.

Favorite weapons include the sling, dagger. laser lance, laser
rine, fusion torch. and SIR-60.

Utilize cloth padding, treated and studded leather, as well as
colonial web \lest and portions of L.B.A. and E.B.A..

Rovers Character Class
As Playing Characters - Optional

Whether or not the psychic Rovers are available as player
characters is len up to the Game Master. Such characters can be
fun and interesting for both you and the players (if played in
charactcr). Durring play test. we had loads of fun with them 8S

both player characters and Non-Player Characters (villains.
thieves and troublemakers, as well as scouts and friends to the
human colonists).

A Rover is rolled up just as any other character, starting with
eight attributcs, but they are slightly different than humans
(Note: Rover creation has been modified from the original edi
tion for clarity).

Rover Player Character or NPC
Alignmenl: Any, although neutral alignments are the most ap

propriate.



The Eight Attributes: The number of dice to roll is indicatcd,
plus any special bonuses.

I.Q. 306. M.E. 306+2. M.A. 206. P.S. 306. P.P. 406.
P.E. 306+1, P.D. 206, Spd. 406+2

HII Polnu: P.E. attribute number plus 106 per level of experi
ence.

Physical S.D.C.: 506 plus and S.D.C. bonuses from (later
RPG) skills.

Psionics (Roll Percentilcltwo 10 Sided dice)
01·70 Minor psionic
71-89 Major psionic
90-100 Masler psionic
Rover Height lind Weight:
Add 0.6 meters (two fcct) to height.
Add 27.22 kilograms to the weight.
Extrll Attllckll Per Melee Round: All Rovers have quick re

flexes and are ambidcxtrous providing them with cxtra at
tacks (Hand to Hand combat) per melee round.

Bonuses (In addition to possible Attribute Bonuses): +1 to
save vs poison.

Tribal Origins
Roll a six-sided die to detennine tribal orgin. The player's

character should respond with the appropiate hospitality or hos
tility 10ward other tribes as outlined in the Rover tribal summa
ries. Even a tribal outcast will maintain his prejudices toward
other tribes. The Red, Black Band and Black Fist tribes will lend
10 be disloyal. The Black Fist may even be treacherous alld lead
the other players into danger.

Die Roll Tribe
I Red Band
2 Black Band
3 Sand Pirate
4 Long Teeth
5 Arrow I-lead
6 Blnck Fist

Ability to Comprehend and

Speak Colonial Languages.
Roll 106 Level of Comprehension
1-2 Rudimentary understanding (like a 3 year old child).
3 Basic understanding/speech (like Q 7 year old child).
4 Strong understanding/speech (as good as a colonist but illit

erale).
5 Perfecl understanding/speech, basie literacy (4th grade).
6 Perfect underslanding and literate (equals high school).

Rover Thief Abilities
A player Rover is assumed to be a young teenager (although

it is difficult to detennine Rover age from appearance). Slart the
player with second level abilities and choose electives as you
would llny other character occupalional class. The player must
also start with the base experience points ofa second levellhicf.

Optional ThieflRover Ability Chart:
Attributes Required for Humall Thief: P.P. II
Attributes Required for Rover: Special (See Rover as Player
Character).

Basic Area of [xpertise:

Skills common to most Rovers:
Pick Lock·

Level Pockets smith P.C.V.
I 2()1'/e 15% 2()1'/e
2 28% 20% 25%
3 36% 25% 3001.
4 44"', 30010 35%
5 52% 35% 40%
6 60% 4()1'/e 45%
7 68% 45% 50%
8 76% 50010 55"'.
9 82% 53% 60010
10 86% 6()O/a 65%
11 90% 66% 70%
12 94% 70"/0 75%
13 96% 75% 80%

Electives: Choose 2 3t level I, one at level 3, one at level 6,
and one at level 9. Hand to

Level P.A.V. Prowl Scale Wall Hand
I 15% 20010 30% +1 to hit
2 200/a 28% 4001. +2 to dodge
3 25% 36,... 5001. double damage
4 30% 44% 55% +2 to hit
5 35% 52% 60% + 1 to damage
6 40% 60% 65% stun on 1cj or 20
7 45% 68% 70'/e +3 to dodge
8 500;' 76% 75% +2 to damage
9 55% 82% 8()1'/e +3 to hit
10 6()I'1o 86% 85% stun on 18 to 20
I I 65% 90'1. 88% triple damage
12 70% 94% 91% +2todaffiage
13 75% 96% 94% +4 to dodge

Repair Explo-
Level Elec. Equip. Level sives Linguistics
1 18% 1 24% 6%
2 22% 2 30% 12%
3 26% 3 36% 18%
4 30010 4 42% 24%
5 34'Y, 5 48% 30%
6 38% 6 540/. 36%
7 42% 7 60'1. 42%
8 46% 8 66% 48%
9 500/0 9 72% 54%
10 55% 10 78% 60'1.
11 60% 11 84% 66%
12 65% 12 90% 72%
Il 70';' 13 94% 78%

Experience Table
Level Rover Thief or Seoue
1 0·1800
2 1801-3600 8 120,001 ·220,000
3 3601-7200 9 220,001420,000
4 7201-14,400 10 420.00 1-640.000
5 14,401-28.800 11 640.001-880.000
6 28,80 I-52,000 12 880.001.1,350.000
7 52.001 -120.000 13 1,350,00 1-2,250,000

55



The Mechanoids ®

The Ultimate Cyborg
The Mechanoid
Organism

The Mechanoids lIrc the masters of genetic engineering and
cybernetics. Each Mcchanoid consists of machine and living
crearure completely intcgrntcd to function as one.

While the origins of these aliens can never be tmly deter
mined, it is clear that these carbon·based organisms arc the
product of genetic reconstruction. This theory is substantiated
by evidence ofcloning. Each type of Mechanoid contains a very
specific lifeform unique 10 its ponicuhlf shell. Upon examining
a dozen organisms orthe same type, it was discovered thai each
was identical This hlL'I proven fmc nfTunnel Crawlers. the Run
ners, and the Brutes. Each are designed to sClVe a particular
function, with appropriate appendages and sensory organs to op
erate their shell with maximum enieieney.
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It appears that the exterior machine shell serves them in
much the same way as the human Environmental Banle Annor.
Unlike the human E.B.A., these metal constructions serve as a
"pennanent," environment providing constant stimulation,
nouriShment, protection, and sensol}' input. In effect, the metal
lic housing, are much like a second skin to these hideous mono
sters, crcating a race of living robots.

While some types of Mechanoids have exhibited psionic abil
ities, Ihe human colonists of Gideon E have not been able to de·
tennine to what full extent these abilities range. Nor has it been
ascertained whether this is a trait common to all Mechanoids or
limited to particular types.

The Mcchanoids' genius and efficiency are matched only by
their contempt for other life fonns. They have mcthodically and
callously raped an entire planet, and delighted in the deaths of
countless thousnnds. Even now they toy with the surviving colo
nies. Perhaps, humnns nrc beneath their notice. Perhaps, that is
their fatal error.

The organisms, themselves, are carbon-based creatures com
posed of soft, fleshy tissue and tin intricate nervous system. This
organism mayor may not possess tendrils or tiny obvious sen
sory organs.

Mechanoid
Descriptions

The colonists know lillIe about these alien invaders, other
than they are sadistic monsters who seem to enjoy torturing,
killing and toying with humanoids, humans and humanoids
alike. It is clear they have no regard for the intelligent or animal
life on Gideon E and seem to be literally stripping - devouring



Wasp

- the entire planet. Consequently, the stnts thnt follow contain
only the most basic infonnation aboul these invaders. In fael,
most colonist mislakenly believe Ihe majority of Mechanoids 10

be advanced robol8. For more insight and infomlation aboutlhe
Mechanoids, G.M.s need to lake a peek at the Game Master
Section. This infomlation should be made available to player
characters only through encounters and discovery. The morc
they learn about their enemy the better chance they have in sur·
viving. Note: The Mechanoid names are those the human colo
nists of Gideon E have given them. In all cases, the energy
weapon payload of Ihc Meehanoids and lheir robots is effec
tively unlimited.

Perhaps the most deadly and feared of all the known
Mechanoids. The Wasp is a foSI aerial assaull weapon believed
10 have a pilol simply because of its obvious intelligence and sa
distic behavior. The damned thing can reach speeds of Mach 2,
make amazingly sharp turns, hug Ihe ground (avoiding radar de
lection) and SlOp on a dime at virtually any speed.

AnadeJ Per Melee: 4
Weapons: Particle beam; damage: standard 1D6x.10+15 dam

age!
Weapon Range: 1600 melers (5250 feel); payload effectively

unlimited.
Bonuses: +2 to hil, +3 to dodge, +2 vs psionic
Function: Assault & Defense
Operation: Mcchanoid
Pslonlcs: Insufficient data
Size: 2.1 m long, 1.5 m tall, 4.6 m wing span
Armor Rating: 12
S.D.C.225
Speed F.dor: 50-2400 kmph (31·1500 mph)
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Mantis
This Mcchllnoid appears 10 be !lome kind of mechanical engi

neer.

\ '1 ~ I
I :,

Allacks Per Melee: 2 claw or electric charge
Weapons: Claw damage: 4·24; Electro-Primer: 6-36
Range: Electro-primer 12.2 m (40 feel)
Bonuses: +1 to hit, +2 vs psionic attack
Function: Construction and mining.
Operation: Mechanoid
Psionlcs: Insufficient data
Size: 9 m 1311, 8.3 m long, 8.2 m wide.
Armor Rating: 14
S D.C. E...timalcd 3()0.400
Speed Factor: 0-150 kmph (94 mph; hover and fly).

Brain
This Mcchnnoid appears to be COllJmander or leader of !lome

sort and has been observed leading troops and heading science
operations (including the vivisection of still living humans,
sometimes for study of the human and pain lolcnmcc. some
limt:!l for pleasure).
AUacks Per Melee: 2 or Hand to Hand
Weapons: Laser. 2 scllings: 1-613-18. hand damage 2-12
Range: Laser: 900 meters (2953 feet)
Bonuses: +1 to hit, +2 to damage, +3 \IS psionics.
Fundion: Insufficient data

Operation: Mechanoid
Psionics: Insufficient data
Size: 3.0 m tall, 1.6 m long, 1.5 m wide
Armor Raring: 10
S D.C.: 90
Speed Factor: 0-50 kmph (up 10 31 mph).
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Tunnel Crawler
This Mechanoid appears to be some sort of (humanoid) ex

terminator and scout. Most humans believe it to be a robol.
Special Attack: The Tunnel Crawler is able to spray a toxic

gas once per melee round. The spray affects a 4.6 meter area
find lingers for 2 hours. The gas does the following damage:
4-24 per each melee round to anyone who breathes the fumes.
1-6 per melee round 10 exposed ncsh.

No damage 10 anyone in E.B.A., Spacesuit, or any type of
physical protection (L.B.A.) aided by an independent supply of
oxygen. Those using air filters take one half damage.
Weapons: Two blaster 2-12 each (4-24 pCf simultaneous dual

blast), nerve gas docs 5-30 damage.

Skimmer
TIIC colonist are fairly ccrtain thc Skimmer is some sort of

!«:out and hunter-killer. robot, but haven't detennined whcthcr it
contains Aliving organism or is some kind afrobat.

Mechanoid Robot with advanced artificial intelligence.
Attacks I'er Melee: 2 (both fire simultaneously)
Weapons: Blasters damAge: 3-18 each; 40 charges
Range: 900 mcters
Bonuses: +2 to dodge
Function: Rcconnaissance
Operalion: Robol
Pslonlcs: None
Sile: 2 m long, 1.2 m wide. J.) m loll
Armor Rating: II
S.D.C.,40
Speed Factor: 50 kmph
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Range of Blasters: 400 m (13 12 feel)
Hantlto Hand Damage: 2-12 damage from punch, kick arbult;

4-24 damage from power punch, but counts as two melee ac
tions.

Allacks Pcr Melee: 5 wiLh blasters or hand to hand.
Bonuses: +1 vs psionic attack; can scale walls nnd hang from

ceilings like an insect.
Funclioll: Assault and defense
Operation: Mechanoid
Pslonies: Insufficient data
Size: 1.5 m tall, 2.1 m long, 1.2 m wide
Armor Rating: 14
S.D.C.: 137
Speed Factor: 16 kmph (10 mph) crawling on the ground, or up

to 60 kmph (37.5 mph) hover using ilsjcts.



->,.__ Optics

Oetnil orScanner

Runner
This is another Mechanoid tbal appears 10 be some son of

lender or officer. Like the Mechanoid Brain. it engages in lead
ing troops (most notably lhe Thinmen and Runts) and heading
science Rnd engineering opcmlions (including the vivisection of
still living humans. sometimes for study of the human and pain
tolerance. sometimes for pleasure). AI first they thought the
Runner was a robot, but have since learned Ihal a living organ
ism is located in the Inil end of the "thing."

Attacks Per Melee: 2 or hand 10 hand
Weapons: Laser: 3 settings 1-6/3-1815-30. hand strikes at 2-12+

4
Range: Laser 1600 rnctcl1I
Bonuses: +2 10 hit, +2 vs psionic altack
Function: Maintenance/repair
Operation: Mcchl!llOid
Pslonles: Insufficient data
Size: 4.6 m tall, 3.0 m long
Armor Rlllillg: 12
S.D.C.: 120
Speed Factor: up t025 kmph (15.6 mph)

Weave)
The colonist recognize that the Weavel is some sort of seout

or spy/rcconnia.'\sancc mechanism. but haven'l delennir.ed
whether it conlains a living organism or is some kind of robot.

MN.hllnoid Robot with advanced artificial intelligence.
Attacks Pu Melee: None
Weapons: None
Range: Estimaled 40 km (25 mile) scanning range
Bonuses: None
Function: Reconnaissance/probe
Operation: Robot

Full Range or
---sensory Equipment

V
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Audio-Visual Scanner

-.........-..

I Retractable Nose I

2 meters

Psionlcs: None
Size: 2 m long, 1.3 m tall, 1.3 In wide
Armor Rating: 10
S.D.C.,60
Speed Factor: 35 kmph (22 mph)

.,

Brute
The eoloniSIS (mistakenly) believe the Brule is another

hunter-killer robot and considered one of the so-called "Mock
Men." A Brute is assigned to lead and obscrve most squads of
Mock MenIRobols. It (and the Wasp) is among the most power
ful, deadly and feared of the Mechanoid legions.

Mechanoid
Attacks Per Melee: 2 or hand to hond
Weapons: Particle beam: standard damage
Range: 1400 meters
Bonuses: + 4 to damage, +2 vs psionic attack
Function: Assault and rcconnaissance
Operation: Mechanoid
Psionies: Telepathy, telekinesis
Size: 3.8 m tall, 1.8 In long, 1.6 In wide
Armor Rating: 10
S.D.C.: ISO
Speed Factor: 35 kmph ground, 50 kmph hover

Thinman
The colonists arc fairly certain the Thinman is a hunter-killer

robot. Because of its human shape, the colonists have come to
call the Thinman, RUllt and Brute, "Mock Men."

Mechanoid Robot with advllnced llrtificilll intclligence.
Allaeks Per Melee: 2
Weapons: B1asler 3-18
Range: Blaster 800 melers
Bonuses: +1 to hit, +2 to dodge
Function: Dcfensc/as!>Hult
Operation: Robot
Psionics: None
Size: 2.7m tall
Armor Rating: 10
S.D.C.,90
Speed Factor: 25 kmph (15.6 mph)

Runt
The colonists are certain the Runt is a hunter-killer robot and

mechani7..cd scout. Because of its human shape, the colonists
have come to call the Rum, Thinman, and Brute, "Mock Men."

Mechanoid Robot with advanced artificial intclligence.
Attacks pcr Melee: 2 hand to hand
Weapons: Hand damage, 1-8
Range: Striking distance: 0.6 meters
Bonuses: +2 to damage, +2 to dodge
Function: Reconnaissance and maintenance
Operation: Robot
Psiollics: None
Size: 1.4 m tall, 0.6 III long, 0.6 m wide
Armor Rating: II
S.D.C.,60
Speed Factor: 25 kmph (15.6 mph)



Mechanoid Spider Fortress One is present at all majOl'" Mechanoid bases.

:Needs 72 hours to
bring shield to max.

after an auack.

Spider Fortress Lid
18.3 meters thick

==7'-._S.D.C.: 5000
Lid opens to a maximum of

45- angle. Opens to release
or admil Wasps; or 10

sition plasma The Spider
annon~ for an Fortress is

enal assault. operated by a
minimum of
14 Brains 10

32 max. it
is maintained

by 40 to
120 Runts,
4010100

Thinmen, and
4 to n Runners.

For Assault
and Defense it

always holds 24
Wasp, 6 Tunnel Crawlers,

and 8 to 12 Brutes

Energy Shield is the
ultimate defensive

measure. Unfortunately
the fortress can not

attack while the shield
is up.

-'-~!:>.._S.D.C. ofShicld: 8400

~
...."

Bowl Diameter: 260 m
Height of Bowl and Lid: 210 m

Over All Height: 487 m
ESlimated Weight: 18,000 metric Ions

Dowl Laser Rim
52 close range lasers line the lip
of the bowl housing

2 attacks per laser. per melee
6-36 damage per blast
Range: 1400 meters
Laser S.D.C.: 40 each
A.R.: 10

Close Range Laser Rim Cut Away of
Wasp tunnel system common
10 most Mechlllloid bases. In this
way both lhe energy shield is
engaged and Wasps can be
relellsed.........---...........

./r- Energy
( )/Shl,ld

(: :j limn,l
". \

4 Panicle Beam Turret
Capable of Wasp
360- rotation. Halch

Bowll'lousing an
PlatJonn

S.D.C.: 4000 (6 m thick)

Legs: 2000 S.O.C. each~~

Speed Factor: 20 kmph

Bowl Housing
Capable of 360
rotation

Two Main Plasma Cannons
4 anacks per cannon
10-100+100 damage
Range: 4.827 km
~whit .~
Cannon S.D.C.: 750 each \~: '.
A.R.: 13 '~

4 Bowl Laser Cannons~ .
2 anacks per mele,,~::::::::~
6-36+40 damage
Range: 2200 m
+2tohil
Laser S.D.C.: 300
A.R.: )0

Particle Beam Turrets
2 attacks per melee
5-50+25 (standard damage)
Range: 2200 m
+1 to hit
TuITets S.D.C.: 375 each
A.R.: 12
Thrrel$ are capable
of36O· rotation.
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Mechanoid Digger

M""'~IOng

Structural Damllge Cap8city:
Head: 2800
Body - Top: 4000
Body - Bottom: 180,000 C.Ii.F,e.
Arms: 2000 each
Claw: 2200 each

Plasma Generator: 980-----.,.
A.R.: 18

Digger's Claw
with Mcchanoid Mantis
to indicate scale.

Claw is 360 m long
Ann from shoulder to claw: 680m
Body length: 1080 m, Width: 732 m

• Alw ys accompanied by 6 Mantis and 2-6 Wasps. Total Claw to claw span: 1772 m
• Digging/canal area within 2 km. Radius of the Digger
extremely radioactive; lethal to all Humanoid life. Only
E.B.A. arc ccrtain to survive, L.B.A. is safe for I hour exposure.

• Digger hovers by undetennined means. Perhaps ami-grav. or psionically.
If the continual hydrogen fusion chamber (C.H.F.C,) is destroyed (3000 S.D.C.)
the emire Digger will explode (1-6x30,OOO damage for a I km mdius).
However, the C.H.F.C. is vulnernble to direct attack only when shut
down for its 30 minute rest period.

\
Continual Hydrogen

Fusion Chamber
Biasi center does
1-6x 10,000 damage

Plasma Generator· ®l
Docs 1-6x10OO .

damage.

Bottom Vie,w--_
Revealing the continual

Hydrogen Fusion Chamber
The Digger directs hydrogen blasts (approx. 10 per
second). Vaporizing and melting the earth and slone.
The claws dig, trim and shape the Ikm wide
2 kIn deep canal.

TIle Digger functions day and nighl al full capacity,
pausing only 30 minutes every 24 hours.

Top View

·PlllSma Generator can nrc
once every 10 seconds. That's
6 attacks per melee.
Max. Range: 2000 m
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Large MechaiIoid
Transport Vehicle

One of the Mcchanoid's Irnnspor1 and hauler vehicles.

Attacks Per Melee: 2
Weapons: Particle beam: 8·80 +25
Range: 3200 meters (10,499 feel)
Bonuses: None
Function: Transportation
Operafion: Insufficiem data
1'510nlc5: None (1)
Size: 50 m mil, 180 m long, 54 m wide
Armor Rating: 12
S.D.C., 998
Speed Factor: 0-3800 kmph (2375 mph/roughly Mach 3.5);

hover capable.

Small Mechanoid
Transport Vehicle
Attacks Per Melee: 2
Weapons: Particle beam: standard damage
Range: 2200 meters (7218 m)
Bonuses: None
Function: Slime liS large transport.
Operation: Same as large transport.
Psionics: Same as large transport.
Size: 9.1 m lall, 24.4 m long, 9.6 m wide
Armor Rating: 12
S.D.C.: 450
Speed Faclor: 0-3800 kmph (2375 mph/roughly Mach 4);

hover capable.
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Game Master's
Section
G.M. Inside Information

Game Masters, some of you may be concerned that for $3.75
any of your players call buy his own copy of The Mechanoid In
vasion Hnd read all the Game Master's secrets. Well in a way,
that's true, but none of this infonnation will change the game or
the playing. Since I'm jusl setting up Ihe bnsic premises and not
ing tribal relatives, Mechanoid activities, etc., it is you who
takes and develops these things. Consequently, 11 month after the
purchase oflhis book, alllhis material becomes background ref·
crcnces in your own very distinct campaib'Tl. If anything, a
player reading this seclion may ruin some of the surprises you
have in store for him. (So if a player is reading this, don't nip
the page or else. Or else what? Ahh.....)

More on Mechanoids
Gideon E was considered 10 exist in dead space that is an oth

erwise uninhabited, non-hostile sector of space. The Alpha Q
space station was Gidcon E's source of support and protection,
the pride of the Intergalactic Federation. Cons.equently, lhe
Earth colonies were not prepared for the savage Mechanoid on·
slaught.

The Earth colonies were able to stave ofr the Mechanoids
firsl wave llssaull only because it was a small scouting opcrn
tion. The second assault was composed ofa tactical strike squad
followed by the processing team.

The Mechanoids are, indeed, genetically reconstructed nnd
cloned. Unknown to humans, they possess great psionic al
though usually limited 10 level one and lwo abilities. (See the
specific Mechalloid dnta all the following pages). This means,
with the exception of the Brain, most Mechanoids have no
psionic attacks OIher than telekinesis and hypnotic suggestion.
Because of their genetic design, each type of Mechanoid organ~

ism has vcry defined, unchanging abilities. There is no varialion
of psionic abilities within the same type of Mechanoid. (Exam
ple: all Brutes have identical abilities and inner strength points).

Mechanoids despise humanoid life fonns because they re
mind them of their evolutionary I>oint oforigin. Eons ago, a race
of humanoids unlocked the secrets of genelic engineering. A
large group of people were selected for genetic reconstruction,
creating intelligent life far bener suited to survive the rigors of
space exploration. Robotics and cybernetics were also ineorpo
raled into this "new breed" of space traveler.

However, when lhis new breed relurned to their home world,
lhey found themselves trapped in a world that repulsed and
feared them. That fear soon grew into disgust and hate. These
brave explorers became hideous aliens among their own people.
Eventually, the lWO forces clashed. The new breed won and Ihe
old world perished.

This confronlalion. wilh lhe agony and the haIred, lives on
lhrough racial memory. burning and eating inlo the very sO\ll of
the Mechanoid people. TIlese anxieties neuroses lily hidden be
nealh the cold, austere, robolic body shells which house lhem.



Thus, the illusion of methodical, emotionless creatures of sci
ence and knowledge is maintained. Yet beneath this icy facade,
bums a dcep, rich pool of emotions. Even after countlcss eons
their memory is lllive with the pain and anbruish suffered by their
predecessors at the hands of merciless humanoids. This memory
has twisted the Mechanoid psyche to the extent that they even
hate themselves for sharing a common origin in their evolution
with humanoids. Consequently, to lash out, humiliate and de
slr0Y humanoids, they strike out at their own inadequacies.

Perhaps part of the Mech.llnoid psychotic schizophrenia is the
result of a genetic weakness. Perhaps not. What is obvious is
that humanoids trigger a tidal wave of emotion within these
creatures.

Mechanoids are easily provoked by human strengths and ar
rogance. This may stimulate any number of reactions, including
mindless aggression, berserker rage or methodical
Jack-the-Ripper type slaughter. Personality disorders, fetishism,
phobias and schizophrenia add to the cacophony of screaming
emotions. Their cruelty toward humanoids is unparalleled. Hid
eous experiments, biopsies performed on living victims, degra.
dation and melltal, as well as physical torture are all too
common treatments. Of course, each individual Mechanoid has
his own unique style and approach.

It is important to realize that the Earth colonies have been 01
lo .....ed to exisl for the Mechanoids own sadistic amusement This
establishes a situation of cat and mouse, exeept the mouse is
greatly underestimated and the cat is treacherously insane!

Mechanoid Technology
The Mechanoids' technology is considerably more advanced

than humans', allhough this-is not readily apparent. Creations
such as the Spider Fortress, with its metal alloys, energy shield
and annaments, begin to hint at the magnitude of the
Mt:chanoid. technology. Fusion batteries arc commonly used by
both humans and Mechltnoids.

With the exception of a few robots like the Runt and
Thinman, all machines, weapons and vehicles are intel;ratcd
with living creatures. Their entire technology is based upon cy
bernetics, robotics and psionics. This makes it quite impossible
for a human (unless psionic) to use any Mechanoid. device. For
example there arc no"extemal buttons, knobs, switches, or in·
strumentation, everything is internalized.

In one adventure. my players jumped into an elevator only to
find no external controls. They tried radio frequencies to trip a
hidden device to no avail. Finally, a minor psionic with object
read was able to successfully read the elevator's history and op
eration. Behind the wall was a simple switch nonnally activated
thru telekinesis. They had to hold Off attacking Runners while
CUlling away the wall panel with a fusion toreh.

Mechanoids can communicate in two ways
I. Tell.:pathy/empathy
2. Radio Transmissions

Mcchanoid~ usc both radio/laser communication techniques
and psionics for communication between themselves. Unfortu
nately, psionics is limited in range, making additional distance
communications necessary.

Although Mechanoids could communicate with humanoids
telepathically I prefer to have them utilize mdio communica-
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lions. This is easy for the Mechanoids 10 accomplish, using con
ventional colonial wavelengths and an artificially synthesized
voice. This way their tme psionic nature remains undefined to
humans. Players are usually startled by receiving a fairly human
communiques.

All Mecbanoids Have the Following:
1. Environmental bodyannor
2. Life support systems
3. Radiation shielding
4. Communication devices
5. Independent energy source
6. Full scanning capabilities (however, if the scanning instru

mentation is incapacitated they will convert to psionics. Pres
ence sense, sec aura, sense good or evil, detect psionics and
telepathy are key in psionic sensing).

7. H;gh I.Q.
8. Psionics
9. Wicked tempers
10. Psychotic hatred of humans

The Inside Scoop
on the Mechanoids®
The Thonel Crawler

The Tunnel Crawler is designed exclusively for pest control.
This sadistic extenninator is a free agent, to do or go where i\
pleascs. ILl( sale purpose is to climinale pests human pests. Al
though its anacks are limited to close range confrontations, the
Tunnel Crawler's heavy environmental body annor provides
more than adequate protection. Tunnel Crawlers arc the loners
of the Mechanoid race, oOen accompanied by no more than a
few robots (Runts or Thinmen).

Its psionic abilities include presence sense, see aura, detect
psionics, levitate, nightvision, limited telekinesis and extended
telepathy.

Psionic Inner Srrenglh Points: 120 (considered a sixth level
major psionic).

TheWa,p
Wasps usually fly in pairs and seldom separate from their

companion(s). Wasp patrols range from two to four, while
squadrons range from six to a dozen.

TIle Wasp organism is bred 10 be a predator and loves to bat·
tie. The environmental body shell is designed to withstand space
travel and heavy assaults, while maintaining a high maneuver
ability, speed and strike potential of its own. These incredible
predators are implanted with super sophistocated sensory equip
ment and probes with full scanning faculties.

Remember, while the Wasps are the most daring and power
ful of the Mechanoids, they arc organic beings who will not sac
rifice themselves foolishly.

Their psionic abilities encompass the full range of level one
and two abilities.

Psionic Inner Strength Points: 313 (considered a tenth level
major psionic).

The Manti,
The Mantis is the largest of the Mechanoids, mcasuring 20

meters (65.6 feet) long. This giant functions as a portable fusion



generator, heavy construction engineer and mining operalor. It
is suited for space travel, extreme heat, and structural damage.
Its one claw is an c1cctrie probcJwcapon ahle to emil bolts or
waves ofelectricity.

It'I relir quarter contains the reactor, and is the most vulnera
ble 10 auack. If the rear cylinder section receives enough struc
tural damage (240 S.D.C.) to rupture it, a Ihenno·nuclear
explosion will occur. TIle damage is as noted.

660 points of damage aI the center of explosion (20 ml65 ft
radius).

320 for an additional 30 meters (98 feet)

125 for an additional 30 meters (98 feet)
50 for an additional 20 meters (65 feel)

Total blast radius: 100 metcrs (328 feet)

Psionic abilities are Iimiled (0 presencc sense, see aura, resist
fatigue, extended telepathy and cxtended telekinesis (same as
Brain).

Psionic Inner Strength Points: 570 (considered a tellth Icvel
major psionic

The Mechanoid Brain
This is the most vulnerable, yet most important of all the

M(:chanoids. This strange creature is lhe master overseer, capa
ble of tapping into all Mechanoid systems. It can collect or share
data, pilot any Mechanoid vehicle (including the Spidcr For·
lress), and direct all other Mechanoids and robots.

To tap or feed into the Meehanoid systems data bank, it must
detaeh itsclf from its hover plalform and attach itself to the ser
vice pool. Service pools are large, circular indentations, 1.2 me·
ters in diameter and 1.2 meters deep, found in noors ceilings
and walls. These service pools allow the Broin 10 link directly
with II machine, utilizing its information scanners, controls and
functions.

The Brain has five large. organic. optic sensors (eyes) in ad·
dition to mechanically enhanced optics. It also has two artifi·
cially reinforeed arms and hands.

Unlike most of the other Mechanoids, the Brain's body is too
fragile to withstand the stre!\!\ of space or heavy stmchlral dam
age.

The Brain's psipnic abilities are unsurpassed by any other
Mechanoid. These include the full range of level one and two
abilities, plus extended telepathy, see the invisible and evil eye
(despair, fear, blind and pain). It also possesses extended teleki
ncsis (501b.122.68 kg per Icvel).

Psionic Inner Strength Points: 2000 (considered a thirtieth
level master psionic),

Bonus: +4 vs psionic attack

The Runner
The Runner is the Mechanoid ground technician: repairing,

adjusting and maintaining operations. The Runner also serves as
a biophysicist and genetic engincer; malatallling lind caring for
other MI..'chanoids. It is also this Jack-ofall-trades that handles
communications and humanoid relations,

TIlis is one ofthc few Mechanoids which is designcd with re
tractable organic appendages. These appendages serve several
functions, the most important of which is to physically tap into
service pools to gather data and/or operate other Mechanoid de
vices or vehicles.
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In many ways, the Runner could be considered an operations
supervisor. A Iypical Mechanoid base, depending on the size
and activity, will have 24 to 72 Runners. A d07..en Runners arc
standard for the Spider Fortress.

Its psionic abililies cncompass the entire Range of first and
second level abilities plus extended telepathy.

Psionic Inner Strength Points: 690 (considered a twentieth
level mayor psionic).

Bonus: +2 vs psionic attack

The Brute
Of lhe lhree Mockmcn. only the Brutc is a Mechanoid. This

heavy-duty, all-purpose creature is often employed in assisting
in construction, repairs and supervision of the Mockmen. AI·
though lhe rohot Mockmcn must obey all Mcchanoids they are
the responsibility of the Bnlle. Together, they are the main as
sault, and defense force of the second perimeter and tunnel pa
trols.

The Brutc's metal shell is a complete environmental bailie
lInnor capable of bUlh ground lind air movement. Like most
Mechanoids, the Brute is designed for deep space exploration
then without the need of additional life support systems.

Its psionic abilities include; presence sense, object read,
sense good or evil, sec aura, resist fatigue. hio-regeneration.
mind block, levitation, limited telekinesis and extended telepa
thy.

Psionic lnner Strength Points: 150 (considered an eigtuh
level major psionic).

Weavel and Skimmer
The Weavel is always accompanied by 2-4 Skimmers for its

protection. Both the Weavel and Skimmer are used (IS

reconnaisance and perimitor defense mechanisms, as well as
scouting and observing the enemy. Weavels have but one func
tion: to continually transmit audio/visual data to its home ba.c;e.
Primary subject: Humanoid activity.

The Skimmer's function is simply to defend its assigned
Weavel and/or destroy any humanoid interlopers. Both are ro
bots.

The Runt
This small but dangerous machine is primarily used for man·

uallabor, construction, runnel reconnaisance and troop support.

The Thinman
The ThiMlan is another robot servant used for !Unnel recon

naissance, assault, and defense, as well as maIlual labor and mi
nor construction operations.

The Runt, Thinman and the Brute are also known as the
Mockmen by both humans and Rovers alike.

Mechanoid Transport Vehicle
Like most Mechanoid machines, the transport vehicle is in

operable until a Mechanoid organism integrates itself with the
vehicle (thus the transports becomes another one of the
Mechanoids' mechanical bodies). These vehicles are capable of
cxtensive space night, but are commonly used 8.'1 orbital shut
tles. Except for size, the two types of transpon vehicles are iden
tical. The small one can be piloted by one Brain or three
Runners. The large olle requires two Brains or six Runners.



Ancient Transit System

•

- Transit Line
• Tunnel Compln

•"

The Tunnels of the Ancients
By Erick Wujcik wilh Kevin Siembieda

The Ancienls, or "Golden Ones" as they arc known by the
Rovers, were the original inhabitants of Gideon E. While no
trace of them has be.en found, the planet·wide runnels can·
structed by them at lenst 4.2 million years Ilgo arc still in fair
condition. These underground complexes and the transit tunnels
Ihal connect them are populated only by Talon Rovers and the
Sand Crawlers and their larvae. Olher than the entrances to the
main tunnel complexes, the only access to the transit tunnels is
through breaks caused by geological change or Mechanoid ex
cavation. The Ancien! constructions are often linked up to natu
rnl caverns Ihal can be added al the discretion of the Glime
Master.

Entry to the Ancient Tunnel Complex. In the first seclion
surrounding the entrance to the Ancient tunnel complex, there is
a small grid of tunnels. Within these tunnels arc large alien
glyphs on the walls that glow with a faint ultraviolet light and
are otherwise invisible. Encounters with the Talon Rovers (157)
or with the Sand Crawlers larvae will occur in this area.

Circular Ramps Leading to the Tronsit Tunnels. The pns
sage lending off the grid tunnels lowards the upper circular en
largement on the Aneienl tunnel map represents the way down

to the transit system. TIlere the hall forks into long, curving
channels going down at a 20 degree angle. The r3mps end at

boarding ledges on the directional transit tunnels.

Ancient Transit 1\mnels & Transit Modules
The cutaway view shows in profile the Ancient Trollsit Tun

nels that encircle the world. Each of the mirror image sections
was designed to accommodate one Ancienl Transit Module. The
sections are meanl 10 be only one way. TIle right one being west
bound and the left east bound. The crawl tunnel nms above and
between the two main channels and is accessible by tubes that
arc located every 5.2 kilometers along the way. The carbon
sheathed titanium shaft between the transit tubes is completely
embedded in the rock. This shaft has no known function bUI is
somehow related to the work.ings of the tronsit modules. The
Ancient Transit Modules arc controlled by usc of 11 Phase Ball in
the hands of a psionic. An order of "Come Here" (or a similar
command) will bring a module to the point of the holder of the
Phase Ball. The command must be broadcast while located on
the platform of the transit rube. The spherical vehicle Ihat re
sponds will come in at 1200 kilometers per hour. It will SlOp

fiT



Ancient Transit Tunnel

East

Titanium
without any period of slowing down. The Ancient vehicles have
only two move Slales fast and slopped. The vehicle will SlOp llnd
admit passengers by opening a sliding portal into the inlerior.
The vehicle will then wait for an order to continue. II goes until
the next Ancient complex is reached or stops when a valid order
is given wilh the Phase Ball. Vehicles arrive from one to six
hours after they have been summoned. Anything in the way of
an Ancient Transit Module will be completely destroyed.

Magma Core Junction
The Ancient PhAse Ball and Rod storage areas arc separated

from the reSI of the tunnels by this circular chamber. TIle Quler
circle of this chamber is a sharp drop-off down [0 the white-hOi
mallen rock that makes up the phmel's magma core. The center
circle is a level platfonn with two circular towers of unknown
function that extend up to the roof area. Connecting the inner
circle with the ouler passages is a stone bridge. The bridge ex
tends to only one of the three tunnels. The bridge connection is
random. lfthc Phase Ball is used in the command fonn, then the
bridge can be fUmed around to Ihe olher passages.

Ancient Storage Area
TIle area marked as "Slorage" 011 the Illap contains nine lorge

pillars eXlending from floor to ceiling. As is shown on the dia
gmm, each of these pillars has an inner and oUler shell. Each
shell part has a Structural Damage Capacity of 450. There is no
space betwcen the shells and each shell has a 2.4 metcr gap.
Using a Phase Ball in command mode will cause the outer shell
to rOlate relative to the inner. This rOlllting will align the two
gaps and create an entrance. Exterior shells will be marked by
ancient glyphs unless emply. The glyph will represent Ihe con
lents lind will vanish ifchllracters empty the lIreas. Fi11ed storage
shells will have I - 100 Element Rods.

Element Rods of The Ancients
The contents of Ihe slorage shells are rods of pure elements.

They lire made of either carbon, silver, titanium, or zirconium.
Element Rods arc 4.32 centimeters in dillmcter and 61.41 centi
meters long. Each can be inserted in any of the shafts of a Phase
Ball. The areas are marked on Ihe map 10 represent the conlents.
The "a: containers are empty, "b" are carbon, "c" are silver, "d"
arc titanium, and "e" arc zirconium. They have no funelion
other than to trigger a Phase Bal1.
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Cutaway View
1m

5meters

Phase Ball Storage Chamber
After leaving the Magma Junclion, the characters will enler a

three meter square passageway. Beyond the firsl 100 melers the
passage is blocked by Ihick bars exlending from floor to ceiling.
The bilrs ilre deeply embedded into the walls lind arc parallel to
the floor. Eaeh bar has a Struelurdl Damage Capacity of 80.
Only one bar must be removed in order for a person 10 crawl
through. There arc four separate sets of bars spaced 7.3 meters
apart alollg the corridor. Jus.t beyond the final sel of bars is a
sharp drop-ofT. At the bottom of this 30 meter deep pit is a pool
of mereuI)'. Upon Ihe mercul)' there are 1~100 Phase Balls float
ing high.

Encounters in Ancient Thnnels (Roll Percentile)
01-65 None
66-75 Talon Rovers
76-79 Olher Rover Tribes
80-82 Sand Crawlers
83-90 Sand Crawler Larvae
91-97 Mechanoid Tunnel Crawlers
98-99 Other Mcehllnoid Unils
100 Major Mechanoid Complex

Phase Balls
The Phase Ball is a one half meter sphere of pure. hard, white

porcelain material, It is covered with six even, round openings
on the surface. These holes correspond to three shafts that inter
sect at the exaet cenler of the sphere. The shafts arc on exact
right angles from each other. They are 4.32 cenlimeters in diam
eler and accommodate the Element Rods smoothly. TIle charac
ters will be surprised to find Ihal Ihe insertion of (,FfCsler than
one rod is easily done. They seem to pass directly through each
other at the center of the PB sphere. Different effects can be
achieved in the use of the PB depending on the combination of
Element Rods used. No other combination of elements has any
useful effect. A colonist may attempt to fabricate replacements
for the Element Rods but they have only a 5% chance of work
ing and will be very expensive. Each effeci of Ihe Phase Ball
williasl for 47 minutes. The Element Rods will nOI come au[ of
the sphere after tlte effect is started llnd all three must be in·
sertcd simultaneously. After the effect wears off, Ihe rods are
complelely consumed.
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P9LL9DIUm l300''i>.
iOut of Phase' Phase Ball Effect

Silver-lilaniullI-carboll. When Ihis combination of rods has
been inscned (all rods in), then Ihe Phase Ball and whoever is
holding it will go "out of phasc". In this condition a stalC is
rcached where a person becomes invisible to all observers. The
holder of the Phase Ball will be able 10 see dimly all objects 10
catcd in thc vicinity. The "out of phase" person moves by swim
ming through the atmosphere and can actually move through
any king of solid objec!. Iflhe ball is sel down while the person
is "OUI of phasc", thcn the person will remain in that condition.
This means that if the ball turns solid while the person is away
from it, then the character will not come back from the "out of
phase" condition. A person will remain until rescued by another
person or until dead of hunger or lhirst or suicide. When the ef
feel wears off, the Phase Ball imd anyone holding il arc
squeezed out of any solid area into open space. Psionic commu
nication is the only type of contact possible when "out of
phase."

"Half Phase", Phase Ball Effect
Silver-zirconlum-carbon. The "half phase" condition makes

the character invisible but still solid. While in this slate the char
acter can touch and bc touched by physical objects but is invul
nerable to any kind of energy attAck. The character in "half
phase" has Ihe same visual perccptions as the "out of phasc"
person. The effect will remain if the ball is takcn away and a
person can be trapped in the same manner as in "oul of phase."
Aiming a weapon or exactly locating an object while in "half
phase" is very difficult. There is no effect on a person louching
a "half phase" PhAse Ball unless it is whilc the lransition is tak
ing place.
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"Command Mode", Phase Ball Effect
Titanium-zirconium-carbon. A person holding a ball in this

condition is capable of commanding certain of the Ancient arti
facts. The person must have psionics and must have somc kind
of psionic communication ability. The ball can be passed from
person to person and if so the effcct will be transferred with the
Phase Ball. In using ihis effect the commands mUSI be no more
than a one word command. The "command modc" is effective
on the transit modules, thc Magma Junclion bridge, and on Ihe
storage shells.
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How to Playa
Role-Playing Game

Since all of this infonnltl;on was contained in The
Mecbanoid Inv8sion® we felt it would be pointless to reprint it
again here. You can find all of these details in the front of this
book.

Armor Rating & the Hit
The Annor Rating indicates the likelihood ofhining and pen

elrating a target 10 inflict damage. This is delennined by the roll
of a 20 sided die. The higher the AnnoT Rating Ihe greater Ihe
protective annor or force field and the more difficull 10 pene
trate and do damage. Example: The Mechanoid Skimmer, has an
AnnOT Raling of II. This means the player musl roll an J I
(matching the A.R. of the skimmer) or better (12 thnJ 20 on a 20
sided die) to hit and do damage. In this case, I thru 10 does no
damage. while II thru 20 hits and does damage.

If the player rolls a successful hit. hclshe then rolls damage
as indicated by the weapon used. Note: The player must roll to
detennine a successful hit and penetration of tbe target's A.R,
ever)' time the player Auaeks. including multiple firing energy
Weapons:.
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A.R. 2, S.D.C. 2, Cloth: Synthetic fibers, plaslic and rubber
under 10 centimeters thick.

A.R. 3, S.D.C_ 6, PAdding: Pads or mounds of cloth bound
with leather strips often worn by the Roven.

A.R. 4, S.D.C. 12, Ltather Armor: Or padding composed
ofdead animal skins also worn by the Rovers.

A.R. S, S.D.C. 2S, Trealed Lealher: Annor (usually hard
ened with a boiled wax-like substance), used by Rovers.

Environmental Space Suit: Composed of synthetic fibers
used in space exploration.

A.R. 6, S.D.C. 30, Web Vest: The web vest is composed of
poly..carbonate padding over laid with a fine melal mesh. What
you might call a modcrn day shil1 of mail or bullctproofvest.

A.R. 6, S.D.C. 29, Studded Leather: Is treated leather with
metal rings. studs or chain mail attached for greater protection.
Commonly used by Rovers.

A.R. 10, S.D.C. 72, Light Battle Armor: The L.B.A. is a
padded jump-suit with reinforced poly-carbonate body plalc and
helmet specifically designed for battle.

A.R. IS, S.O.c. ISO, Environmental Battle Armor: Thc
E.B.A. is a special reinforced bailIe armor designed for heavy
combat and deep space cxplonltion.

Meanings & Abbreviations
Hand to HaDd Combat: The chart lisls the bonuses

achieved per level in the an of hand-to-hand combat. Thesc b0
nuses apply only to hand-to-hand combat and are limited to
hand-held blade or striking weapons (knives. swords. axes.
clubs. etc.). "Iand-ta-hand combat is limited to certain character
classes.

Locksmith: The percentage indicates the probability of suc
cessfully picking/unlocking locks in general. This includes
latch, tumbler and electronic tocking devices. Game Masler, you
may want to allow a roll of2 out of3 in some instances.

To Unlock:
Simple locks require: I melee per attempt.
Complex locks require: 2 melees per attempt.
Very complex locks require: 4 melees per allcmpl.

I would think that in most (not all) cases, a character could
try to open a lock as oRcn as hclshe desires. Time is usually the
critical faelor, nOI the lock itself: Of course lhe more oRen a
lock is tried. the more noises involved. Also, an unsuccessful at
tempt with an electronic lock mechanism may trigger an alann.

Melee: Melee or melee round specifically refers to
hand-ta-hand combal. but is also used 10 measure character time
and sequence of events. One melee round is thc lime it takes for
all players to get in their allllcklresponse 10 a situation. One me
lee breaks down (0 about olle minute. charaeler time. Conver
sion Note: In current Palladium RPGs, a melee round is 1.5
seconds.

O.R.C.EJOperate and Repair CommuniCliltion Equip
menl: The percenlage. in this case. represents the skill nnd
knowledge of successfully opernting and repairing communica-



tion equipment (transmit/receive). This does not include sensory
equipment such as radar.

O.S.C.EJOpente Sensory and Communlullon Equip
ment: This percentage reflects the probability of successfully
operating (transmitJreceivclintcrpret) both sensory and commu
nication equipment. However. there is no understanding of the
internal components. making repairs impossible.

P.A.VJPUot Air Ve:bldes: The percentage indicates the gen
eral familiarity with all air vehicles and the likelihood of com
prehending their operations. It also indicates the probability of
ex.ecuting complex maneuvers successfully.

P.G.VJPllot Ground Vehides: The percentage indicates the
gencral fllmiliarity with all ground vchicles and the likelihood of
comprehending their operalions. II also Indicates the probabilily
ofperfonning complex maneuvers suctessfully.

Prowl: The percentage applies to Ihe ability 10 successfully
move stealthily and not be seen (hide ill Shlldows), much like a
cat burglar or special strike team. This skill is learned by Com
mandos and the Light Battle Annor division. The Rovers and
thieves can also prowl. Obviously. prowling is not effcctive in
bright, empty aJ'Cas. Rather, prowling is done under the cover of
darkness, such as at dusk, twilight, or night, when the shadows
are long and comforting.

R.A.VJRepalr Air Vehicles: The percentage indicates the
probability ofdetennining the source of the mechlUlical problem
and successfully repairing it.

R.C.VJRepalr Ground Vehicles: The percenlllge indicates
the probability of detennining Ihe source of the mechanical
problem and successfully correcting it.

Seosory Equipment: This refers to all scanning devices,
such as radar, sonar. spectroscope, and instruments 10 monitor
the entire spectrum of emissions. TIle percentage represenlS the
ability to correctly intcrpret such cmissions and operate Ihe cor·
responding equipment.

Invasion Event Up-Date
A Chronological Sequence of

the Dissection of Gideon E

Second Montb

I. Defoliation of planet Gideon E completed.

2. Falzon colony falls. Human casualties 96.3%. property l()(}%.
Major Mechanoid Base established.

3. New Gideon falls. Human casualties 87%, propeny 98%.

4. Maykanok cutpasl falls. Human casu.o.lties 100%. propeny
100'».

5. William." outpost falls. Human casualties 100%, property
100'».

6. Manbiji seacoast Colony partially evacuated before it falls.
Humon casualties 47%, property 98%.

7. BoicOl Bay Outpost successfully evacuated to Gideon colony
before it falls. Human casualties 0%, property 63%.

~. Major Mechnnoid base cstablished in Northern Hemisphere.

73

9. Undersea Mechanoid activities noted in A1donease Ocean.
Speculalion: Undersea base.

10. Remaining human colonies: Gideon colony, Kucharski 
Munie desert OutPOSI - Stelvenson Orz. Malibar.

II. Muille desen outpost limited to minimal maintenance per·
sonnel fnlls 10 Rover Raid (Red and Black tribe). Human casual
Lies 22%, property 48%.

12. Mu...k.ie outpost destroyed by Mechanoids. Human casuallies
0%. Rover casually 59%. property 100%.

13. Undersea base in Aldonea.~ Ocean confinncd.

14. 10 addilional Mechanoid bases established.

15. Partial evacualion of Orz and Stelvenson to Gideon colony
ond tunnel moum.o.in retrealS (nclU' Gideon) successful. Both re
duce population by 36% whilc still maimaining full manufactur·
ing copacity.

16. Malibar colony totally isolated. Evacuation impossiblc.

17. Frequent encounters wilh Mcchanoids indicate lhcy do nOl
consider humans a threat, bUI rather playthings to vent their psy
chotic hatred of all humanoid life-forms upon.

18. Mcehanoids continue to display psionic nalure.

19. Mcehanoid bases located over ore deposits. fossil fuels and
gas reserves. Begin mining operations. •

20. Roycr sjlUatjon: Dlack FiSI increasingly hosLile 10 colonists.
Arrowhead tribe and Long Teeth have allied themselves 10 colo
nists. Red Band. Black Band and Sand Pirates slowly perishing.
rcfu.'iC colonial aid.

21. Major confronlalion off the Pallakean Sea. 2000 km from
Malibar. Human casualties 59%. Mechanoid 88%.

Ancient, surface-dwelling senlient computer and global tunnel
system diseovered after baule, bUI was los! after infiltration by
Mechanoid assault team of Wasps and Brutes. System
self-destructcd. ThcnnonuclelU' (tapping into planet core) Area
affccted 200 km radius.

22. Timbok Mountains (entire 2g00 km length) levcled by
Mechanoid mothership a... a show of power. M.o.libar Colony 400
km away is untouched.

23. Colonies increase production of experimental and
high-powered weapons.

Third Mootb

24. Massive Mechanoid devices (cyborgs?) begin to carve lhe
planel Gideon E inlo scclions. Said devices cut an unbroken
linc/eanyon 2 km deep and I km wide across entire planct.
Bridge and bridge fon areas are built approxima!cly every 1800
km.

25. Dissection of planel is final step in the Mechanoid mining
operation, prior 10 the final blasting into small manageable sec·
tions and stOrdge by mothership.

26. Increasing geological disturbanccs indicllte Mcehanoids
have tapped into Gideon E's molten core as a power source.



27. Long Teeth Rover tribe wipes out Red and BI<lck Band
tribes.

28. Black Fist tribe may have <llIied itself with Mechanoids.

29. Colonial assaults have only minimal effects against
Mechanoid mining and construction.

30. Gideon colony discovers 21 Balrog destroyers.

31. Humans successfully destroy Mechanoid base at the old
Falzon site and damage a Mechanoid outpost ncar the ruins of
New Gideon. Four Balmg destmyers arc losl.

32. Mechanoid assault atomizes the Kucharski Colony and dam~

ages the Gideon Colony.

Kucharski: Human casualties 89% {93,857 die), properly 99% .
Gideon colony: Human casualties 13% (10,346 die), property
20%.
Rover tribes: Black Fist 42%
Sand Pirates 95%
Balmg Destroyers: Six lost in battle.

33. II Balrog destroyers remain in good working condition.

34. Mechanoid dissection of planet Gideon E nears completion.

35. Intergalactic Fcderation aid will not arrive in time (2 momhs
too late).

Present Situation of Colonies

I. Plan to evacuate Gideon E via orbital shuttle dock. and pene-'
trate the massive Mechanoid mothership (This ship is approxi.
mately the size of North America).

2. Shuttle operations will be directed from Or/. and Gideon Col~

onies.

3. Escort and diversionary forces include Hover jet fighlers and
both types of 1.l.R.M.

4. Objective: penetrate enemy and destroy from within, even if
it means escape is not available. Estimated penetration success
ratio 74%. Success of subverting the alien ship, .05%.

5. Not nil colonists can be evacualed. while others desire 10 reo
main :tnd fight till the end. These people comprise the suicide
assault forces. Stelvenson is base headquarters, Gideon and On
are backup. The 11 Balmg dcstroyers :Ire dispersed as follows: 6
at Sieivenson, 2 at Gideon and 3 at Orz.

Gideon has 3 times as many jet fighters (360) and dreadnoughts
(73) as Stelveoson and Orz., thus Gideon will act as air com
mand.

6. Malibar remains completely isolated. Aid is impossible.

7. In the last 36 hours, the ancient alien tunnel system has been
fully activated (although much of it has been destroyed or dam-

•
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Sensor Cluster

These sentient machines are frighteningly remlOt5CCnt of
Mechanoids, but though endowed (programmed) with individual
human-like characteristics, thoughts, and decision-making capa
bilities, they are JUSt machines. Balrog Destroyers are tools cre
ated by mankind to aid and protect it. 1beir prime directive is 10

protect and preserve humllfllife at all cost.

The Hover Robots
Each Balrog Destroyer has two Hover Robots (often referred

to as "Seitz and Fritz"), which are simply sensory extensions of
thc B8lrog. Although the robots possess the same memories and
anitudes of thcir 8111rog, thcy are also capable of independent
thoughts and actions. The Hover Robots are primarily used for
maintenance, simple repair work, and scouting (directly sending
and receiving information to their Balrog and/or buman allies).
These units are very seldom used in bonle. See Balrog: Rear
Section for more details and abilities ofthese robots.

Sensor Clusters
Among the various missiles in the Balrog's annory is the

Sensor Cluster. This is an infonnation gathering device that will
probe, record, and continually relay data to the Balrog until it is
destroyed turned off or runs down (it can lransmit for a maxi
mum period of 320 hours). The maximum transmission range is
50 km Among the Cluster's scanning abilities are radar nnd s0

nar (50 km range).

Critical Points
The Balrog Destroyer has three critical or weak paints which

can destroy or immobilize it: missile storage/rear section, main
fusion reactor/mid·section, and sentient computer/forward sec
tion.

The missiles stored in the rear section become vulnerable af
ter all the missile launch tubes are destroyed (total S.D.C. 1120)
or the body casing dcslmyed (S.D.C. 480). If the missile storage
is sct off, the Balrog takes the following damage: 30 points for
each anti-aircraft missile, 10 for each antipersonnel, 60 for eaeh
anti-tank, 10 for each Sensor Cluster, 300 for each fusion, 110
for each I.L.R.M. Half of the total damage should be applied to
the mid-section and the remaining half, specifically 10 the weap
ons tulTet on the mid·scetion. Speed factor is reduced by 3/4, as~

sume the rear section is totally atomized.

The fusion reactor is located in the mid-scction and powers
both the hover jets and weapons. If the reactor is destroyed (ISO
S.D.C.) thc Balrog is destroyed in a massive nuclear explosion:
center of explosion affects a 200-metcr radius, doing 10,000
points ofdamage.

The sentient computer is housed in the forward section of the
Balrog Destroyer. If it is damaged, all weapon systems, commu
nications, speed factor, and analysis are reduced by half. If de-

S.D.C.: 20
A.R.IO--

New Colony Weapons
Balrog Destroyer

During one of the shake-ups to accommodate the many refu
gees from surrounding colonies, the Gideon Colony made a star
tling discovery. In 21 interstellar packing cnlles labeled
Agricultural Irrigation Pumps, they found the most
highly-advanced fighting mach inc designcd by Earth: the Balrog
Dcstroyer. How these lethal machines wcre mislabeled and
shipped to the Gidcon colony is unknown, but is believed to be
Ihe result ofa bungled interplanctary smuggling operation.

The giant (approltimatcly the Icngth of a(city block) Balrog
Destroyer is the absolute latcst in senticnt automation on Earth.
Designed specifically for war zone environments too hostile 10

support human life or more delicale devices, the Baltog is a
completely independent force capable of individual thought,
analysis. and action. Balrog DeStroyers even have penonalities,
opinions, and character unique to each specific unit.

Planetary Excavation
In excavating a planct the Mcchanoids allow Iinle to go to

waste. Usually, only planct!! with a molten core are chosen as
this naming core is needed to create a power crystal. Oftcn, un
inhabited worlds are selected or (cspecially) worlds inhabited by
humanoid (intelligent bi-pedal) creatures. It should be noted that
because of the Mechnnoids' insane harred toward humanoid life,
they will go out uf their way to destroy inhabited worlds. Such
planets are priority targets.

After a planct has been sclected, ground bases are established
and defoliation (if needed) begins. All fossil fuels and major
mineml deposits are strip mined and taken to the MotheBhip for
purification and storage. Entire oceans are drained and also scnt
aboard the Mothership.

The Diggers then slicc the planet from pole to pole as one
might slice an orange to dccorate a dessert. Ancr most of the
fossil fuels, precious water supplies, and mineral deposits have
been mined a scries of explosions created by the bridge forts
(forts are destroyed too) fragment, then shlliler the planet's sur
facc, hurling the pieces into space. What is needed is gathcred
and stored by Ihe Haulers.

The naming core is, and has always been, the main objective.
Once revealed it is subjccted to a series of energy blasts and di
mension (time?) warping conditions which alters its atomic
structure. Under such treatment, the structure will be trans
formed inlo what the Mechanoids call a power crystal.

Unfortunately, the process is very unreliable, thus only one
out of every twenly allcmpts is successful. A power crystal cre
:l.ted from an earth-like planet's core can power the Mechanoid
Mothcrship for 100 years. A cryslal obtaincd from an
earth-sized planet is about the size of Ii two-Story house.

The entire excavation of an carth-sized planet is complcted
within three months, the power crystal conversion process re
quires an additional two to three weeks time.

aged by the Diggers). Unidentified radio signals have been in
tercepted and are under study. The mysterious explosion of the
Mechanoid Aldonease undersea base encourages rumors that the.
ancients have relUmed to Gideon E. These are, however, just
rumors.
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1·lover Jets:
Mid~sectlon Module: Total 10, A.R. 14.
Righi: 2; S.D.C. 50 each
Mid: 6; S.O.c. 25 each
Left: 2; S.O.C. 50 each
Fusion Reactor: S.D.C. 150, A.R. 10.
Rear Section
I. Hover Robot
2. Missile Launeh Tubes
3. Missile Storage Section
Mld-Seclion
4. High-Power Searchlight
5. Main Weapon TUrTet/360° Rotation
6. Plasma Cannon
7. Secondary Laser Banks
8. Main Laser Cannon
9. Tn-Laser Turretl36O" Rotalion
10. Bi-Laser Turrct/36W ROlation
FOfWlud Seellon
II. Main Particle Benm/360o RotlUion
12. Secondary Particle Bcam/360° Rotation

snoyed, the entire 8alrog is completely immobilized (S.D.C.
75).

S.D.C. by Location Note. The reader will notice that most of
the other parts. such as bover jets and weapons, are given their
own S.O.C. because individual components arc likely to be tar·
gets of attack. These individual components' S.D.C. are in addi
lion to the section's Body I-lousing S.D.C. (Example:
mid--section 550 S.O.C. plus individual components like the ac
tual turret, plasma cannon, lasers, ctc.). All structures have an ar·
mor rating of 14 unless otherwise st8ted.

Energy Points (120 per melee round)
Weapons and _nacks: The Balrog Destroyers can expend

only so mueh energy per melt."C round, thus, it can only provide
120 points of energy 10 its weapon~ each melee. For this reason,
each weapon type is given an energy point rating, indicating
how much energy is needed to activate the particular device for
one melee round. The 120 energy points can be distributed in
any combination, but can nevcr exceed the 120 maximum.

Note: Only cleven Balmg Destroyers remAin. Sec the preced.
ing Chronology ofDissection ofGideon E.

The Balrog Destroyer:
I.Q. equivalent of artificial intelligence is 13. A.R. 14; speed

factor 0-85 kmph (up to 53 mph). Can lift three meters (10 tt)
above the ground, maximum.

forward Section: A.R. 14, S.O.C. 620.
Weapons:
Main Particle Beam: 4 attacks per melee, range 2200 m (1218

ft), ID6xl0 ....35 damage, +110 hil, S.D.C. 150, A.R. 14. En
ergy Points: 60.
Secondary Particle Beam: 2 attacks per melee, range 1800

m (5905 Il), ID6x I0 +15 damage, +2 10 hit, S.D.C. 80, A.R. 14.
Energy Points: 30.

Ram Prow: Affects a 6Ox60 meIer area per melee, 10·50
+50 damage (the Balrog takes I S.O.C. damage for every 5
poinls of damage inniclcd). S.O.C. 440, A.R. 14. Energy Points:
None.

Hover Jets: Forward module lolal 6; S.D.C. 25 each, A.R. 14.
Sentient Computer: S.D.C. 75, A.R. 9., I.Q. = 13.
Mld~sedlon: A.R. 14, S.D.C. 550
Weapons:
Main Weapon Turret: Body housing S.O.C. 220, capable of

360 degree rotation, A.R. 14.
Plasma Cannon: 2 attacks per melee, range 3600 m,

4D6xlO-t100 damage, no hit bonus, S.D.C. 210; A.R. 14. En
ergy Points: 50.

Main Laser Cannon: 2 altacks per melee; range 2200 m; 6-36
+20. +3 to hit, S.O.C. 80, A.R. 10. Energy Points: 20.

Secondary Laser Banks (total number of Ia.seo;: 5): One attack
per melee (each), range 1800 m, 6-36 +6, +2 to hit, S.O.C. 50
each, A.R. 10. Energy Points: 10 each.

BI~Laser Turrell (Right or left): 4 attacks each per melee, 4-24
+6 damage each blast (total 4), range 1400 m; S.O.C. 40;
A.R. 10, 360 degree rotation. Energy Points: 20 (each for
right or lett).

Trl-Iaser Turrets (Right or left): 6 attacks each per melee, 4·24
+6 damage each blasl (tolal 6); range 1400 m, S.O.C. 50,
A.R. 10,360 degree rotalion. Energy Points: 30 each.
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Rear Section
I. Hover Robot
2. Missile Launch Tubes
3. Missile Storage Section

"e.

Mid·Section
4. High Power Searchlight
5. Main Weapon Turret/360° rotation
6. Plasma Cannon
7. Secondary Laser Banks
8. Main Laser Cannon
9. Tri·Laser Turret/3W fOI81ion
10. Bi-LaserTurret/36QO rotation



13. Ram Prow
14. Additionlll Shielding
IS. Wasps
16. E.llA.
17. PR-IO Pllrticle Beam Rifle
Rear Section: A.R. 14. S.D.C. 480.
Weapons:

Missile Blink: All missiles A.R. la, S.D.C. 20, range vary.
Maximum number of (altacks per melee) missiles ftred per me
lee is 12. Energy PoinlS: 10 for each missile fired.

Anti-aircraft (heat seeking): range 50 km. speed factor 1500
kmph, +2 10 hit. does 6-30 damage. TOlal number Siored: 16.

ADrt-personnrl (fragmentary) area affecled 10 meier radius,
speed faelor 150 kmph ((94 mph), range 2 km (1.2 miles). 5-30
damage. TOlal numbcrSlorcd; 16.

Anti-Tank (amlor piercing); Range 2 km (1.2 miles); speed
factor 250 kmph (156 miles); R-80 damage. Total number
siored: 16.

Fusion Bomb: Range 16 km (10 miles); speed factor 360
kmph (225 mph); 300 damage (blast center/radi\ls 30 m), 100

n

Forward Section
11. Main Panicle Beaml360° rotarian
12. Secondary Panicle Beam/360° rotarian
13. Ram Prow
14. Addilional Shielding
IS. WASPS
16. E.B.A.
17. PR·IO Panicle Beam Rifle

dflmage from secondary blast radius 30 m (98 fl). beyond blasl
cemer. TOlnl number siored: 4.

Sensor Cluster: Range 50 km (31 miles); speed factor 150
kmph (94 mph); does no damage. TOial number stored; 4.

J.L.R.M.: 1609 km (1000 miles); 1800 Icmph (1125 mph);
+4 to hit, +4 to dodge. 110 damage. Total SIOred: 2.

r.11sslJe Launch Tubes: Total 16. S.D.C. 70 each, A.R. 14.

Hover Jets: Rear module lotal 4. S.D.C. 25 each.

Two Hover Robots: Each has A.R. 9; S.D.C. 50; +3 to
dodge. Full sensory and communications capabilities/radar 20
km radius.

Robol Wea ns: laser lance. 2 anacks per melee. Adjustable
damage capability, 2-12 or 4-24. +2 to hit. (total charges of laser
lance; 40 at rutl power). Spt:ed faclor: 180 km.

Nole aboul Hover JelS: At least one jet in each main seclion
(forward, mid and rear) is needed 10 maintain movement. (AI.
though reduce to a speed raCIOr or 10 kmph).



Bonuses: +4 to hit
+4 to dodge

I.L.R.M.
Speed Factor: 1800 kmph A.R.: 10
Range: 1609 km S.D.C.: 25

.:.:~SI"" 1.5 m~o~, 0.6 m wide D,m,g" 110

~ The Tiger I.L.R.M.
Speed Factor: 1650 kmph
Range: 1200 km
Size: 2.1 m long, 0.9 m wide
A.R.: 10
S.D.C.,30
Damage: 150
Bonuses: +4 10 hit. +4 10 dodge

Mini-Seeker Missiles
Speed Factor: 1800 kmph
Range: 10 km
Size: 0.6 m long. 127 m m wide
A.R.: 8
S.D.C.: 10
Damage: 25 cach
BOlluses: +4 10 hit

Intelligent Limited Range Missilesfl.L.R.M.
These intelligent robots are capable of high mobility (+4 to

dodge) and have a high strike record of 89% (+4 to hit). They
are capable high and low altitude flight and can llchieve a maxi
mum speed of 1800 kilometers per hour (kmph).

If their target is beyond their strike range the I.L.R.M. will
land and wait until a programmed target comes into range. They
are limited to infrared, ultraviolet, radio wave, and microwave
scanning. Radar has a 40 km radius Maximum flight range is
1609 kin (about 1000 miles). I.L.R.M. impact docs 110 points of
damage S.D.C. of these missiles is 25 (each).

Special computer enhanced telescopic optics extcnd targct
sighting to 9,654 kilomcters.

The Tiger I.L.R.M.
Thc Tiger I.L.R.M. is a slightly larger, more powerful intelli

gent robot missile. It has all the same tracking/scanning abilities
but is a little slower (1650 kmph) and its range is limited to
1200 kilometers. This is because of the greater size and weight
of this powerful robot missile.

On the plus side the Tiger has a much greater strike/damage
potential. Impact docs 150 points of damage. It is still +4 to hit
and +4 to dodge. In addilion to the amount of damage it Inflicts
upon impact, it also has two, small mini-seeker robot missiles
that are used on multiple enemies or to inflict greater damage on
a single enemy. Like the l.L.R.M. the mini-seeker missiles are
programmed to attack specific targets. Maximum range of M.s.
is 10 km; speed is 1800 kmph.

I.L,R.M.
Speed Factor: 1800 kmph (1125 mph)
Range: 1609 Ian (1000 miles)
Size: 1.5 m long, 0.6 m wide
Armor Rating: 10
S.D.C. 2~

Damage: 110
Bonuses: +4 to hit, +4 to dodge

The Tiger I.L,R.M,
Speed Factor: 1650 kmph (5413 mph)
Range: 1200 km (750 miles)
Size: 2.1 m long, 0.9 m wide
Armor Rating: 10
S.D.C.30
Damage: ISO

Bonuses: +4 to hit. +4 to dodge
Mini-Seeker Missile
Speed Factor: 1800 kmph (1125 mph)
Range: 10 km (6.2 miles)
Size: 0.6 m long, 127 mm wide
Armor Rating: 8
S.D.C.IO
Damage: 2S each
Bonuscs: +4 to hit

.
Other New Weapons

Conversion Notes: When using these weapons and combat
vehicles with other Palladium RPGs and world scttings, it is best
to rcduce the weapon ranges by 50%·60% (in most cases); ad
just 10 suit the RPG seHing.

Increase the A.R. of most vehicles by two points; 18 maxi
mum.

In most cases, I would increase the payload of energy weap
ons on vehicles Ihal have a meflsly 20 or so shots by two or
three times (40-60). Increase the weapon payload of the Flying
Gun to 100.

Attacks per melee round should be equal to the number of
hand 10 hand attacks of the pilot or gunner.

Damage is usually listed as 1-6,2-12,4-24, ctc. Most damage
is detennincd by the roll of six-sided dice. 1-6 means 106. 2-12
means 2D6, 3-18 means 3D6 and so on.

Mctric Conversions: One foot = 0.3 meters. One mile - 1.6
kilometers (km). One pound = 0.45 kg.



Juggernaut E.B.A.

The Juggernaut E.B.A.
Experilllcnhil Shit is

This annor suit WIlS originally designed
as a super environmCnlat space suit which
would protccilhe astronaut from extreme
pressure and conditions.

However, it has been adapted and refined
wilh a Pillsma Ejector and Tri~Lascr 10 help
comballhe Mechanoid. threal.

Attacks Per Melee: 4, Laser - 3, Plasma - I
Weapons: Tri-Laser: 6-36+4 damage each

Plasma 5-50+ I0 damage
Range: Laser 1600m

Plasma 1200 m
A.R.: 14
S,D.C.: Body - 600, Legs - 200, Arms - 300
Speed Factor: 5
Bonuses: +2 to hil, +8 to damage

in hand to hand (4-24)

Defecls in Ihe Juggernaul E.B.A.
Extremely heavy and awkward
Weight: 85 kg
Movement Impainncnt: -4 10 dodge. -45% to climb, Speed Fac
tor Maximum: 5.

TIle leg movements arc controlled and powered by reinforced
mechanical joints. However. Ihe joints freeze from lime to lime.
Roll percentile dice once every 20 melee rounds (20 minutes) 10

check joint movement:
01-49 Okay ... no problem
50-69lmmobilizcd \·6 melees
70-82 Immobilized 2 -12 melees
83·92 Immobilized 3-18 melees
93-00 Permanently locked/no movement
Cooling System Failure (nonnaltemperamre 56°F)
Cheek system after every third plasma blast:
01-30 okay
31-50 temperature rises 5° Fahrenheit
51-70 temperature rises 10° F
71-100 temperature rises 3° F every melee (minute). All arc ne·
cumullllive affects.

Note: requires 15 minutes a."sislcd by 2 aides 10 unsuit. 45
minutes to suit up.

Plasma Ejection Unit
20 Blast Capability Maximum

Rcinrorccd Body Casting---

Telescopic Lens

Tri·Lascr Unit
60 BlaSI Capacity Maximum

~ -----.~

Cut-Away View of Juggernaut Suit

• CompUler Controlled Life Support
• Purge system and independent
oxygen supply. 8 hour max.

• Radiation Shielded
• Dosimeter
• Computer Optics
• Short Range (4 km) Directional Communicator
• Cooling System
• Radllr(10 km radius)
• Extemall'leal Resistance

up to I300°F or 6000 C
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Assault Hover Scout Modified Reinforced Hover Scout nS~180

Has full range ofScllSory Equipment

Crew:
I Pilot, I Co-Pilot, Turret Opcnllor
I Passenger

Energy Points: 80 Per Melee TOlal
To usc ils weapons II l,;l;:rlllin amount of

energy is used each melee. 11IIS limits the
use ofa panicular weapon. See Balrog
Destroyer for details.

Missiles; Cost 10 energy points each to launch
Total Missile Paylond: 12

Rcar La~cr TUITet
Capable of 1800 rotation, 90° arc

Cost 30 Energy Points 10 Fire

Impulse Jet Size: 7 m long, 2.4 m wide

~~§~~~~~ 1.9mtall

(Heal Seeking) Mim-Seeker ==:::::5~~;;;;~~overJets
Missiles with Fusion Block Warheads - 6 each side

Attacks Per Melee: Varies
Weapons: Particle Beam: standard

Laser Turret 6-36+4 (2 blasts per melee)
Mini-Seeker "nuke'; Missiles: 130 damage each

Range; Particle Beam; 1600 m, +110 hit
Laser: 1800 Ill, +2 10 hit
Missiles: 10 km, +4 to hit

A.R.: 10
S.D.C.: Scout's Body - 280

Laser TImet - 150
P-Beam Cannon - 150
Missiles: 30 each

Speed Factor: Scout - :130 kmph (209 mph)
Missiles - 1800 kmph (1125 miles)

Bonus: +2 to dodge

Armor Flying Gun
This is a more heavily armored variation of the original

Flying Gun.

MiniMSeeker
Missiles (4)

Angle of Fire 45°

Seats only one; the
Size: 2.2 m long

2.6 m wide
l.5mtall

Impulse Jel

Missile Tracks

Laser Cannon

3/4 Side View

Attacks Per Melee: 2 by Laser or 14 Missiles
Weapons: Laser cannon 6M36+4 damage; Missiles 25 damage.
Range: Laser Cannon 1400 m (4593 feet); Missiles 10 km (6.2

miles). •
Armor Rallng: 12
S.D,C.: Body 210, Laser Cannon 110, Missiles 10
Speed Factor: 660 kmph (412 mph) atjel impulse speed; can be

maintained for a maximum of 2 hours of continual usc. Stan
dard speed. 0 to 180 kmph (up to 112.5 mph); this speed can
be maintained a maximum of6 hours.

Bonuses: +3 to dodge, +2 to hit.
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Ground Armor Missile Launcher
Altacla Per Melee: 2 particle beam; 6 minilcs
Weapons: 5-50+25 P-lkam
Range: P-Beam 1600 m
A.R.: 10
S.D.C.: Vehicle Body 193

Missile Tubes 200
Tracking Systems 50
P-Beam Turrel 150
Tires 40 euch

Speed Factor: 0-120 kmph

/.~-
Headlight

Sensor and Radar

Q

The Missile Bank fires up 10 6 missiles per melee
Payload: 12 anti-aircraft (heAt seeking)

docs 6-36 damage, +210 hit
Range: SO km, Speed' I SOO kmph
6 anti-penonal (rragmenlary)
docs 5·30 damage. AJ'ea cffCIJted
is • 10m radius. Range: 2 km
Speed: 1.50 kmph

Missile S.D.C.: 20 AR: 10

Missile Launch Tubes 6 t.L.R.M. 4 Tiger I.L.R.M.

Missile Tracking Particle beam tum::t

/

SYSh,:m __ 3600 rotation 9()0 arc

Z-:.

'"Radar and
Tracking System

Size: 13 m long. 3.9 m.tall

P.E.W.S.
Personal Energy Weapon ShicldIP.E.W.S.

This experimental device developed by Professor Wilson de
ploys an electro-renectivc refraction shield which coven; the
body of the operator, including any c101hing and implements.
The thickness oflhe shield is four centimeters.

The shield (p.E.W.S.) has been incorporated in Ihe
Mulli-Arn\ Antagonizcr (sec the M.A.A. in The Mecllolloid 111
va.l·ion) and is powered by the continual plnsma gCllcmlOr unil at
Il COSt of one chargc per every 5 melee rounds. The P.E.W.S.
provide excellent protection against all types of Iluacks except
plalmla-Iype weapons (and psionics). Plasma.type weapons do
112 damage to Ihe energy shield and 112 damage 10 the person
(or hislher addilional body annor).

S.D.C. of P.E.W.S.: 300 (Nole: COStS 10 charges/or blasl
equivalents to bring P.E.W.S. back up to full power/S.D.C., see
potential malfunction chart in Book One for the dangers in
volved).

Armor Rating 19. (Note: an attack roll of20 (or higher with
bonuses) practically penetrates Ihe shield and does 1/2 damagc
to the shicld and 112 dnmnge 10 the person).

Limitations. While the P.E.W.S. is activated, the M.A.A. la
scr lance cannot be tired nor can the annor-piercing projectile
(the exoskeleton and plasma generator are fully operational).
This is bec.1use the protective shield impairs their use. This also
prevents the use of any non.plasma hand·held weapons, includ
ing the partiele beam rine. Note: To activate P.E.W.S. costs I
charge per every 5 melees. The P.E.W.5. can be turned off and
on at Ihe same energy cost, and regenerated to full S.D.C. (as
mentioned elsewhere) at a cost of 10 charges.
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The Limited P.E,W,S,
The Colonists have also developed a Personal Energy

Weapons Shield with an independent power pack, so it can be
used wilhout the M.A.A. The power pack has a limited energy
capacity giving this P.E.W.S. troop variant only 150 S.D.C. and
an A.R. of 17. II cannot regenerate and must be recharged at
hase. It is worn like a backpack by field personnel (weighing 5
kg/II Ibs). Has Ihe same basic limitation as the M.A.A.
P.E.W.S.

The Alien Salen-Dar
About two or three weeks before the final conflict on Gid

eon-E, the last of the ancient aliens (1bc Golden Ones) joioed
Ihe colonist's bailie against the Mechllooids. II was he who de
stroyed the Mechanoid's undersea base. Unfortunately, that ef·
fort required the use or most of his weapons.

However, Salen-Dar offers his aid, knowledge, and remain·
ing weapons in any way Ihat can help. He will probably stay on
Gideon E to lit 10 the end and to help colonists gel on the
MOlhership.

Alignment: Principled
Atlributes: I.Q. 30, M.E. 24, M.A. 20, P.S. 15, P.P. 19.1'.8. 12.

P.E. 23, speed factor 20.
Body Suit: A.R. g, S.D.C. 60: designed 10 create a full body

force field with an A.R. 10, and S.D.C. 550. Recharges to full
S.D.C. srrenglh within 12 hours.



Bonuses: +2 to dodge, +1 to hit, +4 vs psionic allacks.
Hit Points: 57
S.D.C. (physical): 22
Pllionics: Has all level 1-4 psi-abilities; I.S.P. 600, lenth level

proficiency. Communicates via lelepathy and/or emplllhy.

Telepathic communication (special) is triple normal range
and does nOI use up J.S.P. when it is used; nalural ability.

Size: 3 III tall (9 leet, 8 inches).

·See Book One: The Ancient Transit Thnnels
and Phase Balls

Body Suit: A.R. R, S.D.C. 60
Force Field: A.R. 10 S.D.C. 550
Recharges I full S.D.C. strength within 12 hours.

Salen-Dar's Weapons
Salen-Dar's Psi-Link Hover Robot
Auaeks PCI'" Melec: 2
Weapon: Plasma docs 5-30+5
Range: 1200 III (3937 ft).
Size: 0.6 m long (2 fi), 0.7 m tall (2 ft, 3 inches).
Armor Ratinc: 11
S.D.C.84
Bonuses: +3 to dodge, +1 to hit, +4 vs psionic anack.
Pslonics: All level one, I.S.P.: 100.

The Hover Robol is mentally linked to Salen-Dar and can
continually relay infonnation 10 him within II ronge radius of
150 km The sensor Psi-link has tolal scanning capabilities.

The power rod
Attacks per Melee 2
Weapon: Plasma Bolts. Docs 5-30+5 damage
Range: 1600 m (5249 0)
Size: 0.9 m (3 ft)
Weight: 1.4 kg
S.D.C.20
Honus: +I to hil

Note: TIle rod is activated psionically via telepathic com·
mand to a senlient computer controller. He has 100 rods thai he
is willing 10 share with psychic colonists (and allied Rovers).

The Sensor Psi-Link haslolal
scanning capabilities.

Anacks Per Melee: 2
Weapon: Plasma does 5-30+5
Range: 1200 III

Size: 0.6 m long, 0.7 m tall
A.R. II
S.D.C.84
Bonuses: +3 to dodge, + I 10 hit

+4 vs psionic anack
Psionics: All level one
I.S.P.: 100
It is mentally linked 10 Salen-Dar
Hnd can continually relay
infonnation to him wilhin a range
ofl50km.

Sellsory DCViCCS~:";;:;t;:;:::::': •

Sensor Psi-Link

•

I

The appearance of the last Andent·
and his weapons.

The Alien, Salen-Dar

Cybernetic helm contains force-field generator
activated psionically

or manually
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--~~;;::::::::::::::::~U~"~rimItCd chllrgcs

Activated psionically via tclcpttthic
command to scntinent computcr
conlrol or manual trigstcr.

The Power Rod (100 rods are available)
Anacks Per Melee: 2
Weapon: Plasma BoilS: docs 5-30+5 damage
RAnge: 1600 m

S.D.C.20
Bonus +I to hit

Access I-latch

Energy globe
unknown energy source:

PilOl area requires psionic pilot'
and normal co-pilot. Hold an additional
12 passengers.
Cargo Bay: 6mx6mx6m

Behemoth
An incredible alien vehicle with a battery of weapons. Yet

another creation of the beings who built the ancient tunnels of
Gideon E.
Attacks per Melee: Total 6: 4 by Laser, 2 by Photon.
Weapons: Lasers do 6-36+10 each, Photon blnst does

ID6x I0+40.
Range: Laser 1800 m (5905 fl), Photon 2200 m (7218 rt).
Slzc: 20 m tall (65.6 rt), 16 m (521) wide.
Armor Rating: 12
S.D.C. by Location: Head 900, Body 2000, Turret 600, Lasers

200 each, Energy Globe 2000.
Bonuses: +3 to hit, + I to dodge.
Speed Factor: 1100 kmph (687 mph; roughly Mach One) maxi

mum; can hover up to 61 m (200 Il) high; functions underwa
ter too (maximum deplh 5 milcs18 km; maximum speed in
water 200 mph/320 km).

Note: Saleo-Dar has eight of these amazing vchicles to share
with the colonists.
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More Mechanoid Data
The Mechanoids Revisited

Allhough the colonists know more about the Mechnnoid in
vaders, there is still much they do not know. Additional vehicles
and new types of Mcchanoids, most notably the Exterminator,
Overlord, Oracle, Octopus, Black Widow, llnd Cargo Freighters
have entered the picture. Consequently, the slals that follow
contain only the most basic infonnation about these invaders.
For more insight and information about the Mechnnoids. G.M.s
need to take a peek al lhe Game Master Section. This in(om](l
tion should be made available to player characters only through
encounters and discovery. The more they learn about their en
emy the better chance they have in surviving. Note: The
Mcchanoid names are those the human colonists of Gideon E
have given them, In all cases, the energy weapon payload oflhe
Mechanoids and their robots is effectively unlimiled, With Ihe
exception of the Oracle, the Mechanoids should be considered
of evil alignments, typically aberranl and diabolic.

Hovercraft Scout to
indicale scale

Hovers 0.3 m-2.4 m
off Ihe surface

Oracle
The Colonisl~ have no idea what purpose Ihis Ihing serves,

and suspect it may be a communications unit or equivalent of a
Master ESPER.

Attacks per Melee: I psionic
Psionies: All known psionic abililies.
Armor Rating: 10
S.D.C.: 600
Bonuses: +3 vs psionic mUick.
Pslonles: All known abilities!
I.S.P.: Unknown; at leasl 500 points, possibly much more.
Speed Factor: 0-1200 kmph (up to 750 mph).

84

Overlord
The Colonists believe this creaUlre is the leader of the

Mechanoid forces; unless there is some other Mechanoid they
have yClto seen. It is massive and rarely seell on planet.

Attacks per Melee: 3 or psionic or hand to hand (2)
Weapons: rarticle beams 6·60+40, hand to hand 6·36 crush,

4-40 strike.
Range: P-Beam 2200 III (7218 ft).
Armor Rating: 12
S.D.C.: 410 body annor
Bonuses: +2 to hit, +10 (0 damage. +3 vs psionic attack.
Psionlcs: All powers levels 1·3.



Anns Reach 7.6 meters (25 ft)

Side View

12.2 meters (40 fi) tall

Attacks per Melee: 3 or psionic or
hand to hand (2)

Weapons: Particle Beams - 6-60+40
Hand to Hand - 6-36 crush, 4-40 strike

Range: P-Beam: 2200 m
A.R.: 12
S.D.C.: 410 Body Annor
Speed Factor: 150 kmph
Psionics: Levels 1-3
Bonuses: +2 to hit

+10 to damage
+) vs Psionic attack

3/4 Front View

J

'j

---------3 Barrel rarticle Beam
S.D.C. of Barrel: 210

...

Hom Jets as an nttaek\
does )·18xlO l

I,
I

,

,
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Multi-AttachmentS Ann
(wilh drill Bttached)

Body Turrel

Under Carriage capable of
3600 rotation

Size: 18.3 m tall
Body Turret 13.7 m wide

Special Attack: Psionic - 3 per melee
Has aJllevel 1-2 abilities

Bonuses: +2 vs psionic anack
+ I 10 hit wilh OIher weapons/ann!!

Octopus
An engineering Bnd construClion Mechanoid of some kind

with a foul disposition when disturbed.

Attacks per Melee: 3
Weapon!!: Detachable laser 1001: ) settings, 2-12, )-18 or 4·24,

Laser finger: 2 scuings, 3-18 or 5-30, Fusion torch: ) set·
tings, 4-24+6, 6-36+15 or 5-50+50. Or hand (0 hand 2 attacks
per melee, 6-36+ 10 dllmage.

Range: Laser tool 400 m (1312 Il), Laser finger 1200 m (3937
8), Fusion torch 900 m (2952 ft).
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Octopus
Anacks per Melee: 3
Weapons: Datachable Laser

Tool:) settings, 2-12
3-18 or 4-24.

Laser Finger: 2 settings
3-18 or 5·30.

Fusion Torch: 3 seuings, 4·24+6,
_ 6-36+15,5.50+50

," - 4~ Or Hand 10 Hand: 2 attacks per9 ,
"'_...."". melee, 6-36+10 damage.

Range: Laser TooI- 400 m
Laser Finger- 1200 m
Fusion Torch - 900 m

S.D.C.: Main Body - 1200
Body Turret - 800
Under Carriage - 800
Muhi·Anachment Ann - 390
Fusion Torch - 520
Laser Finger- 160
Olher Anns - 320

A.R.: 12, Speed Factor: G-1200kmph

Armor Rating: 12
S.D.C.: Main body 1200, body lUrrct 800. undercarriage 800.

multi-attachment ann 390, fusion torch 520, laser finger 160,
other anns 320.

Bonuses: +2 vs psionic attack, +I to hit with other weap
onsJanns.

Spccial Attock: 3 psionic per melee. Has all level 1 & 2 sbiH·
tics.

Speed Factor: 0-1200 kmph (up to 750 mph).



Close~Up of Utility Arm

Multi-Brain
The colonists have determined this 10 be a combination trans

port vehicle and combat unit thai contains six Mechanoid
Brains.

Utility Arm WI"·th>-_-;;;
Laser Lance

3/4 Side View ,..,~~
~~~ :S6~Brn~;nS;L-1:~:-~' ~;:;I r

't'll.'~ Laser Lance
Laser Finger

~t~~~~~~~2 Attacks Each
per Melee

IS meters long
6 meters tall

Multi-Brain

5 m long

Runner Hover Pod

A.R.: 10
S.D.C.' 110
Speed Factor: 0-150 kmph
Psionics: Level 1-3
Bonuses: +3 vs psionic attack

Attacks per Melee: 4 or
Psionic (4 '·Iand 10 Hand)
Weapons: 4 Mechanical

Appendages: Large do
4-24 damage, small do

2·12 damage.
Range: Large has a 3m

...."",re;;:achlsmall 1.4 m

Brain Hover Pod

This is a hover platfonn used by the (comp.1ralively) slow
moving Runners for transportation and combat raids.
Attacks pcr Melee: 2 or hand to hondo
Weapons: Laser appendage: 3 sellings, 1-6,3-18 or 5-30.
Range: Laser 1600 m (5249 ft)
Armor Rating: Runner: 12, 1·lover Platfonn: JO
S.D.C.: Runner: 120, Platfonn: 100
Bonuses: +2 to hit, +2 vs psionic allock.
Speed Factor: 0-160 kmph (up 100 mph).

Psionics: Levels 1-2

~
1__ 9 m long=-.J

3.3 m tall

Hover Platform

Attacks per Melee: Laser 5 or 6 hand 10 hand or psionic.
Weapons: Laser lance: 3 settings, 2-12. 4-24 or 6-36, Laser lin

ger: 1-6 hand to hand, 6-36.
Range: Laser lance: 1600 III (5249 fl), Laser finger: 100 m (328

fi).
Armor Rating: 10
S.D.C., 210
Bonuses: +2 to hit, +3 vs psionic anack.
Speed Factor: 0-250 kmph (up to 156 mph).
Psionics: Levels )-3

Runner Hover Pod
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Assault Probe
Front View---......:

Side View

----

__Laser, capable of 180'

P
movement

Seeker od
Attacks per Melee: 2 laser or

I-land 10 '·Iand
Weapons: Laser - 4-24

Hand 10 Hand - 1-6
Range: Laser - 900 n
A.R.: 9. S.D.C.: 50
Speed Factor: 90 kmph
Psionics: All level one

This Mcchanoid appears to be somc sort of (humanoid) ex
tenninalor and scout. Mosl humans believe it to be a robot.

I

r71.3 m long,
Seeker Podl \\ /J I

I meier tall
('

Ion Blasters

Ion Bla.lcrs },":' .(:

~~;~~j<~k~.~~NOle: The assa~h Pro~
• is a robot.

J:!!:~ .~ Attacks per Melee: 2
l~fl:f fri Hover Jets Weapons: Ion Blaster
\:)", ';' .' I 1.6 III long Range: 400 m
;:. "f . ; I m wide R 10 S D C 40A..: •...:

: I m tall Speed Factor: 30 kmph
Bonuses: +3 to dodge

".,.-'The ExlerminiHor
Attacks per Melee: 5 +1 every 2nd melee (plasma)
Weapons:Panicle Beams - standard: 5-50+25

Ion Blasters - 2-12, Plasma 4-40+ 1-
Feet/Slomp - 3-30+8

Range: P-Beam - 1400 Ill, Ion Blaslers-900 m, Plasma - 1600
A.R.: 10 S.O.C.: 180, Speed Factor: 60 kmph
Psionics: All level one
Bonuses: +2 to hit, +2 to dodge

Assault Probe

Seeker Pod Bay

Attacks per Melee: 5 or Hand to Hand
Weapons: Ion Blasters - 2-12 damagc

Nerve Gas. Hand to Hand - 2-12
Range: Ion Blasters - 400 m. Nerve Gas - 4.6 m radius
A.R.: 14 S.D.C.: 137 gas lingers for up to 2 hours
Speed Factor: 15 kmph ground. 60 kmph hover
Psionics: All level one
Bonuses: + I vs psionic attack

,4'~
•

Nerve Gas. oes
4-24 damage each
melee the victim is
in the gas cloud. Does 1-6 to expose esh.
no damage to anyone in protective suit; space, E.B.A.

Exterminator

'funnel Crawler

Without a doubt. a hunter-killer.
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Tractor Beam

1Max. W'ight
100,000 metric tons
12 kin long

. 7 kin wide
5.5 km deep

Additional Crew "may" include:
)-6 Runners
1-6 Brutes
2-12 Wasps
I Octopus
1-6l'ypc II Haulers

Always Includes:
20 Thinmen
60 Runts
2 Type II Haulers

Attacks Per Melee: 2 Hand 10 Hand or Psionic.
Weapons: Hand to Hand: 2-12>< 10 to crush

3-18x 10 striking.
Range: 1.5 km reach
A.R.: 12
S.D.C.:

Speed F ctor: 800 kmph Legs - 2000 each
Storage Compartment Crane - 1200

900 sq meters Tractor Beam - 1000
Bowl Housing - 9000
Arms - 1000 each

Psionics: All level 1-2
Bonuses: +2 vs psionies Cranc ~""'--::::..--1t1-~

Navigation
Command Tower

'---.

Sto'rage Capacity: 18 sq km_

Note: This is an
actual living
Mechanoid

Crane

Spider Fortress \
Idrawn to scalf

~~.
Scanner ..

Cargo Freighter
Anacks per Melec: None

___ Weapons: None ;~~~~ ~=~~~~~~~~~~~~~~~~~::~~A.R.: 10
S.D.C.: Tractor Beam - 470

Each Crane - 1330 Cargo Hatch
Freighter Body - 15,000 Staffed and Operated By: (pilot) 1-6 Brains
Navigation Command Tower - 4000 2-12 Brutes, 4-24 Type '" Haulers, 84 Thinmen,

Speed Factor: 0 to light speed 200 Runts, I Mantis & I Black Widow

Black Widow Tractor Beam maximum weight
40 metric tons
Range: 9 km

. . May be used continually for
Bowl Housmg: 1 kin radIUs up 10 7 hours before recharging.

Stands 3 km tall
Bowl Housing is capable
of360' rolalion.

Hauler Type I

Staffed Bnd Operated by:
3-18 Runners
1-6 Brains
4-24 Brutes
1-6 Octopus
50 lYpe II Haulers
50 Type III Haulers
200 Thinmen
500 Runts
2-12 Manlis
1-6 Black Widows89

Energy Storage -

Navigation Command Post 711_:....l(~':J:7?'
... Vast network I

ofcranes and
pulleys to
st,ore or Dockmg Platfoml
dIrect carg9'4 krnx 10 krn

Freighter Terminal

Attacks per Melee: None
Weapons: None
A.R.: 14
S.D.C.: Cargo Bridge - 80,000

Command Posl- 15,000
Energy Storage - 30,000
Docking Platform - 40,000
Engineering - 37,000
Link Arm - 67,000
Olher - 27,000

This massive cargo hauler
~s used only in space.



Body Width: 370 m
Body Length: 450 In

Body Depth: 180 m

Anns Length: 450 m

_ Laser Pod
"...."""'~

Total Arm Span: 810m

Cargo Bay Houses:
4 Brutes
30 Thinmen
100 Runts
Storage Area:
800"lm /

Electromagnetic Grip

Length from wing
tip to wing tip: 1200 m

Auacks per Melee: 2 laser or Hand to Hand
Weapons: Laser Pod - 5-30+20, Hand 10 Hand- S-SO+60Range: Lascr- 900 n
Range: Laser Pod - 12
A.R.: 12
S.D.C.: Wings - 600 each, body - 920, anns - 880 cach, laser pod - 250
Speed Factor: 0·1200 kmph
Psionics: All level one abilities
Bonuses: +1 vs psionics, +310 hit

Hauler Type II

Hauler Type III Anacks per Melee: 6 Hand 10 Hand
Weapons:4-40+40 damage each
A.R..: 12
S.D.C.: Top mid-section body-600

Forward section - 400
Rear sect;on - 400
Tractor Beam - 31 0

Speed Faclor: 0·1200 kmph
Psionics: All level one abilities
Bonuses: +1 vs psionics, +210 hit

Tractor Beam
Range: 32 km ----''\,~
Weight Max: 90,000

metric tons

Forward Section

Size: 600 m long
380 m tall

Mid·Scction contains Mechanoid organism
Detachable with hover-night
_r-=,,!ca~lpability. Speed Factor. 0-450 kmph

I

Rear Section

Cargo Bay
418 sq m storage area
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Battle Cruiser

Bolh Thrrcls have a 360'
rotBlion, 180' arc

Psionics: Alllevell-2abililies
+2 vs psionic attack

M
· P . 1 Secondary Particle Beam l\metam artIe e

BcamT~

Double Laser ~
Thrre. .",..........~,

Cen!rB1 Navigation
and Command Tower

An air and space combat vehicle bristling with a banery of
devastating weapons. The colonists have yel 10 dClcnnine
whether it is a vehicle piloted Mechanoids a yel another
Mechanoid itself.

Critical Points
The Baltle Cruiser h3S two critical or weak points which can

destroy or immobilize ii, the controlling orgnnismfforward sec
tion and the power core/mid-section.

The controlling Mcchanoid organism is housed in the Navi
gation/Command Tower IOCRICd al the forward section. tr the
Tower is penetrllled, the protective computer banks destroyed
(2000 S.D.C.), and the organism slain. the entire vessel will be
rendered completely immobile. ALL weapons, hatches, commu·
nication, life suppon, and power distribution ceases. (The re
maining crew may take independent action howevcr. )

The power core is located in tho mid-section. If this is de
stroycd (2000 S.D.C.) thcn thc cntire ship cxplodcs doing
90,000 points of damage to everything within a 100 km radius.

The Mechanold Bailie Cruiser:

A.R. 14, Speed factor 0 to light speed. Baltic speed 0·1200
kmph (up to 750 mpWMach One),I.Q.: 12,

Overall Size: 19 km (11.8 miles) long.
4 kIn (2.5 miles) tall.
4.5 km (2.8 miles) wide.
Psionics: All abilities from levels 1-2.
Forward Sutlon:
A.R. 14 S.D.C. 20,000.
Forward Weapons:
Particle Beam Cannon: 2 attacks per melee. Range 160 kIn

(100 miles); lD4xlOO damage, +1 to hit, Cannons have
S.D.C. 1600.

Trl·Lastr Bank: 6 attacks per melee (each laser bank tOlal at
tacks 12 per melee), Range 321 Icm (200 miles),
I D6x I 0+ lOOper each blast, +2 to hit, S.D.C. of the weapon
is 3000, A.R. 14.

Double Laser Turret: 4 attacks per melee, Range 321 km (200
miles); 606+50 damage; +I 10 hit, turrel S.D.C. 1200, A.R.
14.

Navigation/Command Tower:
S.D.C. 40,000. A.R. 16
Mechanold Organum & Computer Oanks:
S.D.C. 20,000, A.R. 10, Hit poinlS 390
Mid-sectinn:
A.R. 14, S.D.C. 40.000
Mid-Section Weapons:
Main Particle Beam Turret: 2 attacks per melee; Range 321

km (200 miles); 100xl0 damage, +2 to hit. S.O.C. 3500.
A.R.14

Secondary P-beam Turret: 2 allacks per melee; Range 321
km, 5-50x5 damage, +210 hit. S.D.C. 2100, A.R. 14

Kill Master Plasma Ejector: (Right and Left side) two attacks
per melee elich, Range 482 km (300 miles); 6D6x20 damage,
+1 to hit, S.D.C. 5000, A.R. 14.

Plasma Ejector Sensory System: S.D.C. 8000, A.R. 14.
Power Core: S.D.C. 2000, A.R. 12.
Rear Secllon: A.R. 14, S.D.C. 20,000.
Rear Weapons:
Plasma Cannon: 2 allacks per melec, Range 321 km (200

miles); 6D6xl0 damage, +210 hit. Cannon has S.D.C. 3200,
A.R.14

Oouble·Uarrel Laser: (Right and Left side) 4 attacks per melee
each, Range 321 km (200 miles); 606+30 damage, +210 hil,
S.D.C. 1200, A.R. 14

Note: All wasp access hatches are A.R. 12, S.O.C. 2,000

Crew and Strike Force
Wasps I00,000
Brules500
Thinmen50,OOO
RunlslO,ooo
Skimmcrs I0,000
Runners10-60
Brains2-12
Manlis2-12
Oclopus2-12
Hauler Type II 2
Spider Fortress 2
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Mechanoid Bridge Forts
The Mechanoids, in lhcir disst:cl;on of the planet, establish

what humans call a bridge fon approximately every 1800 km
The bridge ilSelf spans the I km wide trench and is about 800
meters wide. In lhe center of the bridge is the bridge fon. ALL
bridge forts lIrc identical in size and capabilities, Bnd apparently
serve as outpost, ood power centers for the Mechanoids. A typi
cal bridge fort will be staffed by 3-18 BnlleS, 10-60 Thinmen,
10-60 RUIlI~, 10-60 Skimmers. 10-60 Weavels, 1-6 Runners and
1-6 Wasps.
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Auacks per MeI«: Weapon Turret: 8, Laser Banks: 4 each
Weapons: Weapon turret: Plasma Cannon: 2 blasts per melee,

2D4x I0+50 damage each. Laser Cannons: 3 blasts each per
melee, 606+20 damage per each blast, Lower Rim Laser
Bank: 4 blasts per melee. 306 damage per each bias!.

Range: Plasma Cannon 3000 m (9842 ft), Laser Cannons 2200
m (7218 ft). Lower Rim Laser Banks 1600 m (5249 ft).

Armor Rating: II (all parts)
S.D.C. by Loution: Weapon Turret 800. PlllSma Cannon 350,

Laser Cannons 250 each. Laser Banks 150 each, Fort Body
1100.



New Psionics
Psionics, or extra-sensory perception/abilities arc powers of

the mind, such 8S telepathy, empathy, telekinesis, and other he
reditary trail'! shared by humans and intelligent life forms across
the universe.

Although many creatures have greatly developed psionics,
humans arc not that fonunate. Humans arc either born wilh de
veloped psychic powers or nol. The detennination of psionic
abilities and lhcir magnitude are rollt:d for with percentile dice.
Psionics are roUed for only onc time, either you have Ihem or
you don't. Game masters should be certain to supervise the roIl-
ing of psionics. .

1-59 No appreciable psionics
60-79 Minorpsionics
80-89 Major psionics
90-100 Master psionics

Level Four Psionic Abilities
Note: The remaining abilities will appear in Book 3.

Astral Projection
Range: Self
Duration: 5 melees per level of psionic

I.S.P.: 10

Identical 10 Dimensions: Level 3 spell.

Commune with Animals
Range: 60 melers
Duration: 8 melees per level ofpsiooic
I,S.P.: 10
Saving throw: Standard. Animals save vs PSIOIllCS as a
non-psionic, needing a 15 or better to save.

This ability is a combination of empathy and tclepathy,
which is able to communicate 10 animals 00 their own level. The
commune with animals (animals being: mammals, birds. rep
tiles. and amphibians. not insects or fish) ability makes the crea
tures totally accept the psionic as one of their own. The ability
enables the psionic to send, receive and understllnd emotions
and thought images. Affected animals will nol hann the psionic
Ilnd will usually (1-87%) obey himlher. Helshe can affeci 2 ani
mals per level of experience.

Float (air/water)
Range: Self
Durallon: 2 hou11l
1.S.P.: 8
Saving Ihrow: none

This ability controls the distribution of body weighl and ere
ales a mild son of telekinetic field, which enables the psionic to
cffonlcssly floal on water or noat in the air 0.3 melCrs (1 fOOl)
pcr level of psionic off the ground. Floating in air can be espe
cially useful in breaking a fall and the slowing the rate of de
sccnt until helshe is gently hovering slighlly above Ihe ground.
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Fuel Flame
Range: 100 meters per level of psionic
Duration: 2 melee rounds
1.S.P.: 8
Saving throw: None

This pyrotechnic ability quadruplcs the size of a flame by
feeding il with psychic energy. Area affected is 50 mcter radius
pcr lcvel of psionic.

Mind Wipe (forget)
Range: Olhcrs by touch
Duratloll: Special
I.S.P.,10
Saving throw: Siandard. Thosc who successfully savc vs.
psionic attack are lotally unaffected. Duration of mind wipes are
usually not pennanent. Victims will begin 10 slowly remember
unless the psionic continues 10 reinforce Ihe effect by repeating
it every 10 days. If he/she doesn't, the victims with a M.E.
(Mental Endurance) of II or less have a 20% chance of regain
ing memories. M.E. of 12-15 has a 35% chance, M.E. 16-20,
48% chance. Roll once every day after the initial 10. Those with
an M.E. of21-24 have a 56% chance of regaining memory and
rolllWice a day.

This is just onc of Ihc psionic's abilities to control thc
Ihoughts and wills of others. Thc psionic must make physical
contact, touching hislher victim's temples and telepathically
probing hislher Ihoughts, erasing (aclually burying them deep in
Ihe subconscious) whalever helshe desires. This is done via ver
bal suggeslion Hnd can bury any pasl cvenl, knowledge, skill,
etc. The process takes about 6 melee rounds to complctc. Like
hypnotic suggestion. a vcrbal suggestion must be uscd to wipe
the mind of memory. such as You will nOI remember anything
Ihat has happencd within the lnsl 4 hours, or You will lIot re
member who you are or where you are from. Special! Excrting
40 I.S.P. can 10lally wipe blank a human mind.

Sense Traps
Range: Self/60 mctcrs
Duration: 2 melee rounds
I.S.P., 8
Saving throw: Nonc, bUI a mind block would block the probe,
indicaling no danger.

This sense is similar to precognition, enabling thc psionic to
sense danger within a 60 mclcr radius. The psionic has only a
12% chance of knowing the exact nantre and location of the
dangcr/trap. Otherwise, he/she just gets a bad feeling about what
lies beyond the next door.

This ability picks up on hostile emanations only, like a stalk
ing predator, beast. ambush. and booby traps (like bombs. ga.'I.
snares) and will not indicate anything thai is not specifically a
trap.



ourne

As the banle for the planet Gideon E stretched into the final
months, the Earth colonists realized that despite their valiant ef
forts, thcir world was losl. The Mcchanoid invaders' technology
and resources far surpassed those of the Eanh colonies. It
seemed for every one Mechanoid slain, three would lake ils
place. Limited 10 orbital shuttles fleeing the doomed planet was
impossible. Or was it?

A wild plan was hatched: 10 seck refuge in the Mcchanoid
mothcrship. This planet-sized spacecraft (approximately the
length of Nonh America) was the only avenue ofescape. Initial
probes revealed a massive pipeline system which Tan throughout
the vessel, and would provide excellent accommodations for the
fleeing humans. Once inside the enemy vessel, the eolonisl~

plllnned to sabotage thc mothership and steal a small
space·worthy vessel.

However, the Gideon E refugees soon discovered Ihat there
wcrc many new obstacles to confront them: One was the size
and mass of the ship itself. Other huge Mechanoids, the very
alien technology and exterminator squads added to the dilcmma.
The labyrimh of pipelines quickly became their only refuge.
Thus, like mice tmpped between the walls of a housc, the hu~

mans and Rovers carved their place within the ship.

One of how mo.ny worlds within the Mechanoid world? How
many othcr Gideon E refugees, lost elsewhere in this endless
maze of pipes and tunnels, built similar societies? How many
other life forms also sought to escape oblivion by seeking sanc
tuary within the pipes of the mothership? Rumors abound of
strange creatures and alien races. Few have been substantiated.
(Note: G.M. 's, this is your chance to include other creatures,
races, and emire F.R.P. systems in the game as survivors from
other worlds. They may be friendly or hostile. Most intelligent
life should be bumanoid. Let your imagination loose).
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Yet, even in this hostile environment, the humans and Rovcrs
have adapted and prospered. Over the last 200 years they have
learned much aboullhe Mechanoids' society, attack modes, and
ship layout. Both humans and Rovers have joined forces to se
cure pipeline junctions as outposts and communities. Together
fighting the exterminator squads and predators designed to rid
the tunnels/pipes of humanoid pests. Recently, the humanoids
have grown more daring, venturing beyond the pipelines, into
the aelunl ship quarters with increasing frequency. With ven·
geance burning in their souls, they seek to learn more, expand
their territory and perhaps even wrest control of the ship (or at
leasl usc il~ facilities for themselves).

This is their story, a journey through time, space, and re
venge.



The Mechanoid Mother Ship
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The Mechanoid Mothership - Length of Assault Unit: 22.220km·
Total ship surface area, includes ail levels: 368.000.000 sq krri·

Speed Factor: Q.-40 kmph or Warp Drivc which actually bends space and time requiring
no actunlmovcment. Warp drive is locatcd in the Navigation sections on the main

--------, deck lcvels. A.R.: 15Detachable Assault Unit and
Planet Excavation Head Quarters

Auacks Per Melee: 2 Plasma nrJ
Strike Force: Wasps· Brutes· etc. .

Weapon: PIllSma: 6-36x30 Observllto~les,
RfUlge: PlllSma: 52.000 km ~Star Charting, and Type I Hauler Bay

Tractor .!learn: 10.000 km' Weight: Max. I million ?n~ ~~~.c., 100 000 000 " or-.,;

A.R.: Assaull Unll 15 S.D.C. A.U. Body 71 mlllin... ~ ,,~
Specd Factor: 0-830 kmph' No Warp Plasma E. 700,OOO! ~ II.. "

T . Beams 200.000 --

, ------

Level One
l'leight: 35 km

rI7.760km-,
4440

Level One
I. Tractor Deam Units
2. Plasma EjeelOr Control Posts
3. Conversion Centml
4. Computer Deck for Crystal Conversion
5. Plasma Stomge Generator
6. Power Crystal Storage Plant
7. Energy Links
8. Matrix Monitor Units
9. Transport Terminal
10. Auxiliary Plasma Generator
11. Iron Ore Storage Bin
12. Iron Ore Storoge Bin
13. Power CrysLaI Conversion Matrix
14. Matrix Energy Core
15. Freighter Tenninal
16. Fusion Plant Complex
17. Tungsten Steel Storage Bin

Gravity Level: Zero
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18. Induction Molding Complex
19. Purified Water
20. Water Purification Network
21. PlasmalFusion Furnace
22. Iron Purification and Processing Network
23. Hauler and Robot Maintellllncc
24. Hauler Bay
25. Saline Solution
26. Transpon Tenninnl
27. Proccssed Steel

Level Two Ii;l
Height: 35 km

@ I@ ,@ ~I I@@

(l) @ 'i1 @,
I"""" , L @ @ ~~L l I"!'

!® @ i@

><
@ Illi

I~@
)

:!l" ~ OIl®
® ®

~ 4lI
Illi

Gravity Level: 1/2 Earth

Level Two
1. Energy Storage Plant
2. Navigation
3. Computer Center
4. Life Support
5. Food Storage
6. Food Processing Plant
7. Purified water
8. Processing Plant



• Main Body: 89,000 km' Tolal LcnKth: 66,780 km • 42,000 kIn at lhe widest point· Surface Area: 16.400,000 sq Ian
• TOlJll StOlllge Area: 79.840,000 sq km

lien EnviroomenlS

:Transport Terminal 60,000,000

Imler and Freighter
(' - Terminal

Alien Housing

:rl'lUlspon Terminal

•

Communication Tower

Diplomatic Embass~

Alien Diplomat Medical.
Rccrcational • Rcsean:hA~

Energy Monitor U it

Energy~e Dome:

Communicalinn
Tower ........
Navigation S.D.C.: 90,000.000

E · . /
... ngmccnng

Energy Network
S.D.C.: 80,000,000

Alien biological n::search experimentation labol'lliorics. Including micrrobc:s,
mulations. botany. l'Ddiation, genetics and all biological scienc:es.

1'hCSC Iib!I an: conflnca 10 mis side-tube so that is can be jenisoned in CMC ofconlami

Le\'el Three
I. Food Storage
2. Bruteffunnel·Crawlcr Area
3. Bridge Fon Siorage and Hauler Bay
4. Computer Network

43. RunnerlBrain Area
44. Wasp Hangars

9. Bauxite Storage Bin
10. Iron Alloy Storage Bin
II. Steel Storage Bin
12. Processing Plant
13. Processed Mela! Alloys
14. Processing Plan!
15. Platinum Storage Bin
16. Soil Storage Bin
17. Hauler Bay
18. Sllnd Storage Bin
19. Salt Storage Bin
20. Sulfur Storage Bin
21. Copper Storage Bin
22. Silver Storoge Bin
23. Gold Storage Bin

Level Three
Heigh!: 20 km

24. Processing Plant
25. Robot Maintenance
26. Research Complex
27. Tungsten Steel Storage Bin
28. Chemical Processing Complex
29. Power Center
30. Freighter Tenninal
31. Tnlll.~port Tenninal
32. Tin Storage Bin
33. Radioactive Elemenls
34. Nickel Storage Bin
35. Lead Storage Bin
36. Zinc Storage Bin
37. Crystal Stomge Bin

Gravity Level: 1/2 Earth

5. Spider Fortress Sioragc Bay
6. Strategic Command Center
7. Robol Mainlenance
8. Robol Construction
9. Digger Bay
10. Transport Tenninal
II. Crude Perroleum
12. Petroleum Processing
13. Power Center
14. Refinery
15. Gasoline
16. Refined Oil
17, Plastic )llant
18. Refined Oil
19. Transport Temlinal
20. Robot Maintenance
21. Purified water
22. Food Storage
23. Natural Gas
24. Transpon Terminal
25. Metal Alloy Storage Bin
26. Mulant Supply Center
27. WeaponslBallle Flcct Factory
28. Transport Factory
29. Bridge Fort/Spider Fortress Storage
30. Transport Terminal
31. Bridge Fort/Spider Fortress ConstruClion
32. Life Support/Computer Center
33. Fusion ReaClor Complex
34. McdicaVGcnclics Laboratories
35. Robot Factory
36. Purified water
37. Engineering
38. Bauxite Storage Bin
39. Coal Siorage Bin
40. Processing Plant
41. Shale Storage Bin
42. Storage (Empty)
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Gravity Level: ZeroNacllum

"

1. PurificationlProcessing
2. Food Storage
3. Food Storage
4. Purified Water
5. Transport Tcmlinal
6. Botanical Garden #1
7. Botanical Garden #2
8. Botanical Garden #3
9. Allen Life Research Center
10. Chemical Processing Planl
11. Nerve Gas Production/Storage
12. Alien Zoo
13. Pesl Conlrol
14. Cloning Center
15. Genetics Labs
16. Mechnnoid Maintenance
17. Laser Labs
18. Robotics
19. Transport Tenninal
20. Digger Environment
21. Brute Environmenl
22. Runner Environmem
23. Octopus Environment
24. Brain Environmenl
25. Manlis Environment
26. Fusion ReaClor
27. Cryogenics
28. Power Center
29. Medical Labs
30. Zoo
31. Mini·Power Cryslal Auxiliary
32. Transport Tenninal
33. Secondary Engineering Deck
34. Communication
35. Secondary Navigation Syslem
36. Secondary Life Support
37. Wasp Tubes
38. Compuler Deck

,
<D
•

Level Six
Height: 12 km

®

Level Six

NOle: 10 km between levels Gravity Level: 1/2 Earth

""

14. Monilor UnilS
15. PowerCenler
16. Power Storage Monilor
17. Auxiliary Power Storage

Gravity Level: 2x Earth
EXlremely Heavy

12. Master Gravity COnlrol
13. Engineering
14. Life SuPPOrt
15. Teleport Central
16. Navigation
17. Power Siorage Units
18. Master Energy Matrix
19. Matrix Monitor
20. Storage Monitors
21. Power Storage Units
22. Power Storage Units
23. Power Storage Units

Lenl Four
I. Navigation Central
2. Engineering Cenlral
3. Cryogenic Complex
4. Power Link
5. Power Junction Units
6. Power Storage Units
7. Power Storage Units
8. Storage Monitors
9. Matrix Monitor
10. Crystal Power Core
II. Power Storage Units

Level Five
Height 8 km

,

Level Five
1. Food Storage
2. Medical
3. Cryogenics
4. False Master Computer
5. Housing ofFalse M.C.
6. Teleportation Computer Override
7. Engineering Compuler Override
8. Navigalion Computer Override
9. Life Support Compuler Override
10. Liquid Nutrients
II. Computer Communication Network
12. True Master Computer
13. Master Energy Matrix Override

Level Four
Height: 30 km
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Brllill Pools
Roll every 12 minutes
1·13 Omcle
14-26 I Runner
27-36 I Drain
37-42 I Tunnel Crawler
43·54 1 Brutc12 Thinmen
55-66 2 Runners
67·80 1 Multi-Bmin
8 I -93 I Brulcll Runner
94-96 7 MutAnts
97-100 1 Overlord

Main Power Network
Roll every 10 minutes
1·10 Oracle
11·16 I Mantis
17·22 I Octopus
23-30 2 Runners
31-40 1 Exterminator
4 I 48 2 Brutes/) Thinmen
49·56 1 Multi·Bmin
.57-66 I Runner/4 Thinmen
67-77 I Exterminator Squad
78-85 2 RUlillersllO Run....
86-94 I OverlonV4 Brules
95~100 I Multi-Bminl2 OCIOpUS

Transport Terminals
Roll every 8 minutes
1·12 2 Hauler II
13·17 2 Wasps
18·25 I Brutel6 Runts
26-34 I RUllner/4 Thinmen
35-40 1 Octopus
41·50 I Runner/4 Hauler JJI
5 1..60 2 Brutesll2 Runts
61·70 I Dlack Widowl2 Hauler II
71~78 2 Bminsll Runner
79·87 I Tunnel Crawler/4 ASSAUlt Probes
88-92 4 Brains/6 Runts
93·95 4 Waspsll Freighter
96-100 I Battle Cruiser

Robot CODstrudlonlMaintenance
Roll every 4 minutes
1·5 I Tunnel Crawler
6-10 I Exterminator
I 1·18 4 Assauh Probes
19-24 4 Thinmen
25-30 I Runner/6 Runts
31-40 1 Brutel6 Thinmen
41·52 I Octopus/6 Run....
53·67 2 Drulesl8 Thinmcn
68·75 4 Brutesll2 Runts
76·79 3 Bmtesll Octopus
80-88 2 Runnersl20 Thinmen
89·93 20Clopus/12111inmen
94-96 4 Bmtes/30 Thinmen
97-98 1 Mnntis/40 Runts
99·100 2 Brainsl60 Thinmen

Teleporlcrs
Roll every 8 minutes
1·3 4 Wasps
4-15 I Runner
16-22 I Brute
23-29 1 Brain
30-39 I Octopus
40-49 1 Brute/4 Runts
50-57 2 Bmins
58-68 exterminator Squad
69-78 I Runner/6 Thinmen
79·83 1 Tunnel Cmwler
84-89 I Multi-Brain
90·95 I Mantis
96-98 I Omele
99·1 00 I Overlord

Refineries/Processing Plants
Roll every 6 minutes
1·8 I Tunnel Cmwler
9-16 2 Wasps
17·26 I Runnerll Octopus
27-43 I Brute/I Hauler 111
44-54 2 Brulcs18 Run....
Sj·60 I Drutel6 Thinmen
61·70 2 Runllersll2 Run....
71-80 I Mantis/6 Thinmen
81-86 1 Octopus/6 Thinmen
87-92 I Bminll2 Thinmen
93-97 I Brutc120 Thinmcn
98· I00 1 Runner/3 Octopus

Random encounter tables are nOI the last word in Mechanoid
encounll."I'S, but provide the G.M. with a quick. easy guide and
reference tool. The tables also ofTer an idea as to what type of
Mechanoids and robots can be found in a particular area of the
ship. Game Masters should feel free to use, adjust, and discard
whlllever they please.

Of course, percentile dice nre rolled in conjunction with a
particular table to detenninc the type ofencounler.
Ship Exterior - Top
Roll every 8 minutes
1-15 1 Black Widow
16-20 I Octopus
21-27 I Oracle
28-34 I Brule18 Runts
35-40 2 Runncr.l11 Brain
41-46 t Mantis/2 Brutes
47-56 I Runner/6 Thinmen
57-60 I Transport/4 Wasps
61·70 1 Brain/4 Thinmcn
71-80 4 RunnerslJ Maoris
81-89 1 Black Widow/4 Hauler II
90-92 6 Wasps
9)-97 I Multi-Bmin
98·100 8 Wasps

Ship [J.lerlor - Bottom
Roll evcry 10 minutes
)·10 I Cargo Freighter
I I·I 5 I Baltic Cruiser
16-24 2 Hauler II
2.5-30 2 Wasps
31·38 I Black Widow
39-46 4 Brulcsl6 Runts
47-52 I Mantis/2 Iinuler II
53·60 I Black Widowl2 Hauler II
61·69 2 Brules!4 H:liller III
70-77 I Brutel20 Runts
78-87 I Manlis!4 Thinmen
88-94 4 Wasps
95-100 2 Black W~dowsll Oracle

Random Encounter Tables

Storage Bins
Roll every 8 minutes
1·10 I Tunnel Crawler
11·18 2 Assault Probes
19-24 I Extermin:ltor
25-30 2 Wasps
31-40 1 Bnlle12 Hauler III
41·49 I Mantis/I HaulerU
50-60 6 Mutants
6 t-70 I Tunnel Crawlcr/4 AsslI.ult Probes
71·77 I Runner12 Brutes
78-85 I Extemlinator/8 Assault Probes
86-91 I Black Widow12 Hauler 11
92-96 4 Wasps
97·100 I Black Widow/4 Hauler II
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Medical/Genetic Research Labs
Roll every 5 minutes
1-12 2 Runners/I Oracle
13-24 I Brain/4 Thinmen
25-37 I Octopus/2 Runners
38-46 2 Runncrsll2 Rums
47-58 6 Runnersl6 Thinmen
59-69 12 Runnersll Octopus
70-82 1 Mulli-Brain/2 Octopus
83-94 3 Runners/4 BMes
95-97 4 Runnersll Overlord
98-100 I Oracle (Friendly)

NavlgationILlre Support/Computer Decks
Roll every 6 minutes
1-10 I Oraelell Runner
11-19 1 Brnin/8 Runts
20-27 2 Runners/3 Thinmen
28-34 1 Mantis/2 Thinmen
35-46 1 Multi-Brain/2 Runners
47-57 2 Brutesl4 Thinmen
58-64 I Runnerl2 Brutes
65-70 I Runnerll Octopus
71-80 2 OctopusIJ Runts
81-87 I Oraclc/I Octopus
88-93 I Runner/IS Thinmen
94-100 1 Muhi-Brain/25 Thinmen

Engineering Sections
Roll every 6 minutes
1-8 1 Mamis
9-12 I Runner
13-20 I Runner/4 Runts
21-28 I Multi-Ornin/4 Thinmen
29-38 I Mantis/I Runner
39-46 I Mantis/I OctOpu:\
47-50 I Ornele12 Runners
51-62 2 Mantis/4 Brutes
63-71 2 Brulcs/8 Thinmcn
72-82 I Drain/12 Runts
83-89 3 Octopus/I Runner
90-94 I Mantis/6 Runners
95-100 1 Overlord/6 Brutes

Power Centers
Roll every 8 minutes
I-IS 1 Mamis
16-20 2 Runners
21-28 1 Brutel4 Runners
29-32 1 Octopus
33-40 1 Runner/6 Runts
41-50 I Mantis/2 Runners
51-60 1 Multi-Brain/2 Thinmen
61-70 4 Runnersl4 Runts
71-77 I Brulel6 Thinmen
78-84 2 RUMCrsll2 Runts
85-90 I RunnerlI Octopus
91-98 1 Multi-Bnlin/3 RUMCrs
99-100 IOrnele
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Pipeline Encounters
Roll every 12 minutes
1-5 I Tunnel Crawler
6-10 2 Wasps
11-18 I Brutc12 Thinmcn
19-26 2 Ass.1UI! Probes
27-31 I Seeker Pod
32-38 I Extenninator
39-47 I Runnerl2 Thinmen
48-56 1 Tunnel Crawlerl2 Assault Probes
57-63 4 Assault Pods
64-75 6 Mutanls
76-82 2 Nadar Whips
83-93 1 Extcnninator Squad
94-97 4 Mutants
98-100 1 Tunnel Crawlcr/6 Assault Probes

Juncllon Type J
Roll every 12 minutes
1-10 I Brute
11-19 2 Assault Probes
20-25 4 Mutants
26-32 I Tunnel Crawlerl2 Assault Probes
33-49 I EXlenninator
50-60 I Extenninator Squad
61-72 8 Mutants
73-80 3 Nadar Whips
81-90 2 Tunnel Crawlersl6 Assault Probes
91-95 4 Extenninalors
96-100 2 Runners/I Extcnninator

Master Computer: LevelS
Roll every 8 minutes
1-8 I Multi-Brain
9-18 3 Runners
19-30 2 Brutes
31-41 6 Brutes
42-56 10 Bmtes
57-63 I Oracle
64-77 12 Runners
78-89 I Overlord/6 Runners
90-97 20 Brutes
98·100 I Overlord

Main Deck Halls
(All levels except 4 and 5)
1-8 I Ornele
9-16 I Multi-Brain
17-26 4 Runners
27-33 2 BMes
34-41 I Bnuel4 Runts
42-50 3 Runners/2 Thinmen
51-58 1 Octopus
59-65 I Tunnel Cruwler
66-74 I Mantis/I RunllCT
75-80 2 Wasps
81-84 1 Extenninator
85-90 1 Hauler Type n or In
91-98 4 Mutants
99- I00 1Overlord
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2 Extenninators
1Seeker Pod
I Exterminator
1Tunnel Crawler
1 Extenninator Squad
2 Nadar Whips
Mutants (1-6)
2 EXlenninalors/4 Assault Probes
I Tunnel Crnwler/6 Assault Probes
1 Runncrl2 ThinmcII
3 Extenninators U
2 W"'Ps ~ _---
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n

1-12
13-21
22-30
31-40
41-49
50-57
58-65
66-72
73-84
85-90
91-96
97-100

Junction Type II lind UI
Roll every 10 minutes

Type I (main) Junction
I. Water Pump

2. MonitorlPurification Unit

3. Shutoff Valve llnd Access Hatch

4. Generator

5. Monitor Unit

6. Chemical Induction Unit

7. Empty Laboratory

8. Water Purification/Circulation

9. Storage Bin

10. Brain Pool

II. Power Stornge Sallerics

12. Heating and Cooling Ducts

13. SbutofTValve and Access Hatch

14. Air Circulatory System

15. Electrical Junction

16. Acecss Hatch

17. Storage Bins

18. Air Shafts

19. Power Storage Center

20. 8min Pool

21. Access h.1tches to the Main Power Link of the Power
Shafts

22.3 Way Heating and Cooling Duel Junclion

23. Heating and Cooling Ducts

24. Power Shafts
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Type I Junction: Main Junction

This nc(Work of tunnels lead and allow
access 10 the power shafts.

IS
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25. Primary Beam Coupler
26. Main Power Convenor
27. Main Power Link

28. Main Power Convertor
29. Primary Beam Coupler

30. Power Shafts

All systems and machines are fully aUlomated, following a
pre-programmed operation.

Ceiling Height: 6.9 m

S.D.C. of the coupler is 180,000, the convertor is 250,000,
power link is 490,000 Bnd the power shafts are 100,000 each.
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Cireulatlon
System

Brain
PM]

Water Pump

Scale in Meiers

Air Shnlls

n II I I' i
0510152025303540

Type II junctions are locnted
evcry 1800 kilometers

Power Gencl1Ilor

00
00

0- Brain 1'001

Emergency oxy&cn shUI off
V ve (manual)

Levcllwo ofjunclion

AirShafls

Sh~l ofl'valvc

Air Shafu: Run upand down llle ~h.ip. COnneCl$lo olher Type II Junctions.
never actual ship decks. S \un 10 eachjunciioo thai's S kin dOWIl,
ThCge wit! ron 200 J,:m up and down.

Type II Junction
Ceiling Height; 4.2 m
Average Pipe Height: 3.5 III
S.D.C.: All access hatches 250, wall (5 m radius) 900, wall of

duel 800, wall of waler pipe 2000, power storage units 1800,
shutoff valve 4600, generators 18,000, water pump 24,000,
circulation unit 20,000, brain pools 50.

Type 1I Junction

A single Nadar-Whip will not hesitatc to attack onc or
two humanoids for a quick snack. These eviltcmpercd
eamivorous animals feed upon all humanoids and other
living creatures. They abound in hot humid areas but
ncver in temperatures below freezing.

uc Ion Appendages
Suctions used 10 cling to walls and ceilings, dropping on its prcy.

Prcfer warm or hoi environments. They arc cxccllent climbers, 80010
on smooth and 97% on rough surfaces. The Nadar-Whip is also a superb
swimmer (94%) and is able to remain submerged for about 25 minUies.
Prowl Abilities: 71% Tracking By Scent: 49%

The Nadar-Whip
Attacks Per Melee: Total) (2 whip, I bite) or Crush
Body Whip-2-12 damage
Bile - 1-6 damage
Crush - 4-24 damage
Bonuses: +6 10 damage, +4 to dodge
Psionics: Nonc
Size: 8 m long
A.R., 5
Hit Poims: 42 average
Speed Factor: 20

.: '.'

\UClion Tail
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Type III Junction

Type III .Junetion: The Power Shaft

Scale in Meters

O
• , iii i , , i

5 10 15 20 25 30 35 40

Spare Power Ball

All hatches 10 the replacement power
ball are scaled by a sophisticated lock

system which varies from eachjunclion.

Type III Junction (the Power Shaft)
The power balls arc primary power relays, bouncing pulses

of microwaves from junction to junction. In this way, energy
can be quickly directed to where it is needed.

The sub-station' draws energy from the ball and relays it to
specific sections.

These energy pulses are fired down Ihe center of Ihe shaft
and arc about 6 m wide. The pulses will incinerate anything
caught in their path. doing 1000 points of damage each melee
round.

Temperature in a cooVunused shaft is about 900 F while a
shaft in use averages around 1200 F. but can reach as high as
7000 F under continual usage. Temperature rises 600 F for each
hour used.

Just before the power ball fires energy pulses down the shaft,
the static electricity jumps ten-fold. There is about a 30 second
period before the pulses begin.

r
~SL":h~lation (automated) Directs

and fillers the energy.

Down Shaft

_ Safety. Nilches

Power Ball

64 km to each Power unction

There is roughly 2 meters of space on all sides, up-down,
right-left, of the energy pulses which is R8fc Rpace. Although
heat and radiation is another problem.

A near vacuum (linle air) environment is maintained in both
the junctions and power shafts.

Gravity is about 1/2 to 3/4 of the Earth's.

StrUClural Damage Capacity: Power Ball 40,000, A.R. 18;
Support Structure 10,000 each A.R. 12; Sub-station 50,000 A.R.
10; Storage Hatches 6000 A.R. 12.

All junelions are identical: Each has 6 interconnecting
power shafts meeting at the junction. They run west-north-south
Power shafts connect to a power link unil (type one junction)
about every 3500 km

Type III Junction are found along power shafts evcry 40
km. Power shafts never connect wilh type II junctions, but do
connect wilh junctions of Type I and power network cenlers on
the main deck levels.
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Mutants
Mutanls are of human and/or Rover origin. Their appeamnce

and size varies radically as Ihey are the product of Mechanoid
genetic reconstruction and cloning eltperimentation. While all
sorts of genetic atrocities roalD lhe ship's pipelines, Ihere are
two major types of mutants: the Energy Sponge and the
Mech-pel. That which was once human, now preys upon hu
mans, an ironic twist delightfully amusing to the Mechanoids.

Extra Energy Clips
100
120

90

12
12
20
8
6

70

Of the 6 personnel carriers, the cryogenic chambers failed in
two of them, leaving all occupants dead. Of the 16 supplemen
tal shuttles, apparently only three successfully survived the jour
ney.

The task force personnel realize they've been in a state of
suspended animation far beyond the expected five years. Popu
lar speculation of the actual duration is 50 10 70 years (only oIT
byaboul 120 years). Even so, thcy pilin to carry out their mis
sion to destroy the Mechanoid mothership, regardless of per
sonal peril.

"Surviving Crew (male and fcmale) Total: 155
E.B.A.: 40
L.B.A.: 30

.Commando Squad: 12
Communication Engineer: 20
P.A.V.M.: 24
P.G.V.M.: 16
Espcr: 13
.. (Skills/abilities outlined in Book One)
Sleeper Equipment:
Amount Weapon Type
80 S.B.-14
60 L.P.-IO
200 L.R.-201

Laser rifle
P.B.R.-101
P-bcam rine 140
P.E.M.-8 None
Flying gun 4
S.L.R.-60 None
I.L.R.M. None
Tiger I.L.R.M. None

Equipmentrrools: 20 portable scan dilators (book one), 6
fusion torches, 26 laser lances (no extra E-elips), 12 survival
knives, 12 flashlights, 6 sets of mechanics' tools, 3200 meters of
nylon cord, 40 jump-suits, 30 pairs of pants and shirts, 6 decon
tamination suits and 3 environmental spacesuits.

Suits of arnlor (eac_h complete with headgear and oxygen
supply). 10 Juggernaut E.B.A. 40 E.B.A., 60 L.B.A., 40 web
veSlS, and 24 limited P.E.W.S. Vehicles: 20 H.S.-1801H0ver
craft SCOUIS and 10 Rosenstein land buggies.

Explosives: 24 Type 3 blasting caps, 24 Type I shape
charges, 72 Type 2 shape charges, 72 Type 3 shape charges. Fu
sion Blocks (experimenlal): 24 Type 1,48 Type 2, 48 Type 3.

Concentrated/freeze-dried food supply for olle month. Wa·
leT supply, nOlle.

Nole: See Book One for details on weapons, tools and vehi
cles.

The evacuation from Gideon E 10 the Mechanoid mothership
had II double objective of sabotage lind survival. Once the Gid
eon E refugees had secured 8 foothold aboard the Mcchanoid
ship, they were 10 laul)ch a campaign of sabotage and guerilla
warfare. However, for most of those fleeing the planel, survival
alone would be their prime concern.

In the very final days of Gideon E, II speciallask force rock
eted inlo the Mcchanoid mothcrship. These shuttle Cl1:lfts were
specially outfitted with experimental cryogenic compartments
nod their slumbering occupants were specially chosen. Once the
shuttles had docked with what seemed to be a particularly for
galien pipeline junction in the Mechanoids' storage area, they
nud their occupants would lay domlllnt for 5 years. After this
time the task force would awaken and begin a new campaign of
deslruction and revenge (assumedly upon an unsuspecting foe).

The cltpcrimental cryogenic chambers. which were feared to
be unslable, functioned far beyond everyone's expectations.
Ironically, it was defective timing relays which malfunclioned,
plunging the shuttles' occupants inlo a slumber that would last
nearly 200 years. Even then, it would be an emergency fail-safe
device overloading that would trip Ihe awakening mode in one
of the shuttle crans, rousing its occupants from their sleep.

The Human
Sleeper Team
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Type One Mutant:
The Energy Sponge

This vaguely humanoid mound of undulating flesh has vcry
low, almost animal-like intelligence It basically roams the pipe
lines in search of food. human food. These monstrosities feed
upon other living crearures (particularly humanoids). The En·
ergy Sponge will snare its victim with one or both of its tenta
cles and begin to dr'din its life force (victims may escape by
squirming free a 17 or higher on a foil ofonc 20-sidcd die (1.20.
or by slaying the creature first). The Energy Sponge dmins hit
points at II Il:Iotc of 2-12 per melee round. When its victim drops
below S hit points. it will either discard il (if olher food sources
are very near) or rip apart its limbs and drink the blood.

These hideous monsters are totally impervious to harm from
any kind of energy.) They arc able to absorb (but not feed on)
lasers, plasma, electrical firelheat, nuclear, accelerated particles,
etc. Such weapons have no effect!

Energy Sponges, upon absorbing sufficient amounts of en
ergy (150 S.D.C.), can fire a lethal energy bolt that does 5-30
+I0 points of damage, range 200 meters. The energy bolt ca.n be
frred once every melee. (Note: The Energy Sponge can combine
all different types of energy to create these bolts of energy).

Hand-to-hand confrontations (swords, knives, clubs) do nor
mal damage, sinee the creature cannot absorb kinetic energy.

Type One Mutant: Energy Sponge
AtillIcloi Per Melee: 2 or energy bolt.
Wellpons: Tentacles strike 1-6 damage, energy bolt 5-30 +10,

drain victim 2-12 (per melee)
Range: Energy bolt: 200 meters, tentacle reach 4 meters.
Bonuses: +2 to hit/cntangle, +6 damage hand-to-hwld strike.
Function: Predator.
Operation: Mutant.

I'slonles: Low, I.S.P. average 38, abilities include detcc~

psionics, sense magic, empathy big~regcneration, and pres:
cncc sense. Level 2 proficiency.

Size: 2.4 m to 4 meIer.; tall.
Armor Rating: 7
S.D.CJHit Points: Average 46.
Speed Factor: 5 (5 kmph)

Type Two Mutant
The Mech-Pet

The humans and Rovers refer to these mutants as the
Mech-pets because they are supplied and outfined with food,
weapons, and vehicles by the Mechanoids. Unlike the Energy
Sponge, the Mech-pelS have a very strong tribal sociely wilh the
strongest as the leader, lind are usually found in groups of 4 to 8
(patrols) or entire tribes containing hundreds.

Weapons, annor and vehicles provided by the Mechanoids
include the following:

Energy Weapons:
8.8.-14
L.R.-20
1.8.·10
Heavy Weapons:
P.B.R.-IOIP.E.-6IP.E.
L P.-IO M8 and nying gun (sec Book One for details).

Tools And Hand Weapons: survival knife, short sword, la-
ser lance, fusion torch lind S.L.R.-60.

Vehicles: Hover scout 180 (or on foot).

Armor: Web vest, L B.A. and E.BA
Note: Although these weapons and tools arc somewhat dif

ferent in construction and style, they are listed as human equiva
Icnls for case of play. Human and mutant weapon parts and
energy clips (E-clips) arc interchangeable and do identical dam
age.

Mcch~Pcts

Attacks Per Melee: 2 hand-Io-handlor per weapon.
Weapons. As listed previously.
Range: Varies according to weapon.
Bonuses: +1 10 hit, +410 damage in hand-to-hand.
Function: Predator.
Operation: Mutant.
Pslonics: None.
Size: 2 to 3.5 meters tall.
Armor Rating: Personal 4/11nnor varies.
S.D.CJHit Points: Average 36 (same as humans).
Speed Factor: Average 12 (same as humans).
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Type 11 Mutani

Mutant [.B.A.

Side Arm

~/~
1 r

E.llA. a.~ designed by the Mcchllnoids
for Type II MUlanL~

Size of the llnnor varies but docs tcnd 10 be larger
Mutant E.B.A. functions identical to
HUmll/l E.B.A. howevcr the S.D.C. is210 and the Annor Raling is 14.
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Rovers & Thieving
Rovers have adapted very well to. the environment of the

Mechanoid mothership. They arc more suited to the usually low
gravity, allowing them to function much more freely than the
denser alien gravity of Gideon E.

All known Rovers on the mothership arc the descendants of
only two mbes: the Long Teeth and the Black Fist. Tribal preju
dice still exists, but is not as extreme as it once was. Still, nei
ther trusts the other and they will often abusc, usc, Irick, and
steal from one another.

The Long Teeth tribes arc very friendly to humans, while Ihe
Black Fist, though civil, still distrust and dislike humans, believ
ing them to be responsible for the Mechanoid invasion of Gid
eon E. Both tribes hate the Meehanoids, but only the Black Fist
match the Mechanoids' own insane hllrred oreaeh other's race.

If you recall, Rovers have vcry strong triballics and ceremo
nies, and function as a sociery of thieves (See Book One for de
tails 011 Rovers and their society). Breaking a Rover of his
thieving is like trying 10 make a fish forget how 10 swim. Early
on, the humans realized thllt they and the Rovers must work to
gelher to survive 011 the ship. Since they couldn't break them of
stealing, the humans applied a little creative redirection. As a re
sult, the Rover mbesmen became the spies, scouts, and scaven
gers of this new world.

They prowl the runnels and pipelines, mapping, ex;ploring
and stealing (usually from groups of mutants). As the mutants
became more common to the pipelines, the Rovers decided that
they were an enemy tribe. As with traditions, mutants (panicu
larly those supplied with weapons and tools by Mechanoids) be
came the Rovers' favorite targets for theft, raids and slaughter.
This, of course, results in the COntinual supply of weapons,
tools, E-clips and illfonnatiotl.

TIle Rovers love the challenge and image of the super-spy
and thief. Consequently, they have become increasingly daring,
infiltrating actual ship levels and exploring Mechanoids on Iheir
own turf.

The main disadvllntage of the Rover tribes is that they have
established a strong black market network throughout most
communilie!t. The Rovers also tend to have little regard for hu
man laws.

The Rover tribes arc divided occupationally as follows: 20%
thief (often these arc humans operating in the thieves' guild),
30% psionic/thief, 26% psionic/thief/ mBge, 18% lesser psionic
nnd mage, 4% are mind mages.

Important Note: Disregard thief abilities and requirements
for both humans and Rovers as they appear in the Mechanoid
Invasion: Book One. The new environment and situation has al·
tered the thiers abilities and requirements somewhat. Use only
the infonnation and tables in The Journey.

Human Thief
Alldbutcs Required for Human Thief: P.P. 11,I.Q. 6

Rover as a Playing Character
As a G.M. you will want to limit lhe number of Rover char

acters in your game. The easiest and fairest way to do this is to
require that the player must have rolled some degree of psionic
ability (minor, major or master) because ALL Rovers have some
level of psionic ability. Use the psiOnic tables/info as found in



I.Q. Bonus: I.Q. of 17 or higher: choose 3 electives at level
I, IwO at level 3, and one at levels 6 and 9.

Eleclive Skills

Eleclive Skills
Lenl P.G.V. P.A.V. Explosives
1 2()1;' 15% 24%
2 25% 20% 3()11o
3 30% 250/. 36%
4 35% 30% 42%
5 40% 35% 48%
6 45% 40% 54%
7 50% 45% 60"10
8 55% 50% 66%
9 60% 55% 72%
10 65% 60% 78%

" 70010 65% 84%
12 75% 70% 90%
13 80% 75% 94%

FiJ: Elee. Equip
lind O.S.C.E.
18%
22%
26%
30010
34%
38%
42%
46%
SO-I.
55%
60"/.
65%
7o-.!.

120,001-220,000
220,001420,000
420,00 1-640,000
640,001-880,000
880,001-1,350,000
1,350,00 1-1,850.000

8
9
10

"12
13

Lock·
'mitb
15%
20%
250/.
30%
35%
40-1
45%
5011.
55%
60"10
65%
70-;.
75%

Pick
Pockela
20%
28%
36%
44%
52%
60%
68%
76%
82%
86%
90'10
94%
96%

Level
1
2
3
4
5
6
7
8
9
10

"12
13

EXllcrlence Tlible for Thief
(Human and Rover)
Level
1 0-1800
2 1801·3600
3 3601-7200
4 7201· 14,000
5 14,00 1.28,000
6 28,00 1-52,000
7 52,00 1-120,000

Other Weapons Used and Built by the Humans and ROvers:
Weapon TyPe Size Damage·
Throwing axe 0.3 m-o.S m 1-6
Club/stick 0.7 m-0.9 m l.(i

Knife 0.3 m-O.S m 1-6
Short sword 0.6 m-O.S m 1-6 + 1
Bastard sword 0.9 m·1 m )·8 +2
2-handed sword 0.9 m·1.6 m 2-12
Sling and bullets 1-6

Basic Area of Expertise:
Scale

Level Prowl Walls Hand·lo-Hand Combal
1 20% 30% +1 10 hit
2 28~ 40% +2 to dodge
3 36% 30% +210 hit
4 44% 55% +110 damage
5 52% 60% ·Stuns opponent

(1-6 melees)
onl90r20

6 60% 65% Double damage
from behind

7 68% 70010 +3 to dodge
8 76% 75% +2 to damage
9 82% 80% +3 to hil
10 86% 85% Triple damage

from behind

" 90% 88% +3 to damage
12 94% 91% +4 to hit
13 96% 94% +4 to dodge

Book Onc. (Do not use the suggested Rover character adjust
ment in Book One ).

Alignment: Any, although neurral alignments are the most ap
propriate.

The Eight Attributes: The number of dice to roll is indicated,
plus any special bonuses.

I.Q. 306, M.E. 306+2, M.A. 206, P.S. 306, P.P. 406, P.E.
306+1, P.B. 206, Spd. 406+2

Hit Points: P.E. attribute number plus ID6 per level of experi
ence.

Physical S.D.C.: SD6 plus and S.D.C. bonuses from (later
RPG) skills.

Psionies (Roll Pereenlileltwo 10 Sided diee)
01-70 Minor psionic
71-89 Major psionic
90-100 Master psionic
Rover Height lind Weight:
Add 0.6 meters (two feet) to height.
Add 27.22 kilograms to Ute weight.
Extra Attacks Per Melee Round: All Raven have quick re·

flexes and are ambidexrrous providing them with extra at·
lacks (Hand to Hand combat) per melee round.

Bonuses (In addition to possible Allribule Bonuses): +1 to
save vs poison.

Requirements for Rover Skillsrrhief
Only Thief Skills: P.P. II
Mage (Magie.user) and Thief: I.Q. 10, P.P. 12
Mage Only (No Thief Abilities): I.Q. 10
(Remember, all Rovers have psionics).
Rover Thief Bonus: Because most Rovers are trnined as lhieves

at a very early age, they an: the very best. Consequenlly, add
10% to each thief ability chosen by a Roverchamcler, This is
a one-time bonus flpplied fit first level.

The !lame lable of thief abililies is used for bolh humans
and Rovers (the latter with the 10% adjustment).

.'

Electives: Choose two at level I, one at level 3, one at level
6, and one at level 9.

• All these weapons do 1/2 the listed damage 10 L.B.A. and
no damage to E.n.A. Note: RoveOilUC excellent weaponsmiths.
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Character Experience Levels
As a character is developed and becomes involved in adven

lure and intrigue, he/she will gain experience points. These
points a~ distributed among the many characters for their ac..
lions and ideas they perfonn. A clever plan, a quick attack., all
earn experience points. The more experience points a character
receives. the higher the level helshe aUllins in hislher particular
occupation. The higher the level, the greater the skill (see occu
pational chans). Players! Be cenain to keep a careful record of
the experience points given 10 you at the end of each game.
When a chllmcler attains a new level, tell the Gflme Master so
that the skills and hit points can he increased accordingly.

Experience Points (and their application)
It's difficult 10 devise a point system by which a Game Mas

ter can judge and reward hislher players fairly. The ullimate pur·
pose of experience points and experience levels is to provide a
means in which the player's character can grow and develop.
Many fantasy role-plnying games have their own unique sys
tems, charts, equations and computations for disnibuting experi
ence points. You may want to usc one of those.

On the other hand, I use a very subjective method of observa
tion and logic. I feel Ihal any twit can chop or blast a creature
thaI has just pounced upon him. Most experience point syslems
concentrate on the kill factor. Bul whal about the thought pro
cess? What about the decisions, plans or mOlives for a plU1icular
action? Doesn't cleverness and a cool head count? Aren't these
lIle true ingredients of good role-playing? 11 seems Wlfair to me
that the person who devises a clever plan should gel fewer expe
rience points than the players who carry out the plan, because
Ihey are bener skilled 10 do so. Shouldn't the brilliant medical
student playing a character with an I.Q. of 3 get something for
playing in character'! Hell yes!! So here is my chaotic, subjec
live experience poinlsystem.

Experience Points
Use chart fmm The Mechanoid Invasion.

Each player's character involved in a given situation/con
fronlation should reeeive the appropriate experience points. The
total points should be- given to the players at the end of the
game.

Of course, the real problem wilh this method is lIle subjectiv
ity. The Game Master must utilize this basie outline and point
value with some thoughl. Example: Eight third level characters,
anned 10 the teeth and in heavy banle armor, kill a single Brute.
These eight players should receive experience points for kming
a minor menace. After all, the poor creature didn't have a
chance and presented no real threat. However, if one or two first
or second level characters killcd thc Brute, they would reeeive
experience points for killing a major, or perhaps, great menace.
This is because the threat was much greater.

Basically, that's the way I see it and play it. I've found this
melhod stimulates imaginative playing inslead of slash and kill.
Don't be Santa Claus, heaping on wonderful amounts of experi
ence points. Be fair and tolerant. If you have a group of players
rising mpidly in experience levels, that's because they are imag
inative players. And that's what this game (fantasy role-playing)
is all about.

Alien Magic
The Disciples of Magic

The largest known group of Gideon E ancc~try is compriscd
of 30% Rover and 7WIt human They survive, even prosper, be
cause of an alliance with another alien race, which also seeks
survival in the pipelines of the Mechanoid moLhcrship.

The aliens call themselves the Zi-o-Iex, a benevolent race of
parasitic energy wrailhs dedicated to meditation and examina
tion of inner self. The Zi-o-Iex were 100 lost in philosophical
banter among themselves to even notice the invasion of their
world. The Mechanoids took panicular plcasun: in torturing the
humanoids whieh also inhabiled Ihe planet.

Too late did the Zi-o-Iex emerge from their meditations, find
ing their planet plundered and the gentle people who once domi
nated it obliteratcd. It Wall hunger which had stirred the Zi-o-Iex,
and it was the humanoids which provided thcm with the
life-sustaining energies from which they feed. With the human
oids destroyed a new energy/food source had 10 be sought. In an
error that would doom the Zi-o-Iex race, they sought that source
from the destroyers of their planet.

The Mechanoids had no desire to conson with creatures fond
of humanoids. Nor did tbey have need of the magie and wonders
the Zi-o-lex could offer.

Violence would nol be a pan of any Zi-o-Iex retaliation
(which could have destroyed the Mcchanoid rnothership). De
spite their powers and limited by their philosophies, the Zi-o-Iex
simply resigm,:d themselves to their fate, and slowly perished
from statv8tion. When Gideon E fugitives were discovered, only
17 Zi-o-Iex remained.

Just as humans exchange carbon dioxide for oxygen with
Earth plant life, !to too do the Zi-o-Iex exchange energy for en
ergy. Because the Zi-o-Iex are energy beings which straddle (co
existing in) several dimensions simultaneously, they are able to
tap into, yet unknown, undefinable, forms ofenergy.

One such energy reserve can be best described only as magic.
Like the demons in Earth mythology the Zi-o-Iex serve as a
bridge between humans and Ihe magic energy reserves. When
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Requirement to Become 11 Mage of (one 01) the I"our
Paths of Magic is: I.Q. 8

user will dedicate hislher life exclusively to the two palhs and
the development of hislher magic abilities. An Arch-mage wifl
never seriously sludy another skilVoccupatioll.

0-4000
400 1-16,000
16,001-32,000
32,001-64,000
64,001-120,000
120,001-190,000
190,001-260,000
260,00 1-420,000
420,OOI~630,OOO

630,001-860,000
860,001-1,000,000
1,000,001-1,400,000
1,400,001-1,900,000

properly linked, humans are able 10 create all types of wonder
men! which often defy the laws of Eanh science. While some
abilities have psionic equivalents, they arc the product of a
source which has nOlhing in common with psionics.

These Ilre powers which the humans and Rovers believe 10 be
given frcely from lhe Zi-n-Iex. This is not completely true. Ev·
ery time a human or Rover laps into the magic energies by cast
ing II spell, no matter how small, there is a flow and conversion
ofenergy, similar 10 a chemical reaction and the union of magic
and human (or Rover) energies creates yet another form of en
ergy. 11lis is II castoff energy, expended every lime a spell is
cast, It is this waste energy that the Zi-o-lex feed upon. It is a
perfect give-take relationship.

To insure a constant food supply. the Zi-o-Iex have, over the
centuries, conditioned the humans and Rovers to be completely
dependent upon magic and less upon technology. A growing
fllclion (about 39%) see lechnology as a useful but unni,.'Ccssary
1001. Many high-level mages (seventh level and up) look upon
lechnology wilh disdain (12% will not use technological devices
under any circumstances).

The Zi~o~lex

It musl be made clear thm lhe Zi-o-Iex although benevolent,
have no underslanding of good and cvil, love and hale, and so
on. These arc just abstrllCI concepls for philosophical debates.
As a result, they do not judged how a person utilizes hislher
nbilities, or whether Iheir abilities help or hann.

The Zi-o-Iex are almosl completely neutral, and will never
interfere with humanoid or Meehanoid aClivilies. Likewise, lhe
Zi-o-Iex will not be used in spying, information gathering, mllp
ping, or any activities other than the teaching of magic and dis
cussing philosophy.

They seldom take on a physical form (communicating lele
pathieally), but occasionally appear as a semi~transparent hu
man or Rover. People, objects, and energy cannot harm lhem in
this ghosl-Iike form, and pass righl Ihrough (however, psionics
can affect the Zi-o-lex even in Ihis state). It is believed thai this
ghost image ifl mercly an il1uflion (G.M. Nole: Thl;} Zi-o-Iclt may
take the physical form or a glowing, red energy ball with a
blue/white aura emanating from it. They llre vulnerable to all
forms of attack in this form).

A.R. 8, Hi! Points"96, I.S.P. 310, M.E. 80, P.E. 80.
Bonuses: +3 vs, magic, +2 vs. psionics, +2 to dodge.
Size: About the size ofa basketball.
Psionics: None other than magic equivalents.
Magie Abililies: Inelude 1111 4 paths at a 26th-level proficiency.

The Zi-o-lex will never attack without provocation, and only
under brrcal peT'3onal danger. Even then, they are likely to cast
defensive spells. However, the Zi-o-Iex have been known to in
terfere to a limited degree in protecting the humans and Rovers
(usually a warning of impending danger). Of course, thifl is done
to protect their energy/food supply.

The Arch-Mage
If a character has a minimum I.Q. of 16 and both an M.E. and

P.E, of 12 or greater... or ... if the character has a minimum J.Q.
of to and both M.E. and P.E. are 16 or greater hclshe can be·
come an Arch~mage. An Arch-mage can choose and cast any
two paths of magic (any combination acceplable). This magic
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Experience Chart For The Arch-mage
Level
1
2
3
4
5
6
7
8
9
10
II
12
13

The Four Paths of Magic: Mind, Elemental,
Energy, and Dimensions

There arc 4 paths of magic. Each is a separate and distinct
Ilvenue of study and philosophy. Consequently, each Mage (a
spell casler is simply known as a Mage lind is limited to hislher
area of magic: mind, elemenlal, energy, and dimensionS. This
means that caeh of the 4 mage-types cannot use another's spells.
The only exception is the Arch-mage.

Learning Magic
The ways of magic lire taught by bolh high level mages (sixth

level and up) and the Zi-o-Iex, No spell can be learned or used
until the person has reached hiSlller appropriate experience
level. This means it is impossible for a second level Mage to
cast third level (or higher) spells. The spell caster's abilitieS are
directly related to his/her level of experience, inner slrength snd
palh ofsmdy.

I.S.P. for Magic
Similar to psionics, a chanlcter draws upon hiSlllcr inner

strength to casl a spell. Inner strength points lire determined by
adding together Ihe numbers under the chamcter's anribules of
Melllal Endurance (M.E.) and Physical Endurance (P.E.). This
establishes your base inner strength points. Example: a charaelcr
wilh lin M.E. of9 and a P.E. of 12 will hnve nn initiaII.S.P. base
of21 (this is determined at level one).

Building Inner Strength Points for Magic: As Ihe charac
ter grows in experience, he/she also builds hislher I.S.P. TIle
number of J.S.P. gained per level is determined by lhe roll of
two 6-sided dice (2-12) for each level of experience stalling
with level one.

I.S,P. Bonuses:
Add 2 l.S.P. each level if the character's M.E. or P.E. is 15 to
20.
Add 4 I.S.P. esch level if the character's M.E. or P.E. is 21 or
greater,



The Four Paths of Magic
Mind, Elemental, Energy
& Dimensions
Mind Spells
Mind: Level One
Mastery of self
I. Meditation/trance (0)
2. Mind block (2)
3. Night vision (4)
4. Resist cold (4)
5. Resist Jinigue (4)
6. Rcsistlhirst (4)
7. Resist pain (5)

Conversion Note on Magic
Except for those on the Mechanoid MOlhership who unwit·

tingly draw their power from the Zi-O-Lex aliens, magic is un
known to the technologically advanced people of the original
Mechanoid setting. Funhermore, Ihe Zi-O-Lex linked spell cast~

ers are powerless without their alien benefactors. However,
they're pltst involvement with this strange, symbiotic magic will
enable them 10 learn conventional magic (on worlds where such
knowledge exists) quickly and with relative cage (converting
I.S.P. energy points inlo P.P.E. on a one to onc basis).

Note: The magic presented here were borrowed and modified
from the (at the time) unpublished Palladium Fantasy RP(;®.
I would gel rid of the l.S.P. based magic system in the 1998 edi
tion of the Fantasy game, but would relUm to something similar
with P.P.E., Potential Psychic Encrgy: The P.P.E. system first
appeared in the 1987 edition of Beyond the SupernaturaITM

and kept in RifCs® and all Palladium RPGs to follow.

Footnotes about Magic Spells
I. The term per level of caster means the srrength or dimen

sion of the spell is increased for every level of eltperience the
spell cllsterMage has obtained. Eltsmple: A !lpell with 8 dura
lion of 4 melees per level of caster means a second level spell
caster's spell will lust for a multimum ofS melee rounds, a third
level Muge lasts 12 melees, etc.

2. The term melee refers to melee round, and is about one
minute of time.

3. Spell casting and the usc of I.S.P./lnller Strength Points:
Each time a spell is cast, it temporarily bums up Inner Strength
Points. I.S.P. ure expended every lime u spell is cast, whether or
not the spell is successful.

4. Unless otherwise stated, only the spell caster is granted
any special abilities from a spell (the same is true about
psionics).

5. Bonus for save vs. magic: P.E. (Physical Endurance):

16 17 18 19 20 21 22 23 24
+1 +1 +2 +2 +3 +3 +4 +4 +5

Mind: Level Two
Manipulation of self

I. Bio-regeneration (6)
2. Levitate (4)

3. Telekinesis (6)
4. Suspended animation (4)
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Mind: Level Three
Commune with others
I. Empathy (4)
2. Limited telepathy (4)
3. Object read (4)
4. Presence sense (4)

Mind: Level Four
Mastery of others
I. Blind others (10)
2. lnvoke fear (8)
3. Invoke pain (10)
4. Impose will (10)

Mind: Level Five
Manipulate othen
I. Charm (10)
2. Hypnosis (16)
3. Possess others (16)(-1 M.E.)

Mind: Level One
Mastery of Self
Meditationfl'rance
Range: self
Duntion: as desired
I.S.P.: none
Saving Throw: none

This is a simple, self-hypnotic trance allowing total relax
ation. During such trances the mage regains 3 I.S.P. per hour
(Note: Nonnally half the l.S.P. used will rerum after 8 hours of
sleep or rcst).

Mind Blnck
Range: self
Duration: 6 melees per level
J.S.P.: 2
Saving Throw: none

This is a mental bl'IrTier Ihal prevents the penetration oftelL-p
Rthy, empathy, sense good or evil, and detect psionics. It can be
a valuable protective mask when dealing with psionics.

Nlghtvlslon
Range: self
Duration: 6 melees per level of caster
I.S.P.: 4
SavIng Throw: none

This enables the spell caster to see 9.1 meters (30 ft) in the
dark. Although the vision is not keen enough to discern fine de
lail or color, flhapcfland contours arc casily flccn.

Resist Cold
Range: sclf or others by touch
Duration: I hour per level of caster
l.S.P.: 4
Saving Throw: none

This spell allows the affected person (that is, the one the spell
is cast upon) to receive no ill effects from Ihe cold. The base ef
fectiveness of this protective spell is at freezing. Add 20 degrees
per level of the spell caster. Affected persons fake 1/2 damage if
eltposed to cold beyond their endurance.



Resist Fatigue
Range: self or others by touch
Duration: I hour per level of casler
I.S.P.,4
Saving throw: none

This spell allows the aITected person to operate nonnally and
at full strength under taxing conditions.

Resist Thirst
Range: scI ror others by touch
Duration: 2 hours per level of casler
I.S.P.,4
Saving Throw: none

This spell suspends any dcsire for water bllt docs not negate
the physical dehydration oflhe b~y.

Resist Pain
Range: self or others by touch
Duration: 10 melees per level of caster
I.S.P.: 5
Saving Throw: none

This spell suspends any sensation of pain allowing that per
son to function normally. However, it does not negate or heal
wounds, bums, or disease, but merely acts as a pain~killer.

Mind: Level Two,
Manipulation of Self
Bio~Rcgcncration

Range: self
Duration: permanent
I.S.P.: 6
Saving Throw: none

TIlis spell focuses the spell caSler's inner strength to actually
heal himlhersclf of physical damagc (bums, cuts, poison, etc.),
replacing 2-12 hit points each time it is used.

Levitate
Range: self or within line of vision (20 m mn".)
Duration: 4 melees pcr levcl
I.S.I'.: 4
SaVing Throw: none, although a more powerful levilation or
telekinesis spelVability could negate ils effects.

This spell enables the caster to lift up to 18 kg of weight (40
Ibs per level of caster, person or object, straight up and down.
Maximum height is 5 melers per level of caster.

Telekinesis
Range: self
Duration: 2 melees per level of caster
I.S.P.: 6
Saving Throw: none, although another telekinesis or levilation
spell/ability could counter it

This spell enables the casler 10 move physical objects with
the powers of thought. This means Ihe caster can cause objects
to float, hover, fly, slide, bounce, spin, etc., by menlal manipula
lion. The objects must be visible and within a 30 meier radius.
Heishe can manipulate 9 kg (20 Ibs per level i.e., second level
caster 18 kg max., Ihird level 27 kg, elc.).
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Suspended Animation
Range: self or willing person by touch
Duration: 10 melces pcrlevel of caster
I.S.P.,4
SaYing Throw: none

This spell lowers the melabolism to such a degree that the
person is placed in a temporary state of suspended animation.

Mind: Level Three,
Commune with Others
Empathy
Range: 60 melers (197 ft)
Duration: 4 mck-cs (4 minutes)
I.S.P.: 4
SaVing Throw: Slandard

The spell casler is able 10 broadcast/send and receive emo
lions within a 60 meter radius (sce psionic level 2, Book One for
delailed description).

Limited Telepathy
Range: 60 melers (197 fl)

Duration: 6 melees

l.S.P.,4
SaVing Throw: standard

This spell allows the casler to pick up the surrate thoughts of
others, as well as send simple messages. Remember, because
this is limited to surface thoughts, the creature whose thoughts
are being read will refieci only what's on its mind III Ihal mo
ment.

Object Read
Range: touch
Durallon: one melee
I.S.P.,4
Saving Throw: None, although a mind block could prevent re
vealing the location or condition of the previolls owner.

TIle spell caster must be holding or touching the object while
he/she casls the spell. AI Ihe spell's completion, he/she will be
flooded with imllges revealing the objecl's past history, 10 the
last owner/operator's present location and condition.

Success ralio (roll percentile dice)
1-60 Operation and history
61-85 Present condition of previous owner
86·96 Present location of previous owner
97-100 All of the above

Presence Sense
Range: 25 meter radius
Duration: 2 melecs
I.S.P.: 4
Saving Throw: none

This spell enables the caster to sense or detecl the presence of
any corporeal or spiritual entity. This allows bimlhcr to sense
the exact location of any invisible foe, yet, while il reveals loca
tion, il does nol reveal who or whal the unseen entity might be.
Presence sense is effective againsl all types of invisibility,
shadow meld, astral projection and phase.



Mind: Level Four
Mastery of Others
Blind Others
Range: 40 meters (130 ft)
Duration: 4 melees per level oreasler
I.S.P.: 10
Saving Throw: standard

The spell temporarily knocks oUllhe victim's optics. render
ing hinv11cr quite helpless: -9 to dodge. ·9 to hit. The spell caster
can cancel the spell al any lime.

Invoke Fear
Range: 60 meters (197 ft)
Duration: 4 melees per level oreasler.
I.S.P.: 8
Saving Throw: standard

The victim will become racked with fear. 1-25% chance will
surrender to the spell caster 26-65% chance will flee in terror.
66·100% will cringe in comer, anacking only when attacked.
TIlis spell affects only one creature each time it is cast.

Invoke Pain
Range: 60 mcwn; (197 0)
Duration: 2 melees per level ofcasler
I.S.P., 10
Saving Throw: standard

This llttack sends its victim reeling, inflicting terrible pain
throughout the body. The victim allacks and dodges at -4 and
takes 2 points of physical damage (hit points) each melee af·
feeted.

Impose Will
Range: 60 meters (197 ft)
Duration: 2 melees pcr level of caster
I.S.P.: 10
Saving Throw: st:lOdard

This allows Ihe spell caster to impose hislher will over an
otller. Example: A mutant docs not save vs. magic, meaning that
the spell caster can impose hislher will over the mutant's. Even
though the mutant does not want to drop his gun, the spell
caster's will overrides the mUlant's own, forcing him to obey.
This spell affects only one crealure at a time.

Mind: Level Five
Manipulate Others
Charm
Range: 40 meters (130 ft)
Duration: 4 melees per level of caster
I.S.P.: to
Saving Throw: standard (each intended victim gets a saving
throw).

This spell is similar to impose will, but is Illuch more COIll
plete. It will affect 1-6 (roll one 6-sided die to delennine num
ber) creatures within 40 meiers, and within the spell caster's line
of vision. victims will become totally channed, obeying the
spell caster's every request/command.
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Hypnosis
Range: 3 meters (10 fl)
Dunllon: I melee per level of casler
I.S.P: 16
Saving Throw: -2 to save vs. magic

This is a particularly diverse spell, allowing the spell caster
to manipulate his/her foe in numerous ways. He/she may use it
to exlmcl infonnalion, implant ideas, offect the body or creale
illusions through the powcr of suggcstion Examplc of implllnt
ing ideas and creating illusions: "Spiders are horrible and
deadly, Spiders arc hideous, tiighlening, look at them aiL. hun
dreds of spiders coming from the next room. Oh, God, thev'lI
kill you all, Run, run!" The spell caster implanted the fcar and
then the image of hundreds of spiders, followed by the COIll

mand of "Run". Of course there were no spiders and only Ihe
person under the hypnolic spell saw them. To the affected per
!Ion, thc spideJ'S were very real.

An example of affecting the physical body through sugges
tion: "it surc is sluffy in hcre, so damn hot... It's gctting hotter
every second., you'rc sweating like a pigs, It's too much... you
can't lake the strain, you pass out." The victim actually feels the
heat, swcals and linally succumbs 10 the non-existent heat. See
psionic hypnotic suggeslion in Book One.

This spcll affccts only one person per spell.

Possess Others
Range: 30 metcrs (9R fi)
Duration: 30 melees per level of caster
I.S.P.: 16 (minus one M.E. pemulOently)
Saving Throw: standard

The spell caster is actually able 10 possess another per
son/crealure, complelely controlling it. In essence, the spell
caster temporarily transfers a part of him/her5elf into another
body. While in this body, helshe can use il as easily as his/her
own, whilc retaining hisJ1lcr own knowledge and identity.
Meanwhile, the caster's own body lapses inlo a trancc-like state.

(Note: Iflhe spell caster pOSSC!lSCS a Mecllllnoid, he/she will
be disorienled for 2 to 12 melee rounds because of the totally
alien senses, greal psionics, and strange technology. nle disori
entation will reduce to 1 to 6 melee rounds if he/shc possesses a
Mechanoid that he/she has previously possessed. Disorientation
will cause Ihe following: half Illoneuvcrllbility and speed factor,
-4 10 hit and dodge.

Because oflhe terrible personal slrain, the spell COSier pcnna~
nently. loses one point from his/her Menlol Endumnce (M.E.).
This loss cannot be regained or built up. However, the mage
only loses that one M.E. if the possession is successful. If il is
n't,thal one M.E. is lemporarily expended.



Elemental Spells
Elemental: Level One
Command fire
1. Controllcmperaturc (6)
2. Extinguish fire (20)
3. Fuel flame (8)
4. Res.ist lire (4)
5. Spontaneous combustion (4)
6. Wall or nome (12)

Elemental: Level Two
Command water
1. Float (4)
2. Freeze water (6)
3. Locate water (4)
4. Purify water (8)

Elemental: Level Three
Command earth
1. Dust cloud (10)
2. Locate/identify minerals (4)
3. Rend Earth (18)

Elemental: Level Four
Command all"
I. Fly (10)
2. Purify (10)
3. Wind rush (10)

Elemental: Level Five
The four gifts
1. Fire: torch (12)
2. Water: rain (18)
3. Earth: petrification (10 + I P.E.)
4. Air: creatcoxygcn(15+ 1 P.E.)

Elemental: Level One,
Command Fire
Control Tcmp.crature
Range: 200 meters (656 ft)
Duration: 3 melees per level oreasler
I.S.P.,6
Saving Throw: If save vs. magic is successful, the affected per
son{s) will feel only half the spell's effects.

This spell enables the spell caster to mnnipulllle the tempera
ture (heat or cold) by raising or lowering it by 25 degrees Fahr
enheit per level of the caster. Area of effcct is a 20 meier radius
per levcl of caster, and may be cast up to 200 meters away from
the mage.

Extinguish Fire
Range: 100 mcters (305 ft)
Duration: 1 melee per level oreaster
1.5.P.: 20
Saving Throw: none

This amazing spell will instanlly extinguish II raging fire. af
fecting a 50 metcr radius (per Icvcl of castcr). with a range of
tOO meters distance. This spcll is pcnnanCnl, or umillhc fire is
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again staned by someone or somehow. As with many spells, the
caster's ability grows with each level of experience, thus a third
level clemental mage can extinguish a mnximum nrea of 150
meters (as well as being ablc to extinguish fire for a maximum
on melees before having to renew the spell).

Fuel Flame
Rangc: 100 mcters (305 ft)
Duration: 2 melees per level of enster
I.S.P., 8
Saving Throw: none

Fucl f1amc is thc opposite of extinguish name, enabling the
spell caster 10 affect any existing flame by increasing its size.
heat. and mte ofconsumption threc·fold. This is accumulative if
more than one mage is fueling the same flame. Thc lenglh of
time helshe can fuel a f1nme is two mclee rounds (2 minutcs) per
level of the casler. Area affected is 50 meiers, with a maximum
100 m mnge.

Resist Fire
Range: sclfor other within 10 meters
Duration: 4 melees per level ofcaslcr
I.S.P.,4
Saving Throw: none

This spell makes the person it is casl upon totally impervious
to fire and heat. ESlimated maximum protection is 500 degrees
Fahrenheit. Plasma wellpons do 1/3 their nonnal d~magc.

Spontaneous Combustion
Range: 30 meters (98 fi)
Duration: instant
I.S.P.: 4
Saving Throw: none

This spell causes any combustible material to ignite, creating
sparks or a very small flame (like lhat of a match stick) to pop
into existence. Remember, only combustible materials arc af·
fected. 67% chance of starting a larger, continuing fire (roll per
centile dice).

Wall of Flame
Range: 30 meters (98 ft)
Duration: 5 melees per level of caster
I.S.P., 12
Savlne Throw: nonc

The elemental mage can ercate an unnatural wall of flame out
of thin air. It needs no combustible malerials. and will burn until
the spell time elapses (5 melees per level of caster), or is can·
celed by lhe caster or tnagicnl1y extinguished. The wall mea
sures 8 melers long by 8 meters tall. Add 4 meters for every
level of experience. Passing through the flame unprotccted docs
4·24 +20 points ofdamage.

Elemental: Level Two,
Command Water

Float
Range: self or othcr by touch
Duration: 20 minutes per Icvel of caster.
I.S.P.,4
Saving Throw: none



This spell simply enables the person to effonlessly float on
the top of any liquid, although that person can still be pulled un
der, nor is this no actual swimming ability.

Freeze Water
Range: 40 meters (130 Il)
Duration: 6 minutes per level of caster.
I.S.P.: 6
Saving Tbrow: none

Water is instantly frozen, and will remain magically frozen
until the spell is canceled or spell time elapses.. The mage has
enough control to freeze any ponion ofa large·ish body of fluid,
or just the surface layer, etc. The spell affects 227 liters (60 gal
lons) per level ofcaster, so a third level mage can freeze a maxi
mum of 681 liters (180 gallons). The mage can affect water up
to 40 meters away. .

Locate Water
Range: 300 meters (984 tt)
Duration: 4 melees per level ofcaster
J.S.P.: 4
Saving Throw: none

The spell caster is able to sense any water within a 300 meter
radius, and know its exact location. The mage has this magical
ability/sense for 4 melee rounds (per level of the caster). The
spell endows only the spell caster with this ability.

Purify Water
Range: selfJtouch
Duration: pennanent
I.S.P.: 8
Saving Throw: none

This spell gives the spell caster (only) the power to purify
water with a simplt: touch of the finger. The spell caster can pu
ril"y 15 liters (4 gallons) per level of experience. Thus, a third
levcl mage can purify 12 gallons.

Elemental: Level Three,
Command Earth
Oust Cloud
Range: 40 m nrea
Duralion: 10 melees
I.S.P.: 10
Saving Throw: Standard; if successful, no physical damage is
taken.

The elemenlal mage can conjure a swirling dust cloud that
covers a 20x20x20 meter area. Everyone caught in the cloud,
withoul some kind of protection for eyes and breathing, will be
blinded, and rendered quite helpless for 10 melees. Those in the
e10ud are ·10 to hit, ·12 to dodge, speed factor halved, and take
1..6 hit points of damage. Ifa person(s) makes hislher way out of
the cloud, it takes 2 melee rounds to completely recover

Those wilh protcctive gear (helmets, visors, oxygen masks,
E.n.A.) will lake no physical damage. but the opticals are still
very blurred, allowing only shapes within 6 meters to be distin
guishable. -6 to hit, -8 to dodge, speed factor reduced by balf.

Those who rely on sensor probes (like Mechanoids) are tbe
least impaired, although the dust interferes with readings. -3 to
hit, -4 to dodge, speed faClor nannal.
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Psionic lise of presence sense and telepathy (often used by
Mcehanoids) can compensate for thc blinding effect of the
cloud, negating any minuses to hit or dodge. However, it takes
at least one melee round for the psionic to adjust.

Thc cloud can be cast up to 40 meters from the spell casler,

Locate and/or Identify Minerals
Range: 200 m (656 ft)
Duration: 4 melees per levcl ofcaster
1's.P.,4
Saving Throw: none

This spell operates just like the locate waler spell. It also en
ables the mage to identify and/or locate a specific mineral.
Identificalion accuracy 80% (roll percentile dice: 1-80 identifies
mineral(s); 81·100 unable to identify, try again). This spell af·
feets only the spell caster.

Rend Earth
Range: 20 meters (66 ft)
Duration: one melee round
]5.P.: 18
Saving Throw: none

This very powerful spell enables Ihe mage to focus magic en
ergies into one small area of matter, and rip or rend it in an
eanhquake-type fashion. This spell affects the following sub
stances: Earth: this is ordinary soil or clay, as one might find
outdoors. The spell rends an opening in Eanh 10 meters long, 10
meters deep, 5 meters wide. Rocklconcretclglasslplas\ic: rends
an opening 6 meters long, 6 meters deep, ) melers wide. Crude
(or deteriorating) Iron: rends an opening 4 meters long, 4 meters
deep, 2 meters wide. Iron and Steel: rends an opening 2 melers
long, 2 meters deep, I meIer wide. Steel Alloys (reinforeed): I
meter long, 1/2 meter deep, 1/2 meter wide opening. Super Al
loys (like litanium and the alloys used for Mechanoid body ar·
mor): 101 mm (4 inches) long, 50 mm (2 inches) wide, 25 mill
(I inch) deep. (Nole: Mcehanoid body annor is usually 3 10 6
inches thick, and large Meehanoids can be I meter to 4 meters
thick).

Elemental: Level Four,
Command Air
Fly
Range: selfor olher wilhin 20 m
Duration: 15 melees per level ofcaster
I.S.P.: 10
Saving Throw: none

The Fly spell granls the spell caster. or the person the spell is
cast upon, the ability to ride the wind (no real wind is needed).
Flight speed factor is 30 kmph.

Purify Air
Range: 30 meter radius
Duration: 10 melees per level ofcasler
I.S.P., 10
SlVing Throw: none

This spell allows the spell caster 10 purify the air around
himlher within a 30 meIer radius. The purifying effecl lasts for
10 melee rounds per level of the caster. It should be nOled that



this is a fi:<ed area, a purified air pocket, radiating from the point
where the mage first threw the spell. II does nor follow the spell
caster around like a little bubble. Of course, anybody, including
the mage, can step beyond the protective air pocket.

Wind Rush
Range: 100 meters (305 ft)
Duration: one melee
I.S.P., 10
Saving Thrnw: none

The spell caster can create a momentary gust or rush of wind
that can stagger or even carry away anyone in its path. The wind
can be directed at one single target, or cut a swath through sev
eral opponents. The wind lasts for only one mclee round, is
about 20 meters wide (maximum) and can radiale up to 100 me
ters llwlly from caster. The wind gusts at 60 kmph per level of
the spell caster (thus, a third level mage call create a 180 kmph
wind). Figure that each 80 kmph of wind force can carry/move
90 kg (200 Ibs), and does I to 6 +2 points of damage per 80
kmph

Elemental Level Five
The Four Gifts
Fire: torch
Range: 30 meters (98 It)
Duration: 1 melee
I.S.P.: 12
Saving Throw: none, although a dodge could apply.

111is spell unleashes an awesome naming foree generating
from the spell casler's fingertips, cleaving a path 30 melers long
and 2 meters wide. The super flame does 4-40 +20 points of
damage (consider it to be a plasma weapon).

Water; rain
Range: 10 meter radius
Duration: one hour per level of caster
I.S.P.: 18
Saving Throw: none

The spell caster can actually create a minstonn in any envi
ronment (except vacuum) that will produce two inches of rain
per hour in a 10 meter radius.

Earth: petrification
Range: 40 meters
Duration: instantlpemlanent elTect
I.S.P.: 10 + one P.E.
Saving Throw: none

This powerhouse spell will aCRmlly tum any erearure or ob~

ject into stone. However, it is limited 10 a maximum area elToct
of 10xl0 meters and a 40 meter range. Thillllpell ill irrcvcrsible!
Also, while it only bums up 10 I.S.P., it alsopemlanenlly bums
up one point of the character's Physical Endumnce (P.E.). P.E.
points cannot be replenished! Once P.E. poinls are expended,
they are forever gone.

Air; create oxygen
Range: 20 meter radius
Duration: one hour per level of caster
I.S.P.: 15+oneP.E.
Saving Throw: none
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The spell creates nn air bubble radiating from the point where
the spell was lirst C:lst. This bubble is stationary, and cannot be
manipulated or moved.

Like the petrification spell, it too, permanelltly saps the caster
ofone life-sustaining Physical Endurance point.

Energy Spells
Energy: Level One
Manny ofself
I. Medilationltmnce (0)
2. Mind block (3)
3. Sense magic (2)
4. Sense psionics (3)

Energy: Level Two
Manipulation of self
I. Absorb energy (8)
2. Bio·regenemtion (4)
3. Renect energy (8)
4. Resist lire (4)

Energy: Level Three
Mastery of energy
1. Absorb great energy (12)
2. Direct energy (12)
3. SpontHneoull combustion (4)
4. Telekinesis (6)

Energy: Level Four
ManipUlation of energy
I. Create magnetic field (15)
2. Electric charge (8)
3. Energy bolt (10)
4. Force field (12)

Energy: Level Five
Mastery of others
I. Heal otherll (8)
2. Resurrection (15 + hit points)
Energy Level One:

Energy: Level One:

Mastery of Self
Meditationffrance
Range: self
Duralion: as desired
I.S.P.: none

Identical to Mind, Level one ability.

Mind Block
Range: self
Duration: 6 melees per level of caster
I.S.P.: 3

Identical to Mind, Level one ability.

Sense Magic
Range: 100 meier radius
Duration: Instant
I.S.P.: 2 Saving Thrllw: none.



The spell caster can open him/herself to magic emanations,
allowing the caster to sense the pn..'SCnce of any o!her magic in a
100 meter radius. There is also a 75% chance (roll percentile
dice) that the spell caster can pinpoint the eXLlCt location of the
source, and a 50% chance to estimate the level of magic (but not
the type of magic).

Sense Psionics
Range: 20 metCB
Dur.Uon: instant
l.S.P.: 3
Saving Throw: none

The spell caster will instantly know which people within a 20
meter radius have psionic abilities. However, it does not indicate
the level of psionic ability.

Energy: Level Two,
Manipulation of Self
Absorb Energy
Rllnge: Self
Duration: 2 melees per level of caster
J.S.P.: 8
Saving Throw: none.

The energy mage is, perhaps, the most ovenly powetful of
the four paths of magic. This second level spell just begins to
hint at that power.

Absorb energy temporarily alters the mage's atomic struc
ture, enabling him/her to hannlessly absorb small amounts of
energy. Since this will most often relate to atll1cks and damage
in the actual game, we will relate the amount of energy to
S.D.C. The energy mage can absorb 4-24 points of damage
(about the average damage of a laser weapon), plus 5 for each
level of the mage. Example: A third level mage, in battle, casts
an absorb energy spell upon him/herself. He/ she can now ab
sorb 4·24 + 15 (because +5 per level) points of damage from en
ergy allltcks for 6 (2 per level) melee rounds. He/she is nicked
by a particle beam, which would nOmllllly do 5-50 points of
damage. In this case, the damllge is 39, however, the mage can
absorb much of lhis. Example: The player rolls four 6-sidcd dice
(4-24), rolling 16 plus. 15 (+5 bonus per melce)-31, Ihus, only
tllking 8 points ofdamage.

The energy mage can absorb all typcs of energy: hcat,
plasmll, electricity, laser, panicle acceleration. atomic. etc. The
only exception is kinetic energy, that is, simple forms of energy
derived from motion like the force of a physical blow, bullets,
etc.

The mage can also absorb energy by touch. In this way,
he/she can drain a banery or energy chip, and so on. Roll the
four 6-sided dice plus bonus (+5 per level of mage) to detennine
!he amount drained. This spell cannot be cast upon others.

Bio-Rcgcncntlon
Range: self
Duration: pennanent
I.S.P.: 4
Saving Throw: none

This spell focuses the spell castcr's inncr strength to 3ctually
heal him/hen«:Jr of physical damage (bums, cuts, poison, ctc.).
repl3cing 1-6 + 2 hit points each timc the spell is cast.
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Reflect Energy
Range: 200 meters per level ofcaster
Duration: 2 melees per level of caSler
IS.P.: 8

This spell is a Iiule unpredictable in its overnll effeet. 50-;.
chance (I-50: roll percentile dice) oftotul energy reneetion. To
tal energy reneetion indicatcs the mage has fair control over en
ergy and can reneet the full amount back to its source (if in
range). This applies to all types of energy except kinetic. The
mage takes no damage. Add 50 per level of the mage to his/her
base 50% chance for t0l.81 rencction.

If the mage does not achieve lOtal rcncction he/she has par
tial renect ability, meaning that the mage will take 112 damage
and reneet the rest of the energy indiscriminately. Only a
25o/oehance of renccting the encrgy back to the source

This spell can be cast upon others, bUI lhey have no chance at
renecting the energy to its source.

Resist Fire
Range: self
Duration: 4 melees per levcl of casler
I.S.P.: 4

Identical to Elemental: Level one spell

Energy: Level Three
Mastery of energy
Absorb Great Energy
Range: self only
Duntion: 2 melees per level of easIer
I.S.P.: 12
Saving Throw: none

Thc spell functions exnctly ns absorb energy, except that the
mage is able 10 absorb much b'l'caler amount.s of energy: 6-36
poinL'i of damage +10 (per level of spell cllster). Thus, a lhird
level mage absorbs 6-36 +30. This spell cWlIlol be cnsl upon
othcrs.

Direct Energy
Range: self
Durallon: 2 mek-cs per level of caster
I.S.P.: 12

This spell can only be used in conjunction with one of the lib
sorb energy spells. This combination turns the mage into a liv
ing energy conductor. eOBbling himlher 10 absorb energy and
redirect it at will. In this way, he/she can recharge energy clips
or hurl the absorbed energy al an enemy (Range is 100 mcters
per level of tile mage). The damage of such an energy blast de
pends on which absorb spell is used, doing its maximum dice
and bonus (+5 or +10 per level of mage) of damage. Of couf'sc,
the mage can only hurl the type of energy he/she has absorbed,
and cannot combine difTercnttypcs ofenergy.

Hit bonuscs: level two: +1 level four: +2, level six: +3. level
eight: +4, level twelve: +5.

Spontaneous Combuslion
Rance: 30 metcrs
Duration: inslanl
I.S.P.: 4



Dimension Spells

Dimensions Level One
Mastery of Self
Bio-regeneration
Range: self
Duration: pennanent
J.S.P.: 4
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Energy: Level Five
Mastery of others
Heal Others
Range: touch
Duration: pcnnanent
J.S.P.: 8
Saving Throw: none

TIle mage magically directs hislher own inner strength 10

heal bums, CUlS, bruises, poison, etc., functioning similar 10

bio-regeneration. TIlis spell restores 2-12 hit points,

Dimensions: Leyel Three
Projcclillmt
1. Aslral Projection (8)
2, Limited Teleport (12)
), Shadow Meld (10)

Dlmcnslons: Level Four
Bending
I. W,'I' (20)

Dimensions: Level Fiye
Co-existcnee
I. Phase (15)

Dimensions: Level One
Mastery of Self
I. Bio-regeneration (4)
2, Empathy (4)
3. Meditalion (0)
4, Mind Block (2)

Resurrection
Range: touch
Duration: pcnnanent
I.S.P,: 15 plus hit poinls
Saving Throw: none.

The energy mage can actually restore life, but at a great per
sonal cost. To resurrect a person. the dead person's body must
be fairly intact (no missing limbs or organs); the mage then
"pennanently" transfers some of hislher own hit points to bring
that person back 10 life, The mage call1lOf recover his/her hit
points Ihrough resl or medical treatment; they arc "pennanently"
sacrificed.

By the rules of this game, a person is dead if he{she loses all
hi!\lhcr hit points (zero or below). Consequently, the energy
mage must reslore the dead person to at least one hil point of
life. At that point, additional or olher healing abilities can be ap
plied, Unfortunately, characters are often plunged into negative
numbers of hit poinls, Example: A character with six hit points
receives 10 points of damage, making him/her negative 4 in hit
points, TIIUS, the mage would have to pump in five of his/her
own hit points to restore that person to life (restoring the chamc·
ter to 1 hit point).

Dimensions: Lcvel Two
Shifting
I. Distortion:

Minor (6)
Major (10)

Illusion (15)
2. Tum Invisible (8)

Identical to Elemental: Level One spell

Energy Level Four
Manipulate energy
Create Magnetic Field
Range: self
Duration: 2 melees per level of caster
I,S.P,: 15
SaVing Throw: none

Through this spell, the energy mage can create a magnetic
field around him/hcrsclf. The mnge can mlinipulllle this energy
to aUract or repel iron or steel alloys. The field a.ffects 45 kg.
(100 lbs) per level of the mage. As wilh any spell. it can be can
celled (and controlled) by the spell I caster.

Electric Charge
Range: self/100 meters
Duration: instant
I.S.P.: 8
Saving Throw: none vs mogie, but a dodge would apply, or an
absorb spell could counter.

The energy mage can magieally create and direct an electric
charge at a specific target (one). Damage is 4-24 +4. Hit bonus:
None

Telekinesis
Range: self
Durlltion: 2 melees per level of spell caster
I.S.P.: 6

Identiealto Mind: Level two spell

Energy Bolt
Range: 100 meters per level of caster
Duration: instant
1.s.P : 10
Saving Throw: none, although dodge or absorb energy could
apply.

Like the electric charge spell, the mage can create and direct
a boll of energy at a specific target. However, this spell hns a
much greater rang/.:. and docs 5-30 +6. Hit bonus: level two: +1
level four: +2, level six: +3, level nine: +4.

Force Field
Range: self/or bubble 10 m radius
Duration: 4 melees per level of caster
I.S.P: 12
Saving Throw: none

The energy mage can magically erect a force field (or bub
ble) around him/herselfThis field, like most, CBll withsltlnd only
so much damage (S DC,), before ii's destroyed (or spell time
has elapsed), The force field's S.D.C. is 30 per level of the spell
caster (Example: 4th level mage 120 S.D.C. force field). This
force field or bubble can also be cast in a particular Brea, and is
semi-transparent (slightly glowing),



ldenlicallo Mind: Level Two ability. However, restores only
1-6 hit points.

Empalhy
Range: 60 mete~

Duration: 4 melee rounds
I.S.P.: 4

Idenlicalto Mind: Level Three spell.

Meditation
Range: self
Duration: as desired
I.S.P.: none

Idenlical to Mind: Level One spell.

Mind block
Ruge: self
Duration: 6 melees per level of caster
1.5.P.: 4

Identical 10 Mind: Level One spell.

Dimensions: Level1\vo
Shifting
Distortions: MinorlMajorllllusions
Minor
Range: 40 meters
Durallon: 2 melees per level of caster
I.S.P.,6

Distortions are created by subtly shifting two or more dimen·
sions al a time, each phuing into the other, yet not Indy existing
in any. This causes all kinds of visual distortions, affecting up to
a 10 meter (per level of easlcr) radius and can be cast up to 40
meters away.

Minor distortions are simple tricks which can ereatc the illu
sion of grent distance, even though Ihere may be only a dozen
mcters between thc mage and his/her victims. Another is a flick·
cring multi.image, weaving and bobbing like a flame, making it
very difficult to discern which arc the true people and exactly
where they stand. A mist or fog is another effect which dulls the
vision (although none of Ihese will affect mechanical sensors).
All minor distortions cause their victims to attack at -) to hit and
·310 dodge.

Major
Range: 40 meters
Duration: 2 melecs per level of caster
I.S.P., 10

Major distortions arc much more disorienting than minor,
and include such distortions as lhe fish bowl effect, which
squishes everything down, yet simultaneously expands Ihe im·
age, distorting both the perspective llDd the acrual images. size,
weighl, etc. (jUSI as you might sec in a house of mirrors).

Another effect is an unnatural darkness not affecled by OUI
side lights, etc. Likewise, blinding light creales an effect like
slaring at the sun unshielded (indeed the victims are). Of course,
there is no pennanenl damage done.

SliII another type of major distonion is a variety of shooting
lights. That seem to be rapid·firing directly at their viclims, bUI
are nol real in this dimension, thus, they hannlessly pass right
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lhrough the frightcncd victims. These shooting lights may look
like laser beams or shooting meteors. varying in color, size,
shape and speed.

Viclims' reactions are dulled and confused, causing them 10

attack al ·5 to hil, -5 10 dodge, speed factor reduced by half and
a 1-31% chance of running away in fear. Those affected by dis
tortions will remain under their influence untillhey disappear.

llIusions
bnge: 40 meters
Duntion: ) melees per level of caster
I.S.P., IS
Savinc throw: standard; anyone who successfully saves V5.

magic is not affecled by the distortions or illusions at all!

These arc so realislic that they are often believed to be real,
and can be quite lemfying. The spell caster can acrually seem 10

alter the area around hislher victims, apparently plunging them
into a sirangc world, or unleashing some terrible creature. The
mage is IIcrually super·imposing existing images of another
world in another dimension into hislher own. In realily, they are
hannles..'l and will pass right through their victims. Images mighl
be a thousand bat-likc creatures in 8 mad frenzy, or a charging,
multi·homed rhinoceros Ihe size of a whale, or giant, hideous
creatures with the bodies of turtles and the heads of pigs, or Ihe
very flames of hell licking up around its victims, or perhaps the
affected are suddenly falling down a bottomless abyss, or SWepl
away by a roaring lidal wave, or an ocean of butterfli~ (I think
you gel the idea).

Those affected by the illusion will remain under ils control
unlil it stops, or they flce from its range. Eaeh affected person
should roll for -10 to hit, -10 10 dodge. 41-S()'l1o will be pam
Iyzcd with fear. No attack/defense 3t all. 51-75% will run away
in fear. 76-85% will surrender. 86-93% will go mad, attacking
everything (25% chance the insanity is permanenl). 94·1000/0
will killthemsclvcs, either accidentally or on purpose to escape.

Thrning Invisible
Range: self
Duradon: 10 mclees per level of casler
..S.P., 8
Saving Throw: none.

By shifling dimensions and light, the mage can tum himlher
self completely invisible. The invisibility includes any objcct,
weapon or clothing he/she may hold or be wearing (This applies
to small items under a one meter radius and does nOI include
peoples, vehicles, ctc.). The spell remains in effcci even during
ban Ie, although the invisible person still makes noisc, is com·
plelely solid (so he/she can'l pass through walls), and can most
definitely be hit, hurt, and bleed.

Heat sensors and infrared optics will detect an invisible per
son, bUI thosc unaided by mechanical aids or optical enhance·
ment anllock an in\1sible person al .4 to hitl-6 10 dodge.



Dimensions: Level Three,
Projections
Astral Projection
Range: self
Duration: 3 melees per level of caster
I.S.P., 8
Saving Thmw: nonc.

When a person astral projects his/her physical body, the
physical body flllls into a death-like trance, while the astral body
(spirit/intellect! life energy) entcrs the vaSI plane of the astral
world. It is a pleasant world of railing clouds and endless yellow
sky. In this dimension, the astral body is free to fly great dis
lances in mere moments, and gaze.from the astral plane inlo the
world containing ils physical body. This provides a greal spying
vehicle, since only psionic presence sense can detect an astral
body, and only psionic altllcks (from both the physical and Ilslml
plalle) can hanD it. TIle astral body Clln be killed psionically by
preventing it from returning to its physical body. Psionic hyp.
notic suggestion, snlO, sleep, mind wipe, dispel spirils, and pos
session are all powerful weapons against the astral traveler

The mage has a 50% chance of successful traveling through
the astral plane (thousands ofkiJomeler:s in an instant) and peer
ing into the physical world to observe. In astral fonn, he/she
cannot be seen or heard, nor can he/she touch anything. How
ever, he/she can make psionic contact through telepathy, empa
thy or telekinesis.

Although hostile astral travelers can cause trouble/allack
(J-20% chance; psionic aMacks only), the real danger lies in re
I\lming to the physical body before the time limit elapses (3 me
lees per level in magicl5 melees per level for the psionic). If the
spell caster becomes lost and cannot return to hislher body be
fore the time limit, the astral body is forever trapped in the astral
plane. The physical body will die in I to 6 days. Obviously it is
not wise to wait until the very last melee to return to the physi
cal body.

Roll percentile dice to determine the stMe of mind and sense
of direction. Roll percentile diee up to 3 times per melee to find
the physical body. The player may keep trying until he/she suc
ceeds or time elapses. The player must roll definitely certain of
body's location to return.

1-30 hopelessly lost

) I-50 uncertain/confused

51-79 fairly certain of body location

80-100 definitely certain of body location

Limited Teleportation
Range: seHi'lO km
Duralion: instant
I.S.P.: 12
Sning Throw: none.

This spell instantly transports the spell caster to another loca
tion (maximum distance is 10 kilometers). The mage can also
teleport an additional 4.5 kg. (100 Ibs.) per level of experience
This means a third level mage can teleport with 135 kg. of
equipment or another person, as long as the mage is making
some kind of physical contact with it (then).

'20

While teleportation can be extremely useful, it can also be
very dangerous, especially if teleporting a great distance or into
an unknown area.

Chances of successful teleportat ion:
1. Tcleponing to a familiar location (or one that can be seen
from your starting point): 99%
2. A plaee sccn It fcw limes (2 to 6 timcs before): 76%
3. A place never seen by the spell caster but has been described
in detail: 32%.
4. Totally unknown place: 10%.

Results or a.n unsuccessful teleport (roll percentile dice):

01-60 Totally wrong place. No idea of present location.

61-79 Teleport 90 meters (300 ft.) above ground level, fall
does 1-6 points of damage +2.

80-00 Telepon into a wall, floor, ceiling, object, or person.
Instant death.

Shadow Meld
Range: self
Dunlion: 3 melees per level of caster
I.S.P.: 10
Saving Throw: none.

This unique spell allows the mage to step into the world of
shadows, While in a shadow, helshe is completely invisible and
undetectable by presence sense or mechanical scnsory devices.
This is because he/she no longer exists in our world, but in the
dimension of shadows.

Although no longer in ours, he/she can see and hear every
thing in our world. Heishe can even cast spells and speak to peo
ple in our world but cannot be seen nor hanned while in the
comforting embrace of shadows by anyone in this dimension.
I'!owever, if light is used to dispel the shadow, he/she is help
lessly revealed (be certain that the shadow is completely gone,
and not just altered in shape).

The mage must tread along the edge of the shadow world, al
ways a step from hislher own dimension. Should he/she go
deeper into this twilight world of shadows, he/she is almost cer
tain to become losl. If the mage ever loses sight of hislher true
world, the connecting portal will disappear and he/she will be
forever a thing of shadows.

Dimensions: Level Four,
Bending

Warp
Range: estimated max. 60,000 km
Duration: instant
I.S.P.: 20

This magnificent spell bends, or warps, space and time, send
illg the spell caster anywhere he/she desires within the same di·
mension (this is not an interdimensional spell). Up, down, to
meters or 60,000 kilometers, the warp spell can do it. This super
teleport can affect the mage only, or anything around hinVher
within a 5 m radius.

Like limited teleport the mage should have Iirst-hand knowl
edge of where heishe is warping to. Use the same tables of suc
cess and unsuccessful results as found under limited teleport.



An additional side effect resulling from Ihe stress in casting
this powerful spell is a 50% chance that the spell caster will fall
unconscious for 2 to 12 melee rounds (he/she cannot be roused).

Dimensions: Level Five,
Co-existence
Phase
Range: self
Duration: 5 melcClt per level of casler
I,S,P,: 15
Saving Throw: none.

The phase spell allows the mage to hannlessly coexist in two
dimensions simultaneously, yel nol. truly existing in either.
Thus, the mage appears to be a semi-transparenl wrailh able to
walk through walls, floors, walk up air and exist in deadly envi
romnents (even space). No aUaek can hann him! her (pa.~sing

right Ihrough) and even psionics are quite useless. While pres
ence sense will detect a person in phase, only dispel spirits
(Level 5 psionies) will temporarily chase it away (1-6 melees).
Telepathy only can be used to communicate, but even tltis is a
feeble link and difficult to mainlain. No other psionics affect a
person in phase.

Likewise, the person in phase cannot be heard or touched,
meaning he/she cannot speak, cast a spell, use psionics, touch or
arrect any person or object.

Experience Charts for the Paths of Magic

Level Mind Lcvcl Encrg~

I 0-2,000 I 0-2,100
2 2,00 1-4,000 2 2,101-5,200
3 4,00 1-8,000 3 5,201-11,000
4 8,001-16,000 4 11.001-24,000
5 16,001-32,000 5 24,001-42,000
6 32,001-60,000 6 42,00 1-84,000
7 60,001-92,000 7 84,001-140,000
8 92,001-160,000 8 140,001-220,000
9 160,001-220,000 9 220,001-410,000
10 220,001-390,000 10 410,00 1-770,000
11 390,001-570,000 II 770,001-890,000
12 570,001-880,000 12 890,00 1-999,000
13 880,001-1,000,000 13 999,001-1,400,000

Level Dimcllsion
Level Elemental I 0-3,000
I 0-2,400 2 3,001-6,000
2 2,401-4,800 3 6,001-13,000
3 4,801-9,600 4 13,001-27,000
4 9,601-18,500 5 27,001-52,000
5 18,501-37,000 6 52,001-90,000
6 37,001-72,000 7 90,001-160,000
7 72,001-120,000 8 160,00 1-240,000
8 120,001-200,000 9 240,001-460.000
9 200,001-390.000 10 460,001-800,000
10 390.001-420.000 II 800,001-980,000
II 420,001-650,000 12 980,001-1,440,000
12 650,001-800,000 13 1,440,00 I-I ,640,000
13 800,001-1,200,000
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Game Master
Section
The Mechanoids ®

In many insect socielies, entire groups within that society
serve a specific function to preserve that society. In much the
same way. specific types of Mechanoids serve a particular func
lion(s) within their society. Whatever thai function may be, it is
their life's purpose. They simply perfonn their function, rest, cat
-and continue to pcrfonn it unlilthey are no longer able.

There is lillie need for recreation or diversions, because there
is no dissension, fears, questions, longings of purpose or
self-expression. Each Mechanoid rype has been physically lind
mentally designed, conditioned rmd bred to perfono its particu
lar function within its society. Each is pan of the whole and
must serve as il was designed to do. WithaU! question. Without
thought. The whole musl continue. The whole is life. All this is
ingrained within their very genetic structure, cloned llnd contin
ued for thousands of years. Only a genetic error or mutation can
disturb the balance. Such mutations, when discovered, nrc de
stroyed immediately.

The following descriptions are Iistcd in the order of the
Mechanoid caste society, from the lowest to the highest. Robots
arc not included.

The Cargo Haulers arc llmong the drones of the Mechanoid
society. TIley are capable of lillie independent thought. Their
function is simple; to sort gather. and slore. These sim~

pIc-minded workers will ignore any olher activity (battles, hu
mans, etc.) and continue to work, unless otherwise directed.
Haulers obey the Black Widow, Brute~. Mantis. Runner, Brain.
Oracle and Overlord.

They possess all Lcvel One psionics and limited telepathy.
I.S.P. 190, Third Level proficiency.

I-lit roints: Type 1- 230, Type 11-120, Type 111-60.

The Digger is another dronc designed for massive excava
tion and dissection of planets. When it has no larget, it slips into
a psionically induced state of suspended animation. slowing
body functions to almost nothing. It is awakened telepathically
when needed by a Mantis or Brain. The living organism itself is
genetically stmctured to feed off nuclear radiation. Conse
quenlly, the Digger must have a heavily radioactive environ
mentto survive. Although it can, and does, feed off the radiation
from its continual hydrogen fusion chamber. Obeys Mantis,
Brain, Oracle, and Overlord.

It has all Level One and Two psionics. I.S.P. 870, Firth Level
proficiency.

Hit Points: 720.

The Seeker rod is a living bloodhound. Its sole function is
to locate any creatures which have been classified for extemli
nation, notify the location to its mastcrs, and help tenninate the
creature(s). These Meehanoids arc fairly intclligent in that they
arc not easily duped or confused. However, they have no knowl
edge of science or skills, other than tracking and extermination.
Seeker Pods arc specially designed to aid and obey the Extermi-



muor. but will also obey any other Mechanoid above its own
rank (especially the Tunnel Crawler, Brule and Wasp).

It has all Level One psionics, as well as limited telepathy,
empathy and mind block. t.S.P. 75, Third Level proficiency.

Hit Poinls: 10.

The Exterminator is a born predator which delights in the
hunt and destruction of other living creatures (including rogue
Mechanoids). It is designed for pcst control in the mothership's
pipelines, nothing more. Con:\equently, they are constantly
roaming through the ship's labyrinth of pipes and tunnels in
search of prey. The Exterminator is a very treacherous and
crafty hunter who enjoys Iricks, traps. ambushes, and
cat-and-mouse games. They are fairly intelligent and master
hunters, although Ihey have no knowledge of science or other
skills. They may command up 10 6 robols or 1-4 Seeker Pods.
and are often accompanied by Tunnel Crawlers or other exter
minators. II obeys any Mechanoid above its mnk.

It has all Level One psionies plus empathy, mind block, night
vision, levitate, limited telekinesis and extended telepathy. I.S.P.
120, Sixth Level proficiency.

Hit Points: 50.

The Tunnel Crawler is designed exclusively for pest con
Itol. This sadistic clttenninator is a free agent. able 10 go wher
ever it pleases. Although its IIl1acks lire limited to close range
confrontations, its heavy environmental body annor provides
more than adequate protection. They arc also able 10 release a
loltic nerve gas. which lingers for about 2 hours. These loners of
the Mechanoid race are often accompanied by no more than a
few robots. Tunnel Crawlers obey Runners, Brains and Over
lords.

Its psionic abilitics includc presence sense, sec aura, delect
psionics, levitate, night vision, mind block, limited telekinesis
and extended telepathy. I.S.P. 120. Sixth Level proficiency.

Hit Points: 43.

The Black Widow is quite intelligent, commanding an anny
of robots, lransport ships, cargo freighters, and haulers. The
Black Widow is the coordinator of silivage nnd storage opera
tions. She answers to the Mantis, Runner, Brain, Oracle and
Overlord. They arc most often found on the ship's exteriors and
storage areas (Levels 1-3).

They possess all Level Once and Two psionics. I.S.P. 500,
Eighth Level proficiency.

Hit Points: 218.
The Brutes, although a bil of a predator used in both offen

sive and defensive actions, are oftcn found assisting in construc
tion, repairs and robot supervision. Brutes are the Mechanoids'
robotics expcrts and are responsible for their construction, main
tenance and direction.

These intelligent, but cruel, Meehanoids can be found any
where on the ship (usually accompanied by a handful of robots).

Their psionic abilities include all Level One plus
bio-regeneration, mind block, levitation, limited telekinesis, and
extended telepathy. (Note: these are somewhat increased abili
ties than those listed in Book One). I.S.P. 150, Eighth Level pro
ficiency.

Hit Points: 45.
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The Wasp is the most intelligent and deadly of Ihe
Mcchanoid predators. These fast-thinking sfnuegists are the
very heart of the Mechanoid assault and defense nelWork. Dar
ing and flamboyant, they thrive relentlessly in fighting battles,
and are without mercy or conscience. Encased in a powerful en
vironmenlal body shell, they are able to withstand both the rig
ors of space and heavy assault while maintaining high
maneuverability. speed and strike potential. The Wasp is leg
endary for ils ability to maneuver with unerring accuracy while
flying at top speed (1500 kmph), and/or under adverse condi
tions. A unique coupling of technology and psionics makes this
possible. It is this science which allows the Wasp to go from
1500 kmph to a dead stop instantly. They ohcy all Mechanoids
abovc their rank.

Wasps possess all Level One and Two psionic!!. I.S.P. 313,
Tenth Level proficiency.

Hit Points: 56.

The Battle Cruiser is an actual Mechanoid organism, and is
the last of the Meehanoid predators contained on the
mothership. They arc deployed againsl major threats to the
mothership and in planet assaults.

The Battle Cruiser obeys the Brain, Orncle and Overlord.

They possess all Level One and Two psionic abilities. 1.S.P.
440, Tenth Level proficiency.

Hit Points: 390. .
The Oclopus is a mechanical wonder continually involved in

construction, elcctronies, mechanics, repairs, and even surgery
and genetics. Having 3 separate brain sacs, it can perfonn) sep
arate actions simultaneously, or concentrate its efTorts on one
problem with maximum efficiency Although very intelligent, ils
role is 10 act as a submissive (though brilliant) assistant to the
Mantis, Runner, Brain. Oracle, and Overlord. It is instilled with
very little drive or Ilmbition, leaving those mnking above it to
deal with experimentation and research, while it hand leg the
mundane day-to-day regimen of the ship.

It possesses all Level One and Two psionic abilities. I.S.P.
1000, Tenth Level proficiency.

Hit Poinls: 130.

The Manlls is a specialist in engineering and mining opera
tions. It seleCl'l planel'l for mining, directs planet dissection, ana
lyzes minerals, etc. When not actively involved in excavation, it
pllluS and supervises conslruction, energy consumption, metal·
lurgy, researeh and development. Mantises can be found
throughout the ship. They obey the Runner, Brain, Oracle, and
Overlord.

Its psionic abilities are limited to presence sense, see aura, re
sist fatigue, extended telepathy, and extended telekinesis. I.S.P.
570, Tenth Level proficiency.

The Runner is the Mechanoid jack-of-all-trades. All Run
ners have a rudimentary knowledge of physics, genetics, biol
ogy, surgery, electronics, navigation, mechanics, robotics, and
communication. The typical Runner is an expert in two of these
areas. Runners arc among the few free thinkers in the
Mechanoid society. This allows them access to ship comput
ers/brnin pools, experimentaVresearch centers and free time.
(Note: Only the RWlIlcr, Brain, Oracle and Overlord can lap into
ship computers/brain pools).



Possessed by an insane hatred of humanoid life. lhey often
spend free time conducting hideous biological and genetic ex
periments on them. (It WliS such experimentation that created the
mutants). Runners also enjoy pipeline hunting expeditions.

They possess all Level One and Two psionics plus extended
telepathy. LS.P. 690, Twelfth Level proficiency.

Hit Points: 44.

The M«hanoid Brain oversees all planetary and mining op
erations. planet assaults, navigation and ship operations. They
function liS a million lin Ie generals, directing and observing a
vast anny of Mcchanoids and robots. If the Brains have a spe
cializcd funclion, it is as pilot. Only the Brain can pilot the spi
der fortress, transport and freighter vessels.

Brains, like the Runner, can tap into the computer decks and
brain pools, selecting any information needed. Unlike the Run
ner, which often works under the Brain's direction, the Brain is
cllpable of assimilating extraordinary amounts of data and re
taining it (Iolal recall) for 72 hours.

Being free thinkers, they have full nlll of the ship and gener
ous amounL~ of free time for experimental ion and personal ex~

preSSion.

They possess Ihe full range of Level One lind Two psionics,
plus extended telepathy, extended telekinesis, see the invisible
and evil eye: despair, fear, blind, and pain. I.S.P. 2000, Thirtieth
Level proficiency.

Hit Points: 35.

The Oracle is perhaps the Illost enigmatic of all the
Mechanoids. Its primc function is lhat ofa syslems analysis, ob
serving and improving upon ship operations and equipment. Its
brain capacity and psionic abilities surpass even lhe Ovcrlord's
and the Brain's in both size and ability, making it a Virtlllliliv
ing computer. It too can tap directly into the computerlbmin
pools, but is the only Mechanoid Ihat is able to block its
thoughls or break contact with the computer on its own. This
has been a mattcr for concern among some Mechanoids. who
fear lhat lhe Oracle has mUiated into something beyond ilS origi
nal purpose. The Runners harbor the greateSI concern, especially
in light of the Oracle's philosophical and non-aggressive out
look toward intelligent humanoid life fonns. The Overlords.
though concerned, simply watch wilh suspicion, waiting for
some tran!tgrcssion. .

While deprived of physical limbs or weapons, the Oracle is
for from helpless, possessing all known psionic abilities. It is an
swerable only to the Overlord and Brain.

Possesses all known psionics. I.S.P. 4200, Thinieth Level
proficiency.

Hit Points: 90.

The Overlords arc the prime movers and masters of the ship.
All Mechanoids must answer to lhem, including the other
free-thinkers. None may defy them. They lend to be cold, ana
lytical thinkers (second only to lhe Oracle), constanlly in touch
with all major ship operations, applying their quick, methodical
logic to any crisis. They are also excellent strategists (only the
Wasp is its equal), and adept in navigation, engineering. phys
ics, genetics, cloning and biology. MOSI importantly, they alone
hold the secret of the power crystal conversion (some believe
the Oracle also holds the secret). and thcy alone can merge/link
directly with the master compuler brain.
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They possess all Level 1-3 psionics. I.S.P 2900, Twentieth
Level proficiency.

Hit Points: 90.

Mechanoid Computers
The Brain Pools: S.D.C. 50, A.R. 7, Hit Points 25. Aboard

ship there averages one brain pool for every 1000 sq. km, wilh
many limcs that in engineering. navigation, research, and power
networks. Brain pools can only be used by Runners, Brains, Or
acles, and Overlords. No othcr Mechanoid has lhe physical or
mental capacity to tap into these living psionic computer units.
Only a master or major psionic (humanoid) can link with the
brain pool.

The psionic humanoid must enter lhe unit (usually measuring
4 mx4 m., although some are 8 times Ihat size), making physical
conlaet, flesh touching flesh, with the warm fluids and soft
lumpy, fleshy membranes which line the entire interior of Ihe
brain pool. The psionic must then clear his thoughts via medita
tion and open his mind telepathically to the computer. The p.1r
ticipant experiences a very pleasant euphoria. followed by a
floating scnsation. At this point, he/she is oblivious orany exter
nal input/activity, and only a telepathic or empathic message
will reach himl1ler. TIle brain pool then psionically probes and
cxtracts ALL infonnation, thoughts, and knowledge of that per·
son. This process is quite painless and lakes only aboul 6 min·
utes. Remember, the brain pools arc designed t.o be an
infonnation retrieval/exchange device, and do so automatically.
Everything that person knows will be absorbed. recorded. and
filed for later analysis. When the brain pool hlls completed its
probe. it then opens itself for information extraction.

TIle psionic person should direct hislher inquiries as simply
and directly as possible via telepathy. These inquiries should be
used to gather small blocks of infonnation, because he/she is
not likely to survive a massive psionic bombardment of infor~

mation. Examplc: If the layoul of the mOlhership is requested,
lhe brain pool will respond with the entire ship's schematics.
Every nook and cranny is instanlly provided. Unfortunately. the
human (and Rover) brain cannot assimilate that much input at
such a speed, and may result in loss of memory and even death.
Rather, requesting the layout of a small specific area (such liS
transport factory: Level 3) is very safe and painless. A person
may ask 3S many questions as he/she desires, once contact with
the computer is established.

The Mechanoid Master Computer
The computer brain pools are actual Mechanoid organisms

linked to the Masler Computer Brain. This Master computer is
also a living crearure of nesh, circuits, and psionics. A sentient
entity with a will and personality of ils own. it serves the
Mechanoid society as an awesome, living computer complex.
TIle organism itself is over 4000 kill long, 10 kill tall, and 2600
km wide. If this incredible entity were destroyed, it would radi
cally impair the mothership, forcing secondary computer blinks
and brain pools to be used in its stead. TIlis would cut efficiency
levels by al leasl 40%, for in many ways, the master computer
complex is the mothership.

For thai reason only the Brute, Runner, Brain, Ol'll.ele. and
Overlord are allowed on the same level) and ollly the Overlords
lire allowed to enter the master computer chamber.



As a precautionary measure, a false (though functioning)
computer network, 3 times larger thrm the true master complex,
has been erected as a decoy and back.uJ> system. Only the
Brnins, Oracles and Overlords know that it is not the tme master
computer.

The Unlles nnd Runners are the main service technicians and
defense, although Wasps and other Mechanoids can be sum·
maned during an emergency. (Note: Robots of any kind are
never allowed on this level).

Avcrage number of Mechanoids on Level 5 12,000 Brutes,
3,000 Runners, 250 Brains. 6 Oracles and I Overlord (63% like
lihood of being in decoy section).

Intcrnal Teleportation System
The typical Mechnnoid (with the exception of free thinkers,

Octopus, Wasps and Tunnel Crawlers) seldom, if ever, leaves its
assigned area. However, even a small processing network may
span as mueh as 6000 km For that reason, teleponalion cham·

bers are scattered throughout the ship, approximalely every 500
km (often located within 100 km of a brain pool ). Three times
thnt number are located in major areas of activity such as trans·
port terminals, navigation, research labs, elc. The average size
of these chambers is 90 m. tall by 120 m. wide, while the Illrg
cst, located at transport/freighler terminals. hauler bays and stor
age areas, measures 40 km tall by 150 km long.

The tdeporters are limited to the ship: level to level, section
to section, or to the ship's surface. Example: If you were ill a
transpOrt terminal teleport chamber on Level One and wanted to
go to the navigation section on Level Four, it would telepon you
to another chamber in navigation, Level Four.

The device automatically teleports everything in the chamber
wherever it is directed to send it (acting instantly on first re
quest). The teleportation chamber, like many Mechanoid de
vices, is activated through a telepathic command. Obviously,
only creatures endowed with psionics (or any other form of te·
lepathy, i.e., magic) can activate the tcleport chamber. 11 slwuld

Realtionship
Type Populalion Intelligence 10 Humans Degree of Hostility
Overlord 13 Free thinker! Hates V'ry

Brilliant
Oracle 100,000 Free thinker! Dislikes (?) Neutral

Super genius
Bmin 12 mill. Free thinker! I-Iates Very
Runner 37 mill. Free thinker! Insane Hate Extreme

Brilliant
Mantis 900,000 Very 1·lates V,ry
OctOpus 12 mill. Very Hates Low
Batlle

Cruiser 600 Very Extreme Hate Extreme
Wasp I billion V,ry Extreme Hate Extreme
Brute 60 mill. Fair Extreme Hate V'ry
Black

Widow 2 million Very Extreme Hate Extreme
Tunnel

Crawler II million Fair Extreme Hate Extreme
Exterminator12 million Fair Insane Hate Extreme
Seeker Pod 15 million Low Insane Hate Extreme
Digger 30,00a Low Dislikes Low
Haulers 88 million Very low Neutral None

Robots Est. toCal
192 billion

Thinmen 45 billion Fair Hates V,ry
Runts 90 billion Fair Hates Very
Olhers 57 billion Varies Varies Varies

Relations Co Relalions to
Other Life Population Intelligence Humalls MechaDolds
Human 180,000 (known) V,ry Hate
Rovers:
Long Teeth 18,000 (known) Very Very Friendly Dislike
Black Fist 29,000 (known) Very Conditional Extreme 1·lAte
Mutants:
Type I 1.5 million (csl.) Low to Average Hostile Dislike
Type 2 2 million (est.) Low to Very Extremely Hostile Very Friendly
Nadar Whip 5 million (cst.) AnimaVLow Hostile Neutral 10 Hostile

12'



be noted that there are no external controls, screens, or devices
in the chamber. It simply appears to be a large. empty room.

Mechanoid Footnotes:
I. Mechanoids tend to believe themselves superior to all

other races, especially humanoids (often underestimating hu
manoid foes).

2. Most Mechanoids have an unreasoning hatred for any hu
manoid life. Only the Haulers and Diggers are indifferent to
ward humanoids. and only an Oracle will ever aid or befriend a
human (There is a 42% likelihood of an Oraclc befriending/aid
ing a human).

3. SW'prisingly, Mechanoids can be quite friendly to other
lion-human raees (unless that race harbors any positive feelings
about humanoids).

4. Most equipment, elevators, teleponers, And controls are
operated through telepathy and telekinesis. Consequently, there
are few external controls, knobs, buttons, screens, etc.

5. Siorage bins designated as food are vast tanks of concen
trated liquid nutrients. Most Mechanoids contain a food supply
built right into their mechanical exo-skeletons (usually enough
for 2 weeh).

6. All Mechanoids arc encased in an environmental bodyar
mor (exa-skeleton), containing life suppoil systems, independ
ent energy sources, independent oxygen and purification
systems, radiation and heat shielding, communications and ex
traordinary scanning facilities.

7. Mcchanoids communicatc through both radio! laser tcch·
niques and psionics.

8. Mechanoids' cndurancelhit points: Because the Mechanoid
organisms have very special genetic construction and cybemctic
inlegrations, they are extremely vulnerable when exposed out
side their metallic body annoT. They're all very anemic and
must breathe pure oxygen to live. Consequently. if the environ
mental armor is penetrated (cracked, punctured, etc.), Ihey will
die from exposure in a mailer of minutes (They lose approxi
mately 10 hit points per melee from exposure alone. The organ
ism Armor Rating is 2).

9. Level Six: There is a large scction of environmental sanc
tuaries (rest and relaxation areas) located on Level six. These ar
eas contain the app",priate environment for the exposed
Mechanoid organisms (Note: 75% will be with omlOr, 25% still
in armor). All such areas have low gravity (1/3 ofeanh's) and a
100% pure oxygen atmosphere.

The Digger sanctuary has flear-zero gravity, a temperature of
300 degrees Fahrenheit, and an extremely lethal level of radia·
tion. An unprotected human is cenain to die of radiation poison
ing and heat within minutes. Complcte L.B.A. can function
safely for I hour maximum, E.B.A. 2 1/2 hours. bUI in both cascs
the suits must be decontaminated or disposed of immediately af·
ter exposure.

The Wasp tubes are approximately 500 km wide. 8 km high
find run nearly the full length of the ship. Surface hatches (tOP of
thc ship) are located about every 2400 Ian There is an estimated
600 million Wasps, at any given time, performing aerial acro
batics and playing (often) at top speed. Remember. Wasps fly
faster than the speed of sound, thus, the noise level from
continual sonic booms is deafening. Any unprotected humanoid
creature is instantly deafcned (ruptured car drums) and wilt die
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within 3 melee rounds. L.B.A. deafened wilhin 3 meIL'C rounds.
dies in 6, E.B.A. deafened within 8 melee rounds, dies in 16.

Random encounter in tubes: 1-308 Wasps 31-70, 36 Wasps,
71-90, 160 Wasps, 91-100, 160 Wasps. Roll every 3 melee
rounds.

Footnotes on Gideon E,
Ancestors, Pipeline Society & Magic

The following will deal with the societies/communities popu
lated by the disciples of magic.

I. Each person, human and Rover, has 01 least a rudimentary
knowledge of each Mechanoid and what it can do (including
psionic abilities).

2. A full 21% of the population arc dedicated to developing
their magic abilities, and have forsaken any other occupational
character clltsslskills.

3. 12% of the population will not use any fonn of technology
8t all. This faction is totally dedicated 10 magic only.

4. Many. about 49010 of the population, are trained in one of
the old skills of technology. The seven occupational character
classes and their are8S of training are listed in Book One. A
character needs a minimum I.Q. of 12 to srudy both magic and
lechnology. If the I.Q. is less than 12, the character must choose
to study either magic or technology.

5. The remaining 18% of the population are skilled in tech
nology only or psionics.

6. When choosing an occupational character class from Book
One, the other minimum rcquirements of thai occupation/skill
must still be observed. This means if a player wants his charac
ter to be a commando, he must have an I.Q. 12, P.S. 13. P.P. 13.

7, Master psionics are not trained in magic, but spend all
their efTons on developing their psionic abilities. These Espers
are called Mind Mages and tend to be arrogunt and egotistical.
because their abilities come from within themselves, and are not
reliant upon alien forces.

8. Because high tech has fallen somewhat to the wayside, ad
vanced equipment such as laser weapons and tools arc limited to
the clll.'lses trained to usc them.

9. The above is especially lrue of hcavy weapons such as the
flying-gun, cxplosives, particle beam and plasma weapons.
These weapons arc usually restricted to those trained as L.B.A .•
E.B.A., and commandos.

10. Energy pistols and rifles may be assigned to other charac
Icr classes if Ihat person(s) is sent on a special assignment, or
may be given to himlher as a personal possession as a reward
for some act of heroism.

11. Non-military classes are allowed to own a handgun (en
ergy pistol), laser rifle, or tools. These weapons and tools may
be bought, found, captured (probably from mutants), or attained
as a reward. Responsible third level characters may be allowcd
10 own heavy weapons olher than explosives. All weapons and
tools must be registcred wilh thc council.

12. Black market weapons and tools. Any tools, weapons,
and energy clips not registered with the city council are consid
ered to be black market and illegal. The penalties for being
caught possessing or dealing in black market items are confisca
tion oftlUlt itcm(s), and being forbidden to ever own, deal or use



that item(s) ever again. Being caught using the item(s) again
w;1I rcsult ;n a fine, imprisonment, public hum;liation, and pos
sibly evcn expulsion from the community (the lalter being re·
served for multiple offenders). The character may redeem
himself through act;ons or deeds deemed heroic or greatly bene
ficial to Ihe community.

13. Black market weapons, E-clips, tools and recharging
them. The thief, often a Rover (73%), specializes in obtaining
and recharging weapons and tools. The barter of goods or ser
vices (or infonnation) is the usual fcc. Unfortunately, the ser·
vices and information desired by the thief are somewhat (if not
definitely) illegal or dangerous. Being caught dealing with a
convicted black market felon can result in the same penalties as
if caught with black market items.

14. Legally recharging tools and' wellpons. Any fifth level en
ergy mage has the ability to recharge tools and weapons. Fees
vary from mage to mage and those in guilds. Fees lend to be
high for non-military personnel.

15. Everyone has some basic knowledge in how to use and
opcnite simple technological l.:quipment, such as weapons (no
bonus to hit), pilot ground vehicles (p.G.V. at 25%), laser lance,
binoculars. hand-held communicators, and energy clips
(E-clips).

The Govern ment, Society and Guilds
I. Each community has a city council of six members, and a

militiB headed by a general.

2. The general and his men have a considerable deal of
power, since the hostile environment makes it necessary to have
a strong defensive forcc and a quasi.militaristic socicty. Thc
general Clln take any action he deems necessary, although he
should first request/submit proposals to the council. The gen·
eral, by law, serves the people and the council represents the
people. Thus. the council can countermand/veto any action Ihe
general takes. Likewise, a unBnimous decision by the council
can replace an exisling general.

3. The council is subject to election every six years with no
minimum term.

4. Remember, this is not a primitive, barbaric people, as in
many fantasy campaigns. These are a people of law and morals
similar to today. Wanton mayhem, murder, and olher acts of vi
oleoce and violations of peoples rights and property are crimes.
Of coursc, some communities arc more strict or eOmlpl than
others.

5. The average community has a population of 10,000 to
30,000 people.

6. The system of commerce is barter, a system of trade for
goods and services.

7. Many brroups have joined together to creatc guilds (such as
the energy mages in recharging energy clips for tools and weap..
ons). Guilds tend to create a standard for the exchange of goods
and services. They also assist and aid fellow guild-members and
work with other guilds. Guilds can, and do, become quite pow
erful (and sometimes corrupt) organizations within the commu·
nity. The degree of power aneVor corruption varies from com
munity to community.

8. The thief (perhaps a more apt description might be merce
nary) is often commissioned by the government or military to

scout, infiltrate and raid Mechanoid strongholds. Since a major
ity of thieves are Rovers and possess psionic abilities, they are
particularly adept in gaining access 10 brain pools and teleport
chambers.

9. The thieves' guild: Most communities have a thieves'
guild, or a separate, little Rover gheuo with a very strong
thieves' guild.

10. Weapons and tools from the Past arc fairly common, the
rcal problem is recharging and replacing parts. With the incrcase
of mutants roaming the pipelines, humBos can raid and steal
equivalent weapons and tool types.

All weapons listed in Book One and Two are available, with
Heavy weapons being less abundant (especially plasma weap..
ons), and experimental weapons being the scarcest. The hand
guns, laser rine, laser lance and fusion torch are all vel)'
common, although energy clips and the recharging of them can
be a problem.

The Double-Classed CharactcrfMaglc

and Technology
As mentioned in the footnotes, not all members of Ihe magic

society study magic (or at least nol exclusively), and may have
other skills. Characters with an I.Q. of at least 12 can srudy both
the path of magic and a technical occupational character
class/skill. The player may choose any of the sevcn pccupational
chamcter classes listed in Book One, or thief, as long as the
character has an I.Q. of 12 and fits the other requirements
needed for that area ofendeavor.

Of course, this affects the experience points needed to reach
the next level of proficiency and abilitics. Because the character
is studying twice as much. it takes nearly twice as long to reach
the next level.

To determine how many experience points are required per
level, the following system applies. Take the experience points
for the particular path of magic as the base points needed, now
take the experience points from the technological occupational
class and divide it by one half. add Ihis to the magic base and
that's the total experience poillts needed 10 reach the next level.
Enmple: Firsllevel elemental Mage is also a Pilot Air Vehicle
Mechanic (p.A.V.M.). To reach second level in each area of
study, he/she needs 3501 experience points. (Elemental experi
ence base: 2401, P.A.V,M. 2200+2 - 1100, 2401+1I{)(P3501.
To reach Ihird level: Elemental experience base is 480 I,
P.A.Y.M. 4400+2 = 2200, 4801+2200 """ 7001. To reach fourth
level: Elemental experience ba.'le is 96.001, P.A.V.M. 88(l()-!-2 =

4400,96,001+4400"" 100,401, and 50 on).
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Homeworld'" Book Three

The_ are the credits from the origlna' books and not
.ppllcable to thl. special edition.

Players can choose 10 play anyone of seven differenl races.
Because of anatomical and racial differences. each race has dif-

Since all of this infonnlliion was contained in The
Mcchnnoid InvDsion® we felt it would be pointless to reprint it
again here. You can find all of these details in the frOnl of this
book.

(crellt natura) strengths. and abilities be certain 10 review both
lhe Racial Descripeions and the Racial Characteristics Chart be
low. Nole: with Ute exception of the Phi-warpers. each race can
select any occupation and skills.

Inclusion of Rover, or Mutants from The Journey. the
Mcchanoid Invasion Dook 2, is optional. Sec Incorporaling
Dooks 1 and 2.

Racial Characteristics Chart
Number of Dice rolled to delennine characler Illlribuics as

dislinguished by racial origin.

·Gendo females are wingless and slow moving; only roll 2
dice for speed. Gendo mnles arc slow moving when Eanhbound,
roll 2 dice for ground movement speed; Flight speed is awe
some, roll 10 six-sided dice. NOte: dodge bonus in night +3.

·'P.S. !Physical Strength of the male Ostrae is great; roll 4
dice; but the female Ostrac is even larger, meaner and stronger,
roll S dice.

x¢M.AJMemsl Affinity npplies to intimidation ~nly.

"Obviously, the physical anributes do not apply to creatures
whose bodies are actually machines. Because the Cybormcn arc
1/2 machine, each type has specific, consistent physical abilities.
Sec: Racial Description for details.

infonnalion.

Written and Drawn by Kevin Siembleda

Graphic Assistance James A. Osten

Edited by Paula Leasure-Robin Korona

Layout by Matthew Balanl

Choosing a
Character's Race

The following tables and dala arc additional
charts and sluff as il appeared in Homeworld.

How to Playa
Role-Playing Game

Average Average Possible
Race S ecle Life S an I. M.E. M.A. P.S. P.P. P.E. P.R. S d. Hei ht Pslonlcs
Human mammal 80yrs 3 3 3 3 3 3 3 3 1.8m yes
Borealian mammal 90 yrs 3 3 3 3 4 2 2 4 2.1 rn yes
Nigelian mumlllal 80 yrs 3 3 3 3 4 3 3 3 1.6m yes
Gendo replile 180 yrs 4 2 3 3 3 4 2 2/10· 1.2m yes
Ostrac amphib. 60 yrs 3 3 4xl 4IS·¢ 3 4 2 5 3.0m yes
Phi-warp mammal 350 yrs 3 4 3 1 7 2 2 1 Urn yes
Cybonnen cyborg 1000 yrs 3 2 3 •• .. .. .. .. 1.8I2.4m no

3.0m

Attribute Bonus Chart

16 17 18 19 20 21 22 23 24 25 26 21 28 29 30
I.Q. add to all skills +2%+3% +4% +5% ffi% +7% +8% +9% +1004 +11% +12% +13% +14% +15% +16%
This is II one time bonus
M.E. save vs psionic allack+) +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +1 +1 +8

Save vs insanity +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +1 +7 +8
M.A. lnlstlimimidation 40'10 45% 500/. 55% 60'1. 65% 7004 150/. 80010 830/. 86% 8~/. 90% 91% 92%
P.S. Hand to Hand Combal+1 +2 +3 +4 +5 +6 +1 +8 +'i +10 +11 +12 +13 +14 +15
P.P. DodgelPany +1 +J +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +1 +7 +8

Bonus 10 Hit +1 +1 +2 +2 +3 +3 +4 +4 +5 +5 +6 +6 +1 +7 +8
P.E. Save vs Death/Coma +2% +3% +4% +5% +6% +8% +10% +12% +14% +16% +18% +20% +22% +24% +26%
P.B. ChnnnlBclicvc 25% 30% 35% 40% 45% SOO!o 55% 600!o 65% 10% 15% 80% 85% 90% 95%

12.



Hit Points, Coma,
Death and Survival

When a characler's hit points are reduced to zero or less.
he/she collapses, falling into a coma. This character is near
death and will die in a matter of hours unless he/she receives
medical treatment.

'·Iow much damage below 'Zero a character can go is indi
crlled by the physical endurance (P.E.) attribute. A character can
lake II hit point of damage below zero (negative I, -2, -3, CIC.)
for each P,E. point. Example: a character wilh a P.E. of9 will
lapse into a coma al zero points but still live up to negative 9.
However, ir a character lakes more damllgt: (which is possible)
than the P.E., he/she is dead wilh no' hope of recovery. Enm~
plr: iraur character wilh a P.E. of9 takes 10 points (or more) of
damage below zero (-10), which exceeds hisJhcr physical endur
ance (9), he/she is beyond medical help and dies.

Coma length: The critically hit character will slip away in a
mailer of hows unless given medical anemion. The length of
time a character will survive (without uealmem) in a coma is
again indicated by hislher P. E. Add one hour for each P.E.
point (Eumple: P.E. 9 -9 hours, P.E. 10 - 10 hours, etc.).

Medical skills: A character with a medicnl skill has a basic
knowledge of medical ans and sciences. and can treal a person
in a coma, perfonning simple surgery or whatever is needed.
However, this person is not a practicing surgeon or physician
and the odds of survival are not good (see R~overy and Medi·
cal Skill). However, helshe can extend the coma length by 6
hours if the characTer successfully rolls under hist her life pres·
CfVation ratio (see Medical Skill).

Odds of surviving a coma are much beller under full medical
(hospital) care.

Recovery: Recovery from a coma occurs only if the player
rolls successfully 3 out of S times on the following table. Roll
perecntile:

Must roll over 79% (3 out of S times) for survival with com·
man medical skilllrelltmenlo

Must roll over 61% (3 out of5 limes) for survival with full
medical (hospital) treatmcnt.

P.E. Bonus: Exceptionally high P.E. has a percentage bonus
10 survive coma/death. This bonus is added to each roll. See P.E.
Donus Chan.

C.M. Nole: Use your discrelion as to how long it will be be-
fore the characler can actively resume adventuring. Remember,
he/she has just survived a major, life threatening incident; full
recovery will take weeks, ifnot months.

Optional Recovery Charts
Players roll percentile dice.

Permanent Physical Damage
01-10 No pennanent damage
11·20 Major scarring, reduce P.B. by 2
21·39 Legs impaired/walk with limp; reduce Spd. by 2
40·55 Minor stiffness in joints; reduce P.P. by I
5~70 Major stiffness in joints; reduce P.P. by 2
71·82 Chronic pain; reduce P.E. by I
83-92 Minor brain damage; reduce I.Q. by I
93·100 Major brain damage; reduce I.Q. by 3, M.E. by I
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Insanity
Undelecled brain damage; roll on insanity Table.

01-18 None
1948 Phobia
49-69 Affective Disorder
70-88 Neurosis
89-95 Organic and Environmental
96-100 Organic

Rate of Recovery
01·10 2 weeks
11·26 4 weeks
27-48 6 wceks
49-63 8 weeks
64-80 12 weeks
81·90 16weeks
91·100 20 weeks

Physical Strength and Weight
A character can carry 5 times his P.S. of weight in Ic.ilograms.

Thus. a character with a P.S. of9 can carry 45 kg (100 Ibs.), P.S.
of 12 can carty 60 kg (130 Ibs.). eTC. Hdshc can carry this maxi·
mum load (P.S. x5 while executing light activities (walking,
jogging, $landing) for 2 times his P.E. (i.e. P.E. 13= 26 me
lees/minutes) before needing to stop nnd rest. Running, he/she
can carry the weight at the stated P E., that is to say, a chnmcter
with a P.E. of 13 can carry the weight for 13 mclees/minutes,
P.E. of 18=18 mclees/minutes, etc. Note, the abov~ does not
take into consideration any weight encumbrance modifiers. See:
Encumbrance and Movement: Weight.

Movement and Exertion
within the Character's Endurance

To keep the game simple and as fast paced as possible, light
activity such as walking, jogging, standing. driving, m<:chanical
repair and so on, docs not affect the character's P.E. or speed.
Even intense activity (15 minules of combat, for example) fol
lowed by light activity or periodic rest (112 an hour). enables the
character to operate at full efficiency throughout the day, and
becomes a simple matter of pacing. In this way, a ehnmctcr ctln
SC8rt:h through ruins, engage in periodic combal and still fune·
lion al peak efficiency (although tired) at the end of an 8 or 12
hour day. After all, we arc dealing with adventurers and mert:e
naries in good to excellent physical condition.

Drugs, Psionics or Magic Resistance to Fatigue
These metabolic .llltering forces reduce the entire exhaus·

tion/fatigue process by 112. as wcll as increasing the recovery
rate by 2.

Encumbrance and Movement (optional)
The character auribUics rolled 10 generate a playing character

arc that persOIl'S basic innate abilities. strengths, and weak·
nesses; extenuating circumstances can modify or strnin these
abilities.

Dattle Armor:

L.B.A.: Offers maximum movement with minimal protec
tion. The advantages of this lightweight banle annor is stealth
(Prowl) and maximum speed. No Eneumbmncc modifiers

E.B.A.: All environmental battle annor is heavy and bulky,
always impairing movement but ofTl:ring maximum physical
prolcction. See: L.B.A and E.B.A. skills.



Alignments
Good
Principlcd
Scrupulous
Selfish---Unprillciph..-d
Anarchisl
Evil
Miscreant
Abcm.nt
Diabolic

Alignments indicate the character's general outlook on life.
Goods tend to help people, Selfish ones, tend to help them
selves, and Evils lend to hurt others.

I, personally, play alignments very lightly, and feel they help
develop (he characters' persona lilies (trustworthy, dishonest,
self-motivated, etc.).

Neutral
First of all, there is absolutcly no such thing as an absolute or

true neum!. People tend toward good or evil or
self-gratifictltion. An absolute true ncutnll could nol make a de-

71-80 Arrogam/snobbishlfl.'Cls superior
81-89 Tough bouy/impudent/self-reliantlconfident
90-93 Sadisticl1ikes to observe and inflict pain on others
94-95 Easy goingllaid back/lrusts almost anyone UIltillJtey are

proven unworthy ofhislher trust
96-100 Paranoidltlllsts nobody

Racial and Personal Hostilities:
Roll percentile dice.

Looks upon olle of the following; with dislike. disgust, and
disdain.

1-6 Children
7-10 Opposite sex.
11-15 Magic
16-20 Religious/priests
21-30 Slimy creatures
31-40 Non-humanoids
41-48 Robots
49-57 Insects
58-74 Mechanoids
75-80 Slavers
81-90 Thieves
91-96 Cute creatures
97-100 Warping

Determining Personal Wealth .
Before the game begins, each player can roll one six-sided

die 10 detennine his/her personal assets.

1-2 I,OOOcredilS
3-4 2,000 credits
5-6 3,000 credits

Credits
Credits are Ihe accepted legal rate of exchange in the

Nigelian ConfedeJ1l;cy. Credits can be transfonned into tangible
precious metals (gold, platinum) or gems at a 10010 penalty.

Cybormen
100 yrs
200 yrs
300 yn;
400 yn;
500 yn;
6OOyn;

Optional Personality Modifiers
Age: Roll one (1) six-sided die.
HumanINigelian

Ostrllc/
Boreallan Gendo Phi-Warper

I 20 yrs 26 yrs 40 yrs
2 24 yrs 38 YfS 60 yrs
3 28 yn; 47 yn; 90 yn;
4 36 yrs 59 yrs 100 YfS
5 44 yrs 68 yn 140 yrs
6 5S YfS 77 yrs 160 yrs

Disposition:
Roll percentile dice.
01-6 Mean/suspicious/vengeful
7-10 f'lltemaVoverbearing/overproteclive of others (especially

younger ones)
11-20 Quiek Icmpcredfgrumpy/easily aggravated
21-30 Shy/timid/reservedlunsure of self
31-40 Braggart/cocky/exaggeratcs/usually cheerful bUI annoy-

ing
41-5 I Scht.'mer/takes chanceslgnmbles/looking for the best deal.
52-60 Friendly/courteousltalkativelhospitable
61-70 Complainer/constantly aggravated about something or

somebody

Weight: A character can be slowed down by the weight of a
loadfequipmenl camed. Encumbrance Modifiers:

-2 Speed for every 13 kg (30 Ibs.)

-5% Prowl for every 13 kg (30 Ibs.)

-I to dodge for every 20 kg (45 Ibs.)

-I P.E. point (indicaling endurance in combat/speed) for ev-
'0)' IHg (30 Ibs.)

Practical Rules for Combat & Faligue (optional)
Just as !l character's P.E. (physical endurance) indicates how

long he/she can Illuintain maximum speed before tiring, it also
indicates how tong II charncter Clln engage in combat before tir
ing.

The physical exertion expended during combat is not the
same a.~ running like a maniac at. maximum speed until you
drop. Consequently, the combat endurance is different from that
of speed. A character can engage in combat 2- his P.E.; thus
one character with a P.E. of 13 can engage in combat for 26 me
lee rounds/minutes before he is affected by fatigue. (Only after
26 melee rounds will he suffer the eITect listed below.) If the
combat ends before hislher maximum P.E., the character regains
his/hcr slrength/stamina at a rate of 10 P.E. per every 20 minutcs
of rest or light activity until helshe is up to full strength. (Note:
I've found the average combat encounter lasts about 12-20 me
lee rounds.)

Fatigue Table:
When a charactcr is pushed beyond his/her P.E in combat,

he/she suITers (he following cffects.

• Firsl6 melees beyond P.E.: -2 10 dodge/pany, -I to hit.

• Following 6 melees: -2 to dodgelparry, -I to hit lose I snack
permclee.

• Additional 6 melees or more: -2 to dodge/parry, -2 to hit.
Note: All effects are accumulative.
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cision go on an adventure, kill or take any aetion of any kind
without any leanings IOward good. evil, or selfM gratifie8tion. It is
humanly impossible and is therefore eliminated.

Good Alignments
Just because a character is of a Good alignment docs not

mean that he/she is not arrogant, obnoxious or even prejudiced
or full of quirks. But life and freedom 8re of the highest priority.
Such a person can always be trusted in a life and death situation.

Principled
Principled charactcrs are generally the strong, moral charac

ter. Supenmm islawfuUgood (there are actually a few variations

oflawfuUgood behavior, which I intend to outline in great dewil
in some future publication or article).

Principled
I. Will always keep his word.
2. Will never lie.
3. Will never kill or anack an unarmed foe.
4. Never harms an innocent.
5. Never tortures for any reason.
6. Never kills for pleasure.
7. Will always help olhers.
8. Works well in a group.
9. Respects authority, self-discipline and honor.
10. Never betrays a friend.

Scrupulous
Scrupulous characters have a high regard for life and free

dom. This type of character is typical of many Clint Eastwood
and Charles Bronson films. The vigilante thai works beyond the
law, yet for the law, and Ihe greater good of the people.

Scrupulous
I. Will keep his word to any other Good aliglUnenl.
2. Will lie only to Evil alignments.
3. Would never kill or attack an unarmed foe.
4. Would never kill all innocent.
5. Would never tonure for any reason.
6. Would never kill for pleasure.
7. Will help others in need.
8. Will work with a group, but dislikes confining laws and re
strictions.
9. Distrusts authority.
10. Never betrays a friend.

Selfish Alignments (but not evil)
Unprincipled (selfish)

This basically Good person tends to be selfish, greedy and
holds his/her personal freedom and welfare above most else.
He/she dislikes confining laws, distmsts authority, and
self-discipline. This is the Hans Solo character. This guy is al
ways looking for the best denl, associates with Good and Evil
characters, is continually tempted to lie and cheat. and hales
himself for being loyal and helping others.

Unprincipled
I. Has a high regard for life and freedom.
2. Will keep his word of honor.
3. Will lie and cheat only Anarchists and Evil alignments
4. Would not kill an unarmed foe (bul would certainly take ad
vantage ofolle).
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S. Will help those in need.
6. Will nOI use torture.
7. Will work with a group. especially ifprofitable.
8. Will nol betray friends.
9. Never kills an innocent.
10. Never kills for pleasure.
II. Dislikes authority.

Anarchist (selfish)
This type of character likes to indulge himself in everything.

He/she is the insurgent, gambler, con-man, and high roller. The
uncommitted freebooter seeking nothing more than
self-gratification. This type of character will at least consider
doing anything if Ihe price is righl. Like Selfish/Evil, he is in
trigued by power. glory and wealth. Unlike the Se1fishlEvil. he
is a little more discriminating. Life has meaning, but his/hers
has the greatest meaning. Laws and rules infringe on his/her per
sonal freedom and arc meanl to be broken. He/she is always
looking for the besl deal. He works as freely with the forces of
Evil as he does Ihe forces of Good as long as he/she comes out
okay. He's 1I0t really Evil, but not rcally Good, for he is always
rebelling, bending the laws to fit his needs.

Anarchist
I. May keep his word.
2. Will lie and cheat ifhe feels it necessary.
3. fs not likely to kill an unanned foe (but certainly knocks out
or even beats up an unarmed foe).

4. Would not kill an innocent.
5. Is not likely to help someone without some ulterior active
(even if it's only to show oft).
6. Never kills for pleasure.
7. Will use torture to extl1lct infonnlltion (nol likely to torture
for pleasure).
8. Does 1I0t work well in a group (this is the cocky, loud-mouth
who is likely 10 do a." he pleases).
9. Has little respect for self-discipline or authority.
10. May betray a friend.

Evil Alignments
Miscreant, Aberrant and Diabolic

All evil ehamcters are nOI bent on universal genocide or
domination over all living erearures. All evil characters are not
maniacal people actively seeking to hann innocent people. Nor
are all evil characters sadistic and untrustworthy. Many may ac·
tually seem kind or likable. There is nothing wrong with playing
an Evil character, although he may not survive long if he betrays
too many people. This is fantasy rol~playing, not reality. You
can play any type of character you desire, just continue to play
in character.

Evil alignments are a step beyond the self.gralification of Ihe
Selfish alignments. Evil eharaclers are ruthless individuals who
are willing 10 say, or do, anything to achieve their goal. Human
life ha." lillie meaning. You befriend people when Ihey are of
value and discard them whcn they arc 110 longer valuable. Evil
aligned people do nOI automatically slay any Good aligned per
son because of different philosophies. All the better 10 use Good
10 achieve Iheir own goal. For the end always justifies the
means.



Miscreant
This selfish unprincipled, character is out for himself. Power,

glory, wealth, position. anything that will make his life more
comfortable. It matters not who gets caught in the middle, as
long as he comes out smelling like a rose. Ifhe hils to lie or kill,
no problem; tiS long as the personal goal is worth it.

Miscreant
I. Will not necessarily keep his word.
2. Will lie and ChCllt Good lind Evil.
3. Would must certainly QUllck lin unanned foe (these arc lhe
best kind).
4. Would feel no compulsion to help anyonc without somc sort
ofmngible reward.
5. Will work with others if it will help him atlliin his. goal.
6. Has no deference to laws or authority (but will work within
the law ifhe must).
7. Would usc torture for infonnation or pleasure.
8. Will kill an unanned foe as readily as an evil competitor.
9. Associates with Evil alignments.

Aberrant
The cliche that there is no honor among thieves is false when

dealing wilh the Aberrdnt chamcter. These people have their
own personal code of ethics (although certainly twisted by the
standards of good). This is the person who is driven to allain his
goals through force, power and intimidation. He expects loyally
from his minions and will always keep his end of the bargain.
Disloyalty and treachery arc punishable by a quick and merciful
death. He will define his lenns and live by them, whether you
like it or not. He is apart from the nann.

Aberrant
I. Will keep his "word of honor" (he docs have honor).
2. Will lie and cheat those not worthy of his respect.
3. Mayor may not kill an unanned foe.
4. Would not kill an innocenl bystander (particularly a child).
5. Mayor may not help someone in need.
6. Will work with others to attain his goals.
7. Would not resort to inhumane treatment of prisoners (tonure
is a distasteful method of extracting infonnation but a necessary
evil. Never torture ror pleasure).
8. Respects honor and "self-discipline."
9. Never betrays a friend.

Diabolic
This is the category where the megalomaniacs, violent, and

most despicable characters fall. This is the cruel and brutal killer
who trusts no one and has no value for any life, other than his
own. Will destroy anyone that gets in his way. LawfuVevil finds
this type of person just as revolting as he would a good aligned
character.

Diabolic
I. Almost never keeps his word (and has no honor).
2. Will lie and cheat anyone.
3. Would most certainly kill an unanned roc.
4. Is likely to help someone only to kill and rob him.
5. Uses torture for pleasure.
6. Would kill an innocent without n second thought or for plea
sure.
7. Despises honor, authority, and selr·discipline.
8. Will not work well with a group (constantly doing as he
pleases).
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9. Betrays friends.
10. Associates with other Evillilignmems.

Insanity-------
Insanity falls into three classes: organically caused, environ

mentally caused, and a mixture of the two. Mixed causes, of
course, arc by rar the most common. In addition, a character
may develop a phobia that is strong enough to interfere with
hislher functioning leve1.

Random Insanity Table
Roll percentile dice
01·15% Organically caused: brain calls have been destroyed by

a physical means.
16-30% Environmentally caused: a childhood trauma or isohlted

incident; somcthing happened which is so shocking it cannot
be assimilated by a healthy mind.

31·40% Phobia: a deep and overriding fear.
41·100% Mixture oforganic and environmental causes.

Individual TableslDescriptions
Organically caused: Roll percentile dice.
01-40% Brain damaged alcoholic: lower all Characteristics (at·

tributes and skills) by 20%; pennancntly.
41-80% Drug induced psychosis: lower all characteristics (at

tributes and skills) 20% one day, 10% next day. back to 20%
next day, etc.

81-100% Injury induced brain damage like from a severe blow
to the head: lower all characteristics (attributes and skills) by
20%.

Cures for Organically Caused Insanity
Alcoholic - no cure
Drug induced - no cure
Injury induced - a cure may be attempted twice only while the
character is in a hospital (G.M. roll percelltile dice).
01-25% full cure.
26-50010 half cure (return to near original)
51-80010 no change
81-100% death

Neurosis
Environmentally caused: roll percentile dice
01-49% Neurosis stemming from a childhood trauma.
Roll a six-sided die:

I - Fear of the Dark (spent too much time locked in clos
ets) to the point ofgibbering and total collapse while in the dark.

2 - Fear of Animals (chewed 011 by family pet when a nip
per) to the point of running away when confronted by small,
furry things.

3 - Cannot lell the Truth (beaten by pop at unpredictable
intervals) compulsive liar even ifofa good alignment.

4 - Personal Cleanliness Compulsive need to be clean. In
fact, the character will wash his hands and face 2D4 times in a
row before he "thinks" he is clean, as well as wash clothes
whenever he can, and bathes frequently. He hates being diny or
engaging in something that will makc him dirty and tries to
avoid it (changes into clean clothes whenever he can and apolo
gizes for being dirty).



Cures for Environmentally Caused Insanity
Neurosis from childhood - hypnosis at a clinic may be at

tempted. Hypnosis must be repeated monthly for the cure to
have continued effectiveness.

Roll percentile dice:
01-25% No effect
26-55% Half cured, (lCTSon feels occasional returns of old neu-

rosis (1-48% chance when under great stress).
56-80% Total cure
81-100% Reroll six-sided dice nnd add one new neurosis.
Isolated Incident - one month intensive treatment at clinic or

hospital required.
Roll percentile dice:
01-25% no cure
26-500!o partial cure; dIsorder rerums al limes of crisis.
51-75% total cure
76-100% roll six-sided dice and add one new affective disorder.

5 - Fear or Heights (Uncle Goober used to dangle charac
ter by olle foot out of windows) to the point of being frozen
above the second story; character is fine as long as ground is not
visible.

6 - Fear of Success (mom always said you weren't any
good) character will sabOlagc self at critical moments. The fol
lowing minuses apply during critical, or high pressure, moments
(bailie, danger, watched by others, etc.): -15% to all skills, -3 to
hitidodgeJparry and damagc.

50-10001. Isolated incident affective disorders. Roll a six-sided
die.

t - Frightened by loud noises to the poin! of cowering
and welling self.

2 - Dlsgusted by anything sticky and will go to any length
to avoid touching it.

3 - Obsessed with deanliness and must clean up any area
he/she is at fonn ore than a few minutes.

4 - Halts music and musicians, and will always try to 00
slrOy the source of those horrible noises.

5 - Loves to be dominated; will always obey any forceful
command, until a new one countennands it.

6 - Intimidated by spoken languagej caMot speak mean
ingful sentences (must usc sign language or wriuen communica
tion); has difficulty understanding long sentences.

Phobia
Roll percentile dice:
1-5% insects
6-10% reptiles
11-15% psionics
16-20'1. darknessslimelmoid
21-25% heighlS
26-30% enclosure
31-35% water
36-40% robots
41-45% computer
46-50% contamination
51-55% nyers
5~J. space travel
61-650/. wonns

66-7~J. strangers
71·75% non-humans
76-80% Mechanoids
S1-85% opposite sex
86-9()OJ. samc sex
91-95% open spaces
96-100% all of above
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Then: is no cure for phobias, but prolonged or repeated expo
sure willlcssen the intcnsity of the fear. That is or course, if the
afflicted character doesn't totally break down first. If a pro
longed or rt.jlC8.too exposure occurs. roll percentile dice:

I-50-I. Fear lessened so that person can function (although
he/she still docsn'tlike the phobic object - ugh).

51-79% Fear is so intensified that the person will become
completely paralyzed until the source of the fear is "rtmoved, or
lhe person is physically removed.

80-91% Add one new phobia (roll on Phobia Table).

92-10001. Person breaks and goes inlo pennanent ·cal.'ltonic
state (can't move or perronn any voluntary activity).

Mixture of Organic and Environmental causes
(Classic Psychosis)

Roll a six-sided die

t - Paranoid type: everyone is out to get you.
2 - Manic depressive: alternate severe depression one

week (suicidal, nobody loves you) (-5% on all skills) with manic
episodes the next week (everything is great and I'm the best that
there ever was) (+5% on all skills).

3 - Schlzophrenht: you arc very passive and easily fright
ened. You hear voices telling you that all the angels are delld;
worry about what angels are.

4 - Mindless aggressIon: roll percentile:

01-50% semi-functional; when frustrated, angry, or upset
there is 11 72% likelihood of going bcr.lCTk and lashing out at
anyone/everyone around you until killed or confined; will take
3-18 melee rounds of confinement to regain composure.

51-IOCW. non-funetionaUhomicidal; conlinually going ber
serk until confined or killed; have one lucid day a week and try
to lalk your way out ofconfinemenl.

5 - Hysterical bllndnes!l: when under pressure. sight is lost
until the pressure is removed. 1-89% likelihood of happening
roll for each situalioll.

6 _ Become a psychIatrist: you can altempl cures per the
following lable; try to cure everyone around (they're all sick.
even if only you have the perspicacity to tell); be sure to de
mand stiff fees.

To Cure Classic Psychosis
A psychiatrist is nceded. He/she rolls percentile dice after

payment of fee:



Skills

01·33% No cure
34-66% Roll for Neurosis.
67·100% Full cure; patient is absurdly grateful and subservient

10 psychiatrist.

Occupational
Character Class
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Navigation Skill (+20-/i
Pilol O.C.C. bonus)
5()11/.J23%
56".J26%
640/.J29%

Nnlgatlon
Skill
(Slandard)

I 3()111.!3%
2 36,...16%
3 440/.1 9-/i
And so on ...

Skills indicate a specific area of study. knowledge and profi·
ciency. As a character grows in experience, hislher knowledge
and proficiency in a skill(s) also increase (see Skill Tables). The
degree of skill one possesses is indicated by the percentage
number which increases per level ofexperience.

The percentage numbers havc the following meanings:

The firsl percentile number usually indicates the ratio of
successfully pcrfonning that particular skilUability. This is de
tennine<! by the roll of Percentile dice. To successfully perfonn
a skill, the player must roll under (or equal to) hislher success
ratio. Enmple: a chllnlcter wilh a Navigation skill of 30%,
must roll a I - 30 10 successfully navigale. A roll onl - 100 is
an unsuccessful anempt. In most cases, a character can attempt
to achieve a successful roll scvcral limes depending on circum
stances and skilllimiuuions.

The second percentile number usually indicates the same
as il applies 10 unknown alien technology.

Not all skills have Iwo percentile numbers (Locks has three;
Pick Pockets llnd Prowl one; and Hllnd-to-Hllnd Combat and
Martial Arts list specific abilities and bonuses). Nor do the num
bers always indicate a success ralio (some are bonuses to hit.
and so on). Read the specific skill definitions for exact meanings
and skill descriptions.

O.C.c. Skill Bonuses
You will notice Ihal while many of the same skills are avail·

ablc to the different a.e.c.s, some have a percentage number in
parentheses, Enmple: Pilot a.c.C. Navigation skill (+200/_).
The percentage number in Ihe parentheses is a bonus added to
that particular skill. These bonuses are 11 result of training and/or
aptitudes in that particular skill area. They apply to both basic
a.c.c. skills and elective skills. If 8 skill does not have a bonus
indicated, then there is no additional bonus and the player uses
the skill as listed in the skills table.

Example:

Players must select one of Ihe 9 Occupational Characler
Classes (O.C.C.). Each O.C.C. has an applied aptitude specialty,
a.c.c. skills (these arc basic skills inherent 10 that occupation
and never vary) and a number of electivo skills. Be certain to re
view all O.C.C.s and skill descriptions before making a selec
tion. Each character is limited to the skills and elective of
hislher a.c.c.



SkiU Descriptions
Communl<:atlon Repair: The individual is skilled in the

knowledge of all types of communication devices (transmilters,
receivers, sensors, elc.). The first percentile indicates the suc
cess ratio in locating a problem Bnd repairing communication
equipment. (Roll once every melee to locate problem and roll
once every other melee to repair.) The second number indicates
the percentage required to repair alien communication devices.
(Roll once every 4 melee rounds.) Note: the Operation of Sen
sory and Communication Equipment is II separate skill
(O.S.C.E.).

Compuler Programming: This person is sk.iIIed in the use,
operation, Bnd programming of all types of computers. The first
percentage number indicates the succes,s mtio ofcreating II func
tioning progrom. It also indicates the percentage of being able to
apcrnte unfamiliar computers. The second percentile listing in
dicates the possibilily of operating unfamiliar alien computer
devices.

Computer Repair: This person is skilled in repairing elec
tronic devices. relays, circuit boards and microchips as they ap
ply to computers. He/she also possesses a basic knowledge in
computer operation. The first percenlile number indicates the
success ratio for repairing computers (Roll once every melee
round to locate the problem and once evcry other melee round to
COrrecl the problem). The second number indicates the possibil
ity of repairing unfamiliar alien computers. (Roll every 4 melee
rounds).

Eleclrleal Engineering: This does not mean you are an elec
trical engineer, but thai you have a basic knowledge in the use,
operation, maintcnance and repair of electrical equipment. The
first percentile number indicates Ihe ratio of successfully operat
ing an electrical device (Roll TWice every melee), or locating an
electrical problcm (Roll once every melee), or repair it (Roll
once evcry six melee rounds.). The second number indicates Ihe
same in regard to alien electrical devices. NOle: the aforemen
tioned repair lIttempts per melee lire only temporary repairs. Per
manent repair time will depend upon the severity of the
problem. G.M.'s, use discretion.

Envlronmenhl1 Hattie Armor (E.H.A.): Thc person skilled
in E.n.A has experience in the use of all E.n.A. as well as
L.RA (light Battle A:nnor) and vacuum suits. These individu
als are familiar with the weight, limitatioM, and encumbl1lJlccs
of banIe annor. C.M. Note: those NOT Irlrined in E.n.A. move
I1t 112 speed. prowl at -50010. and are -2 to dodge or parry. Per
sons trained in E.B.A. sufTer no such limitations. except a -35%
to Prowl.

Es:plosives: This individual has been trained to usc, ann, and
disann all manners of explosives, shon of missile devices. The
first percentile indicates the success ratio of anninglusing an
explosive device. The second number indicates the successful
disanning ofan explosive device. G.M. Note: tfthe character is
unsuccessful in anning an explosive device, the following possi
bilitics will hllppen (without the character's knowledge).

Roll percentile:
1-20 Device is not anned
21-52 Device will explode in half the time sct
53-74 Device will explode in twice the lime set
75-85 Device will explode in 60 seconds
86-100 Explodes instantly
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The possible results of unsuccessfully attempting to disarm
an explosive device are as follows. Roll percc."I1tile:

1-28 No effect device still anned, try again
29-40 Device will explode in half !.he time set
41-50 Device will explode in 40 seconds
51-65 Device will explode in 20 seconds
66-100 Explodes instanlly

These tables are used only if the character's rolls in his
O.C.C. skill are unsuccessful.

forgery: Individuals skilled in forgery are able to create
false documents such as security passes, personal identification,
bank notes, credit trnnsfers, cargo IJ3nsfers, and all manners of
cenificates and official documents. This skill includes the ability
10 forge signatures and a percentile bonus to recogni7-c other
forgeries. The first percentile number indicates the qualiIY/suc
cess rntio of passing a fake document without detection. TIIC

second perccntile number is the forgery perception bonus. Pass
ing forged documents: when a character uses a fake/forged item,
there is always a chance of the itcm being detected as a fake.
TIle character (player or non-player) receiving a forged item
must roll higher than the forger's skill. (Enmple: if 8 character
with a forgery skill of 52% allempts to pass a fake document.
the recipient of the document must roll 53% or higher to recog
ni7-c it as a forgery.) Forgery Pc.'TCc.-plion Bonus: as mcntioned
earlier, characters skilled in forgery have a bonus to recognize
olher forgeries. This bonus is a pan of Ihe character's forgery
perception roll. (Es:ample: if the character with a forgery skill
of 52% allempts to pass a fake document 10 8. chllJ3Cter with a
forgery perception bonus of J0-.4. the laner character must roll a
43% (+10% "" 53%) to recognize the fake.

C.M. Note: You should use your own discretion as to how
long it actually takes a forger 10 create a false document, or even
a signature. Of course, true samples (references) of !.he docu
ment to be forged are needed before a forgery can be created.
Simple forgeries may take as little as 5 or 6 hours, while compli
cated ones might take as long as 2 or 3 wceks.

Gunnery: This skill specifically applies to large sophisti
cated weapons mounted in spacecraft and vehicles. This skill in
no way applies to any hand-held weapon. Likewise, no
hand-held weapon proficiencies and their bonuses apply to the
use of large ship or vehiele weapons, which require gunnery
sldlls. The first percentile number indicates Ihe ratio of success
fully recognizing and using these types of weapons. The second
listing indicates skill bonuses to hit.

Hand-IG-Hand Combat: These individuals are trained in the
an of self-defense. Tntining includes dodging, parrying, rudi
mentary boxing, developing speed, critical strike areas and a ru
dimentary skill in !.he use of blunt and blade weapons (such as
lmives. swords, clubs, staves, ctc.). Nolc: these skills and b0
nuses apply ONLY 10 hand-Io-hand confrontations, and are not
applicable to other Weapon Proficiencies.

Bonuses: +1 to hit with Blunt and Blade Weapons. This is in
addition 10 W.P. and other Hand-to-Hand bonuses.

Light Battle Armor (L.U.A.): Persons skilled in L.B.A.
have experience in the use ofaUl.B.A. as well as vacuum suits.
These individuals arc familiar wilh the weight, limitations and
encumbrance of light battle IInnor, C.M. Note: thosc NOT
tmined in L.B.A. move at 3/4 !lonllal
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speed, Prowl at -30010, and are -I to dodge or parry. Pcrsons
trained in LB.A. sutTer no limitations, including Prowl.

Locks: This is a mechanical skill in the usc, repair, and pick
ing of all types of key, IUmbler. and electric lock devices. The
lirst percentile indicates the success ratio of repair log key and
IUmbler type locks; the second electronic lock device!!; the third
is the success ratio of picking either type of lock. C.M. Note: a
characler can roll once every second melee round to repair a key
or rumbler rype lock. and once every lifth melee round to repair
an electronic locking device Lock Picking: can roll twice every
melee 10 pick key or tumbler type locks. and once every second
mclee to open an electric lock. May attempt to open or repair a
lock as often as time allows.

Marllnl Arts: Similar to Hand-to-Hand Combat. thcsc indi
viduals arc trained in the fine art or self-defense. Trained in the
same general areas as Hand-to-Hand Combat (including speed
and use of blunt and blade weapons), the focus of this training is
10 hone the body into a sieck, powerful fighting machine able 10

deal out death with its bare hands.

Mechanical Engineering: This docs 1I0t mean you are a me
chrtnicrtl engineer. but that you have a basic knowledge in the
usc, operation, maimenrtnce rtnd repair of mechanical devices.
The first percentile number indicates the ratio of successfully
operaling a mechanical device (can roll twice per melee), or 10
caling a mechanical problem (Roll once every melee), or repair
ing a mechanical problem once identified (Roll once every 5
melee rounds). The second number indicates the same as it ap
plies to unfamiliar alien mechanism!!.

Medical: This is a general knowledge of medical arts and
scienccs (anatomy, biology) as they apply to the prescrvation of
life. Specific rraining includes Minor Surgcry, Instrumentation,
Radiology, Diagnostics. and Phannaccuticals. The first percen
tile is the ratio of correctly diagnosing the illness or problem,
the second is the success ralio of preserving/saving life, and exe
cuting proper trealment.

Navigation: This person is trained in plouing interplanetary
rtnd intergalactic courses for all types of spacecraft. Knowledge
includes rudimcntary astrophysics, teleponatioll and warp drive
syslems, spacecraft design, and mathematics. The 1iI1lt percen
tile number indicales the ratio of successfully direcling! navigat
ing a vessel throua}l space. The second number indicat~ the
same as it applies to unfamiliar alien vessels and star syslems.

Navigational Errors: the following chan otTers some possible
mishaps due to faulty navigalion. Roll percentile:

1-12 1000 light years all' course
13-24 100 light years oil' course
25-46 Crash course (4 melees 10 correct before impact)
47-59 Crash into another vessel
60-70 Wrong solar system
71-80 wrong galaxy
81-90 Run into asteroid belt
91-96 Faulty warp (8 melees to warp bum unless COrrecled)
97-100 Warp bum, G.M. Note: when a navigational crror has
been discovered or a course changc desircd. the Navigator can
roll once every olher melec 10 cffectlt successful correction.

Opente Sensory and Communication Equipment
(O.s.C.E.): Individuals with this lraining can operale and un
dersland basic sensory (like radar) and communication devices.
The first percenlile number indicales the success ratio of accu-

rately reading or operating the device. The second number indi~

cates the same in regards to unfamiliar "alien" devices.

Pltk Potket: Individuals with this skill are able to remove
items from a person's body without the victim being aware of it.
If an attempt is unsuccessful. the pick pocket has not removed
the desired item ond there is a 67% chance of the victim recog
nizing the intent of this action.

Pilot Air Vehicle (p.A.V.): This individual is skilled in the
piloling, usc, operation, and maintenance of all air vehicles (in
cluding hover vehicles, jets, and conventional air craft). The
fint percentile number indicates the degree of knowledge and
ability to successfully operate, maneuver. and perfonn difficull
stunts with air vehicles. The second number indicates the same
as it applies 10 unfamiliar alien air vchicles.

Pilot Ground Vehicle (P.G.V.): This skill is identical 10

P.A. V., excepl it applies only to ground vehicles.

Pilol Spact Veblcle (P.Sp.V.): This skill is identical to
P.A. V., excepl il applies only to vehicles capable of traYening
space, including shuule craft, cargo, cruiser, and righler vessels.

Pilol Water Vehicle (P.W.V.): This skill is identical 10

P.A.V., excel)! itllpplies only to water vehicles (ships, boats, hy
dro-foils, and submersibles).

Prowl: This is the ability to move stealthily without sound
(or as littlc as possible) and without being seen (hiding in shad
ows, behind objects, elc.). An unsuccessful prowl means Ihat the
character has been SPOiled or beard. A prowl can not be at
tempted if that person's presence is already known. However. if
there is a distraction, the characler can attempt a Prowl and slip
silently away.

Recharge Energy Clips: This skill enables the individual to
undersland, usc, and recharge energy clips (E-clips). An A.A.S.
of energy storage usually helps in this area of study. Thc firsl
percentile number indicates the success ralio of recharging an
energy clip (&clip). The second indicates tbe same excepl as it
applies to unfamiliar alien lechnology. C.M. Nole: the follow
ing tnble otTers possible mishaps in unsuccessful recharging.
Roll perccnlile:

1-34 No elTecl
35-59 Total energy drain of any remaining energy
60-79 Recharges only balf
8()..91 Radialion leak (does 1-6 damage per hour ofexposure)
92-100 E-clip explodes doing maximum damage ofentire clip

Repair Air Vehicle (R.A.V.): This individual is skilled in
repairing all typt.':!I air vehicles (from engine to body). The first
pcrcentile number indiCAtes the success ratio of first locating thc
problem (Roll once every melee liII the problem is localed). and
then repairing the problem (Roll once every 4 melees to lempo
rarily repair. rennanent repairs will take time depending upon
severity. a.M. '5 use your discretion) Nole: unless the character
has an electrical engineering skill he/she may be able 10 identify
an electrical problem but not be able 10 repair it. The second
number indicates Ihe same as it applies to unfamiliar alicn tech
nology.

Repair Ground Vehicle (R.G.V.): This skill is identical to
repair air vehicle (R.A.V.), except applies only to ground vehi
cles.

RepaIr Space Vehicle (R.Sp.V.): This skill is idenlical to re
pair air vehicle (R.A.V.), except a it applies only to space vehi
cles.
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Repair Water Vehicle (R.W.V.) 1l1is skill is identical to
R.A.V.• except it applies only to water vehicles.

Robotics: This individual has an understanding of the usc,
operalion. weaknesses, and maintenance of rooolS. The firSI per
centile number indicales the success ratio of properly doing or
recognizing the above. TIle second number indicates the same as
it applies to unfamiliar alien technology. Note: people with this
skill can nOI actually repair robots, although they can certainly
help d(..·sign or analyze them. To repair robots (at least in part),
the character must have an Applied Aptitude Specially (A.A.S.)
Of either Annor and Vehicles, or Energy Storage and Sensory
Equipment, or both. The A.A.S.s are usually elements ofelectri
cal engineers, mechanical engineers, and field scientist oceupa
lional character classes.

Warp Drive: Warp drive systems arc delicate devices and
require a specific understanding of Iheir internal and
conceptional workings to operate properly. 111e first percentage
number indicates Ihe ratio of sllccessfully operating common
warp drives (this includes teleportalion devices as well). The
second number indicates the percentage chance of successfully
operating unfamiliar, alien warp drive systems.

Unsuccessful Warp Table
1-38 1000 light years oITcourse
39-68 Wrong planet, no idea of localion
69-92 Faulty warp (Warp Bum imminent, within 10 melees, un
less corrected)
93-100 Warp Bum (all destroyed)

The above table is used only if the Warp Drive Pilot fails 10

complete 8 successful warp. It is possible that a Navigator can
also correct a faulty warp.

Warp Bum: A warp bum is the result of a critical warp mis
calC\llalion causing Ihe vessel to bum up (total disintegration) in
a matter of seconds. There Is no savings throw from a Warp
Bum; the ve!lsel simply seems to wink out

Imponant Note: because of the complicated nature of study.
Warp Drive counts as two electives. Warp repair requires both
electrical engineering nnd mechnnical engineering skills.

Weapon Proficiency (W.P.): A person trained with a partic
ular type of weapon gains a certain degree of sk.ill marksmlln
ship and understanding of that weapon type.

The percentile number indicates the ratio of successfully un
derstanding and using any weapon of thnt type, including unfa
miliar alien weapons of a similar namre. The second listing
indieatcs special bonuses to srrikelhit, etc., as a result of being
proficient with that weapon.

Note: explosives is a specific skill listed earlier. Tank and
ship weapons requirc the Gunnery skill listed earlier.

There are six Weapon Proficiency categories:
Blunt (club, mace, stave)
AUlOmatic Wcapons (pistols, suhmachinebruns. ctc.)
Energy Handguns (energy pistols)
Light Energy (laser, ion, etc., rine)
1·leavy Energy (plasma, particle beam, etc.)

Weapon Repair: This is a mechanical skill dealing with the
construction, maintenance, and repair of the mechanical aspects
of weapons (excluding energy aspecls which is an eleClrieal ell
gineer or field scientist skill). An applied aptitude specialty in
weapons is helpful and required for developmellt (or modifics-

lion) of new weapons. Remember, lhis applies only to mechani·
cal operation not energy aspecls. Weapon repair includes all
weapon types. The first percentile number indicates the success
ratio of identifYing and locating the problem (Roll once every
melee) and successfully eITecting repairs (Roll once every 6 me
lee rounds). The second number indicates the same as it applies
to unfamilinr alien weapons.
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Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

Level
I
2
3
4
5
6
7
8
9
10
11
12
13
14
15

Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

Level
I
2
3
4
5
6
7
8
9
10
II
12
13
14
15

Level
1
2
3
4
5
6

Computer
Programming
300/0/7%
38%/IOOAt
46%/15%
52%120010
60%/25%
68%/300/0
76%/35%
82%/40010
90%/45%
92%/5WIo
93%/55%
94%/60%
95%/65%
960/0/70%
970/0/75%
Computer
Repair
32%/4%
400/018%
480/0112%
560/0116%
640/0120%
72%/24%
800/0/28%
880/0132%
92%/36%
930/0140%
94%/44%
950/0148%
960/0152%
970/0156%
980/0160%

Communication
Repair
40%/12%
46%/15%
52%120%
58%/25%
64%/30010
70%/35%
76%/4{)%
82%/45%
88%/500/0
92%155%
94%/600At
95%/65%
960/0/70%
97°/0/75%
98%/80010

Electrical
Engineering
35%/5%
40%/10%
45%/15%
500/0/20010
55%/25%
60%J30%

7
8
9
10
11
12
13
14
15

Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

Level
I
2
3
4
5
6
7
8
9
10
11
12
13
14
15

Level
1
2
3
4
5
6
7
8
9
10
11
12
13
14
15

65%/35%
70%/400/0
75%/45%
800/0150010
85%/55%
900/0160%
95%/65%
96%170%
97°/0/75%

Explosives
52%/40%
580/0/46%
640/61'50%
700/0/56%
760/0/62%
82%/68%
880/0/74%
90%/80%
92%/86%
930/61'92%
94%/93%
95%/94%
96%/95%
97%/96%
98%/97%

Forgery
28%/3%
36%/6%
44%/100/0
52%/15%
600/0/20%
680/0/25%
76%/30%
84%/35%
880/0/40%
9W/0/45%
92%/50%
930/0/55%
940/0/60%
95%/65%
960/0/70%

Guooery
40%/0
48%/+1
560/0/0
640/0/+2
720/0/0
80%/+3
880/0/0
90%/+4
92%/0
930/0/0
94%/0
95%/+5
96%/0
970/010
98%/+6
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Level Locks
I 300/01200/0/15%
2 400/01300/0125%
3 50%/400/0/30%
4 60%/500/0/35%
5 68%/60%/40%
6 76%/65%/45%
7 840/0/70%/50%
8 90%175%/55%
9 920/0/80%/600At
10 94%/85%/65%
II 95%/900flJ700At
12 96%/94%175%
13 97%/96°1..,/800,{,
14 98%/970/0/85%
15 99%/980/0/90%

Level Hand to Hand Combat
I +I 10 damage
2 2 attacks per melee
3 +2 to dodge/pany
4 +210 damage
5 ) lmacks per melee
6 +3 to damage
7 Critical Strike 18-20·
8 +4 to damage
9 Kick attack (1-6 damage)
10 4 al1acks per melee
II Stuns on 18-20"
12 +5 to damage
13 +4 10 dodge/pany
14 +2 to hil
15 5 attacks per melee

·Critical Strike on a roll of 18-19-20
does double damage. "Stun on a roll of
18-19-20 stuns/incapacitates foc for 1·6
melee rounds.

Martial Arts
+3 10 dodge/parry
2 attacks per melee
Kick Attack (2-12 damage)
+2 to damage
3 sHacks per melee
Critical Sirike on 17-20·
+410 damage
Siuns on 17·20"
4 attacks per melee
Death Blow (nalural 20)···
+5 10 dodge/parry
Double damage from behind
+3 to hil
5 aHacks per melee
+6 to damage

·Critical Slrikc on a roll of
17-18-19·20 docs double damage.
"Slun on a roll of 17-18~19·20stuns/in
capacitates foe for 1-6 melee rounds.
"·111C Dcalh Blow occurs only on a



roll of a natural 20 (not a 20 attained by Level O.S.C.E 9 980/0145% :
bonuses to hit) and is effective against I 500/015% 10 990/01500/0
foes in annor under A.R. 9. 2 58%/10% 11 99010155%

3 660/0115% 12 990/0160%

Mechanical 4 140/elloo/o 13 990/0165%

Level Engineering 5 820/eIl5% 14 99"/0170"/0

1 280/016% 6 9()CI/J3oo/o IS 990/017,50/.

2 360/0112% 7 920/0135%

3 44%/18% 8 94o/J4oo/o Level P.Sp.V.

4 52YeIl4% 9 960/.145% I 2S-/J2%

5 60%I3O'ft 10 98l1o/S0% 2 360/.14%

6 680/0136% II 99'1.155% 3 440/.16%

7 16%/40% 12 WIJ6O% 4 520/J8%

8 840/.146% 13 99%/65% 5 6()lI/J IOO/O

9 880/.150';' 14 ~/J1oo/o 6 680/.112%

10 90llo/S6% IS 99"/J7S% 7 16YJI4%

II 920/0170% 8 840/.116%

12 94%116% Level Pick Poeket 9 880/.118%

13 9SlIo/80% I 20% 10 90%120%

14 96YJ84% 2 25% II 920/.122%

IS 97"/J88% 3 30% 12 930/.124%
4 3,50/0 13 940/.126%

Level Medkat 5 4a% 14 9,50/.128%

1 28"/0'32% 6 45% IS 96%l3oo/o

2 36%/40% 7 5oo!e

3 440/0148% 8 55% Level P.W.V.

4 ,520/01,56% 9 60% I 36%/3%

5 60%/64% 10 6,5% 2 440/016%

6 68%/12% II 1OO/O 3 ,520/019%

7 160/0180% 12 15% 4 6()0/0I12%

8 840/0188% 13 80% 5 680/0115%

9 88%/90% 14 85% 6 760/0118%

10 90%/92% IS 90% 7 84%121%

11 92%/94% 8 88%124%

12 94%/95% Level P.A.V. 9 900/0127%

13 9,5%/96% 1 32%/3% 10 92%/30%

14 96%/97% 2 4()11/016% 11 940/0133%

IS 97%/98% 3 480/019% 12 96%/36%
4 56%/12% 13 97%/39%

Level Navigation S· 640/0115% 14 980/0142%

I 300/013%. 6 720/0118% IS 99%/45%

2 360/016% 7 800/0121%

3 44%/9% 8 88%124% Level "'Prowl

4 ,520/0112% 9 900/0127% I 32%

5 60'%/15% 10 92%/300f" 2 40%

6 680/0118% 11 940/0/33% 3 48%

7 76%/21% 12 9,50/J36% 4 56%

8 840/0124% 13 960/0/390/0 5 64".
9 90%127"/. 14 97%/42% 6 720/.

10 940/0/3oolt IS 980/.145% 7 800ft

II 960/.133% 8 88%

12 970/.136% Level P.G.V. 9 92%

13 980/01390/0 I ,500/.15% 10 94%

14 ~/J42%
2 6O"1J10% II 95%

IS 99'1.145% 3 70-1.115% 12 96%
4 80"1eIloo!e 13 97%
5 900/.125% 14 98%
6 950/0130% IS 99%
7 960/.0,50/0 "Prowl: For annor limita·
8 97%/40'1. lions, see L.B.A. and E.B.A. skill de-

13.
scriplions.



Recbarge Level RSp.V. Level Weapon Repair
Level Energy Clip I 16",0/1% I 420/011%
I 4']t'/Jl% 2 24%/2% 2 47%/2%
2 520/0/4% 3 32%/3% 3 520/0/4%
3 57%16% 4 400/014% 4 570/0/6%
4 620/018% 5 480/0/5% 5 620/018%
5 670/0/10010 6 560/016% 6 670/0/10%
6 720/0/12% 7 64%/8% 7 72%/12%
7 770/J14% 8 72%/10% 8 770/0114%
8 820/J16% 9 800/0112% 9 82%/16%
9 870/0/18% 10 880/0114% 10 870/0118%
10 92%/20% II 900/0116% II 92%120%
II 93%/22% 12 92'Y.l18% 12 93%/22%
12 94%/24% 13 94'YJlO% 13 94'Y.I24'Y.
13 95%/26% 14 96'YJ22% 14 95,.,.126%
14 %%/28% IS 97YJ24% IS 96O/J28O/O
IS 97%130%

Level R.W.V. Level Warp Drive
~vel R.A.V. I 3O-/J2% I 32%11%
I 2g,'J4'Yo 2 3B-/J4% 2 40'/012%
2 36",018% 3 46"016% 3 4~J3%

3 44,.,0112% 4 54,.,0118% 4 560/014%
4 520/0116% 5 620/0110% 5 640/015%
5 600/J2001o 6 70'/0112% 6 720/016%
6 680/0124% 7 78'/0114% 7 80%17%
7 76%/28% 8 86%/16% 8 880/018%
8 840/0/32% 9 88%/18% 9 920/0/10%
9 90%/36% 10 900/0120010 10 940/0/13%
10 92%/40% II 92%/22% II 96%/14%
II 94%/44% 12 94%/24% 12 97%/16%
12 960/0148% 13 950/0/26% 13 980/0118%
13 970/0/52% 14 96%/28% 14 99%120%
14 98"/0/56% IS 970/01300,4 IS 99%/22%
IS 990/0160%

Level Robotics Level W.P. Blade
Level R.G.V. I 27YJW. I 40'/01+ I to pany
I 320/014"" 2 34%/2% 2 45'YJ+ I to hit
2 40'/018% 3 4WJ3% 3 50'1.1+ I to hit/throw
3 480/0112% 4 480/.I4'Y. 4 550/.1+2 to pany
4 560/.116% 5 55%16% 5 60'/01+2 to hit
5 64%120% 6 62,...J8% 6 650/01+2 to hit/throw
6 72%/24% 7 69'/.11 OOf. 7 700/01+3 to pany
7 80%/28% 8 760/0112% 8 750/01+3 to bit
8 88%132% 9 83%/14% 9 800/01+3 to hit/throw
9 92%136% 10 900/0116% 10 850/0/+4 10 pany
10 940/0/40% II 910/0118% II 9()6/0/+4 to hil
II 950/0144% 12 92%!200f. 12 920/01+5 to parry
12 96%/48% 13 93%/22% 13 94%/+4 to hit/throw
13 97%152% 14 94%/24% 14 960/01+6 10 pany
I' 980/0156% IS 95%/26% IS 98%/+5 to hil
IS 990/0160%
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W.P. Heavy Energy
300/.1-
35YoI+ I 10 hit
400/01-
450/01+210 hit
500/01-
55YoI-
600/01+3 to hit
65YoI-
70%1-
750/01+4 to hil
80%/-
850/01-
90"/01+510 hil
920/0/-
940/01+6 to hil

W.P. Light Energy
30%1-
360/0/+ I to hit
42°/01-
480/0/+210 hit
54%/-
60%/+3 to hit
66%/
72'%/
78%/+4 to hit
84"-01
9QD/.I+5 to hit
920/.1
940/01+6 10 hit
960/01
9~/J+7 10 hit

Level
I
2
3
4
5
6
7
8
9
10
II
12
13
14
IS

Occupational
Character Classes (O.C.c.s) Skills
and Requirements

Electrical Engineer O.C.C.
Attribute Requirement: Minimum I.Q. 9
Applied Aptllude Speciltlties: Weapons, Energy Siorage. and

Sensory EquipmcnI
O.C.C. Skills: Elcclrical Engineering (+15%)
O.S.C.E. (+6%)
Compuler Program /40% (+15%)
Electiyes: Choose 8 al leyel I, 2 at Icvel 3. 2 81 level 8 and 2 al

leyel 12.
CompUier Repair (+15%)
Communicalion Repair (+IOOh,)
Recharge Energy Clips (+5"'.)
Robotics (energy storage llnd sensory areas only)(+IOOI.)

Leyel
I
2
3
4
5
6
7
8
9
10
11
12
13
14
IS

W.P. Handguns (energy)
3J-1J+110 hit
420/01-
4J-/J+2 10 hit
S2YJ-
5~/J+3 10 hit
62%/-
6WJ+4tohit
72%/-
77%/+5 10 hit
82%1-
87%1-
920/01+6 10 hit
940/01-
960/01-
980/0/+7 to hil

W.P. Blunt
40%/+ I 10 parry
45%/+1 to hil
50%/+2 to pllrry
550/01+1 to hit/lhrow
600/0/+3 to parry
65%/+2 to hit
70%/+2 to hit/lhrow
750/.1+4 10 parry
800/.1+3 10 hit
850/01+3 10 hit/throw
9OO/J+5 10 parry
920/.1+4 10 hit
94,.-.1+4 10 hitlthrow
96'1J+6 10 parry
98'1.1+710 parry

W.P. Autolllatic
40%1-
460/0/+1 to hil
520/01
580/0/+210 hit
64D/0.1_
700/0/+310 hit
76%/- .
820/01-
880/0/+4 to hil
90%1
920/01-
940/.1+5 10 hil
960/01
980/1/
99-/.1+610 hit

Lcycl
I
2
3
4
S
6
7
8
9
10
II
12
13
14
IS

Leyel
I
2
3
4
S
6
7
8
9
10
II
12
13
14
IS

Leycl
I
2
3
4
S
6
7
8
9
10
11
12
13
14
IS
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Levels of Experience
Pilot

Navigation
P.O.V. (+10%)
PAV. (+5%)
P.Sp.V. (+5%)
Mechanical Engincering
Hand-to-Hand Combat
MAninl Arts
W.P. Blade
W.P. Blunt
W.P. Automatic
W.P. Handgun (energy)
W.P. Light Energy (+5%)
Medical

Levels of Experience
Electrical Engineer
I 0-2,200
2 2,201-4,400
3 4,401-8,800
4 8.801-14.500
5 14,501-22,500
6 22,501-32,500
7 32,501-47,500
8 47,501-67,500
9 67,501-95,000
to 95.001-125,000
II 125,001-165,000
12 165,001-205,000
13 205.001-255,000
14 255,001-310,000
15 310,001-375,000

Gunnery (+5%)
Mechanical Engineering
Elecmeal Engineering
Computer Programming
Hand to Hand Combat
Manial Arts
W.P. Blade
W.P. Blunt
W.P. Automalic
W.P. Handgun (energy)
W.P. Light Energy
W.P. Heavy Energy
Medical
L.B.A.

I
2
3
4
5
6
7
8
9
10
II
12
13
14
15

0-2,400
2,401-4,800
4,801-9,600
9,601-18,000
18.001-24,000
24,001-34,000
34,001-49,000
49,001-69,000
69,001-94,000
94.001-126,000
126,001-166,000
166,001-206,000
206,001-256,000
256,001-316,000
316,001-396,000

Levels of Experience
Mechanical Engineer
I 0-1,900
2 1,901-3,800
3 3,801-7,600
4 7,601-12,600
5 12,601-20,000
6 20,001-30,000
7 30,001-45,000
8 45,001-65,000
9 65,00 1-90,000
10 90,001-120,000.
II 120,001-160,000
12 160,001-200,000
13 200,00 1-250,000
14 250,001-300,000
15 300,001-360.000

Levels of Experience
Field ScientiSl

Light Assault Trooper a.c.c.
Attribute Requirement: Minimum P.S. 7
Applied Aptitude Specialty: Weapons
a.c.c. Skills: Prowl/40%

O.S.C.E. (+6%)

Electives: Choose 8 at level 1.2 at level 3, 2 at level 8, and 2 at
level 12.
P.O.V. (+5%)
P.A.V. (+8%)
P.Sp.V.
Martial Arts
Gunnery (+5%)

0-2,500
2,501-5.000
5,001-10,000
10,001·20,000
20,001-30,000
30,001-40,000
40,001-54,000
54,001-75,000
75,001.100,000
100,001-134,000
134,001-175,000
175,000-225,000
225,001-275,000
275.001-350,000
350,001·425,000

I
2
3
4
5
6
7
8
9
10
II
12
13
14
15

Field Scientist a.c.c.
Attribute Requirement: Minimum I.Q. 12, M. E. 8
Applied Aptitude Specialties: Annor. Vehicle. Energy Stor

age, Weapons, Sensory Equipment. and Theoretical Knowl
edge

a.c.c. Skills: Electrical Engineering (+10%)

a.S.C.E. (+10%)

Computer Programming (+10%) .

Eledives: Choose 8 at level 1,2 lit level 3, 2 at level 8 and 2 at
level 12.

P.O.V. (+5%)
P.A.V.
P.Sp.V. (+5%)
P.W.V.
Computer Repair (+5%)
Mechanical Engineering (+5%)
Robotics (all areas)(+5%)
Warp Drive (+10%)
Explosives (+5%)
Hand to Hand Combat
W.P. Blade
W.P. Blunt
W.P. AUlomatie
W.P. Handgun (energy)
W.P. Light Energy
W.P. Heavy Energy
Medical
L.B.A.

Pilot a.c.c.
Attribute Requirement: Minimum I.Q. 9, M. E. 10
Applied Aptitude Specialties: Vehicle, and Sensory
a.c.c. Skills: Navigation (+20%), a.S.C.E. (+8%)
Electives: Choose 8 at level I, 2 at level 3, 2 at level 8 and 2 at

level 12.
P.O.V. (+15%)
P.A.V. (+15%)
P.Sp.V. (+15%)
P.W.V. (+10%)
Warp Drive (+15%)

Mechanical Engineer a.c.c.
Attribute Requirement: Minimum I.Q. 8
Applied Aptitude Specialties: Annor. Vchiclc. and Wcapons
O.C.C. Skills: Mechanical Engineering (+15%)

O.S.C.E. (+6%)

Electives: Choose 9 at level I, 2 at level 3, 2 at level 8 llnd 2 at
level 12.

Weapon Rcpair
Computer Programming
Ele<:lrieal Engineering
Robotics (annor and vehicle areas only)(+8%)
Locks (+10%)
P.G.V. (+10%)
P.A.V. (+IQOI6)
R.O.V. (+20%)
R.A.V. (+(+10%)
R.Sp.V. (+10%)
RWV. (+10%)
Hand-to-Hand Combat
Manial Arts
W.P. Blade
W.!). Blunt
W.P. Automatic (+5%)
W.P. Handgun (energy)
W.P. Light Energy
Medical
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Explosives (+10%)
W.P. Blade (+10%)
W.P. Blunt (+5%)
W.P. Automlltic (+5%)
V. P. Handgun (energy) (+7%)
W.P. Light Encrgy (+7%)
W.P. Hcavy Energy (+5%)
Navigation (+5%)
Mechanical Engineering
Electrical Engineering
Medical
Pick Pocket
L.B.A.
E.n.A.

Lcvcls or Experience
LiGht Assault Trooper
I 0·2100
2 2,101-4.200
3 4.201-8,400
4 8,401-15,000
5 15,001.23.000
6 23.001-33.000
7 33.001-48,000
8 48,001.68,000
9 68,001-93,000
10 93,001·125.000
II 125,001.168.000
12 168,001-218,000
13 218,001-268,000
14 268,001-318,000
15 318,001·380,000

P.W.V.
W.P. Blade (+5%)
W.P. Blunt
W.P. Automatic
W.P. Handgun (energy)(+5%)
W.P. Light Energy (+5%)
Warp Drive
L.B.A.
Medical (+5%)
Hand·to-Hand Combat
Martial Arts
Explosives (+5%)

Levels or Experlencc
Scavenger (Seeker)
I 0·2,200
2 2.201-4,400
3 4,401-8,800
4 8,801.15,000
5 15,001-23,000
6 23,001-33,000
7 33.00'-48,000
8 48,001-68,000
9 68,00 \·93,000
10 93,001-123,000
IJ 123,001-163,000
12 163,001-205,000
13 205,001-255,000
14 255,001-310,000
15 310,001·370.000

Levels of Experience
Heavy Assault Trooper

Scavenger (Seeker) O.C.c.
Attribute Requirement: Minimum I.Q. 9
Applied Aptitude Specialties: Sensory Equipment and

Weapons
O.c.c. Skills: Forgery (+18%)

Prowl (+10%)

Electives: Choose 8 at level I. 2 at level 3, 2 at level 8, and 2 at
level 12.

Pick Pockets (+5%)
Computer Programming (+5%)
Elcctrical Engineering
Mechanical Engineering
a.S.C.E. (+5%)
Navigation (+5%)
P.O.V.
P.A.V.
p.sp.V.

Level or Expericn~e
Scavenger (Thief)
I
2
3
4
5
6
7
8
9
10
II
12
J3
14
15

Experience Points
The experience point explanation and tables can be found on

the first book The Mechllnoid Invasion.

Scavenger (Thief) O.C.C.
Attribute Requirements: Minimum P.P. 9
Applied Aptitude Spedlilty: Weapons
D.C.C. Skill: Pick Pocket (+15%)

Locks (+15%)

Electives: Choose 8 at levell, 2 lit level 3, 2 at level 8, and 2 at
level 12.

Forgery (+8%)
G.S.e.E.
P.G.V.
P.A.V.
P.Sp.V.
P.W.V.
W.P. Blade (+5%)
W.P. Blunt
W.P. Automatic (+5%)
W.P. Handgun (energy)(+5%)
W.P. Light Energy (+7%)
W.P. Heavy Energy
Prowl (+10%)
Explosives
L.B.A.
E.B.A.
Gunnery
Martini Arts

A few words About Scavengers
Scavcngers are a mercenarylblack market character class.

They tend to be Ihe criminal element in the game. Consequcntly.
thcir basic D.C.C. skills deal with forgery, theft and murder.
Their elective skills arc varied and reflect the orientation of the
particular Scavenger D.C.C. (Seeker. Thief, or Assassin). The
Scavenger Seeker can be of any alignment, while the Scavenger
Thiefand Assnssin arc selfish and evil.

0-2,300
2,301-4,600
4,601-9,200
9,201·16,500
16,50 '-24,500
24,501-34,500
34,50 \.49,500
49,501-69,500
69,501·94,500
94,501-126.500
126,501-170,000
170,001-220,000
220,001-270,000
270,001-320,000
320,001-390,000

I
2
3
4
5
6
7
8
9
10
IJ
12
13
14
IS

Heavy Assault Trooper O.C.C.
Attribute Rcquircmcnt: Minimum l.Q. 6, P.S. 10
Applied Aptitude Specialty: Weapons
D.C.C. Skills: Explosives (+15%)
Electives: Choose 8 at levell, 2 at level 3, 2 at level 8, and 2 at

level 12.
P.G.V. (+5%)
PAY. (+5%)
P.Sp.V. (+5%)
Gunnery (+10%)
Manial Arts
W.P. Blade (+5%)
W.P. Blunt (+5%)
W.P. Automatic (+7%)
W.P. Handgun (energy)(+7%)
W.P. Light Energy (+7%)
W.P. Heavy Energy (+10%)
Mcchanical Engineering
Prowl
Medical
E.B.A.
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Levels or EIperleoce
Scavenger (Assassin)
1 0 -2,700
2 2,701-5,400
3 5.401-10,800
4 10,801-22,000
5 22,001-34,000
6 34,001-48,000
7 48,001-58,000
8 58,001-80,000
9 80,001-110.000
10 110,001-145,000
II 145,001-185,000
12 185,001-240,000
13 240,001-290,000
14 290,001-365,000
15 365,001-450,000

Scavenger (Assassin) O.C.C.
Attribute Requirement: I.Q. 9, P.P. 14
Applied Aptitude Spetililties: Annar and Weapons
D.C.C. Skills: Martial Ans

Prowl (+5%)

Electives: Choose 8 III level 1,2 at level 3, 2 01 level 8 and 2 at
1cve112.

rick Pockets
Forgery (+5%)
P.G.V.
PAY.
P.Sp.V.
W.P. Blade (+10%)
W.P. Hlunt (+7%)
W.P. Automatic (+7%)
W.P. Handgun (energy)(+7%)
W.P. Light Energy (+10%)
W.P. Heavy Energy
Explosives (+10%)
Navigation
Gunnery (+5%)
Computer Programming
L.B.A.
E.B.A.
a.S.C.E.

The Slaver O.C.C. - Optional
Slavers lire basically Scavengers who dcal in the buying, seil

ing and kidnapping of living creatures. They 8fC generally
thought to be the scum of Ihe universe. The Nigelian Confeder
acy hales and despises slave traders and will not tolcrnle this il
legal activiry anywhere in its jurisdiction; not even from the
Brotherhood Nigelian Confederacy mercenaries (and martial
authorities) are infamous for their mistrealment of Slavers (very
few Slavers live to go to trial when captured or imprisoned by
the Confederacy).
Attribute Requirement: I.Q. 8, P.S. 12
Applied Aptitude SpKllilties: Vehicles and Weapons
O. C.C. SIUJls: Forgery (+10010)

Navigation (+8¥-)
Electives: Choose 8 31 level 1,2 stlevel 3, 2 stlevel 8, and 2 at

level 12.
Pick Pockets (+5%)
Computer Programming (+5%)
Eleclrical Enginecring
Mechanical Engim.:cring
O.S.C.E. (+5%)
Navigation (+5%)
P.G.V.
P.A.V.
P.Sp.V.
P.W.V.
W.P. Blade (+6%)
W.P. Blum (+6%)
W.P. Automatic (+6%)
W.P. Handgun (cm:rgy)(+6%)
W.P. Light Energy (+6%)
W.P. Heavy Energy (+6%)
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Warp Drive
l.B.A.
Medical (+5%)
Hand·tn-Hand Combat
Marilal Arts
Explosives (+5%)
Of course, any of the olher D.C.C.s may work for, or with Sla
vcrs.
Experleoce Table: Use the Scavenger. Thief table.

Pirates - Optional
Pirates, again, ore basically Scavengers that specialize in the

assault and cllpture of splice vehicles, ste3ling the cargo (and of
ten selling prisoners to Slavers).
Attribute Rtqulremenl: I.Q. 9, P.P. 9
AppUed Aptitude Specilllilies: Vehicle and Weapons
O.C.C. Skills: Navigation

a.S.C.E. (+10%)
P.Sp.V. (+15%)

Electives: Choose 8 at level I. 2 at level 3, 2 al level 8 and 2 at
level 12.

Pick: Pockets
Forgery (+5%)
P.A.V.
P.Sp.V.
p.w.V.
W.P. Blade (+10-/0)
W.P. Blunt (+7%)
W.P. Automatic (+7%)
W.P. Handgun (energy)(+lO%)
W.P. Light Energy (+1 (Wo)
W.P. Heavy Energy (+10"10)
Explosives (+10"10)
Navigation
Gunnery (+5'10)
Computer Programming
LoB.A.
E.BA
a.S.C.E.
Hand-to-Hand Combat
Experitnce Table: Usc the Scavenger. Seeker table.

Applied Aptitude Speeiallie, (A.A.S.)
Each O.C.C. has at least one of the six Applied Aptitude Spc·

cialties (A.A.S.). The A.A.S. indicates an inruitive and trained
understanding in a particular I1rea of scientific srudy. A.A.S.s I1rc
reflected in skill bonuses but also enable the charncter to extrap
olate upon these skills. This means a character with a given
A.A.S. may use that knowledge to modify, alter and improve
upon existing technology within hislher A.A.S. area of knowl
edge.

A Brief Definition of Eaeh Aptitude
Annor
Enerb'Y Storage
Sensory Equipment
Vehicles
Weapons
Theoretical Knowledge



Armor is lhe knowledge of plastics and metal alloys and
how they apply to physical constructs. Persons with this aptitude
have an understanding of construction, strucrural strength and
damage capacity (S.D.C.), body annor. radiation shielding and
so on. Note: this does not apply to energy shields.

Energy Storage is lhe understanding of containing, storing,
regulating. and directing all forms of energy. This knowledge
would include the effects, reaction, damage, and stability of the
various energy types from electrical to nucle:lr. This aptitude ap
plies directly to energy clips, batteries, reactors, generators, re
lays. etc.

Sensory Equipment is Ihe understanding and operation of
all forms of sensory detection/recording devices. A basic under
standing in fiber optiCS, energy bands (microwave, infrared ra
dar, sonar, etc.). their significance and Application are all a part
of this A.A.S.

Vehicles is the understanding of acrodynamics, design, loco
motion. and mechanical engineering as it applies to vehicles
(ground, air, and space).

Wupons is the basic knowledge of assault mechanisms,
lheir runge, power, damage capacity, rote of fire, advantages and
disadvantages, constructjon and operation. (Energy weapons
would also require an A.A.S. in Energy Storage as well.)

The A.A.S.s listed above enable characters to make modest
improvementS or modifications upon existing technology. To
devise something radically different or totnlly new requires
'Theoretical Knowledge.

TbeoreriClI Knowledge is the understllJlding of and elltrapo..
lation on ellisting sciences (physics. mathematics, ele.) and the·
0"1.

Combining Theoretical Knowledee with Ihe other A.A.S.
and O.C.C. skills can produce a major variation within existing
technological areas or a breakthrough in an entirely new con
cept.

To create a variation modification, or improvemem of exist
ing technological devices and sciences (such as increasing the
energy capacity of a weapon, strengthening annor, (S.D.C.),
elc., docs not require Theoretical Knowledge, only thc A.A.S. 's
that apply are needed. Example: increasing the energy capacity
ofan energy weapon would require A.A.S. in both weapons and
Energy Storage. Increasing the strength of an annor (new alloy
combination or whatever) would only require an A.A.S. in Ar
mor; while modifying a weapon to be mounted on a vehicle
would require A.A.S. in Weapons. Vehicles and possibly En
ergy Storage.

Theoretical Knowledge would apply to very, very complex
things such as developing a new type of warp drive (actually
Warp systems are so complex that even major iMovations ofex
irting systems require Theoretical Knowledge). radical develop
ments ofexisting technology or any totally new eoncepl

SuccessfuUy Developing New

Devices & Modifications
To successfully modify, improve or create a new dcvice. Ihe

player must roll under each A.A.S. required. For Example: in
creasing the energy capacity of energy weapons would demand
that the character roll (percentile dice) under hislher A.A.S. in
Weapons and Energy Storage. The weapon is not successfillly

modified/improved unless bolh A.A.S.s arc achieved by rolling
within the percentnges needed. NOTE: in cases where many
A.A.S.lI arc required, more than one person (character) can work:
on developing the device bUI each must roll within hislhcr
A.A.S. to achieve success.

If unsucaJJ/uJ, more work is required and the eharacter(s)
must try again. Depending on complexity and the work hours
spent in developing the device, how often the cbarncter(s) can
roll 10 solve the problems and successfully develop a working
prototype is detennined below.

Number or A.A's.s Research Time
1 or 2 A.A.S. Roll once for every 36 hours of labor
3 or 4 A.A.S.· Roll once for every 56 boUB of labor
, or 6 A.A.S.· Roll UIlCl: ror evcry 72 hours or labor
·If Theoretical Knowledge is involved, add 16 hours to Re·
search time.

Possible Side-Effects in

Major Innovations or Totally New Devices
Roll pereentile dice once for each A.A.S. used in design.
01·14 Requires rore or expansive materials.
15-22 !)ower system is unstable (roll two (2) six-sided dice for

the percentage chance of cxploding each time the device is
used, roll again ifnot applicable).

23-30 Does radiation or chemical damage to use (roll again if
not applicable).

31-40 Requires powcrful energy source (roll again if n~t appli
cable).

41-5040-... chance of malfunctioning each time used (roll again
ir not applicable). G.M. use discretion as to malful1ction,
jams. exploding, etc.

51-67 Operates exactly as designed.
68·79 Unforeseen draWb.1Ck: (range, damage S. 0 C. power

source, etc. 25% less them expected).
80-90 Exceeds design paramclcrs; 25% stronger lhan expected.
91-100 Exceeds design parameters in an unexpected way (some

tOlally unexpected abilities, strength 50"10 greater).

All major innovations and/or new devices musl be field
tested. The above table offers some possibilities for flaws And
defecll.i. A successful roll under the A.A.S. area may rectify the
problem. Roll again on this table.

Applied Aptitude Specialties (A.A.S.)
Energy Sensory Theoretical

Lvi Armor Storage Equip. Vehicles Weapons Knowledge
I 4% 3"0 4% 5% 4% 2,...
2 6% 5% 6% 8% 7% 3".
3 8% 7% 8% 12% 10'... 4%
4 10'... 9% 10'... 15% 13% 51',
5 12% 11% 12% 18% 16% 6%
6 14% 13". 14% 200/0 19% 8%
7 16% 15,... 16% 22% 21% 10-...
8 18% 1~'" 18% 24% 23% l~'"

9 19"10 190/, 20% 26% 26% 13%
10 20% 21% 22% 28% 28% 14%
11 22% 23% 24% 21)0/0 30% 15%
12 24% 25% 26% 30010 31% 16%
13 26% 27% 28% 31% 32% 17%
14 28% 29% 300/0 32% 33% 18%
15 30% 31% 32% 33% 34% 19%
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For over 100,000 years the Mechanoids ruled Iheir galaxy
and the six neighboring galaxies. Many were their achieve·
menls. Yet with each passing can the seeds of madness grew
within them, breeding hatred, fear and destruction. It created a
race of merciless megalomaniacs wilh but Ihree all consuming
purposes: expansion, knowledge, and the termination of all hu·
man life. The former two enabling them to execute Ihe laner.

Ironically, the Meehanoids ancestry is rooted in human (hu
manoid) origin. The Mechanoid's predecessors were men and
women of flesh and blood, simple bi-pedal carbon life forms. A
people whose only lrue flaw was their insaliable quest for
knowledge regardless of the COSI. The genetic reconstruction ex~

periments to create a superior breed of man that would eventu
ally ~pawn the Mechanoid!l would cost them dearly.

Originally, the Mechanoids were designed 10 bener withstand
the rigors of space exploration, reinforcing Ihe frail living or~

ganism with advanced robotics. These once human creatures,
now monstrosities of flesh and metal, were shulllled by their
own people. The genetic experiments had created something too
far removed from the realm of humanity. This new life soon
proved to be superior in every way and although these
quasi-ml.:chanoids were both loyal and benevolent, their pres
ence instilled only suspicion and hatred in their human creators.
Eventually, the paranoia provoked the humans to de~troy that
which they had created. But the new life ned, racked in confu
sion and sorrow, for they could not comprehend how they might
have invoked the ire of their fellow man.

tn a futile atlempt to appease the creators, winning again
their favor, the new life gathered great knowledge from every
comer of the galaxy. They achieved in a few brief centuries
what man could not have attained in a thousand. During that
time they also made great strides in improving upon both their
genetic and robotic structure. When they returned home, lhe
new life appeared even more alien than before their departure
and were greeted with horrendous animosity.

Apparenlly the agony of rejection, the fear and hatred were
all magnified by their empathic nature and forever ingrained
within the racial memory that would comlpl every Mechanoid
to come. When humans and New Life clashed the bailie was
long and bloody, but it was the New Life that rose triumphant
over the ashes of their creators. Humankind had created them,
descrted them, tricd to· destroy them, and yet they proved supe
rior. Now they were the masters of their own destiny. The battle
was over but the war only just begun, for they had found many
worlds infested by human-like erealures. Often they tolcrated
these pitiful creatures' senseless fears and irrational hostility. No
longer would the New Life tolerate such degradation at the
hands of inferiors. All humanoids would pay for their anguish.
The New Ufe had been instilled with a bloodlust that would
never be sated. The Mechanoid nightmare had begun.

Retribution
Never in the annals of the known universe did any race wield

power and knowledge such as the Mechanoids. Their artificial
world threatened to span thc entire length of their solar system.
290 trillion square kilometers of metal alloys and plastic reach
ing out to the stars. An awesome exhibition of raw genius and
power that reduced the very planets of the Mechanoid star sys
tem to mere ornaments casually hung like free-form sculptures
above the skyline of their metal world.
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Just as the significance of their star system waned in the
wake of Mechanoid prowess and ingenuity, so did all else. Per
haps it is unden>tandable that these mighly flcsh and metal jug~
gemauts might casually snuff out a slar to produce one of its
fabled energy crystals without thought of how this act might af
fect the billions of lives dependent upon that sun's energy.
Might not these god-likc beings view simpler life forms as piti
ful monsters?

But the Meehalloids' aetions can not be so easily excused, for
their acts wcre seldom committed in ignorance, but were delib
erate acts of cruelty and vengeance. If the Mechanoids' powers
rivaled the gods then they were mad gods; god-beings without
mercy, justice or compassion. A malevolcnt force consumed in
halTed and contempt for all living things. A devouring madness
thaI would ultimately cause their own destruction, yet in so do
ing, threaten the entire universe.

It is likely the Mechsnoids insanity was actually s genctie de
fect perpetuated by continual cloning of the basic DNA struc
mre; an insanity stimulated and eX8E§erated by racial memory
and psionic empathy passed on from generation to generation.

Whatever the reason, the Mechnnoids view their obsession as
neither flaw nor madness. Humanity, its cousins, and its allics
arc all part of a hidl.'OWI malignanl cancer that must be termi
nated. Total genocide of all humanoid life and its sympathizers
wherever they arc found. That, above all else, is what gives the
Mechanoids purpose. ,

The Mechanoids swept the galaxies extracting their ven
geance in ways most hideous. Their cruelty quickly became a
thing of legend. Their experiments produced living horrors. The
universe trembled in their steel-honed hands. TIle Mechanoids
viewed the many interplanetary federations, confederacies, and
uniled allegiances formed to thwart them as feeble jokes to be
terminated when they lost their amusement.

Then, without warning, it all ended.

The Mcchanoids' power, glory, their artificial world, the
achievements of countless life times, all casually swept away in
a wave of destruction that lasted 53 seconds. As if the retribu
tion of some angry god, the achievements and horrors of
100,000 years perished.

Yet, il was nol an angry god who reduccd the Mechanoids
empire to nibble, but the Mechanoids themselves.

Even the planet-sized motherships, light ycars away, were
found devoid of life. The crew, empty metal husks. The ships.
themselves massive living entities of nesh, metal and psionics,
litcrally crumbling away without their masters to hold them to
gether.

For a long while the people of the universe celebrated beforc
doubt disrupled the merriment. Why? Why did they do it? Why?
It was absolute madness (even for Mecholloids).

To confuse maners more, why was the original Mechanoid
home planet spared the carnage? Surely they hated this place
more than any other, for it was here thai their plight began. Why
take the time and massive energy to protect a dead world Ihal
held no special wonh or significance othcr than as II grim re
minder of hatred and sorrow? Mad though they may have been,
the Mechanoids /lever did anything without reason. Thus, there
must have been some definite purpose, some motive behind its
salvation. What dark secrels lie dormant. buried within its crust,
are yet to be found.



The Nightmare Continues ....
As wilh most evil, it clings to life with a despicable Icnncity.

Ncar thc edge of the Mechanoid gnlnxy, one lasl Meclillnoid
monolith looms through the shndows of death. TInee limes the
size of Jupiter, the gargantuan disc rests ominously silent. hum
ming contentedly to itself wilh an unfathomable (some say infi·
nite) amount of energy. Around it. 12 very much alive
motherships stand guard.

The Yimet Federation decided 10 dispatch the Mechanoids
once and for all. An annada of their most powerful battleships,
40 million strong, were sent to destroy the disc and its 12 guard
ians. But what chance did a mere 40 million have against 12
vesscls, each capable of destroying a dOlen planets and supple.
mented by at least one billion wasps and II handful ofother war
tools?

With the death of 40 million to their credit, the disc and its
12 again stand silent; waiting.

The Answers?
Speculation about the McchanoidS demise and the signifi

cance of Homeworld run rampant. Could it be that despite all
theit knowledge the Mechanoids fell victim to a monstrous virus
spawned from one of their own biological experiments? Is il
possible lhat only a handful of Mechanoids remain unaffected,
seeking refuge in lhe great disc. while all others had to be de
stroyed? If this is true what danger does this plague represenl to
the neighboring gl1laxies?

Or had the Mechanoids fallen victim to their own insane ha
tred, suspecting treachery among their own kind, leading to a
brief, devastating civil war that destroyed the indcslTUctible?

Or is it possible that one of the Mechnnoids' inhuman allies
had actually been ploning their destruction all along, learning
enough to tum the Mechanoids' own might against them? It is
no secret that the Dionii, intelligent insects. have long coveled
Mechanoid technology to create power cryslals. Did the Dionii
succeed in destroying them with subterfuge where all others
failed with force?

What of the doomsday device known as the Apocalypse Ma
chinc? A device that could release the force of a black hole and
projcci an unbelievably destruelive force through the universe.
A force thai would actually rip through the fabrics of space and
lime, detonating all black holes in ilS path, and creating a chain
reaction thai will annihilate entire galaxies. But could even Ihe
Mechanoids have erealed something as lelhal as this? Most be
lieve nOI and Ihat slories of the Apocalypse Machine arc simply
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lhe fanlasy of fatalists and children. If it were true, why destroy
thcmselves? And where is lhe device?

Most people believe the Meehanoid threat is forever ended,
and arc little concerned about the b'Teat disc. Some, however, be
lieve Ihat Homeworld is the key. That locked somewhere on thnt
dread planel. Ihe answers to all these questions can be found. 11
is these adventures that we (player, Game Master and game de
signer) shall explore.

A motley amalgamation of races and motives have created a
potentially volatile and deadly situation around the Homcworld
planet. A catalyst for high adventure that may ve,:ry well threaten
the universe itself.

The Mechanoid
Homeworld
Author's Note

To maintain a certain vitality and unpredictability, I do nol
c!\tablish any hardlinc, defined scennrios. Ralher, in the follow
ing pages I provide more of the game system, ideas, suggcs
tions, alien life, 1Il0tives and equipment/devices that can be
used, developed and oricnted in nny direction desired by both
players and Game Master. In this way. each G.M. creates hislher
own scenario for every game using the framework Ilnd ideas
outlined in this book. You decide exactly how involved the
Dionii are (if at all). You develop the game (and players can't
flip to page 63 to find out exactly what's in chamber X ofa par.
titular area because each G.M. decides what is within). Finally,
you and your players continue the advCflIUreS to other worlds.

The Mechanoid Homeworld lost the capability of supporting
life afler lhe first clash between the Mechanoids and their hu
man creators. II is generally a barren world of rock, dust, shriv·
eled oceans and a thin oxygen atmosphere.

Although abandoned by the Mechsnoids, a number of
Meehanoid outposts and factorie." exist and continue to function.
Some arc operated by automation (robots), otbers by Dionii, and
some by surviving Mechnnoids.

Among the various Ii fe fonns found on the planet are many
of the Mechanoids' genelic experiments, as well as Ihe merce
nary explorers who seek to unravel Homeworld's secrets.

- Kevin Siembieda, /982



The Nigerian Confederacy Solar System

The Nigelian Confederacy
A Third World Diplomatic Alliance

The Nigelian Confederacy is comprised of three alien races:
lhe NigeJiaflJ (humanoid mammals), the Gendo (quadrapoid
reptilians), and the OSlrac (humanoid amphibians). Each of the
three races populated fairly undeveloped worlds with low level
industrial technology_ None possessed 811y great mineral riches
or strategic significance. The only notoriety they shared was that
all three worlds existed within the same planetary system one
ancI the other (an eXltCfficly rare occurrence (0 find 3 consecu
tive planets with intelligent life).

Consequently, their worlds became the subjects of much sci
enlific speculation, research and study. It is unlikely that the in·
habitants would have ever independently discovered each olher,
or even developed space-age technology for several thousand
years to come, if not for the intervention of the Olevv Fedcra·
tion.

This self-righteous, autonomous colleclive superpower
deemed fit to send large scientific expeditions to each planet for
study. Unfortunately, while of some scientific importance, the
three worlds were found insignificant, their peoples too primi
tive to be a worthy addition to the intergalactic Olevv Federa
tion. After 8 decade of research, the three worlds were
abandoned aod forgoneo. However, this contact with extrater
restrial!! and high technology permoneotly altered the course of
the planets' future. Both the Nigelian and Geodo's
industriaUtechnological development took a quantitative leap
forward. The Nigelians, the most technologically advanced of
the 3 worlds, were soon able to establish a communication link
with the Gendo. They were also able to maintain black market
connections established during the Glevv Federation expedi
tions' tenure. The laller provided infonnation, tnaining and tech
nology that would create a galactic power within 3 short
ceoNries. No longer n~ing to develop their own technologies,
lhe Nigelians bought and leamed about the achievements ofoth
ers. Within a century, Ihey had landed on the Geoda's planet in
spacecraft provided by the black market. The Genda, a brilliant,
imitative people, developed quite an advanced technology from
what they had learned and pirated from the Glevv Research ex
pedition. They soon added Ihe Ostrae to their nanks and time and
again sought admission into the Glevv Federation. Callously
snubbed by them, and several other powerful galaclic organiza-
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lions, the three planets united to form their own political entity
known as the Nigelian Confederacy.

Continually ignored and chastised by the Glevv Federation
nnd the others, the Nigelian Confederacy gnthered its strength
through !Loss legal associations. Through Ihe black markel, buy·
ing, selling and running eonlnaband, and selling military aid to
the highest bidder, they have become a strong, independent p0

litical entity.

Considered by most worlds to be inlergalnclic mercenaries
and pinales, the Nigclilln Confederacy enjoys growing rceogni·
lion and political muscle. Allegedly having forsaken their ways
of plunder and piracy, the Confederacy has carefully established
a facade of respectability. However, it actively suppons the pi
racy of ils politicul enemies und rivals. Although suspected of
continuing intergalactic piracy, and political transgressions (as
saules) upon rivnl forces under the "guise" of black marketeers
and unallied freebooters, these claims remain unproven (due en
tirely to the clever diplomatic maneuvers by the Nigelians).
Likewise, most gnloctic nnd inlergalactic organizations are cer
tain that the Nigelian Confederacy condones, supports and pro
tects Ihe powcrful black market organization known as the
Brotherhood. Many accuse the Confederacy of actually being a
key member of the Brotherhood, whose alliance has enabled the
black market to become the power it is. (For the most pan, these
allegations are true. The Brotherhood annually pays the Nigelian
Confederacy 4% of i1s gross eomings; an amount thot equals
one third of the Confedcracy's annual gmss profits. Sec The
Black Markel: a.k.a. The Brotherhood, for more delails about
their alliance).

No power has yetlaken action against the Nigelian Confeder·
acy for lack of evidence, reluctance to stan a bloody galactic
war, and for fear of the subversive repercussions Ihat would be
felt if the Brotherhood united with the Confederacy against its
attackers.

The Nigelian Confedenacy has a greal number of friendly as·
sociations, usually with plnnets and organizations that are too
underprivileged, criminal or politically unsavory 10 openly deal
wilh the large galactic organizations. As a result, the Nigelian
Confederacy often acts as a political liaison for these people.
They also provide training, supplies, technology, weapons (of-



ten illegal gunrunning through mercenaries or the Brotherhood),
and military assistance for their allies. The Nigelians are infa
mous for Iheir den (oftcn risky) political maneuvers and alli
ances. The most CWTe:nt was hastily proclaiming an alliance
with the Mechanoid slave race Iotown as Cybonnen; the politi
cal acknowledgement of the Cybormen's rightful claim to the
Mechanoid Homeworld; and full political and military support
in establishing that claim. Ignoring all disputes, the Nigelian
Confederacy has placed both the Cybormen and the Mechanoid
Homcworld under their protcction. This provides the Confeder
acy with exclusive salvage and development rights of the planet
in the name of the Cybormen and freedom. Non-compliance of
this proclamation may be construed as an act of aggression
against the Nigelian Confederacy, as well 8S the Cybonnen.
Needless to say, many organizations are outraged by this na·
grant disregard of diplomatic protocol and political muscle flex·
ing Although publicly chastised for their actions, no rival power
has yet taken any military action against them. The Nigelians'
loose alliance (friendship is more the case) with lhe
Phi·WllIpCIS, another Mechanoid slave race, has curbed many
military reactions for fear of losing the coveted Warpers' ser·
vices. (See Phi·Warpers)

It must be understood that the people of the Nigelian Confed·
eraey are not evil, cruel or untrustworthy. Characters within the
game can choose IIny IIlignment, good or evil. As a political en
tity, they are freebooters who see themselves as great libef1ltors
turned champions of the oppressed, underprivileged and unac
ceptcd throughout their galaxy. Like a futuristic band of Robin
Hoods, they plunder the moganl powers that wantonly (or in ig
norance) take advantage of the weak and helpless. They will
readily accept any creature willing to fight at their side and up
hold their values.

eM. Notes:

I) The Nigelians distrust/dislike all large galactic powers, es
pecially the Glcvv Federation. They are the prime targetS of
plunder and abuse.

2) They despise slavers and will go out of their way to cap

lure a slave ship, free its prisoners and punish the slavers. Those
who buy slaves are equally despicab~e.

3) The Confed':f8cy conlTOls its planetary system.

4) Allies include the Brotherhood, Borealians, Cybonnen,
and Phi·Warpers, (Remember, the Nigelian Confederacy itself is
a triumvirate composed of the Nigelians, Gendo, and Oslrtlc.)

Black Market
a.k.a. The Brotherhood

Most Scavengers have a direct connection to the blaek mar
ket/criminal organizations and are the common link for other
characters seeking to deal with the Brotherhood. While thc
black market is very alluring, usually paying more for items
than the Confederacy's salvage royalty and able to get/do any
thing for a price, there are certain inherent dangers involved.
Depending on just how prosperous, greedy, and ruthless an indi
vidual black market dealer is, the danger will be increased or de·
creased. Remember, you are dealing with criminals; fences,
pw:hers, pimps, thieves. murderers and eunhroats of all lcind!l.
They tend to be ruthless people who will do (and have done)
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anything if Ihe price is right and will take what they want. These
are people 001 for a quick buck, power and position. Those who
they cannot buy, get in the way, impede or prevent their goals
are likely to get hurt.

Honor Among Thieves
All Scavengers are accepled mcmbers of the black market,

and are able TO deal freely within mosl criminal organizatiorul
without repercussions. After all, they are a part of the Brother
hood, and as such, arc free to come and go as they please. If
Scavengers nrc smart (meaning they don't make waves), they
can find Il very lucrative life within the organization. Bucking or
betraying the Brotherhood (or nny of its members) usunlly spells
!rouble and/or tennination.

It is wise for player characters to have a Scavenger conduct
any transaction within the black market as the dangers are vinu·
ally nil. Most fcnces, dealers and middle management will not
abuse or steal from a Scavenger, realizing the importance of
these free agents, without whom trade and services would be~

come impaired. As long as the Scavenger works wilh and within
the organization, there is little danger.

On the olher hand, non-Scavengers place themselves in grcat
pcril if they attempt to deal directly with the black market. The
Brotherhood has no qualms about sica ling from, hanning or kill
ing "straights" (strect teml for those not a part of Ihe Orother
hood). Why pay a straight for Illlydling when you can just take
it? If force is required...so what?...straights arc considered 10 be
dangerous to the Brotherhood. What's a straight doing where
he/she docsn't belong in the first place? Besides, what can they
do about it? Tcll the authorities? Not if they don't want 10 be
flushed down a disposal unit!

Of course, there is little honor or camaraderie among fellow
Scavengers and lower echelon rogues who will usc anyone or
anything as leverage to rise within the organization. These are

the lowest and most lreacherous of the Brotherhood. Flashing an
expensive item or saying the wrong name among a group of en
terprising Scavengers is as great a mistake for a Scavenger (who
should know bener) as it is for a straight. It should be made
clear that a Scavenger betraying, harming, or killing a fellow
member of the Brotherhood is nOI considered an act against the
Brotherhood. These things happen in this kind of organization;



the strong and clever preying on the weak and foolish. However,
to betray a fellow Brother (especially middle management) to
the authorities is an act of treachery, punishable by means most
grave.

The Brotherhood
The Nigelian Confederacy:

Friend of the Brotherhood
The Nigelian Confederacy has grown to power through its

purchases and dealings with the black market. When all othcr
powers turned their backs on Ihem, the Brolherhood offered its
hand in friendship. Since those early days, both have grown
powerful and dependent upon the strangc alliance lhat has de
veloped between them. While the Nig~lian Confederacy and the
Brotherhood comfonably co-exist out of mutual benefit neither
will tolerate blatant transgrcssionsJintcrferenee from the other.
Thus, the Brotherhood (with the exception of Kmall-lime entre
preneurs) will not buy or sell goods stolen from members of the
Nigelian Confederacy (paliieularly Nigelians, Gendos, or
Ostracs). Nor does it interferes with its government or laws.

The Nigelian Confederacy comes down hard on anyone,
black market Brother or not, who engages in acl'! of political
subterfuge, rreason, terrorism or any action that might upset
their delicate sociaUeconomic balance. Likewise, if a member of
the Brotherhood openly confronts (steals, assaults, murders) an
ordinary citizen in front of witnesses. helshe will be prosecuted
to the full extent of the law. This includes acts against allies of
the Nigelian Confederacy as well as il<l own people. Thc Con
federacy will not tolerate terrorism or oppression from anyone
including the Brotherhood.

However, the Nigelian Confederacy aulhorities close their
eyes to illegal gambling, prostirution, drug traffic and trafficking
of contraband within the Confederacy, and condone any crimi
nal activities committed outside Confederacy borders againsl
enemies of the Confederacy. In the Intter case, the Nigelinn
Confederacy has actively supported and protected the Brother
hood from outside prosecution.

As a result of clever; diplomatic maneuvering on the pan of
the Nigelians, they have established a sort of ipso facto diplo
matic immuniry for the Brotherhood. This ingenious strategy al
lows the Bro,herhood to freely plunder enemies of the Nigelian
Confederacy and escape prosecution by entering Nigelian space.
Any enemy space vessel penetrating Nigelian Confederacy
space boundaries constitutes an act of aggression. Assaulting
any person or property within those boundaries is a declaration
of war.

Grievances can be petitioned through the proper diplomatic
channels (purposefully bogged down with bureaucratic red
tape). If the perpetrators of this alleged criminal act can be
clearly identified and found guilty, they will be punished (Ha,
hal under the Laws of the Nigelian Confederacy Unfortunately
in many cases, video recordings have been found to be insuffi
cient evidence to gain a conviction. Of 18,473 convictions, only
93 people have ever actually served a prison sentence. The
Nigelian Confederacy has never expedited or deported any
member of the Brotherhood to an enemy power. Nor has it ever
allowed enemy powers to enter its territories to reap due punish
ment.
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G.M. Notes:

Remember, the Nigclian Confederacy may be vindictive to
wards its enemies and rivals, but it is not lawless, evil or truly
corrupt. To the government, the Brotherhood is a necessary evil,
a tool 10 expedite its growth and extract vengeance. The people
of me Nigelian sociery have laws and mores much like our pres
ent day Esnh.

Fences, major Brotherhood officers and activities should be
developed and conducted by tlte G.M.

Black Market Purchase Rates
25% of curren' market value for common Items -includ

ing most precious stones, metals, drugs, hand held weapons, bat
tle armor, ground and simple hover vehicles.

3S% of curren' market value for uncommon Items -in
cluding space vehicles. energy shields. teleportation devices. an
treasures unusual alien anifactsJdevices.

SO% (sometimes 600;,,) of current market value for rare
items - including super powerful weapons energy shields. space
vehicles, warp devices, one-of-a-kind items and Mechanoid
power crystals.

Black Markel Selling Rates
20% above market value for ,:ommon items.
40% nbove market value for rlncommQlI items.
60%-200% above market value for rare items. .

Of course, all of these rates may vary greatly depending on
the panicular circumstances of any game scenario.

Average Information Purchase Rates
100 credits for warning of a raid.
100-600 credits for political infonnation
500-1000 credits for the identity of a spy/traitor of the Drolher
hood.
200-2000 credits for locationlinfonnation ofa rare item.
500-8000 credits for incriminnting evidence.

Average Assaulland Assassination Rales
600 credits: Assault (beat·up, break an arm or leg) of an ordi-

nary person or scavenger.
1,200 credits: Assault of a mere fighlcr, military, cop or slaver.
3,000 credits: Assault of a political or important person.
1000-6,000 credits: Assault of a middle- or upper-level black

market Brother.
1000 credits: Murder ofan ordinary person.
1,500-3,000 credits: Murder of a mercenary fighter, military,

cop or slaver.
2000-10,000 credits: Murder of a (minor) political figure.
20,000-200,000 credits: Murder ofa (major) political figure.
2000-5000 credits: Murder of a Brotherhood member (lower

manngemenl).
4000-12,000 credits murder of a Brotherhood member (middle

managemenl).
20,000-60,000 credits murder of a Brotherhood member (upper

management).
200,000-1 million credits murder of a Brotherhood member (top

managemenl).



The Scenario:
The Homeworld
Expeditions

The Nigelian Confederacy has publicly advenised on its
three main worlds and outposts that it is hiring volunteers to ex·
plore and salvage the Mechanoid Homeworld in the name orthe
Confederacy. It is publicly known 1h81 Ihis is a dangerous opera
tion with the threal of encountering surviving Mechanoids as
well as possible hostility from Mechanoid allies (panicularly the
Dionii), pirates, slavers. political rivals, Hnd unknown factors on
the mysterious planet. However, as with most Nigelian Confed
erncy expeditions, the potential personal profit is overwhelming.
It is not uncommon for lucky individuals 10 earn enough 10 re
tire after a single such expedition.

Provisions and Conditions arc as follows:
I. Volunteers Clln either apply as a self-established

team/group, or as individuals to be assigned to a group.
2. All volunteers serve a mandatory 1 year period with a 2

year open option, re-enlistment clause.

3. Round trip transportation.

4. Modest accommodations (donnitory style: 2 persons to a 3
meter by 2 meter room, includes bunk beds, desk personal
locker and closets. Mixed sexes and mcial placement)

5. Community t9ilet, bath, and dining facilities.

6. Cafeteria and supply stores available for pllrchases of ad
ditional food, equipment, weapons, vehicles, and personal items.

7. All such supplies sold at 20% below current market price.

8. Each individual is allowed 120 Idlograms of lug
gage/equipment including clothes, tools, weapons armor, medi
cation, valuables, and personal items. All items must be
declared.

9. Personal money/credits: no limit.

10. No children or pets allowed.

II. One ground vehicle or simple hover vehicle is provided
for every 6 members of an explomtion team. Maintenance of ve
hicles is the team's responsibility. No vehicle shall be replaced
if stolen or destroyed.

12. Additional vehicles (excluding space vehicles) can be
purchased at 20% below current market value.

13. Objectives of Homeworld expedition:

a. Explore planet.

15.

b. Map planet. .

c. Salvage all devices, d3ta, equipment, 3nd recyclable mate~

rials.

d. Tenninate all Mechanoid survivors.

e. Establish pennanent bases for planet development.

f. Establish the Cybomlen's; allies of the Nigelian Confeder
acy, legal claim to the Mcchanoid Homeworld.

g. Repel any hostile forces disputing said claim or disrupting
expedition operations.

14. Base payment for services rendered:

J. 2000 credits upon enlistment.

II. 1000 credits monthly pay.

III. A flat salvage royalty of20% of current market value on
all items salvaged. (Note: see Black Market for ahematives.)

15. Royalty payments immediately upon official declaration
and filing of salvaged items

16. All items and precious substances salvaged from
1·lomeworld are the propeny of the Nigelian Confedemcy, and
must be rumed over to salvage officers.

17. Withholding itcms/matcrials !talvaged will result in the
confiscation of said item(s) without royalty payment. If item(s)
has been sold, the approximatc current market value will be ex
tracted from personal credit until paid in full.

18. Selling of salvaged item(s) to the black market is prohib-
ited. '

19. Those convicted of black market liquidation of salvaged
item(s) will be fined 1000 credits per offense/item in addition to
provision listed in #17. Multiple offenses can lead to possible
criminal charges and imprisonment.

20. Personal Requisition of salvaged item(s): salvage claim
ant may file a personal requisition fonn allowing him/her to pur
chase the item(s) at 60% below current market value within 90
days of claim's filing date. All such claims must be filed upon
declaration of item to salvage officer. Requisitioning an item(s)
for personal ownership forfeits any royalty payment for !hat
item(s). Personal requisition can be filed only for item(s) sal
vaged by claimant. These claims can be filed by individuals or
jointly by the salvage team members.

Game Master Notes
This is the basic IlbTfeement, provisions, and conditions for all

volunteer or mercenary expeditions, whether it be a salvage op
eration, research and development, mIming contraband, merce
nary assault operations or pimcy. Particularly dangerous (with
little or no salvage possible) or military oriented expeditions
may include a 5000-30,000 credit bonus upon the successful
completion of the job. Thus you can use this outline for any fu
ture expeditions you may devise for your campaign.

Intergalactic Species Guide Table
Mammals 38%
Reptilian 18%
Insect 12%
Aves (Birds) 9%
Amphibians 7%
Plant 7%
Energy 3%
Others 6%



The Borealians

Borcalltlns

Stripped of their planel's natural resources, the Bprealians
must impon vast amounts of materials and products from other
worlds. This has made them dependent on trade and foreign aid,
both of which have been amply provided by the Nigclian Con
federacy.

Psiollics: Standard: see Psionics section.
Hit Points: Standard: see Detcmlining Hit Points.
The 8 Attriblltes
Number ofsix-sided dice rolled is designated below.
I.Q. M.E. M.A. P.S. P.P. P.E. P.B. Sed.
333 3 4 2 2 4
Other Notes about Boreallans
I. Carnivore and herbivore.
2. Nonnal color vision.
3. Any Qlignmcm.
4. Any D.C.C. (although their quickness makes them panicu-

larly good fighters).
5. All Boretllitlns tire double-jointed.
6. Average life span: 90 years.
7. Average Height: 2.1 meters (7 feet)
8. Average Weight: 90 kg (200 Ibs).

Borealian L.RA.

Borealians only use L.B.A.
Helmel and chestphlle of
metal alloy. The rest of the
suit is a heavily padded
plastic.

Borealian
Laser Rifle

'"

Energy Shield can
absorb up 10 600 S.D.G.
ofenergy.

The Borealians are allies of the Nigelian Confederacy, often
offering their services as mercenaries and assault troops. They
arc a race of tall (2.1 mcters/7 fi), IClln, thin-waistcd peoplc. Hu
manoid mammals, they arc obviously evolved from some ca
nine-like life fonn. Their bodies are covered with a fine. fur-like
hair, whose color ranges from all shades of brown to black, or
patchy black and brown. Borealians arc very quick, possessing
high Physical Prowess and Speed (4 dice).

.The Borealian homcworld is a small planet with heavily pol
luted nilluml resources. What little fresh water existed has been
saturated with deadly toxins long ago. Likewise, the soil is inca
pable ofsupponing life, and what lillIe b'1'OWS perishes under the
assault of acid rains. The atmosphere is thick with the deadly by
producls of industrial waste, spewed into the now yellow-gray
skies for severnl centuries.

Consequently, the Borealians have developed vast under
ground cities to escape the terrible hardships of life on the
planel's surface. Only the very poor (which ilre numerous) and
the factories, belching their filth, remain active on the surface.
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Nigelian

NegelilUl Reaper Battle Annor

Note: Both E.B.A. and L.B.A. are
identical in appearance. However.
the E.B.A. is bulkier, heavier,
and constructed of metal alloys
while L.B.A. is constructed of
lighrweight poly-carbonate plates.
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Ion Blaster

Fighter
Pilot
Unifonn

\
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The Nigelians
A clever, adaptive race of bipedal humanoid mammals. the

Nigelians are the heart and soul of the Nigelian Confederacy.
Particularly adept in lhe political arena, they have established
lhe political structure. laws. alliances and goals of the Confeder
acy lUld are the prime movers tbe. With the GeRdo al Iheir right
hand and the Ostrac at their left, they have molded their triumvi
rale into a power 10 be reckoned with.

Individually, Nigelians are very similar to true hwnans. but
do have some major physiological differences when compared
to their human cousins. Nigelians arc smalh..-r, seldom t.allcr than
1.6 meters and never taller than 1.8 meters (6 ft.); their small,
wide nose is placed higher above a mouth with large nat teeth
indicating an evolution from an herbivQre ancestry. Body hair is
coarse, naming red, red-brown or rcd-blonde. often fUming
white at an early age (35-45) but seldom fulling oul. A bald
Nigelian is 50 by intention, not by an act of nature. A major
physical distinction is the Nigelinns' natural Physical Prowess
(4 dice), with mosl being ambidextrous as well (76% of all
Nigelians are ambidextrous).

See: The Nigclian Confederacy and The Brotherhood for
more insight into their political dealings, history and favorable
relationship with Ihe black market.

Pslonlcs: Standard: see Psionics section.
Hil Points: Standard: see Detennining Hit Points.
The 8 Attributes
Number of six-sided dice rolled is designated below.
I.Q. M.E. M.A P.S. P.P. P.E. P.B. Spd.
3 3 3 3 4 3 3 3
Other Notes aboul Nigelians
I. Carnivore and herbivores
2. Nonn:lI color vision.
3. Any alignment
4. Any D.C.C.
5. Ambidextrous (roll percentile to detennine if character is am

bidextrous: 1-76% means yes; chamCler is equally adept with
both hunds). Ambidextrous Skill Bonus: add 5% to Mechani
cal Engineering, Gunnery and all Repllir skills. This is in ad
dition to any olher skill bonus.

6. Averoge life span: 80 years
7. Average Height: 1.6 ,neters (approx. 5 fi, 6 inches).
8. Average Weight: 63 kg
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female
Gendo

The Gendo
The Gendo are a brilliant reptilian race and complete the

Nigelian..()slI8e-Gendo Triumvirale. They, and the Nigelians,
are the truc power behind lhe Nigelian Confederacy. 1lJc Gendo
are fascinated by new concepls and technologies. They make in
credible field scientists and electrical and mechanical engineers.
They are particularly fascinated with computers, weapons, vehi
cles, robotics. and warp drives. Incredibly imitalive and cre
ative. they have been able 10 learn. imitate, adapt. and improve
upon existing technologies.

Gendo females are small. wingless creatures while the males,
also small, possess great leathery wings. While both males and
females have difficulty standing erect and are slow moving
when earthbound. the males are graceful visions of beauty in the
sky. llle speed and agility of the winged Gendo are legendary.

Quick to realize their wlnerability in the air and on the
ground, the Gendo developed a lightweight body annor com
posed of a super plastic equal to mOSl mctal body amlor. This
annor, is so light and designed specifically for Gendo physiol
ogy, that it does not impede speed or mo....ement even in night.

Pslonies: Standard: see psionies section
lilt Points: Standard: see Detennining Hit Points
The 8 Anrlbutes
Number of six-sided dice rolll..'d is designated below.
I. . M.E.M.A.P.S. P.P. P.E. r.B. S .
4 2 3 3 3 4 2 2110·

·Speed: 2 dice maximum speed applies for both male and fe
male. 10 dice applies only to the winged male, and indicates
maximum night speed. NOle: dodge bonus in night +3.

Other NOles about Gendo
I. Carnivore and herbivore.
2. Nonnal color vision plus Nightvision 15 melers.
3. Any alignment.
4. Any D.C.C.
5. D.C.C. aptitudell.Q. bonus of 10% (in addition to any other

I.Q. attribute bonus) added to all skills that arc not specifi
cally physical. like electrical engineering, explosives, com
puter. robotics. aptimde specialties, medical. etc.; not



Gendo

Gendo E.B.A. and L.B.A.
look identical. Both
allow maximum movement.

applicable to prowl, hand-to-hand combat, L.B.A., E.n.A.•
gunnery or any Weapon Proficiencies or combat skills.

6. Excellent memory. Very analytical.
7. Average life span: 1.50 years.
8. Average Height: Female: 1.2 to 1.5 meters (4-5 rt) from head

to toe; male: 1.2 to 1.5 meters (4-.5 1\) from head to toe.
Wingspan (male only) 4.4 meters (14 1\) from wing tip to
wing lip

9. Average Weight: Female: .52 kg, male: 84 kg.

10. Only males have wings, females arc wingless.

156

Male Gendo:
Wiih and without
bodyannor.



Ostrac

Male: In Light Battle Armor
(L.B.A.) with human in vacuum suit.

The Ostrac
The Ostrac arc the most primitive people of the Nigclian

Confederacy. They arc massive, powerful amphibians with a
Iusl for adventure and war. When the Nigclians and Geodos
landed on their planet, they found the Ostrac to be a primitive,
barbaric race of warring tribes. Unduly impressed by these
strange new visitors from the sky, the Nigclians and Geodos
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Ostrac Particle Beam:
With energy back pack
(20 charges), extremely

heavy/

Females: They are more aggressive
and stronger than the male.

'"



Ostrac Male in
studded E.B.A.

Other Noles about Osrrac
I. Inslincrive predators.
2. Carnivores
3. Nonnal color vision.
4. Any alignment
S. Any a.c.c. allhough a low I.Q., great strength. and desire for

battle makes them perfect fighters (light and especially.
heavy assault).

6. Average life span; 60 years.
7. Average Height: Female: 3 meters (10 fi), male: 2.7 meters (9

fi).
8. Average Weight: Female: 166 kg, Male: 148 kg.

wert readily acccptcd. Thcy were able to unite the tribes with
the promise of powerful war machines/weapons and grand com
bat among the S!3rS.

The Osrrae, nOI exactly the smanCSI prople of the galaxy.
bought the slories of oppression and domination of the Glevv
Federation hook·line·and-sinker. Besides. it had been over 2 de
cades since the Nigelians and Gendos arrived, and lhe Ostl1lC
wcre anxious for combat.

The Oslrac are lhe strongmen of thc Nigelian confederacy.
and arc fiercely loyal 10 their Nigelian and Gendo friends. Con·
vinced (by the Nigelians) lhat Ihey are repressed by mammals
because they are amphibians, the Ostrae are wary of any
wann-blooded creatures. except Nigclians.

Ostrac females spawn every 6 months. laying 6-36 eggs each
lime. Now carefully fenilized and cared for in laboratory hatch
eries, the maturity rate is 87%. Aftcr the eggs are fenilized, the
fel\IS grows to a ladpole wilhin 6 weeks and reaches prematurity
3 years later. At this stage, the Oslrae Slands nearly hislhcr full
height of3.1 meters, and is almost as powerful os an adult. The
Ost:rnc will reach full maturity 2 years later (a total of 5 1/2
years from conception).

The male and female seem identical in appearance. However,
the females are usually larger and more powerful than the males.
While all Ostracs excel in combat. the female is particularly sav
age and especially enjoys physical (hand-to-hond) confrontation.
The female Ostrac wrestlers or gladiators are fearsome to behold
in combat (as are any Ostrac).

Pslonics: Standard: see Psionics section.
Hit Points: Standard: see Dctennining Hit Points.
The 8 Allrlbutes:
Number ofsa-sided dice rolled is designated below.
Male
I.Q. M.E. M.A.P.S. P.P. P.E. P.B. Spd.
2 2 2 4 3 4 2 5
Female
2 2 2 5 3 425

Laser Shield:
S.D.C.: 66
Range: 1800 m'-------..,.J~~
Rate of Fire Per Melee: 2
Damage: 4·24
Charges: 12

Laser Trigger 011 Handle ----
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The Cybormen
The Cybonnen, once an intelligent humanoid race of mam

mals, were the subject of genetic mutation and robot integration
and grafting of living tissue and melal. Although similar in con
cept and construction to the Mcchanoids themselves, the
Cybomlcn were one of their many slave races. To the
Mechanoids, the Cybonncn were nothing more than experimen
tal guinea pigs, laborers, menial servants, playthings, and pets.
Now, with the Mechllnoiw' demise, the surviving Cybonncn
seek 10 claim the abandoned Homcworld as their own, 10 once
again live in freedom as masters of their own fatc. To Ihis end.
the Nigelian Confederacy is offering !.heir entire sup(K)rt.

The Cybormen scour Homeworld, gathering knowledge,
tools. and equipmenllo rebuild the pl~1 as their own. Crucial
in their search is the desperate need to uncover the Mechanoids'
secrets of genetics and cybernetics. Without this knowledge, the
Cybonnen an:: doomed to extinction since they cannot naturally
reproduce. Simultaneously, they extraet their revenge upon their
one time masters by seeking out and destroying any surviving
Mechanoids.

The Cybonnen are among the few who are eenain that the
Apocalypse Machinc exists and thai the secret of the device is
somewhere on Homeworld. They intend to find it and destroy it
before the Mechanoids or any other race can use il.

Obviously, becausc thc Cybormcn's bodies are actually rna·
chines, they can outperform and out--endure most creatures of
flcsh and blood. Each type has a panicular body armor, S.D.C.,
strength, prowess, endurance and speed. All Cybormen ofa par.
ticular design have idcnticalnbilitics in physical attributes. Only
the mental attributes arc subject to determination by rolling dice.
(Personal quirks, dispo!'itions and insanity are also applicable.)

Psionics: None

Hit Points: None as normally perceived. Since the
Cybonnen arc totally integroted with their mechanical bodies, if
the body is destroyed, they die. Thus, S.D.C. Takes the place of
Hit Points. The bodies can be repaired at a cost (materials and
time) of 100 crcdils per 10 S.D.C. replaced/repaired. If the
Cybonnlln's S.D.C. is reduced to zero, he must undergo radical
repair within 6 hour or die. If this happens, there is a 16%
chance of system shock and the Cybonnan still dies (roll per
centile dice). If Ihe Cybonnan lakcs more damagc than his
S.D.C. can withstand (dropping below zero), he dies.

The 8 Attributes:

Only the 3 mcntol attributes are rolled for. Number of
six-sided dice rolled arc designoled below.

I.Q. M.E. M.A.
3 2 3

Others: See individual Cybonnen slotislics. Bonuses apply
10 all anributes.

Endurance of Cybormcn
Although robot in physical body, the Cybom\en are subject

to minor limitations. While not subjcclto raligue. as living crca
tures or flesh and blood. they can strain or even bum OUI mOIOB
circuits, and body pans. This occurs only after intense activity,
such as running or fighting or laboring at maximum capacity
without rest to allow Iheir mt:chanical parts to cool down. Like a
car with an overheated engine, something is going to give way.

159

Each Cybonnan is given on endurnnce lisling in hours. If this
is exceeded, use the following chart to determine damage. Note:
light activity (walking, standing guard, tinkering) places no
slmin on the body which can opernte al that pace indefinitely.
Cybonnen need to shut-down, meditate and rest al least 6 hours
out ofcvcry 48.

Cool down takes 1-6 hOUB oflight activity or immobility.

Physical Endurance overload (damage) Roll once every hour
beyond endurance limit. Roll percentile dice.
1-8 No ill eITect.
9-32 Body prowess and speed reduced by half; no bonuses.
33-36 Annlhand pamlysis.
37-53 Leg p8mlysil.
54·13 Sensory black-out (blind unlil repaired).

The Tech is milch
strOll&tr than most
humans. Doing 2-12+4
damage in hand to
hnnd comb;u.



Laser Attachment: Taps into
C)'bonnan's powcr pack and
is fired b)' mentlll command.
Fires 30 charges hefon:
requiring II 4 hour recharge
period.
Runge: 1600 m
Rate of Fire: 2
O.'lmage: 2-12 or 3-18

74-82 Power pack ovcrload (cxplodes, doing 5-50+ 25 points
damage in a 3 m I1Idius. Cybonnan completely paralyzed un
til repaired and power pack replaced).

83-89 Life support system fails (totally immobilizes Cybonnan;
death results in 2 hours unless repaired).

90-100 Organic damage (death resuhs in 6 hours; irreversible).

Mental Fatigue
All Cybormen must completely shut down to meditate and

rest for 4-6 hounl once cvery 48 hours. This allows the human
oid brain 10 recuperate. If pushed beyond this limit, the follow
ing penalties apply.

Mental Fatigue: Roll once for every 4 hours without rest
(beyond a 48 hour period).

01-13 No ill effect.
14-30 Speed and all bonuses reduced by halt (accumulative ef

fect).
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31-50 Coma for a 32 hour period (no permanent damage).
51-66 Total disorganizstion; -810 hit/dodge.
67-74 Permanent Organic Retardation: I.Q. drops by 3.
75-81 Pennanent Organic Retardlllion: I.Q. drops by 6.
82-88 Pennanent Organic Retardation: I.Q. drops by 8.
89-93 Permanent Organic Retardalion: I.Q. drops by 12.
94-100 Organic Damage: Cybonnan functions at full capacity

for 6 hounI, until brain hemorrhage and death results (irre
versible once rolled).

Other Notes about Cybormcn

I. Tech (primc purpose of design: servant, light mechanical and
electrical repair)

P.S 19
P.P 19
P.E. 14 hours
P.B.1O
Spd. 30 kmph (maximum speed can be maintained for 14 hours)
Height: 1.8 m
Weigh!: 450 kg
S.D.C., 266
Annor Rating: II
2. Goliath (prime purpose or design: heavy labor, exploration,

mechanical engineering)
P.S.22
P.P.20
P.E. 18 hours
P.B.IO
Spd. 45 kmph
Height: 2.4 m
Weight: 680 kg
S.D.C.,36O
Armor Rating: 13
3. Titan (prime purpose of design: exploTAtion and heavy labor)
P.S.27
P.P.20
P.E. 20 hours
P.B.IO
Spd. 24 kmph
I.Q. modificno: roll only 2 dice for I.Q.
Height: 3.0 m
Weight: 840 kg
S.D.e.: 480
Annor Rating: 15
4. Average life span 1000 years.
5. Estimated population on Homeworld: 10,000
Total scanered across the galaxy: estimated 800,000
6. Nol capable of bearing offspring.
7. All Cybormen have the [ollowing mechanical abilities:
Life support system
Internal cooling and tcmperature control
Radiation shielding
Independent oxygen supply
Audio communication system
Short-range directional communicator (10 km/6 miles)
Optics: Infrared, ultraviolel, range: 400 m
Fire resislance: 300° C
Cold rcsistance: -2000 C



Fusion Torch Senings:
Damage: 1·6/2·1212·24/6-36
Range: 38.1 mm minimum

19.8 m maximum

Goliath
Quick and powerful. the Goliath does.
3·18+17 in hand to hand combat

Fusion Torch Anachment:
Taps into Cybonnan's
powerpack. Works Iike a
flame thrower. Can maintain
maximum power for 1 hour.
(6 hou~ to recharge).
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Titan

Plasma Ejector:

Range: IF~~ ~per meleeRate of 'Ire.
Damage: 4-40+ I0
12 charges

. powerful: 24+12The Titan IS very hand combat: 4-
Damage in hand 10

. AnachmentPlasma Ejector

"
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Phi-Warpcr in
hover E.B.A.

Phi-Warper
The Saga of the Phi-Warpers

Many worlds have developed teleportation, hyperdrive,jump
and warp systems for interplanetary travel, but none are as per
fected as the Mechanoid warp drive. The Mechanoids had cre·
ated the most accurate warp system ever devised. 11 was also
one of the most heinous atrocities eommillcd againsl humanity.

The Mechanoids discovered an oxygen rich planet with deep
blue skies and even deeper blue oceans. Oceans dominated this
planet, covering 87% of the surface. Under its majestic waves
prospered an aquatic roee of humanoid mammals vaguely simi·
lar 10 the Earth dolphin. Allhough Ihese intelligent, gentle pe0

ple possessed great psionic abilities what made them truly
unique was an uncanny psionic ability to teleport by means of
bending time and sp.'tcc. Apparently, they were able 10 mentally
probe space and manipulate ils forces. By crealing a son of in
visible vortex thai bends the fabric of space, they were able to
project themselves great diSlances in a maller of minutes (A
form of dimensional shifting that, to this day, remains a mys
t"Y).

Having never known war or betrayal. the Phi-Warpcrs fell
easy prey to the Mechanoid's treachery. Psionically neutralized,
the Phi.Warpers wcre captured and subjected to genelic recon
struction.

ARer a century of painstaking genetic experimentation, the
new Phi-Warpers were ready 10 take their place in the

,.3

Mechanoid world. The Warpers' once large, powerful bodies
were reduced to shrunkcn, tailless stumps. One ann had been
transfonned into a spindly dwarf appendage. while the other
was monstrously giant and as weak and ineffectual as the dwarf.
Their keen vision lost to tiny, far-set eyes which leR them nearly
blind. Drugged and placed into special life support canistenl,
they became the key components of the Mechanoids warp drive.
Their minds, swept clean of clullering thought, were controlled
and stimulated by the Warp drive mechanism, activated only by
the flow of coordinates and the pulse of energy required 10
Warp.

A single Phi-Warpcr could flawlessly warp a 20- Ion object a
distance of Il thousand light years. 100,000 Phi-Warpers pre
cisely timed, controlled and amplified by the cosmic energies of
a Mechanoid power crystal could warp an entire planet.sized
Mothership.

For eons, the Warpers were catatonic slaves to some
hcll-spawned device. But with the self-inflicted Mechanoid
genocide, they have, at last, been granted freedom. Possessed of
remarkable psionics and Mental Endurance. an amazing 61 % of
all Phi-Wa.rpers are able to adapt to their new environment with
little or no lasting psychological trauma. But those driven insane
(39%) are dangerously hostile, schizophrenic. and oRcn possess
multi·personalities.

Those escaping pennanent psychological damage retain their
gentle nUlOner and high regard for life Insatiably curious about
their new cnvironmellt, the ocean of space, they hage become
ardent explorers. Enjoying conlact with other lifc, lhey will of
ten join explomtion expeditions, offering their warping abilities
in exchange for companionship and adventure.

Unfortunately, many unscrupulous beings still capture, and
imprison, Phi-Warpcrs in debilitating warp systcms as Ihe
Mechanoids did. Slavers and some black markctccnl will pay
anywhere from 200,000 to one million credits for a single
psionically incapacitated (but fully functional) Phi.Warpc:r. The
Nigelilln Confederacy finds this slave trade (as they do lilly
slave trade) most hideous, reserving the most stringent punish
mcnts (including death) for anyone involved in the capture and
enslaving of Phi·Warpers. (Note: most Confcdcracy races find
this aCI so lerrible that when Slavers are discovered, they are
treated mercilessly, with fcw Slavers taken alive for prosecu
tion). Needless to say, Ihis has endeared Ihe Nigeliall Confeder
acy to the Phi-Warpers.

Being very fragile and incapable of physically walking, it is
wise to see to it that any Phi-Warper is suitably protected.
Phi-Warpcr body annor is specially designed of lightweight
mctal alloys. complete with hovcr jets. TIlis suit offers maxi
mum protection and mobility.

Movemenl is otherwise limited to crawling, psionics (levita
tion, telekinesis, etc.), hover devices or transport by someone
else. Note: Phi·Warpers with telekinetic abilities are able to pi·
lot most ground vchicles lind simple hover vehicles.

Rolling-Up a Phi-Warper Playing Character
All Phi-Warpers have the ability to warp without the usual

dangers associated with psionic teleponotionlwarping.
As mentioned earlier, lhis ability allows a Phi-Warper to

bend, or warp, space and time. projecting it anywhere he/she de·
sires within the same dimension. (Note: this is nOt an
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Psionics
AU Phi-Warpers have some psionic ability.

Determining Degree of Psionics
Roll percentile dice.
01-50 Minor (Iimiled to all Level one abilities and warping).
51-87 Major (limited to Levels 1-3 abilities and warping).
88-100 Master (full range of psionic levels and warp abilities).

see: Psionic section for description, use, and developmenl of
psionic abilities.

NOle: Although a major or mllSter psionic may be rolled, the
character is considered a novice and must begin with Level one
abilities. As hclshe altains a new experience level, he/she also
gains a new level of psionics, stopping at the maximum level al
lowed. Example: a major psionic is Iimiled to level 3 abilities

TbeWarp
Range
under 5 km
\OOkm
10.000 km
100,000 Ian
I million km
100 million km
10 light-years
1,000Iight-ycars
10.000 light-yeaTS
100,000 light-years
500,000 lighl~years

Unsuccessful \Varp
Each time a Phi-Warper uses hisJ}1l,:r ability 10 travel greal

distances. there is a certain degree of risk (Risk Factor under
Warp Table). The player must roll percentile dice to see if
be/she has successfully Warped. Rolling under thc risk faclor in
dicales an unsuccessful warp. The severity of the incident is de
tennined on the following table. Roll percentile dice:

Unsuccessful Warp
01-35 OlTlarget by 1,000 light-years.
36-59 Wrong place; no idea orlocation.
60-85 Strain kills Phi-Warper upon arrival at destination.
86-100 Warp bum; all destroyed.

It is usually safer 10 make several small warps (under 1,000
light-years) than risk one or IWO large warps. The Phi-Warpcr
can warp 100 million kIn with only a few minutes lhought. but
must prepare/meditatt: for one hour befon: anempting to span
light-years. Roll percentile dice for inlerrupled warp.

Interrupted Warp
01-17 OlTlarget by 10,000 light-years.
18-29 Off largel by 500,000 Iighl-years.
30-)5 Wrong place, no idea of location.
36-78 Shock kills Phi-Warper.
79-100 Warp bum; all destroyed.

During a Warp, the Phi-Warper places himself into a lronce
for the duralion of the warp and must be isolated as to not be
disturbed. If interrupted, and the lranee broken, there is a good
chance of disaster. (Roll on interrupted Warp Table.) However.
except for unexpecled interruptions, the Phi-Warper is in com
plete eonbOl and is able to stop the process 0.1 any time without
incident. Once a Warp is stopped, it is considered complete. To
warp again requires preparation and expending J.S.P.

intcr-dimensional spanning ability. Up, down, 10 meters,
100,000 kID or 10,000 light years away, a Phi-Warpercan do it.

However, there are certain limitations and dangers involved
if pushed too hard. See: Warp Tables.

Warp Tables
Phi-Warpers must have at least some idea of where they are

warping to. An idea of distance, and a description (no matter
how vague), star chart, or map is necdl.:d,

Number of Warps Possible per Melee
500 metcrs oncc every 2 melcc rounds
5 km once every 5 melee rounds
1,000 km once every 15 melee rounds
10,000 km once every 60 melce rounds
100.000 kilometers once every 10 hours
1 million lcilometers once everi 24 hours
100 million km once every 72 houn
10 light-yean once every week
100 light-years once every 2 weeks
10,000 Iighl years once every 6 weeks
100,000 light-years once every 12 weeks
500,000 light-years once every 20 weeks
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Humans seem 10 be the intergalactic equivalent to the rabbit
since they seem to abound throughout the universe. Of all
known intelligent mammals, humans (basic Eanh-types) com
prise 7% of that category. Another 11% of intelligent mammals
arc apparently humanoid cousins to humans, with slight, though
distinct physiological differences. All (rue humans (and many
humanoids) have consistent 8nributes.

The 8 Attributes
Number of six-sided dice rolled is designated below
I.Q. M.E. M.A. P.S. P.P. P.E. P.B. Spd.
3 3 3 3 3 3 3 3
Other Notes aboul Humans
I. Omnivore (eals meats, grains. etc.)
2. NormAl color vision.
3. Any alignment.
4. Any D.C.C.
5. Average Life span: 80 years
6. "Ieight: 1.2· 2.0 meters

and can never anain 41h level abilities even though the characler
may have 5 or 6 levels ofexperience.

Determining Inner Strength Points (I.S.P.)
Take Ihe Mental Endurance (M.E.) attribute and mulliply by

9. Example: Il character with an M.E. of 14 (14)(9) hus 126
1.5.P. This applies only to Phi.Warpcrs. See Psionics section for
all other races.

BuUding I.S.P.: All Phi-Warpers (minor, major, muster) au
tomaticallyadd 10 I.S.P. per every level of experience gained.

Saving Throw: against Psionics: Standard: see Psionies
section and Attribute Bonus under M.E.

Phi-Warpcr Stats
The 8 Attributes
Number of six-sided dice rolled is designated below.
I.Q. M.E. M.A. P.S. P.P. P.E. P.B. Spd.
343 I 222 I
Hit Points: Standard: see Detennining Hit Points
Other Notes about Phi-Warpers
I. Male and females look identical.
2. Very near sighted (see clearly without optical enhancements 
I meter).
3.90% Herbivores
4. Gentle disposition
5. Any alignment
6. Height: 1.3 meters
7. Weight: 42 kg
8. Cannot usc heavy equipment
9. Cannot choose any O.C.C. (see special O.C.C. skills for Phi
.Warpcrs).
10. Still capable of bearing offspring

Phi-Warpers cannot choose an a.c.c.
Because Phi-Warpcrs are so very weak, they cannot physi

cally use and operate heavy or large tools, weapons, or equip
ment. These physical impainnenLs also limit the skills (and
therefore O.C.C.) they can perform. Consequently, many
Warpers concentrate exclusively on developing their psionic
abilities. However, those with an I.Q. of 10 or higher can choose
from a limited range of skills.

Attribute Requirement: I.Q. 10 or higher
Elective Skills: Choo.$e 6 at level I. 2 at level 3. 2 at level 8.

and 2 at levcl 12
Computer Programming
Forgery
Medical
Navigation (+10%)
O.S.C.E. (+8%)
P.O.V.
PAY. (simple hover vehicles only)
Pick Pocket
Warp Drive (+15%)
W.P. Blade (small)
W.P. Automatic (handguns only)
W.P. Handguns (energy)
Applied Aptitude Specialties: Sensory Equipment & Theoreti

cal Knowledge
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Levels of EIperience
Phi~Warper

1 0-2,700
2 2.701-5,400
3 5,401-10.800
4 10,801-22,000
5 22,001-34,000
6 34,001-48,000
7 48,001-58.000

Humans

8
9
10
11
12
13
14
15

58,001-88.000
88,001-110,000
110,001-145,000
145.001-185.000
185.001-240,000
240,001-290.000
290,001·365,000
365,001-450,000



Psionics

You clln find the descriptions for Psionic Levels 1·3 in the
Mechllnold InvaslQo. Level 4 Psionic descriptions can be found
in The Journey.

Level Four Psionics
I. Astral Projection (10)
2. Commune with Animals (10)
3. Float (air/water) (8)
4. Fuel Flame (8)
5. Mind Wipe (forget)(IO)
6. Sense Traps (8)

Level Two Psionics
I. Bio--regeneralion (8)
2. Conunune with Spirits (4)
3. Death Tmnce (4)
4. Empathy (4)
S. Levitate (6)
6; Limited Telepathy (6)
7. Limited Telekinesis (6)
8. Mind Block (4)
9. Night Vision (4)
10. Resist Fire (4)
II. Resist Hunger (4)
12. Slow Metabolism (2)
13. Spontaneous Combustion (4)

The force field will have an S.D.C. (Structural Damage Ca
pacity) of 20 points; A R. 8. TIle S.D.C. of the field can be in...
creased by one for each additional I.S.P. expended. The force
field blocks all attacks before any personal annar is attracted.
The S.D.C. and damage works the same as S.D.C. and nonnal,
physical annor.

Cause Insanity
Level Five
Rllnge: Others by touch
Duration: Special
I.S.P.: 20
Suing Throw: Standard

Anyone affected by this ability will contract one insanity.
This lasts at least one month. Thereafter, a nonnal saving throw
against psionics is rolled once every week to detennine remis-
sion; if successful, the insanity is gone. Insanity is specified by
the psionic and can be either a Neurosis or Phobia. Usc of this
ability does not infonn the psionic ofany prior insanity.

Cure Insanity
Level five
Range: Others by touch
Duralinn: Special
I.S.P,; 40
SaYing Throw: Standard

Any insanity except for the organic variety can be cured,
Once done, the subjcct has a 10% chance of reverting to the in·
sanity every week. Schizophrenia, Organic Retardation, and Or·
ganic Damage are 1I0t affected by this cure.

Dispel Spirits
Level five
Range: 50 meters
Duration: Instant
I.S.P.: 10
Saving Throw: The spirit receives no saving throw, but if II

psionic had summoned the spirit. then the psionic can mil to
maintain a conhlct with the spirit after it is dispelled.

Any SI)irits of the dead (sec commune with Spirits-level 2)
will be forced to flee to the spirit world. This does no damage to
the spirit, but breaks IIny communication that it may have with
another psionic.

Extended Telekinesis
Level nve
Rllnge: SO meterslline of vision
Duration: 10 melees per level of psionic
I.S.P.: 16
SaYlne Thrnw: Standard

Identical to the Level Two ability. However, Duration (10
melees per level). Range (50 meters) and Weight (18 kgl40
Ibs per level ofpsionie) are increased.

Mentally Possess Others
Level five
boge: Touch
Dunllnn 16 melees per level of psionic
I.S,P.: 18
SaviDg Tbrow: Standard

The psionic completely takes over and controls another per
son or creature. A portion of the controlling mind is actually

Description of Psionic Abilities
Level One
(Note: I.S.P. is an abbreviation for Inner Strength Poinls)
Level One
I. Aura ofTruth (2)
2. Detect Psionic! (2)
3. Hypnotic Suggestion (2)
4. MeditationITmnce (0)
5. Object Reading (3)
6. Presence Sense (4)
7. Resist Cold (2)
8. Resist Thirst (2)
9. Resist Fatigue (2)
10. See Aunl (4)
11. Sense Good or Evil (2)
12. Sense Magic (2)

Level Three Psionics
I. Extended Telepathy (8)
2. Menial Bolt of Force (12)
3 Precognition (6)
4. See The Invisible (8)
5. Teleport Object (20)
6. Tum Invisible (8)
7. Evil Eye

a) Despair (10)
b) Paralysis (10)
c) Stun (10)
d) Sleep (10)
e) Fear (10)
Q Blind (14)
g) Pain (18)
h) Dc"h (20)

Level Five Psionics
I. Basic Force Field (12)
2. Cause Insanity (20)
3. Cure Insanity (40)
4. Dispel Spirits (10)
5. Extended Telekinesis (16)
6. Mentally Possess Others (18)
7. Negate Poison (12)
8. Water Walk (10)

Basic Force Field
unl five
Range: Self
Duration: 8 melees per level of psionic
1.s.P.: 12
Saving Tbrow: None
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transferred to the possessed body. While in the victim's body,
the psionic retains his/hcr own knowledge and identity. The
body of the psionic will lapse into a trance·like state for the du
ration of the possession.

Negate Poison
Level five
Range: Self
Duration: permanent
J.S.P.: 12
Saving Throw: Nonc

After a poison (or suspected poison) has been introduced inlo
the booy of the psionic, this ability is used 10 negate it. Because
of the difficulties in expelling the poison from the body, it takes
a full hour of intense concentration to succeed. Once this pro
cess is started, no further damage will lake place. Any damage
already done to the booy mUSI be healed in olher ways
(bio-regeneration, elc.).

Water Walk
Level fivc
Range: Self
Duration: I hour per level ofpsionie
I.S.P.: 10
Saving Throw: None

By altering the molecular texture of the water, the psionic
can move freely about on lhe surface. The water will reacl as
good traction and can be used for running without causing any
kind of slipping. The only limit to the amount of weight that the
water can hold is the strength of the psionic; 30 kg per level. It
can also be used for sitting, crawling, or sleeping.

Level Six Psionics
I. Creale Illusion with Sound (24)
2. Heal Others (18)
3. Mass Hypnotic Suggestion (2 per subject)
4. Mind Bond (24)
5. Psychic Surgery (19)
6. Resist Vacuum (12)
7. Teleport Self (24)

Create Illusion with Sound
Level six .

Range: 20 m
Duration: Special
I.S.P.: 24
Saving Throw: Psionies only

TIle psionic can create and direct a single illusionary objecl
or being. This objC!:t will appear realistic with respect to both
sight and sound (however, touch and smell arc missing). The il
lusionary person can be made 10 walk around (in range of the
psionic) and talk freely. The psionic can move llnd speak nor
mally but is incapable of any other psionics while the illusion is
maintained. The psionic must also remain conscious.

neal Others
Level six
Range: Touch
Duration: pennanent
I.S.P.: 18
Saving Throw: None
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This psionically heals bums, cuts, bruises, poison, cte. It
functions similarly to bio-regeneration, but affects others. Re·
stores 3-18 hit points.

Mass Hypnotic Suggestion
Level six
Range: 30 meters
Durallon: Unknown
I.S.P.: 2 per subjcct
Saving Throw: Standard

An cntin: group of selllient begins will obey the suggcslion
of the psionic. It requires a verbal suggestion and should request
a unified group activity (see the Level One ability for a detailed
description).

Mind Bond
Level six
Range: Touch
Durallon: Instant
I.S.P.: 24
SaVing Throw: Standard

This cfCales an installt mind link between the psionic and the
victim. When this happens, each will learn everything there is to
know about the other. This can cause insanity in either of the
two. Likewise, either or both of the bonded minds may retain
some of the skills of the other. Memory is only complete for
2·12 hours; after Ihot, roll under 15% to recall any particular
itcm. After one month, all memorics usually disappear:

Psionic Victim Mind Bond Table---
1·70% 1·50% No ill effect
71-80% 51-70% Contract insanity from other; ifother

Has no insanity, thcn roll on
Neurosis Table.

81-85% 71-80% Absorb Multiple Personality traits;
roll on the Classic Psychosis Table.

86-89% 81-89% Other personality takes over until
a save is rolled; roll once a melee.

90- 98% 90-98% Temporary rctention of olher person-
ality's skills; 10% chance ofJoss per
week.

99% 99% Pennanent retention of other person-
ality's skills.

100% 100% Accidental personality transfer; the
psionic's persona will cnd up in thc
victim's body and vice versa.

Psychic Surgery
Level six
Range: Touch
Duratioll: Pennanent
I.S.P.: 19
SaVing Throw: None

This ability is really a combination of object reading,
bio-regeneration and limited telekinesis. it is uscd to actually
perfoml somc type of physical manipulation within a living
body. This can be Ihe expulsion of a cancer. implant, or growth;
the setting of bones, ribs, or other fractures; and even the re~

moval of internal organs. You cannot perform Psychic Surgery
on yourself.



Resist Vacuum
Level Sll
Range: Self
Duratioo: 10 melees
I.S.P.,'2
Saving Throw: None

By usc of special body resistance and limited telekincsis, the
psionic can survive for a shon time without an atmosphere.
While this ability protccts against explosive decompression and
lack of oxygen, it will nol prolect against the light and radiation
from direct cxposure to a star (sec Resist Fire-Level 2). This
cannot be used again until the psionic has had at least five min
utes of nonnal brealhing.

Teleporl Self
Level all
Range: IDO m
Duration: Instant
I.S.P.,24
Saving Throw: None

The psionic can Ieleport himselflherself along with 5 kg per
level of carried objects. The psionic must be able to sec or ex
actly visualize the destination. This can be anywhcre in immedi
ate sight or the other side of that wall, tree, floor, elC., so long as
it is within range. Any allemptto IclCl>Ort inlo a solid object will
always fail. If thc psionic teleports inlo mid-air. then falling
damage is applied.

Level Seven Psionics
I. Generate Personal Aura (32)
2. Induced Catatonic State (40)
3. Induced Nightmares (24)
4. ReoccWTing Nightmares (32)
S. Multiple Phantoms (32)

Generate Personal Aura
Level seven
Range: Self
Duration: Until canceled or elapses
I.S.P.,32
Saving Throw: Nonc

Anyone 8ttemptmg to rend the aura of lhe psionic will en
counter an artificial aunt The psionic specifies the geneml
alignment, level, physical condition and narute that are to be
projectc..-d. The artificial aura can last one week per level of
psionic (note: can be canceled at will by psionic). This will not
worle against Sense Good or Evil - Level One.

Induced Catatonic State
Level seven
Ranl:e: Touch
Duration: Special
I.S.P.,40
Saving Throw: 1/2 Standard for psionic!. Standard for
non-psionics.

This puts the victim into a complete catatonic coma. The sub
jecl is incapable of any kind of action; physical, mental. or
psionic. There is a 17% chance of recovery every day after Ihe
rltSt two days. The P.E. of thc victim is equal to the Dumber of
days before death.
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Induced Nightmares
Level seven
Range: 20 m
Duration: 1-6 houn
I.S.P.: 24
Saving Throw: 1/2 Standard

This will affect all sleeping crealUres within range While in
thc statc of induced nightmares, it is impossible to wakc up. The
subject, consumed with terror, has a 10% chance of contracting
Reoccurring Nightmares (see below).

Reoccurring Nightmares
Level seven
Range: Touch
Duration: Pennanent
I.S.P., 32
Saving Tbrow: Standard

Once the subject has been inflicted with these dreams, they
will have an 87% chance of happening each time sleep comes
Once in the grip of the nighlmarc. the victim cannot wake him
seWherself for 1-6 houn (however. it is possible for others to
wake himlher up) The victim must roll on the following tables
eve!)' time the nightmare is experienced.

Affective Disorders and Classic Psychosis from lhe Insan~

ily Tables: TIlcse are tempornry insanilies that iast 24 hours
Roll again for each nighl that a nightmare occurs. If nighlmares
continue for 6 weeks, there is a 60010 chance of a pemlancnl Af
fective Disorder (roil once every 4 weeks).

Multiple Phantoms
Level seven
Range: 50 m
Duration: Special
1.s.P.,32
Saving Throw: Psionies only

The psionic can create a number of illusionary beings or ob
jects, and totally direct and control them. The maximum number
of Phantoms is equal to the psionic's level. Each of the illusions
will be entirely convincing in every way, except touch. The
strain of controlling all these separale Phantoms means thaI Ihe
psionic cannot move. speak, or engage in other psionic abililies.

Level Eight Psionic Abilities
I. Advanced Trance State (48)
2. Group Mind Block (32)
3. Insert Memory (48)
4. Spontaneous Detonation (48)

Advanced Trance State
Level eight
Range: Self
Duration: Until dispelled
I.S.P.,48
Saving Throw: None

In this state of meditation. the physical body is completely
motionless. Physical and psionic healing can take place at the
same time. Each hour, the body recovers 3-i8 hit point'l and 6
I.S.P. OR the psionic can n:main in a Slate of suspension like the
death trance (Level Two). The difference is that the user has full
use ofpsionies. Any abilities can be used while in the advanced
trance state.



Group Mind Block
Level eight
Range: ~O meters
Duration: 8 melees per level of psionic
I.S.P.: 32
Saving Throw: None

This ereclS a mind block exactly like the Level Two ability,
except that it covers a group instead of an individual. The
psionic caD cover a number of beings lolal to his/hcr level.

Insert Memory
Level eight
Range: Touch
Duration: Permanent
I.S.P.: 48
Saving Throw: None

An artificial memory can be implanted into the mind of the
subject. This memory is completely convincing and will affect
all related actions of the viclim. For example, the psionic could
telllhe victim." Your younger brother was captured and tortured
by Mcchanoids when you were a child". This would mean that
the subject would have good reason to hatc and kill Mcchanoids.
However, there is no guaramee that the subject will react in a
particular way. In our example, the subject might hate his real
little brother. The only chance that the victim has of detecting
the anificial memory is when it conflicts with reality. For in
stance, in conversation with others, he might discover that he
never had a little brother. Even if the victim disbelicves the
memory, Ihe memory itself will remain. (Can be removed with
a Mind Wipe. Level FOUL)

Spontaneous Detonation
Levcl cight
Range: 100 melers
Duration: InSlant
I.S.P.: 48
Saving Throw: None

Any explosivcs or volatile substances can be made to deto
nate from a distance. This will also work on energy containment
devices and power generators. Includes fusion devices and any
kind of powered weapon.

Level Nine Ps'ionic Abilities
1. Alter Personality (64)
2. Fantasy Experience (64)

Alter Personality
Level nine
Range: Touch
Duration: Pemlanent
I.S.P.: 64
SavIng Throw: 1/2 Standard save vs psionics

The victim will undergo basic changes in personality. This
can include alignment, loyalties, emotional stales, and personal·
ity traits. The effect is permanent, but there is a chance of remis·
sion if the change is drastically different from the original
personality.
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Fantasy Experience
Level nine
Range: 50 meters
Durallon: Until dispelled
I.S.P.: 64
Saving Throw: Psionics only

The psionic can manufactuTC a complete illusionary fantasy
for a group of beings. The group can be up to the number of the
psionic's level. The psionic and all of the subjects will remain
motionless and otherwisc unoccupicd for thc duration of the fan
tasy. The fantasy will be real in all respects, lind the group can
be made to believe that they are moving greal distances or en
during long journeys. Once in the grip of the fantasy, there is no
way out. Because of the incredible intensity of concentration re
quired, the psionic is completely unaware of any type of physi
calor psionic activity outside of Ihe fantasy; there is a 60%
chance the psionic will lose himsclflherself in the fantasy, be·
lieving it is real. A telepBlhic probe may rouse him from fantasy
trance (55%); or Mind Wipe (96% - see: Mind Wipe effects).

Level Ten Psionics
I. Death Trap (180)

Death Trap
Levcl tcn
Range: Self
Duration: Pennanent
I.S.P.: 180
SavinI;:: Throw: If the psionic rolls under 5, Ihen irrevocable
death is the result.

This is the ullirnate psionic perfomlance; the abilily to leave
the physical body and become a being of pure psionics. It can
only be perfonned the instant before cenain death is about to
visit the psionic. The psionic Ihen completely consumes the
physical body and discorpomtes into pure mind. From that point
on, Ihe psionic spirit must obtain any needed I.S.P. from bodies
it possesses. All psionics are possible.
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Starships
I. Ship costs do nOI include a Warp System.

2. Warp Systems call be installed ill most (90%) starships.

J. Standard minimum crew: Pilol • Co-Pilol, Electrical Engi
neer, Mechanical Engineer, Navigator, Medical.

4. Used starships (excluding those with Warp Systems) are
often available at 30% - 70% less than current market value.
However. they require major repairs. Roll percentile dice.

OI-400!G Rebuild hull (present A.R. 3)
41-87% Replace entire computer, navigation, sensory and com

munication systems.
88·100% No ship housing. (See Equipment List for costs).

5. Hull A.R. (AJ:mor Rating) is limited to a maximum of 13
standard, and 16 anuared.

6. Abbreviation Key
A.R. - AnnaT Rating
S.D.C. - Stnlcrnral Damage Capacity
Spd. -Speed
C,L. - Clip Load
R.F.• Rate of Fire
M.A.R.E.• Maximum Annor Rating Effcctivcnc.'lS

Random Space Encounter Tables
Commercial Trade Routes (little hazards)
01·70% Uneventful voyage
71-80% Hijackers (50% chance of being from Nigclian Confed
eracy)
81-85% Pirates
86-90'% Slavers (or police if running illegal goods)
91-95% Friendly aliens
96-100% Hostile aliens

170

New Frontier
01-50010 Uneventful
51-65% Hijackers (57% chance of being fTom Nigelian Confed
eracy)
66-80% Pirates (33% chance of being from the Brotherhood)
81-88% Slavers
89-94% Friendly aliens
95-100% Hostile aliens

Rogue Space (hazardous)
01-28% Uneventful
29-46% Hijackers (35% chance of being from Nigelian Confed
eracy)
47-60% Pirates (200!o chance of being from the Brotherhood)
61-75% Hostile aliens
76·86% Hostile military force
87-90% Friendly aliens
91-94% Slavers
95-97% Dionii
98-100% Mechanoids

Military war (extremely hazardous)
01-18% Uneventful
19-37% Goods confiscated by military force
38-55% Attacked by Hostile military force
56-70% Hostile military foree .'leeks to requisition, ship and
crew (no choice. you're drofted~.

71·800!o Friendly military force imposes 10% duty on goods.
81-90% Hijackers
91-95% Pirates
96·100% Hostile aliens



Occupancy: 16
Fuel: Nuclear

Anllamcnls: Not standard
Minimum Crew: Standllrd
Occupancy Housing: 24
Fuel: Nuclear

Nigelian Elite Shuttle
Cos!: 12 million cr
Dimensions: 24.1 m long, 11.0 m wide, 7.4 m lall. 40 Ions
empty.
Cargo capacity: 50 tons
Spd,: 500 kmph
Hull: AR. 9
S,D,C, 2700
Annamenls: Not standard
Minimum Crew: Standard
Occupancy: 32
Fuel: Liquid (12 hours contimllll night)

Nigelian Cargo Ships
Cargo Shuttle
Cost: 37 million credits
Dimcnsions: 47.5 m long, 19.8 m widc, 22.9 m tall, 400 tons
empty.
Cargo cllpacity: 1200 Ions
Spd.: 1800 kmph or Warp System
Hull: A.R. 10
S.D.C,: 3000

Nigelian Tug
Cost: 24 million cr
Dimensions: 38.0 m long, 22.9 m wide. 23.8 m lall. 900 lOlls
empty.
Cargo capacity: 100 tons
Spd.: 1200 Icmph or Warp System
Hull A.R.: 12
S,D,G.: 3600
Annnmcnts: Not standard
Tractor Beam: Medium Or heavy
Minimum Crew: Standard

Nigelian Transport Cruiser
Cost: 38 million credit'!..
Dimensions: 72.3 m long, 29.9 m wide. 16.6 m lall. 1500 tons
empty.
Cargo capacity: 200 tons
Spd.: 2800 kmph or Warp System
Hull A.R.: 11
S,D.C,: 3300
Annaments: Not standard
Minimum Crew: Standard
Occupancy: 224
Fuel: Nuclear
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A.R.9
S.D.C.: 800
Cos!: 120,000

Plasma Cannon
Range: 5 km
Damage: 8·80 + 40 each blast
C.L.: unlimited
R.F.: teach
MAKE.: 20
A.R.: 9

Ore Freighter
Cosl: III million credits
Dimensions: 142.:5 m long, 122.8 m wide, 134.4 m lall. 4000
tons empty.
Cargo capacity: 46,000 tons
Spd.: 1200 kmph or Warp System
Hull: A.R. 12
S.D.C.: 12,000
Minimum Crew: Standard, plus 6 workers
Occupancy Housing: 48
Fuel: Nuclear

Borealian Battle Cruiser
Cost: 600 million cr
Dimensions: 505.56 m long, 175.74 m wide, 74.8 m tall. 13,200
tons empty.
Cargo capacity: 1000 Ions
Spd.: 1800 kmph or Warp System
Hull: A.R. 14
S.D.C.: 7700
Annamcnls: Laser Cannon Turret

Range: 4 kin
Damage: 6-36 + 30
C.L.: unlimited
R.F.: 6
M.A R.E.: 20
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S.D.C,: 1000 each
72 Plasma Seekers
48 of each I.L.R.M. type
Minimum Crew: 4x Standard plus 48 Pilots and Lighl and
"Ieavy Assault forces.
Occupancy: 1400 additional
Fuel: Nuclear

Borealian Fighter
Cost: 6 million credits
Dimensions: 27.4 m long, 18.3 m wide, 9.0 m la11. 90 tons.
Limited Range Liquid Fucl: 5 hour fuel capacity
Spd.: 2000 kmph maximum
Hull: A.R. 10
S.D.C.:

Body- 600
Fuel-tank. - 900
Engine pods. 400 each

Annaments: Cost: 5000 credits
Particlc Beam: I.L.R.M. (2) Nuclear

Range: 2200 m +2 to hilltracking
Damage: 5-50 +25 Damage: 200
CL 40 S.D.C.: 30
R.F.: 4 Cost: 10,000 credits
M.A.R.E.: 20 Crew: Pilot, co-pilot, gunner
S.D.C.: 300 Occupancy: 8 maximum 10lal no cargo space.



I. Borealian Battlc Cruiscr

3. Borealian Assault Cannon

..,...,...... ..

-«;;,/;;;;;;~

Transport Cruiser

2. Borealian Fightcr

I.L.R.M.--""

Fuel: Nuclcar
Plasma Cannon

Range: 12 km
Damage: 6·36 x 10
C.L.: 12 (recharge in 24 hours)
R.F.: I
M.A.R.E.: 20
S.D.C.: of cannon- 1200
A.R.: 12

Crew: Pilot, gunnery, navigalor
Occupancy: 10 lolal

Particle Beam Turrct,

J
Plasma Cannon
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Borealian Assault Cannon
Cost: 92 million credits
Dimensions: 30.5 m long, 13.7 m wide, 7.1 m lall. 200 Ions.
Limiled Range
Fuel: Nuclear, 72 hours fuel capacity.
Spd.: 800 kmph maximum
Hull:AR.15
S. D.C.: Body-30oo
Annllmcnls:
Panicle Beam

Rangc: 3200 m
Damage: 5·50 + 25
C.L.: 30
R.F.: 3
M.A.R.E.: 20
S.D.C.: 300
Cost: 8000 credits



Borealian Cargo Cutter
Cost 105 million cr
Dimensions: 190.2 m long, 84.7 m wide. 19.8 m lall. 6000 Ions
empty.
Cargo capacity: 24,000 Ions
Spd.: 2800 kmph or Warp System

Hull: A.R. 10
S.D.C.: 11,000
Arrnamenls: Not standard
Minimum Crew: Standard
Occupancy Housing: 18
Fuel: Nuclear

IGng Freighter
Cost: 498 million credits
Dimensions: 497.5 m long, 368.4 m wide, 201.6 m lall. 9000
Ions empty.
Cargo capacity: 94,000 tons
Spd.: 1200 Icmph or Warp System
Hull: A.R. 14
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S.D.C. 32,000
Armaments: NOI Standard
Minimum Crew: Captain/pilot, co-pilot, navigolOr (2), electrical
engineer (2), mechanical engineer (3), medical (2), computer
programmer (2), and 24 workmen.
Occupancy Housing: 144
Fuel: Nuclear



Borealian Transport Cruiser
Cost: 43 million credits
Dimensions: 84.2 m long, 29.7 In wide. 18.7 In tall. 1200 Ions
empty.
Cargo capacity (in addition to passengers): 400 Ions
Spd.: 3200 kmpb or Warp System
lIull: A.R. 12
S.D.C.,36OO
Annaments: NO! standard
Minimum Crew: Standard
Occupancy: I!lO
Fuel: Nuclear

Borealian Scout
Cost: 6 million credits
Dimensions: 5.8 m long, 7 m wide. 4.7 m tall. 33 Ions.
Cargo capacity: 0

~i:~O::O~Ph~
S.D.C.' 3000 """"" ..' •
Armaments: Not sl:mdard
Minimum Crew: Pilot, co-pilot
Occupancy: 8 additional
Fuel: Nuclear

Cost: 42,000
Minimum Crew: Pilot, co-pilot, and gunner
Occupancy: 6 additional

Nigelian Fighter
Cost: 16 million credits
Dimensions: 21.0 m long, 16.9 m wide,
empty.
Cargo capacity: 0
Sp,L 1800 kmph
Hull: A.R. 10
S.D.C.,3000
Armaments:
Tri·Laser

Range: 2200 m
Dnmnge: 6-36 + 20 each biaSI
C.L.,30
R.F.' 6
M.A.R.E.' 16
A.R.' 9
S.D.C.: Iliscrs· 200 eAch

12.6 m lall. 106 Ions

Nigelian Scout
Cos!: 9 million credits
Dimensions: 13.6 m long, 6 m wide, 4.1 m lall. 30 tom: empty.
Cargo Capacity: 0
Spd., 2200 kmph
lIull: A.R. 10
S.D.C.,3000
AnllamCllls: Not sLandard
Minimum Crew: Piiol and co-pilot
Occupancy: 8 addiliollal
Fuel: Nuclear

Nigelian Assault Cruiser
COSI: 97 million credit.s
Dimensions: 38.7 m long, 19.5 m wide, 12.1 m tall. 200 Ions
empty.
Cargo capacity: 60 tons
Spd., 1800 kmph
Hull: A.R. 12
S.D.C.' 3600
Annamcnls:
Particle Beam Turret
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Warp Systems

Mechanical Warp Drives

The Old Lcebarmin HyperMdrive System
Current market price 970.000 credits
Range Duration Risk Factor
10 million km 2 days 2%
100 million km 10 days 4%
10 light-years 4 weeks 6%
50 light-years 10 weeks 10010
100 light-years 20 weeks 16%
1000 lighl-years 40 weeks 23%

Loxan Warp System
Current market price 20 million credits

Range Duration Risk Factor
10 million km 2 days 1%
100 million km 6 days 2%
10 light-years 3 weeks 3%
50 light-years 6 weeks 5%
100 light-years 12 weeks 9%
1000 Iighl-years 24 weeks 13%

Range: 3200 m
Damage: 5-50 + 25 each blasl
C.L.: unlimited
R-F.: 4
MAR.E.: 20

S.D.C.: turret- 400
Cost: 3600

Laser Cannon
Range: 2 km
Damage: 6-36 + 10 each billst
C.L.: unlimited
R.F.: 4
M.A.R.E.: 20
S.D.C.: 300
Cost: 8000

Missile Bank
6 Plasma Seekers
24 oreach I.LR.M.typc
Minimum Crew: Standard, plus 4 general workmcnJassistants
Occupancy: 12 additional
Fuel: Nuclear

PO-Tang Warp Drive
Currcnt market price 60 million credits

Range Duration Risk Fa~tor

10 million km 12 hours 0%
100 million km 2 days 1%
10 light-years 6 days 2%
50 light-years 2 weeks 3%
100 light-years 4 weeks 4%
1000 light-years 6 weeks 6%
6000 light-years 8 weeks 8%
10.000 light-years IOweeks 10";'
50.000 light-years 18 weeks 14%
100,000 light-years 32 weeks 20%

Phi-Warper Drive System (without warper)
Current Market Price: 59 million credits

(Phi-Warper services vary; average per month fee: 30,000
crt:dits)
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6,000 credits
4,000 credits
2,000 credits
4,000 credits
3,000 eredits
3,000 credits
15,000 credits
12,000 en:dilS
2,500 credits
3,500 credits
2,000 credits
1,500 credits
1,600 credits
1,000 credits
1,000 credits
3,000 credits Credits

Gendo Jump System
Current market price: 12 million credits

Range Duration Risk Factor
10 million km 18 hours 0%
50 million km 2 days 1%
100 million Ian 4 days 1%
10 light-years 8 days 2%
30 light-years 2 weeks 3%
50 light-years 4 weeks 40/.
70 light-years 6 weeks 50/.
100 light-years 8 weeks 6%
300 light-yean II weeks 10%

Average Free-agent
Crew Salary (monthly)"
Capt.ain (pilot andlor navigation

skills: levelS or higher)
Ship's Pilot
Vehicle Pilot
Navigator
Electrical Engineer
Mechanical Engineer
Medical
Gunnery
Seout
Warp Drivc Specialist
Field Scientist
Light Assault
Heavy Assault
Scavenger~erccnary

General Laborer
Fighter Pilol

med. rangel220 m/500 ton - 2 million credits
heavy range/I A kmll200 Ion - 6 million credils

Siandard Hull Strength
I million credits per point of Annor Rating
(S.D.C. of 300 per A.R. poinl)

Armored Hull
3 million credils per A.R.
(S.D.C. 550 each)

Simple Orbital Shultle
A.R. 51S.D.C. 1500 - 170,000 credits

Life Boat
Floater - only powcr for lifc support system; n hours 
80.000 credits

Sensory SYSlcm (scanners, radar, elc.)
simple - 490,000 credits
moderale - 940,000 credits
complex - 2 million credits

Install Life Support System
small- 7 million credits
medium - 13 million credits
large - 26 million credits

Communication System
simple - 60,000 credits
model1'ltc - 300,000 credits
complex - 1.3 million credils

Ship Housing (per unit cost)
small - 20.000 credits
medium - 36.000 credits
largc - 54.000 credits
slate room - 80,000 credits
barracks (36 beds) - 110,000 credits

More Equipment
Hem

2
10

15
30

25
55
7

5
50
50
100

75
100
115
135
165
500

Binoculars (xS)
xlO
xIS
x20
x25
IR Goggles
sec Heat sources in the dark.
vision quality dislorted

Light Intensifier Goggles 500
allows vision ill anylhing less
thnn tOlal dnrkness.

Torch, 20 minUles
Electric Torch

6 hourslconlinunl usc
GasIOil Lamp, 6 hours
Cold Light Lantern

3 days/continual use
Magnesium Flares. 30 mins
Telescope
Tarpaulin, ground cloth
Climbing Gear

grappling hook. 30 m rope,
spikes, shoes

Trapping Gear. snare wire.
Knife

Tinderbox
Spike

Average Flat Fees to Independent Free~agcnt

Starship owners (hauling cargo)
Ore 20,000-40,000 credits
Fuel 26,000-40,000 credits
Tech equipment 40,000-60,000 credits
Commercial goods 50,000-100,000 credits
Special 70,000-200,000 credits
Contrnband • 90,000-200,000 credits
Passengers 30,000.100,000 credits

Other Freelance Work (1 year term)
Assault 50,000 - 100,000 credits
Seoul (hazardous) 30,000 - 80,000 credits

Note: Fees vary with considerations to distance, tonnage,
schedule, hazards and employer.

Starship Equipment
Olber Starsblp Equipment and Costs (average cost)
Simple Ship Computer - I million credits
Master Ship Compuler - 5 million credits
Computer Navigation System

smaillfightcr- 1.2 million credils
smalllscoul- 1.2 million credits
medJcruiser- 4.9 million credits
largeltransponlcargo - 8.8 million credits

Tractor Beam (average)
light rangell200 mil 00 ton -700,000 cn:dits



20
500
35
2,000
20,000
100

250+
drugs

5
225

6
95
12
35
25

12 20 pictures, prints in 3 seconds, adjustable
50 for light. solar powered

Instant print camera 450
5 IiIm canridge 10

Motion Picture Camera 250
50 Sound Camera 500

Light Intensifier 50
Still Phologmph Camera 30

15
32 Lie Detector 5,000

50 question power
12 Carpentry Tool Sct 300
25 cut. shape & build
25 Metalwork Tool Set 1,500
8 metalworking, welding & shaping

Mechanical Tool Set 1,000
50 repair & niter mechanical devices
10 E11,.'Clrieal Tool Set 2,000
10 basic electrical assembly & repair
10 each Lock Pick Set 400
10 Chnin Saw 350
10 Pocket mSf,'Ilet 20
10 I kg- 1g
10 each Disguise Kit 1,000
10 Cable 100
10 suppo"s up to 250 kg, 50 m

Rope, nylon 20
500 2750 kg test strength

Backpack, carries 60 kg 75
Plastic Carry Can 10

10-25 liters
Map Box case, utensils 150

Medical Equipment & Costs
For additional equipment and costs see listing after starships.

Item Cost
Medical Kit 600

InSlnlments, diagnostic aids, medical
drugs & instructions; belt size
·can treat cuts, bums, I1Idiation poisoning

Antibiotics
Idose
200 doses

Pain Killing Drugs
Idose
200-doses

Bum Salve, tube
Truth Serum, I dose
Personal Medpack

6-bandages, 2-doscs painkillers, I large
field dressings, 4 doses antibiotics,
2 packets powdered antiseptic

Medinjector
contains up to 150 doses

Hair Dryer, hand-held
Ponable Cassette Player

headphones and microphone
Cassette TaJ>C!l

5 hours long
Extension Cord

10m
Banery-powered Hot Pot

6 cup
12cup

Mess Kit
I person
4 people

Vacuum Thennos, quan
Water/wine skin, quan
Mulli·functionlll digital

Chronometer
stopwatch function
data; month/date function
day function, cal. Function
alann function
Waterproof
shock resistant
metali2Cd, engraving
Wrist-type
Pocket-type
Cameras
Milanan ZB-J

1,200

100

1,750

25
150

325
275
110
235

40
20
I
65

10
15
50
40
40
40
25

10

10

1,750

1,000

1,300

125
200

Shin
Pants
Work boots
Work shoes, steel sole & toe
Coveralls with pockets
Jumpsuit
Battery-powered Space Heater
(1300-3000 wan heat)
Electric Wok
Hot-air Popcorn Popper
Popcorn (I sack)
Barber Kit

razor, clippers - 4 heads,
scissors, comb

Mallet

Cold Weather CIOlhing
_1250 F/_87° C
weighs 15% of body mass

Wann Weather Clothing
1500 F/65° C high hwnidity
weighs 5% of body mass

Desen Planet Clothing
1600 Fnl° C
weighs 7% of body mass
recycles waterlwaste

Scuba Suit
Respirator

over mouth & nose
6 hours oxygen
144 hour/6 day power cell

Filter Mask
Oxygen Tanks, 2, last 6 hours
Oxygen Tank Rcfill
Prc!lsure Tent
Radio Jammer, up 10 10 km
Shon.Range Communicator

10 km ntnge
Medium-Range Communicator200

30 Ian range
Long-Range Communicator 500

500 km range
Magnetic Compass
Inertial Locator

direction & distance from stM
Metal Detector
Geiger Countcr
Bullhorn, very bulky & awkward
Hand Calculator

basic mathematics
Hand Computer

Progmmmnble Computer that
can be linked with main computer

Handcuffs
Atmosphere TeSler

percentage of elt:ments present
Personal Communicator

small, earpiece type with
long-life batteries. 10 Ian above
ground, and 1000 m underwater
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Laser Lanccrrool
Range: 90 m
R.F.: 4 or a continual beam (burning up 2 charges per melee)
Damage: 1-612-12
C.L.,30
MAR.E.: 14
W.e.: 300 credits

Energy Hand Weapons

9mm Pistol (with 14 shot clip)
Range: 500 In

R.F.: 14
Damage: 3-18 each bullet
C.L.: 14
MAR.E.: 5
W.C.: 220 credits
A.C.C.: 5 credits
WI.:.7 kg

A.e.C.: 10 credits
WI. 6.8 kg

Nole: Tenon coated bullels increase M.A.R.E. by 3. Cost: 8
credils per dozen.

I.B.-12/1oo Blaster
Range: 500 m

'.F.' 4
Damage: 3-18
CLI2
MAR.E.: 12
W.e.: 400 credils
A.C.C.: 60 credits
WI.: 1.8kg

L.P.-l0/Laser Pistol
Range: 600 m
•. F.' 2
Damage: 4-24
C.L.: 10
M.A.'.L 14
W.C.: 500 credils
A.C.C.: 40 credits
WI.: .9 kg

Borealian Laser Pistol
Range: 800 m

~:~a~e4-24 ?~~~--J>J
C.L., 14 l
M.A.R.E.: 15
W.e.: 700 credits ...
A.C.C.: 50 credits
WI.: 1.8kg

S.B.-14/Simplc Blaste,.r.l;.~;;;;;;;;;;;;;;[:-C:~;;~
Range: 400 m "l::

R.F.: 14
Damage: 2-12 + 2 each blast
C.L.,14
M.A.R.E: 12
W.C.: 350 credits

179 A.c.e.: 50 credilS (energy clip)

Automatic Weapons

9mm SUb-MaChinegU~s~.~~~~~~'.F.' 50
Damage: 3-18 each bullet
C.L.: 50
M.A.R.E.: 6
W.C.: 500 credits

Conversion Notes: When using these weapons and combal
vehicles with other Palladium RPGs and world sCllings, it is best
to reduce the weapon ranges by 50%-60% (in most cases); ad
just 10 suit the RPG setting.

Increase the A.R. ofmosl vehicles by two poinls; 18 maxi
mum.

In mosl cases, I would increase Ihe payload of energy wellp,
Olt!l on vehicles that have a measly 20 or so shots by two or
lhree limes (40-60). Increase the weapon payload of the Flying
Gun to 100.

Allacks per melee round should be equal 10 the number of
hand to hand altacks oflhe pilol or gunner.

Damage is usually listed as 1-6,2-12,4-24, Cleo Most damage
is determined by the roll of six-sided dice. 1-6 means 106, 2-12
means 206, 306 means 3D6 and so on.

Metric Conversions: One fOOl = 0.3 meters. One mile = 1.6
kilometers (Ian). One pound = 0.45 kg.

Abbreviation Key:
R.F. - Rate of Fire
C.L. - Clip Load
MAR.E. - Maximum Armor Rating Effectiveness (does dam

age 10 things below its M.A.R.E. ruting. Example: M.A.R.E.
raling of 12 will hit E.B.A. of 12 or below).

W.C.- Weapon Cosl
A.e.e. - Ammo-Clip Cost
WI. - Weight

Armor
Cost TyPe A.R. S.D.C. Weight
80 Leather (L.B.A.) 4 12 2 kg

190 Treated Leather (L.B.A.) 5 25 2 kg

280 Studded Leather (L.B.A.) 6 30 2.3 kg
460 Web Vesl (L.B.A.) 6 38 2.7 kg
1000 Nigclian Reaper (L.B.A.) 10 90 )kg

2000 Nigelian Reaper (E.B.A.) 12 200 9 kg
1400 OSlraC Reaper (L.RA.) 10 130 11 kg
3600 Ostrae Studded (E. B.A.) 12 290 24 kg

800 Gendo Wingless (L.B.A.) 10 72 4.5 kg

900 Geoda Winged (L.B.A.) 10 90 6.4 kg

1300 Geoda Wingless (E.B.A.) 12 180 5.0 kg

2000 Geodo Winged (E.B.A.) 12 200 7.7 kg

4600 Phi·Warper (E.B.A.) 12 . 240 4.5 kg
900 Borealian (L.BA) 9 72 2.4 kg
1000 Human (L.B.A.) 10 90 )kg

1700 Human (E.B.A.) 12 180 8.2kg
90 Jump suit 2 2 I kg
1000 Vacuum Suit 5 20 8.2 kg

Weapons



Po-tang I.B.-201l0n Blaster
Range: 500 m
R.F.: 5
Damage: 3-18
C.L.: 20
M.A.R.E.: 12
W.e.: 600 credits
A.C.C.: 80 credits
Wt.: 1.4 kg

Light Assault Weapons

S.G.-lO/Stnn Gun
Temporarily paralyzes victim for 2-12 melee rounds. Victim

may light off the effect of the blast (roll 18-20 on a 20·sided
die). P.E. Bonus: characters with a P.E. above 20 have +2 10

save vs Stun Gun paralysis.

Range: 400 m
R.F.: 2
Damage: paralysis
C.L.: 10
MAR.E.: 5
w.e.: 300 credits
A.C.C.: 40 credits
WI.: 1.2 kg

"-

C.L.: 18
MAR.E.: 30
w.e.: 2400 credits
A.C.C.: 120 credits k-:j-:::J;::::r/
WI.: 6.4 kg

"

L.R.-lOlLaser Rifle
Range: 1200 m
R.F.: 2
Damage: 5-30
C.L.: 10
M.A.R.E.: 18
W.C.: 1000 credits
A.C.C.: 60 credits
WI.: 5.9 kg

L.R.-I2/Po-tang Laser RJOe
Range: 2200 m
R.F.: 3
Damage: 6-26
C.L.: 12
M.A.R.E.: 20
w.e.: 1900 credits
A.C.C.: 90 credits
WI.: 7.7 kg

L.R.-20ILaser Rine
Range: 1800 m
R.F.: 4
Damage: 5-30
C.L.: 20
MAR.E.: 20
w.e.: 1800 credits
A.C.C.: 80 creditS'
WI.: 6.4 kg

G.L.R. "Old style"
Generator-powered Laser Rifle
Range: J200 m
R.F.: 2
Generator Load: 20 blasts
M.AKE.: 18
w.e.: 700 credits
Generator Cost: 300 credits (recharges every 6 hours)
Rifle Wt.: 8.6 kg
Generator Backpack WI.: 18.14 kg
Total Wt.: 26.74 kg

L.R.-18/Borealian Laser Rine
Range: 2200 m
R.F.:4
Damage: 6-36+6
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restrictions apply to all Partkle Beam

-

The following
Wellpons:

,

Heavy Assault Weapons
Po-tang P.B.R.-20
Range: 2200 m
R.F.: 2
'Damage: 1D6xI0+15
C.L.,20
M.A.R.E.: 20
w.e.: 3500 credilS
A.C.C.: 150 credits
WI.: 7.7 kg

S.R.-20/Gendo Stun Rine
Range: 1200 m
R.F., 4
Damage: paralysis (see: Stun boon)
C.L.: 20
M.A.R.E.: 7
w.e.: 700 credits
A.C.C.: 35 credits
WI.: 6.1 kg

Po-tang Ion Rifle
Range: 1200 m
R.F., 6
Damage: 4-24
C.L,20
M.A.R.E.: 15
W.C.: 2000 credits
A.C.C.: 80 credits
Wl: 1.3 kg

P.T.-2 Pholon Thbe
Range: 400 m (area effect: bla...t radius 1.5 m)
R,F.: 2
Damage: 6-36 +20
C.L.' 2
M.A.R.E.,20
w.e.: 1800 credits
A.C.C.: 30 credits
WI.: 7.7 kg

P.B.R.-IO/Parliele Beam Rifle _-_
Range: 1800 m

R.L 2 ~~~~~~~t~~i~~~~~~~-Damage: lD6x10+15
C.L: 10
M.A.R.E.: 20 A plU1icle beam hits only on an II Ihru 20 (of course the op-
w.e.: 2000 credits ponent's Armor Rating must also be considered).
A.C.C.: 70 credits Just. Nick: A roll to hit of 11 Ihm 17 (only if the opponents
Wt. 7.3 kg Annar Ruling is penetrated) indicates a minor hit or Nick by the
Ostrae P.B.R.-12 particle beam (which probably means body parts arc missing.
Rtlnge: 1800 m Such nicks, II thru 17, do 1-40 (I D4x I0) points ofdamage.

R.F.: i Direct Hit: A roll of Hllhru 20 is a direct hit and does full
'Damage: lD6x10+15 damage; 1-60+15 damage (l06xI0+15).
C.L.: 121Generator backpack Double Damagtla Natural 20: As with any weapon, the roll
MAR.E.: 20 ofa natural 20 inniclS double damage; 10-100+25 (roll percen-
Rifle Cost: 600 credits tile dice). Remember. this is a natural 20 and nOI achieved by
Generator Cost: 1800 credits bonus enhancement (See description oftenns regarding the nat-
Rifle WI.: 13.61 kg urnl20 for more infonnation about il).
Generator WI.: 27.22 kg Nole: Anything destroyed by a Panicle beam will be a hunk
Total WI.: 40.83 kg of half dissolved slag way beyond salvaging pans. We're talk-
(recharges every 18 houn) ing total annihilation. A person would be lucky 10 even recog

nize the object after a P-beam assault.
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P. E .-81PIasma Ejector
Range: 2200 m
R.F.: 2
Damage: lD4x10+20
C.L.: 81Gencrator backpack
M.A.R.E.: 20
Rifle Cost: 700 credits

G~neratorCost: 1800 creditS (recharges every 24 hours)
Rifle WI.: 5.9 kg
Generator WI.: 13.61 kg
Total WI.: 19.51 kg

M.P.E.-16/Multiple Plasma Ejector
Range: 2200 m
R.F.: 4 or 8 simultaneous blasts
Damage: Four shot 4D6x 10; eighl shot: 8D6xlO
C.L.: 16/Ponllblc ground gencnllor
M.A.R.E.: 20
Ejector Cost: 1100 credits
Generator Cost 5400 credits (rechnrgcs every 24 hours)
Ejector WI.: 29.22 kg
Generator WI.: 57.66 kg
Total WI.: 86.88 kg

20

+6.lm+6.1 m

10
50

Shape Charges
Type One
Affected radius 1.5 m
Dtunage: 606+24
Cost: 60 credits
Type Two
Affected Radius 1.8 m
Damage: ID4x10+60
Cost: 80 credits
Type Tbree
Affected radius 3.0 m
Damage: 2D4xl0+50
Cost: 140 credits

+6.1 m
30
50
150

A.R.9
S.D.C.30
Damage: 500 upon impact
Dimensions: 4.6 m long, 1.5 m wide, 1300 kg
Cost: 26.000 credits
Mlnll,L.R.l\t. +2 10 hit. +3 10 dcxlge
Range: 1600 km A.R. 7
Fuel: Liquid S.D.C.25
Spd.: 1600 kmph Damage: 110
Dimensions: 1.5 m long, 0.6 m wide, 640 kg
Cos!: 8000 credits

Blasting Caps
Type One
Affcctcd radius 0.9 m
Damage: 4-24+ 12
Cost; 30 credits
Type Two
Affected radius 1.5 m
Damage: 4-24+24
CoSI: 40 credits
Type Three
Affected radius 1.8 m
Damage: 6-36+24
Cost: 50 credits

Fusion Blocks
The chart indicates damage: by area of the blast. thus every

thing within the center of the blast takes the first degree of dam
age, everything in the second wave takes the second degree of
damage. and so on.

9. I m +6.1 m
Type One 160 70
Type Two 200 110
Type TIuee 500 250

Explosives & Missiles -------- _
Plasma Seekers (space only)
Range: 2400 kIn
Fuel: Nuclear
Spd.: 1800 kmph
A.R.9
S.D.C.50
Damage: 1000, +2 to hit
Dimensions: 18.3 long, 3.3 m wide, 3.3 m tall, 2 tons
Cost: 40,000 credits
Radar Guided

I.L.R.M.
I.L.R.M.llntelUgent Limited Range Missiles arc intelligent

ro~ots capable of high mobility (plus to dodge) and have a high
stnke r.ecord ~f 89% (+2 to hit). They are capable of high and
low altItude nIght and can achieve a maximum speed of around
1800 kmph. If th~ir target is beyond their strike range, the
~.L.R.M.s will land and wait until a programmed target comes
IOta ra.nge. They are limited to infrared, ultraviolet, radio wave,
and mIcrowave scanning. Radar 40 km radius.
Nuclear (spaceJ.ir/grouDd use)
Range: i 800 kIn
Fuel: Liquid
Spd., 1800 kmph
+2 to hit, +4 to dodge
A.R. 9
S.D.C.30
Damage: 200 upon impact
Dimensions: 2.7 m long, 1.2 m wide. 1000 kg
Cost; 10,000 credits
The BlockbusterlNudear (space/air/ground use)
Range: 1800 Ian
Fuel: Liquid
Spd.: 1400 kmph
+2 to hit. +310 dodge
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Occupancy: 12
Fuel: Nuclear

Vehicles

Nigelian Armored Hovercraft
Cost: 36,000 credits
Dimensions: 4.6 m long, 2.1 m wide, 1.5 m lall, 1.4 Ions
Spd.: 450 kmph
Hull: A.R. 10
S.D.C.: 1200
Annllmcnts:
Ion Blasters (2)

Range: 1200 III

Damage: 2- J2+2
C.L.: 40 each
R.F.: 4 each

Minimum Crew: P.A.V. Pilot and communications engineer
Occupancy: 12
Fuel: Nuclear

Borealian Armored Hovercraft
Cost: 40,000 credits
Dimensions: 4.7 m long, 2.4 m wide, 2.1 m tall, 2.2 Ions
Spd.: 450 kmph
Hull: A.R. 12
S.D.C.: 1400
Armaments:
Lasers (2)

Range: 1200 m
Damage: 4-24
C.L.: 40 each
R.F.: 2 each

Minimum Crew: P.A.V. Pilot lind communications engineer
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NigcUan Heavy G.T.V. (Rough terrain)
Cos!: 60,000 credils
Dimensions: 7.6 m long, 3.5 m wide, 4.1 m tall. 2 Ions
Spd.: 220 kmph
'·lul1: AK 10
S.D.C.:600
Armaments: None
Minimum Crew: P.A.V. Pilot
Occupancy: 14
Fuel: Liquid (300 km per full tank)

Nigelian Dune Buggy
Co.~t: 26,000 credits
Dimensions: 4.6 m long, 2.4 m wide, \.9 m tall, 1800 kg
Spd.: 180 Icmph
Hull: A.R. 9
S.D.C.:4OQ
Annamenls: None
Minimum Crew: P.O.V. Piiol
Occupancy: 6
Fuel: Liquid (360 Ian per full lank)

Light Ground Vehicle
Cost: 18,000-30,000 credits
Dimensions: 4.5 m wide. 7.2 m long
Spd.: 180 kmph
Hull: A.R. 9
S.D.C.: 250
Annaments: None
Minimum Crew: P.O.V. Pilol
Occupancy: 6
Fuel: Liquid (200 km per full tank)

Borealian Tractor G.T.V. (for very rougb terrain)
Cost: 80,000 C'l"Cdils
Dimensions: 9.6 m long, 4.6 m wide, 5.2 m tall. ) tons
Spd.: 90 Icmph
Hull: A.R. to
S.D.C.: 6000
Annaments: Laser

Range: 1200 m
Damage: 4-24
C.L.:40
R.F.: 2

Minimum Crew: r.o.v. Pilot
Occupancy: 16
Fuel: Liquid (300 km per tank-full)
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Game Master Section
2. Wanior Beetle females lay 6-60 eggs per 6 monlh cycle.
Eggs hatch wilhin 3 months.
Larvae reach mlliurily in 5 years.
Larva: A.R. 5
S.D.C.12
Hit Points: 4-24

3. Seout females lay 5-50 eggs per 10 month cycle.
Eggs hatch within 6 months.
Larvac reach malurity in 7 years.
Larva: A.R. 3
S.D.C.B
Hit Points: 1-6

Heavy Weapnns
Laser Rifle
Range: 1400 m
Rate of fire/per melee: 2
20 chnrges
Damage: 6-36+2

Particle Beam Rifle
Range: IGOOm
Rate of firc/pcr melee: 2
12 Charges
Damage: 5-50+25

Plallma Ejector
Range: 2200 m
Rate of fire/per melee: I
8 charges
Damage: 4-40+10

;=",.

Dionii Weapons
Handguns
Laser IJh~tol

Rnnge 600 m
Rale of fire/per melee: 2
15 charges
Damage: 4-24

Ion Blaster
Range: 300 m
Rate of fire/per melee: 2
20 charges
Damage: 2-12+2

4. Vangullfd ferll3les lay 5-30 eggs per II month cycle.
(laid in the host bodies ofliving animals).
Eggs hatch wilhin 6 monlhs.
Larvae reach maturity in 7 yean:.
Larva: A.R. 3
S.D.C.IO
Hit Points: 1-6
5. All Dionii larvae and adults; are carnivores, feeding on ani
mals.
6. Natural predators.
7. Evil and Selfish alignments.
8. a.C.C.limiled 10 orientation ofeach species.
9. Average life span; 120 years.

1B5

This race of man-sized intelligent insects seek to learn all
Mechanoid knowledge. particularly the secrets of the power
crystals, cloning, genetic reconstruction, and robotics. They
have been (and apparently still arc) the Mechanoids' oldest and
most loyal allies. like the Mcchanoids, they loathe humans and
humanoids (as well as all animal life), using them for slaves,
playthings, food and experimentlltion. The Dioniis' cruelty is
nearly as legendary as the Mechanoids. These arc dcvaslalingly
ruthless. methodical creatures thai engage in the conflicts of war
as a way of life.

The Dionii arc composed of fOUf !lrKo'des of insects. combin
ing 10 create a powerful warlike society ben! on expansion and
intergalactic dominance or all other life. TIle four insect species
8rc the victors of a greal inlcrrncial conflicl, in which they
proved 10 be the srrongest of their people. As with all Dionii bRt
lies, there was no place for the weak; thus, all other species
(some 37 intelligent insect species) were annihilated. Total
genocide. The four victorious Dionii types are the Drone, War
rior Beetle, Scout, and Vangunrd. All Dionii possess some type
of naturBl body annor (exoskeleton) in addition to any artificial
annor or protection they might employ. Compounded with their
super physical endurance, strength, speed, and predatory in
stincts, they are the deadliest crelltures of their galaxy. Their
naturBl vision is also superior 10 most animals', being sensitive
to ultra violet and infrared spectrums as well as nonnal color vi
sion. They communicate with each other by using an elaborate
code of clicks and whines. These sounds are transmitted by a
type of natural low-frequency radio wavelength. This unique
fonn ofcommunication hIlS a range ofabout 200 m unless artifi
cially cnhanced. Fortunatcly, the Dionii arc devoid of any fonn
of psionics.

Other Notes about Dionii
I. Drone females lay 8-80 eggs per 6 month cycle.
Eggs hatch within 3 months.
Larva reach maturity in 4 years.
Larvae: A.R.. 5
S.D.C.12
Hit Points: 2-12

Dionii



Drone

Layout of a Dionii Base

Male
Large Mandible

Elyuon _____

PrOiects wings and
.bdom"",,,=>-

Abdomen
Exposed only when in
flight. A.R. 10. S.D.C. 60

Female
Small Mandible

/'If--.t-- Second Jaw

HI-- Antenna

~l"ri#I..~Prothorax
arge mobile
segment

-f--j~iK=Elytron
Lower body
plates

~.

1. Warrior Mound: Entrance to vast wlderground housing and combat facilities of the Warrior Beetles.
2. Storage
3. Housing and rcscareh: Scouls and Vanguards only.
4. Command central: Transpon lenninal and communicalioos.
5. Defensive towers
6. Power plant
7. Drone housing: Underground facilities
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The Drone
These heavily annored. slow (by Dianii standards) moving

beetles are the largest of the Dionii, sltmding 2.7 meters tall and
6.1 meters long. Drones, being the least intelligent, are limited
to physical labor. construction maintenance. and nursery (in the
hatchery) work. They will obey any oflhe other Dionii, and dis
like animalslhumanoids.

Natun) Armor lUting (A.R.): 10
Natural S.D.C.: 220
Artificial Body Armor Rallog: 10
Artlnclal S.D.C.: 390
Hit Points: 5-50+10
I.Q. M.E. M.A.P.S. P.P. P.E. P.B. Spd.
6 10 20 30 20 30 8 40kmph
Auacks per Melee: two (2) Hand to Hand
Damage: 3-18+ I5; or by weapon
Size: 6.1 m long

The Warrior Beetle
The Warrior Beetle is a relatively intelligent, surprisingly

quick and deadly predators. Their attacks arc as brulnl as they
are devastating. They will relentlessly fight on until the last onc
has died (never surrenders) or until the objective has been at
tained. The perfect soldiers, they do exactly as ordered without
question or concern for personal safety. Powerful in limb and
nlliural body annor, Ihey arc twice as deadly when cast in anifi
cial body armor and wielding energy weapons They are obedi
ent to both SCOUIS and Vanguards.

Natural Armor Rating (A.R.): 10
Natural S.D.C.: 300
Artificial Body Armor Rating: 12
Artificial S.D.C.: 500
Hit Points: 742+10
I.Q. M.E. M.A.P.s. P.P. P.E. P.B. Spd.
10 10 10 30 25 30 15 60kmph
Attacks Per Melee: Four (4) Hand 10 Hand
Damage: 3-18+15
Attack! In Body Armor: Six (6) with lasers, plus any hand

weapons; bonus to hit +5, +5 to parry/dodge
Size: 4.8 m long

'87

The Scout
These fly-like crearures are the smallest and fastest of all the

Dionii. In the air, few can match Iheir natural prowess. They can
fly forwards, backwards. up. down and hover with equal ease;
their wings beating so quick-Iy they an:: nearly lost to sight.
Scouts, like the Vanguard, are very intelligent, free·thinkers.
However, they are subject to the demands of the hive. They
function as scouts, scavengers, pilots, technicians, and captains
of the guard.

Natural Armor Raling (A.R.): 8
Natural S.D.C.: 112
Artificial Body Armor Rating: 10
Artificial S.D.C.: 220 (very lighl weight)
HII Points: 6-36+6
I.Q. M.E. M.A.P.S. P.P. P.E. P.B. Spd.
14 10 12 22 30 26 10 160 kmph
Attocks Per Melee: three (3) Hand-to-Hand
Danuilgc: 2-12 +7; or by wcapon; bonus to hit +8; dodge/parry +8;

Size: 1.6m long ~

The Vanguard
The elite of the Dionii arc the parasitic wasp-like insec!.!'!

known as the Vanguard. They arc the electrical engineers, navi
gators, pilots, rescarch and field scientists, and leaders of the
Dionii. They arc brilliant, cunning and quick thinking. The Van·
guard, as any Dionii, hate all animal life. As far as the Vnnguard
are concerned, animals (including intelligent animalslhuman
oids) bUllhree purposes: to serve as Dionii slaves, food and host
bodies.

The Vanguard lay their egg.'! in a host body of a living ani
mal. The eggs (1-6 in " human-size hosl) an:: laid just under the
skin, where they draw nourishment from the host body_ As the
larvae within the eggs grow, Ihe host slowly withers and finally
dies; the young larvae hatching from llo midst its TOned remains.

Na(ural Armor Raring (A.R.): 9
Natural S.D.C.: 130
Artlfldal Body Armor Raling: 12
Artificial S.D.C.: 276
Hit Points: 6-36+12
I.Q. M.E.M.A.P.S. P.P. P.E. P.B. Spd.
20 15 24 26 26 28 15 90kmph
A«ocks Per Melee: three (3) Hand-to-Hand
Damage: 2-12+11; or by weapons; bonus to hil +6; dodge/parry

+6.
Size: 2.1 m long
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Warrior Beetle

Plasma Ejector---Q;;i.1

Warrior Beetle Battle Amlor
Ught Beam

/'

-Laser Turret__

-Laser -----r'<:"'-,

Ion Blaster

AmmoBeh

Holster

Particle Beam Rifle

_ Triggered by Vocal Code

,..
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Vanguard
with body armor

Oxygen Tank

Without Body Armor
Stinger docs 2-12 damage

Electrically Cha,!rg~ed~__-~""'_
Blade Stinger
Does 3-18+4 damage,

18.



Side View

Scout

Laser Mount:
Range: 900 m
Rate of Fire I per melee
Damage: 2·12
No charges.

Front closeup of head.
Bite does 1·8+2 damage.

Oxygen Tank
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Plasticized wing coating
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Digger without
Body Annor

More on the Mechanoids®
In many insect socicties, entire groups within serve a specific

function to preservc that society. In much the same way, spe
cific types of Meehanoids serve a particular function(s) within
their society. Whatever that function may be, it is their life's
purpose. They simply perform their function; rest, eal and con
tinue to perfonn their function until they are no longer able.

There is Iiule need for recreation or diversions, because there
is no dissension, fears, questions, or longings of purpose or
self-expression. Each Mechanoid type has been physically and
mentally designed, conditioned and bred to perform its particu
lar function within its world. Each is part of the whole and must
serve the whole u it was designed to do. Without question.
Wit.hout thought. The whole must continue. The whole is life.
All this is ingrained within their very genetic structure, cloned
and continued for thousands of years. Only a genetic error or
mutation can disturb the balance. Such mutations, when discov
ered, are destroyed immediately.

The following descriptions are listed in the order of the
Mechanoid caste society, from the lowest to the highest. Robots
are not included.

The Cargo Haulers arc among the drones of the Mcchanoid
society. They are capable of litth: independent thought. Their
function is simple: to sort. gather, and store. These sim
ple-minded workers will ignore any other activity (banles, hu
mans. etc.) and continue to work, unless otherwise directed.
Haulers obey the Black Widow, Brule, Mantis, Runner, Drain,
Oraclc and Overlord.

They possess all Level One psionics and limited telepathy.
LS.P. 190. Third Level proficiency. Hit Points: Type I: 230.
Type II: 120, Type Ill: 60.

The Digger is another drone designed for massive excavation
and dissection of planets. When it has no target. it slips into a
psionically/indueed state of suspended animation, slowing body
functions to almost nothing. II is awakened telepathically when
needed by a Mantis or Brain. The living organism itself is genet
ically structured 10 feed ofT nuclear radiation. Consequently. tho
Digger must have a heavily radioactive environment!o survive.
Although it can, and does. feed off the radiation from its contin
ual hydrogen fusion chamber. Obeys Mantis, Brain, Oracle, and
Overlord. ,

It bas all Level One and Two psionics. I.S.P. 870, Fifth Level
proficiency. Hit Points: 720,

The Seeker Pod is a living bloodhound. Its sole function is
to locate any creatures which have been classified for extenni
nation. give notification of their location to its masters, and help
lenninate the crealUIe(s). These Meehanoids are fairly intelli
gent in that they are not easily duped or confused. However,
they have no knowledge of science or skills, other than tracking
and extennination. Seeker Pods are specially designed to aid
and obey the Exterminator, but will also obey any other
Mcchanoid above its own rank (espc..-cially the Tunnel Crawler,
Brute and Wnsp).

It has all Level One psionics. as well as limited telepathy,
empathy and mind block. I.S.P. 7S. Third Level proficiency. Hit
Points: 10.

The EIterminalor is a born predator which delights in the
hoot and destruction of otller living creatures (including rogue
Mechanoidll). 11 is designcd for pest control in the mother ship's
pipclines, nothing more. Consequently, they are constantly
roaming through the ship's labyrinth of pipes and tunnels in
search of prey. The Exterminator is a very treacherous and
crafty hunter who enjoys tricks. traps, ambushes, and
cat-and-mouse games. They ate fairly intelligent and master
hunters., although they have no knowledge of science or other
skills. They may command up to 6 robots or 1-4 Seeker Pods,
and are often accompanied by Tunnel Crawlers or other exter
minators. 11 obeys any Mcehanoid above its rank.

It has all Level One psionics plus empathy. mind block, night
vision. levitate, limited telekinesis and extended telepathy. 1.S.P.
120, Sixth Level proficiency. Hit Points: 50.

The Tunnel Crawler is designed exclusively for pest con
trol. This sadistic extenninator is a free agent, able to go wher
ever it pleases. Although its anacks are limited to close range
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Man'~'0ng

Struciurai Damage Capacity:
Head: 2800
Body - Top: 4000
Body - Bottom: 180,000 C.n.F.C.
Anns: 2000 each •
Claw: 2200 each

\~;~~~~~~p;,,,,;ma Generator: 980~ ---- A.R.: 18

Digger's Claw
with Mcchanoid Mantis
10 indicate scale.

Claw is 360 m long
Ann from shoulder to claw: 680m

Other Notes... Body length: 1080 m, Width: 732 m
• Alw ys accompanied by 6 Mantis and 2-6 Wasps. TOlal Clnw to claw span: 1772 m
• Digging/canal area wilhin 2 km. Radius of the Digger
extremely radioactive; lethal to all Humanoid life. Only
E.B.A. are certain to survive, L.B.A. is safe for I hour exposure.

• Digger hovers by undetermined means. Perhaps antj.grav. or psiooieally.
(fthe cominual hydrogen fusion chamber (C.H.F.C.) is destroyed (3000 S.D.C.)
the entire Digger will explode (1-6x30,OOO damage for a 1 km radius).
However, the C.II.F.C. is vulnerable 10 direct attack only when shU!
down for its 30 minute resl period.

\
Continual Hydrogen

Fusion Cham ber
Blast center docs
1-6)( 10,000 damage

Plasma Generator·
Does )·6)(1000
• damage.

Bonom Vie
. Revealing the continual

Hydrogen Fusion Chamber
The Digger directs hydrogen blasts (approx. 10 per
SCi:ond). Vaporizing and melting the canh and stone.
The claws dig, nim and shape the 1km wide
2 kIn deep canal.

The Digger funclions day and nighl at full capacity,
pausing only 30 minutes every 24 hours.

Mecbanoid Digger

·Plasma Generator can fire
once every 10 seconds. ThaI's
6 attacks per melee.
Max. Range: 2000 m
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Mantis, Runner, Drain, Ornele, 3nd Overlord. It is instilled with
very little drive or ambilion, Icaving those ranking above il 10
deal with experimentation and research, while it handles the
mundane day-to-day regimen of the ship.

It possesses all Level One and Two psionic abilities. I.S.P.
1000, Tenth Level proficiency. Hit Points: 130.

The ManUs is a specialisl in engineering and mining opera
tions. It selects planets for mining, directs planet dissection, ana·
Iyzes minerals, etc. When not actively involved in excavation, it
plalls and supervises construction, energy consumption, metal
lurgy, research and development. Mantises can be found
Ihroughoul the ship. They obey the Runner, Brain, Oracle, and
Overlord.

~ ~;,.t;t

~~~
~~.~.

~j(
~

confrontations, ils heavy environmental body annor provides
more than adequate proteclion. They are also able to release a
toxic nerve gas which lingers for about 2 hours. 1nese loners of
the Mechanoid race are oOcn accompanied by no more than a
few robots. Tunnel Crawlers obey Runners, Brains and Over
lords.

Its psionic abililies include presence sense, see aura, detect
psionics. levitate, night vision, mind block, limiled telekinesis
and extended telepathy. I.S.P. 120. Sixth Level proficiency. Hit
Points: 43.

The Black Widow is quile intelligent, commanding an snny
of robots, transport ships, cargo freighlers, and haulers. The
Black Widow is the coordinator of salvage and storage opera
tions. She answers to the Mantis, Runner, Brain, Oracle and
Overlord. They are mosl often found on the ship's exteriors and
storage areas (Levels 1-3).

They possess all Level One and Two psionics. I.S.P. 500,
Eighlh Level proficiency. Hit Poinls: 218.

The Brute, although a bit of a predator is used in both ofTen
sive and defensive aClions, and is often found assisling in con
struction, repairs, nnd robot supervision. Bnnes are me
Mechalloids' robotics cxperts and are responsible for their con
struclion, maintenance and direction.

These intelligent, but cruel, Mcchllnoids can be found Imy
where on the ship (usually accompanied by a handful ofrobols).

Their psionic abililies include Ill! Level One plus
bio-rcgeneration, mind block, levitation, limited telekinesis, and
extended lelepalhy. (Note: these are somewhat increased abili
lies man those listed in Book Onc).1.S.P. 150, Eighlh Level pro
ficiency. Hit Points: 45.

The Wasp is the most intelligent and deadly of tbe
Mechanoid predators. These fast thinking sU'alegists are the very
heart of Ihe Mechanoid assault and defense network. Daring and
f1amboyanl, they Ihrive lighling relentlessly in battle and are
wilhout mercy or conscience. Encased in a powerful environ
mental body shell, they are able to wilhsllmd bolh Ihe rigors of
space and heavy assaull while maintaining high maneuverabil·
ity, speed and strike potential. The Wasp is legendary for ils
ability to maneuver with unerring accuracy while flying at top
speed (1500 kmph), and/or under adverse conditions. A unique
coupling of IcchnolQgy and psionics makes this possible. It is
this science which allows the Wasp 10 go from 1500 kmph to a
dead stop instantly. They obey all Mechanoids above their nlnk.

Wasps possess all Level One and Two psionics. I.S.P. 313,
Tenth Level proficiency. Hit Points: 56.

The Battle Cruiser is an actual Mechanoid organism, and is
the last of the Mechanoid predalors contained on the
mothership. They are deployed againsl major threats to the
mother ship and planel ftssaulls. The Battle Cruiser obeys the
Brain, Oracle, and Overlord.

They possess all Level One and Two psionic abilities. I.S.P.
440, Tenth Level proficiency. Hit Points: 390.

The Octopus is a mechanical wonder continually involved in
construction, electronics, mechanics, repairs, and even surgery
and genetics. Having 3 separale brain sacs, it can perfonn 3 sep
arale aClions simultaneously, or concenlnlte its effons on one
problem with maximum efficiency. Although very intelligenl,
its role is to act as a submissive (though brilliant) assistant to the
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Runner
Anacks per Melee: 2 or hand to hand
Weapons: Laser: 3 senings,

'·613·1815·30
Range: Laser - 1600 m
A.R.: 12
S.D.C.: 120
Speed Factor: 25 kmph
Psionics: Levels 1-2
Bonuses: +2 to hit, +2 vs psionics

Its psionic abilities, are limited to presence sense, see aura,
resist (miglle, extended telepathy and extended telekinesis. LS.P.
570, Tenth Level proficiency.The Runner is Ihe Mech:moid
jack-of-all-trades. All Runners have a rudimentary knowledge
of physics, genetics, biology, surgery, electronics, navigation,
mechanics, robotics, and communication. The typical Runner is
an expert in two of these areas. Runners arc among the few
free-thinkers in the Mechlllloid society. This allows them access
to ship compulerslbrain pools. experimental/research centers
and free lime. (Nole: Only the Runner, Brain, Oracle lind Over
lord can lap into Ship compUicrsibrain pools).

Runner Hover Pod

3.3 m lall
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Possessed by an insane hatred of humanoid lifc, thcy oftcn
spcnd frec time conducling hideous biological and genetic ex
periments on them. (It was such experimentation Ihat crealed the
mUllInts). Runners also cnjoy pipeline hunting expeditions.

They possess all Level One and Two psionics plus extended
telepathy. LS.P. 690, Twelfih Level proficiency. Hit Points: 44.

The Oracle is perhaps thc most enigmatic of all the
Mechanoids. Its prime f'tmction is Ihat of a syslcms analysis, ob
scrving and improving upon ship operations lmd equipment. IL~

brain capacity and psionic abilities surpass even Ihe Overlord's
and Ihe Mechanoid Brain's in both sizc and ability, making il a
vinual living compuler. II 100 can tap directly into the com
puterlbrain 1>ools, but is Ihe only Mechanoid Ihat is able to block
its thoughls or brcak contact wilh the computer on ils own. This
has been a mailer of concern among some Meehanoids who fear
Ihat the Oracle has mutated into somelhing beyond its original
purpose. The Runners harbor the greatest concern, especially in
light of the Orocle's philosophical and non-aggressive outlook
toward intelligent humanoid life fonns. The Overlords, though
concerned, simply watch with suspicion, wailing for some lrans
grcssion.

While deprived of physical limbs or weapons, the Oracle is
far from helpless, possessing all known psionic abilities. II is an
swerable only 10 the Overlord and Brain.

Possesses all known psionies. I.S.P. 4200, Thinicth level
proficiency. Hit Points: 90.



Anae per e ee: or
psionic (4 hand 10 hand)

Weapons: 4 mechanical
appendages: Large do
4-24 damage. Small do
2-12 damage.

ange: Large has a 3m
,Y'....~~h.:.:Small 1.4 m

--...::::::::,

A.R.: 10
S.O.C.: 110
Speed Factor: 0-150 Ionph
Psionics: Level 1-3
Bonuses: +3 vs psionic altack

Brain Hover Pod

Brain
Auacks per Melee: 2 or

hand 10 hand
Weapons: Laser: 2 senings,
1-613-18, hand damage: 2-12
Range: Laser - 900 m
A.R.: 10
s.o.c.: 90
Speed Factor: 0-50 kmph

Psionics:
All levels 1-3

Bonuses:
+llohil
+2 to damage
+3 vs psionic

snack

-

15 m long
6 m tall

Similar casing used
by the Runner.

.......
3 Finger Hand

C-~r

Laser Finger

~~:~~~:!~';:2 anacks each, per melee

Close Up of Utility Ann

Fron.Voe~V~

\ ~Olds 6 Arains

Undersea Casing for
Mechanold Brain

A.R.: 10
S.O·.C.: 110
Speed: 50 knots
Max. Depch: 4.8 Ion

Altacks per Melee: Laser: 5 or 6 hand 10 hand
or psionic

Weapons: Laser Lance: 3 settings; 2-12. 4-24. 6-36
Laser Finger. 1-6 Hand 10 Hand: 6-36

Range: Laser Lance: 1600 m
Laser Finger. 100 m

A.R.: 10
S.O.c.: 10
Speed Factor: 0-250 Ionph
Psionics: Level 1-3
Bonuses: +2 to hit. +3 V$ psi attack

Multi Brain
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Thc Brain oversees all planetary and mining operations,
planet assault, navigation and ship operations. They function as
a million little generals, directing and observing a vasl army of
Mechanoids Ilnd robots. If the Brains have a specialized func
tion, it is as pilot. Only thc Brain, can pilot the spider fonrcss,
transport and freighter vessels.

Brains, like the Runner, can tliP into lhe computer decks and
brain pools, selecting any infonnation needed. Unlike the Run
ner, which oRen works under the Bruin's direction, the Brain is
capable of assimilating extraordinary amounts of data and re
taining it (total recall) for 72 hours.

Being free-thinkers, they have full run of the ship and gener~

ous amounts of free time for experimentation and personal ex
pression.

They possess the full range of Level One and Two psionics,
plus extended telepathy, extended telekinesis, see the invisible,
and Evil Eye: despair, fcar, blind, and pain. l.S.P. 2000, Thirti
clh Level proficiency. Hit Points: 35.

The: Overlords are the: prime movers and masters of the ship.
All Mechanoids must answer to them, including lhe other
free-thinkers. None may defy them. They tend 10 be cold. ana
lytical thinkers (second only to Ihe Oracle), constantly in touch
with all major ship operations, applying their quick, methodical
logic to any crisis. They are also cxccllcnt strategists (only the
Wasp is their equal), and adept in navigation, engineering, phys
ics, genetics, cloning, and biology. Most importantly, they alone
hold the secret of the power crystal conversion (!lOme believe
the Oracle also holds the secret), and they alone can merge/link
dircctly with the master computer brain.

They possess all Level 1-3 psionics. I.S.P 2900, Twentieth
Level proficiency. Wt Points: 90.

Mechanoid Computers
The Brain Pools: S.D.C. 50, A.R. 7, Hit Poinl'l 25. Aboard

ship, there averages one brain pool for every 1000 sq.km. with
many times that in engineering, navigation, research, and power
nctworks Brain pools can only bc used by Runncrs, Brains. Ora
cles, and Overlords. No other Mechanoid has the physical or
menLaI capacity 10 tap into thcse living psionic compuler units.
Only a master or major psionic (humanoid) can link with thc
brain pool.

The psionic humanoid must enter the unit (usually measuring
4 mx4 m; although some are 8 times that size), making physical
contact, flesh touching flesh, with the wann fluids and soft,
lumpy, fleshy membranes which line the entire interior of the
brain pool. The psionic must lhen car his thoughts via medita
tion and open his telepathically to the computer. The participant
cxperiences a vcry pleasant euphoria, followed by 8 floating
sensation. At this point, he/she is oblivious a"y extemal in·
put/activity, and only a tclcpathic or cmpathic message will
reach himlhcr. Thc brain pool then psionically probcs and cx
tracts ALL infonnation, thoughts, and knowledge of that person.
This process is quitc painlcss and lakes only about 6 minutcs.
Remcmber, the brain pools are dcsigncd to be an infonnation re
trieval/exchange dcvice, and do so automatically. Everything
that person knows will be absorbed, recorded, and filed for laler
analysis. When the brain pool has completed its probe, il thcn
opens itliClf for information cxtraction.
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Thc psionic pcrson should direct his/her inquiries as simply
and dircctly as possiblc via telepathy. 111ese inquiries should bc
used to gather "small" blocks of infonnation, because he/she is
not likely to survive a massive psionic bombardment of intOr·
mation. Eumple: If the layout of lhc mothcrship is requcsted,
the brain pool will respond with the entire ships schematics. Ev·
cry nook and cranny is instantly provided. Unfortunately, the
human (and Rover) brain cannot assimilate that much input at
such a specd, and may result in loss of memory and evcn dcath.
Rather, requesting the layout of a small, specific area (such as
''transl>Ort factory: Lcvel 3") is very safe and painless. A person
may ask as many questions as he/she dcsires, once contact with
the computer is established.

The Master Computer
The computer brain pools are actual Mechunoid organisms

linked to the Master Computer Bmin. This Master computer is
also a living crcature of flesh, circuits, and psionics. A senticnt
entity with a will and personality of its own, it serves the
Mechanoid society as an awcsome living computer complcx.
111C organism itself is over 4000 Ion long, 10 Ion tall, 2600 km
wide. If this incrediblc entity were dcstroyed, it would radically
impair the mOlhership. forcing sccondary eomputcr banks and
brain pools to be used in its slead. This would cut efficicncy lev
cis by at leasl 40%. for in many ways, the master computer
complex "is" the mother ship.

For that rcason, only the Brute, Runner, Bmin, Oracle, and
Overlord are allowed on the same level; and only the Overlords
[Ire allowed 10 enter the master computer chamber.

As a precautionary measure, a false (though functioning)
computer network, 3 times larger than lhe true master complex,
has been erected as a decoy and back-up system\ Only the
Brains, Oracles and Overlords know that it is not the true master
computer.

The Brutes and Runners nre the main service technicians and
defense, although Wasps and other Mechanoids can be sum
moned during an emergency. (Notc: Robots of any kind are
never allowed on this level) .

Average number of Mcchanoids on Lcvel 5: 12.000 Brutes,
3,000 Runncrs, 250 Brains, 6 Oracles; I Overlord (63% likeli
hood of being in decoy section).

Internal Teleportation System
The typical Mechanoid (with the exception of free-thinkers,

Octopus, Wasps and Tunnel Crawlers) seldom, ifever.leaves ils
assigned area. Howevcr, even a small processing nelWork may
span as much as 6000 km. For that reason, teleportation cham
bers are scattered throughout the ship, approximately cvery 500
km (often located within 100 km of a brain pool). Thrce limes
that number are localed in major areas of aClivity such as trans·
port tcnninals, navigation, research labs, etc. The average sizc
of these chambers is 90 III tall by 120 m wide, while the largest,
located III transport/freighter terminals, hauler bays and slorage
areas, measures 40 km taH by 150 km long.

The leleportcrs are limilcd to the ship: level to level, section
to section, or to the ship's surface. Example: If you were in a
transport temlinal tcleport chamber on Level One and wanted to
go to the: navigation section on Level Four, it would leleport you
to another chamber in navigation, Level Four.



TIle de... iee automatically tclepons e...erything in the chamber
whcre...cr it is directed to send it (acting instantly on first rc
ques!). The telepoml.lion chamber, like many Mcchanoid de·
... ices, is acti ...ated through a telepathic command. Obviously,
only crcalUfCS endowed with psionics (or any other form of te
lepathy; i.e.: magic) can acti ...ate the telepon chamber. It should
be noted that there are No external controls, screens. or devices
in the chamber. It simply appears to be a large, empty room.

Use Mechanoid Chan fmm JoumcylMechanoid Invasion.

Mechanoid Footnotes:
I. Mechanoids tend to believe themsel...es superior to all

other races, especially humanoids (oOen undcrestimating hu
manoid focs).

2. Most Mechanoids ha...e an unreasoning hatred for any hu
manoid life. Only 'he Haulers and Diggers 8re indifferent to
ward humanoids; llnd only an Oracle will c...cr aid or befriend a
human. (There is a 42% likelihood of lin Oracle befriending/aid
ing a humnn).

3. Surprisingly, Mechanoids can be (Illite friendly to other
non-hI/man rece! (unless that race harbors any positive feelings
about humanoids).

4. Most equipment. elevators, teleponers, and controls are
operated through telepathy and telckinesis. Consequently, thl."1'C
are few external control, knobs. bUllons, screcns, ctc.

5. Storage bins designated as food are vast tanks of concen
trated liquid nutrients. Mosl Mechanoids contain a food supply
built right into their mechanical exoskeletons (usually enough
for 2 weelcs).

6. All Mechanoids are encased in an environmental body ar·
mor (exoskeleton), containing lifc support systems. independent
cnergy source, indcpcndcnl oxygen and purification syslem, ra
diation and heat shielding, communicalions, and extraordinary
scanning facilities.

7. Mechanoids communicate through both radiollaser tech·
niques and psionics.

8. Mcchanoids/endurance/hit points: Because of the
Mechanoid organisms' ...cry special genetic construction and cy
bernetic intcb'fations, they are extremely vulnerable whcn ex
posed from their metallic body annor. They're all very anemic
and must breathe "pure" oxygen to li ...e. Consl.'Quently, if the cn
vironmental annor is penetrated (cracked, punclUred. etc.), they
will die from exposure in a mailer of minutes. (They lose ap-.
proximately 10 hit points per melec from exposure alone. The
organism Armor Rating is 2).

9. Level six: There is a large section of environmental sanc
tuaries (rest and relaxation areas) located on Level Six. These
areas contain the appropriate environment for the exposed
Mechanoid organisms (Note: 75% will be without armor, 25%
still in annor). All such areas have low gra...ity (113 of Earth's)
and a 100-;. pure oxygen atmosphere.

TIle Digger sanctuary has near-zero gravity, a temperature of
300 degrees Fahrenheit, and an extremely lethal level of radia
tion. An unprotected human is certain to die of radiation poison
ing and heat wilhin minutes. Completc L.B.A. can function
safcly for I hour maximum; E.B.A. 2 112 hours, but in both
cases the suits mllst be decontaminated or disposed of immedi·
alely after exposure.
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TIle Wasp tubes an: approximately 500 km wide, 8 km high
and run nearly lhe full length of the ship. Surface hatches (top of
the ship) are localed about every 2400 km. There is an estimated
600 Million Wasps at any gi...en time, performing aerial acrobat·
ics and playing (often) at lOp speed. Remember, Wasps fly
faster than the speed of sound, thus, the noise level from contin
ual sonic booms is deafening. Any unprotected creature is in
stalltly deafened (ruptured eardrums) and will die within 3
melee rounds. L.B.A. deafened within 3 melee rounds, dies in 6;
E.B.A. deafened within 8 mclee rounds, dies in 16.

Random encounter in tubes: I-30, 8 Wasps; 31·70, 36
Wasps; 71·90, 75 Wasps; 91·100, 160 Wasps.

Encounters
I have only outlined basic Mechanoid and Dionii bases, com·

plexes, and strongholds and what is in them. Whatever clse is
scattered across this world is left up to you. You should ha...e
morc than cnough dala to extrapolate upon any area. Feel free 10

create new bases, mutations, aliens, connicts and so on.

I ha...e tried to provide enough infomlation so that when the
specific Homeworld ad...enture has been played through. you
and your'players can continue on with other ad...entures on other
planets. Adventures might include running contraband, piracy.
mercenaries, the Brotherhood, planet exploralion, espionage,
free trading, etc. The possibilities are endless; explore them.

Doomsday Device
The Apocalypse Device is much more than mere rumor; it is

a grim reality. To trigger the de... ice (which is the great disc pro
tected by the 12 Motherships) the Mechanoids had to droin their
race's cntire life and psionic essence into the triggering device
to activate the Doomsday Machine However, some tiny miscal·
culation has prevented the trigger from firing. Thus. the Dooms
day Machine sits wailing to be lired, whilc the triggering mcch.
anism (complex) remains hiddcn on Homeworld with
Mechanoid survi...ors trying to solve the problem. Thc trigger's
components can be ruined so 8S 10 never operate again; the
Mechanoids' essence lies donnant in the planet's core.
Homcworld is Ihe trigger.

The Elements of Role-playing Games
Role-playing games (a.k.a. adventure games) usually estab

lish a fanlasy or science·ficlion world in which the players, ha...•
ing created imaginary characters, explore and intcrnet (not
unlikc improvisational acting) in exciting adventures. The pa
rameters of the world, the other chnracters (hostile nnd bene...o
lent), plot, and pacing are de...eloped by the Game Master. Thc
Game MastCT acts as referee, enforcing game rules, and like a
movie director, guides the players/charactcrs through an ad...en
ture within the context of the scenario. In the course ofa gamc,
players embark on some venture which leads them into lhe jaws
of peril, myslery, encounters with strange creatures and dar
ing-do; all in the grand tradition of epic ad"'enture, "Raiders of
the Lost Ark" and "Star Wars" are rwo good examples of cur·
rent films which capture lhose elements. The players react and
interact with each other and to the array of antagonists and situa
tions directed by the Gome Master. All the while, the players'
characters. gather knowledge. treasure, and develop their skills
and the game itselfbecause thcy ARE elements oflhc game.
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Notes about Game Mastering
Game Maslers should lake care 10 develop strong environ·

ments and plol. Do flof Iry 10 creale a very exact slory anlicipat.
ing how thc players will rcaet (playcnl' actions arc anylhing but
prediclable). Rather, create a very strong environment Know
what is Ihere, why it's there, how it got there, who, if anyone,
wnnls it or seeks its destruction. Know what intelligent life livcs
there. why they live there, and how they feel about it. What is
Ihe social slruclUre (if any)? What kind of fears or prejudices do
these creatures have? How hostile arc they? friendly? good?
evil? religious? This line of thought should apply to groups of
people/races, individuals, places and motives. Ah, motives.
What drives a pcrnon 10 a particular deed, good or evil? How do
Ihey fcel :tbOllt it latcr? How docs it change them? fanalic? in
sane? consumed? greedy? jealous? fearful? What about a per·
son's disposition? Grumpy, arrogant, dcceilful, trustworthy,
trusting, innocen!, treacherous, etc...?

If you, lhe a.M., create a place lind people, knowing tlte
hows and whys of its existence and thc persons in it. yOIl arc
ready to play. You know how Zimmennann, owner of the
Stargatc Tavern, will react to mercenaries entering his cstablish·
ment. You know he holds Nigelian mercenaries respcmsible for
the death of his wife and child. You know he will not tolerate
their misconductalld is prone 10 renet in a hostile, ifnot deadly,
manner if provoked (and he is easily provoked by Nigelian
mere's). You know he is a clever man who will not fight against
odds he cannot win, but will follow Ihe group and ambush them
one or Iwo lit a time.

Outer Walls S.D.C.: 600
Energy Shield S.D.C.: 12.000
Access "Iatches $.O.C.: 800
Innter Hatches S.D.C.: 250
Power Center S.D.C.: 2000

I. Energy Shield
2. Panicle Bellm Cannon - Range: 3200 m, Damnge: 5·50+50. 4 blasls each pllr melee, S.D.C.: 400 each
3. ObservalioniCommunic.'l.lion Deck
4. Iloverpon (small vehicles)
5. Large Transpon Tenninal
6. Rohat Storage Uay
,. Robot Maintenance
8. Robot Faelory
9. Processing Plant
10. I-Illuler BllY (Type II)
11. Elevalor Shllfi
12. Hauler Maintenance
13. Cargo Tenninlll
14. Slor1lge Bay
15. Wasp Tunnel Sy}lem
16. Wasp '-Illnger
11. Spacecraft Ilanger
18. Secondary Compuler Network
t9. Medical/Genetic Laboralory
20. Compulcr (Brain Pool) NClwork
21. Slornge Bay
22. Pocwr CCnler
23. Secondary Exil
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Mechanoid Base
Standard lay-oul or a Mechanoid base

Note: All doors, hotchts, eJcyators wid most deyiccli IlI'l: operated through
telekinesis. Consequently, yery rew external controls Iltt used.

Gcn nl.lor I.-I EnyifOf\Jllenta! lIIId .
PlancllJ)' Research
] ()l'llilU, 6-12 Runners, 2-4
Rrules, 24 Mantis, 12·24 Runl$

1.·2 Engineering
8·14 MlII1lis. 4-12 RUMer.!, I
Ilrain

I..] I-Inman Research, Expcrimemmlion
12-]2 Runners, 2-6 "rutes l\IId/l'N'
I-S Brains, 2-4 Tunrw:1 Crawlers

1.-4 Me1:hwlOid Mcdiclll Nclwolk
Maintained by 4 IlrailU, 8
IJrutes, 8-16 Runners, 12-24
Thinmcn

1.-5 Enyironmcnlal Ilousing Units

I

.. •~ • Al)I,I51ng units"

"'~~AM'~
M T U Storage orMining Equipmem
\,(~I~ anp MaiN.lined by 30-60 ROOlS,'" RUI1tlCJS

. t, lOrI8'= P8lmlled by 6 Arulcs
~iiiO;::;-...~M~.:~~':",~d~'by;5().IOO RUIIl1 SIcnp IIld Rq.ir of... mblIIlr. LI-4.
.ii / 12-24 Thinmen ~5l).200R-.»JOO1\l-.

2-6 Bruus or Runners I Weavds,~ SldlMlCn

....JI

Spider Fortrm

~......::;:::::,: Main TfWKpotl IIangar

/

Communication Tower. Brnin Service Pool
Maintained and opcnllcd by Runner's

Level One: Houses 4-8 RWIIlCrs, 6-12 Thinnl(n, 12-24 WCQvcls.
24-48 Skimmers.
Level Two: Runntr domullory, 32·87 Runners
I.evel Three: 1 Brain, 4-6 Bruin, 6 Thlnmcn

/
/

•

F.sliml'td PopulaliGII of an
Anr1at Mull.noid Hue

700-2000 Runts ?
700-1400 ThilUllcn
SOOSkimmen
400 Weavels
200-100 RunrlCl1
36-72 Wasps
)2·56 BraiilS
30-60 Tunrw:J Craw1cn
24·150 IJruteJ
16-24 Mantis

Wasp AC«SS Hille and
tunnel network lClldin& 10 SpHkr Fortress

Transpon Hangen
Maintllincd By: 6G-120 RunIS

"., Brutcs
Levell; Holds 12·S6 Wasps

in Iddilion 10 24 Wasps in

""'"

W'1"'-'" \
Trarupan HlnJCrs \. ( W~8Ilpr with surface

\; unnel to fooms

--Cut Away or
Major MechanOid
Strutlures.

You know how anyone your players might encounter will re
act because you have established slrOng chorocterization.

Characterization is crucial 10 mle-playing. Wilhout it. Ihe

game falls nnl. This means filII characterization. including
player characters and nonplayer characters. I've had campaigns
where players saw red at just the mention of a treacherous old
antagonist (non-player character). Without good characteriza
tion. you lose a key element of the game (or llIly example of sto
rytelling from novel to movie). Inelude it. nourish it. and you
will ncver go stale.

Conflict and Pacing
As Game Master, you must stimulate the imagination and in

terest of the players. Try not 10 devote too much time to anyone
or two individuals. Remember. you have to satisfy a group of
players. Encourage group interacrion and camaraderie. Keep the
plot and subplot rolling. Study any good book, movie or even

comic book, and wotch how they create suspense, anticipation,
dread, etc. Strong characterization will help move things along
here, too. Enmple: the group has been bumming around lawn
for the last 2 hours (real lime). The players have no real direc
lion. they haven't taken the bait 10 go to tbe Northem caves
where you have a really terrific scenario ploned for them.
You're bored. they're bored....oh. you know that they' II do
something sooner or later, but later is really blowing the whole
atmosphere and pacing of lhis adventure. Suddenly, one of Ihe
players' Nigelian mercenary is accosted by a drunken merchanl.
"I don't sink yer sse tough," he sneers abusively. This rogue
goes on 10 brag how his friend Zimmennann wilt avenge his
wife and child upon swine like Ihem once he returns from the
Nonhem caves with a special suit of battle armor and weapons
that will make him virtually invincible. Then everybody will
pay. The group now has somelhing tangible to mull over.
sparked by emotion because Zimmermann had nearly killed twO
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18·23
24·38
39-47
48-58
59-69
70·75
76-82
83-90
91·96
97·100

14-20
21·26
27-35
36·50
51-60
61·70
71-80
81·86
87·93
94-100

DlonU Transport Terminal
Roll percentile every 20 minutes.

Mechanoid Transport Terminal
Roll percentile every 20 minutes.

2-Scouts and Freighter
2-Drones
I-Brute. 2-Thinmen
I-Scout,2-Drones
I-Warrior Beetle
I-Vanguard
4-Scouts
2-Warrior Beetles
2-Vanguards
I·Vanguard,6-Drones
4-Warrior Beetles

Black widow
2-Wasps
I-Hauler II
I-Brute. 6-Runts
I Tunnel Crawler, 2-Assault Probes
2-Dionii Scouts
I-Runner,4.Thinmen
I-Mantis, and Freighter
l-Oetopus, 2-Thinmen
Oracles (50% chance friendly)
4.Wasps
I·Overlord

1-8
9·16
17-22
23·32
33-43
44-52
53·64
65-75
76·85
86·90
91-100

1-10
11-18
19-26
27-39
40-50
51-60
61·70
71-80
81-87
88-90
91·97
98-100

Ncar Dionii Blise
Roll percentile every 20 minutes.
1-17 I-SeOUl
18-24 2-Drones
25-35 I-Warrior Beetle (50% in armor)
36-44 I·Vanguard, I-Drone
45-60 Hostile thieves/Scavengers (2-12)
61-66 I-Runner,6-Thinmen
67-75 2-Warrior, Beetles (70% in armor)
76-83 2-Tunnel Crawlers and )·Scout
84~90 I-Scout, 4-Drones
91-96 I-Vanguard and Brain
97-100 I-Vanguard,4-Runners

Psychologic~esearchFacilit):'
This is an active Mechanoid psychological research complex.

Contained within its walls arc all manner of stated atrocities,
aliens, humanoids (for experimentation), Dionii and
Mechanoids. Other than the atlendants and Mechanoid scientists
(Runners, Brains, and Oracles), all other inhabitants suffer from
some sort of insanity (usually extreme). C.M. Note: use your
imagination and the insanity tables freely.

I. Reception Area
2. Ground & Simple Hover Vehicle Garage/maintenance
3. Vehicle Maintenance
4. Transport Terminal
5. Security Post
6. Security Post
7. Storage Area
8. Garage
9. Robotics Factory

Encounter Tables
Remote Areas
Roll percentile every 3 hours.
1-13 Mechanoid genetic experimem

(use your imagination.)
I-Brute
Dionii, 2-Scouts
Dionii, I·Warrior Beetle
Hostile thieves/Scavengers (2-12)
Slavers (2-12)
I-Runner,4-Thinmen
I·Black Widow
Hostile aliens
Exterminator Squad
4-Wasps

of them only a few weeks ago and accidentally killed a woman
and her 2 children. This terrible accident drove Zimmermann in
sane, vowing to wipe out the entire town of murderers. The
group is somewhat responsible for the incident. They know
Zimmermann will hunl them down and kill who knows how
many innocent bystanders in the process. Hell, they had some
interest in the Northern caves anyway. What did they hear ear
lier?... Ultimately. the players decide to investigate the Northern
caves and see if they can find Zimmermann before he finds the
annor and weapons. And the plot thickens...

Near Mechanold Base
Roll percentile every 30 minutes.
1-8 Wasps
9-18 Exterminator Squad
19-28 4-Thinmen
29-35 I-Brute,6.Runts
3642 2-Runners,2-Thinmen
43-48 I-Mantis,2-Thinmcn
49-54 I-Octopus, I·Hauler III
55-64 2-Brutes
65-75 Exterminator, 4~Assault Pods
76-84 I-Brute,6-Thinmen
85-93 I-Brute, I-Warrior Beetle
94-100 6-Wasps

Abandoned Mechanoid Structure
Roll percentile every 30 minutes.
1-17 Mechanoid genetic experiment

(use your imagination)
I-Brute
Hostile Scavengers (2-12)
Dionii: I-Scout
Dionii, I·Warrior Beetle
I-Exterminator, 4-Assault Pods
Hostile aliens (2-12)
Dionii,2.Seouts, I-Warrior Beetle
I-Tunnel Crawler. 2-AsS8UIt Pods. I-Runner
2-Warrior Beetles
2~Wasps

"
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Mechanoid Psychological Research Facility
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10. Storage
II. Robot Maintenance
12. Robot Processing Plant
13. Security
14. Storage
IS. Computer Network (Brain Pools)
16. Life Support
17. Life Support
18. Engineering
19. Power Generator
20. Monitor Unit
21. Power Storage Units
22. Engineering
23. Liquid Nutrients
24. Processing Facility
25. Food Storage
26. Food Storage
27. Security Post
28. Purified Water
29. Computer Complex
30. Robot Maintenance
31. Security Post
32. Laser Supply
33. Laboratory
34. Medical Center
35. Housing
36. Security Post
37. Genetic Engineering
38. Cloning Center
39. Cryogenic Complex
40. Isolation yard (/hostile & unstable patients
41. Isolation yard IIJpatients extremely hostile
42. Security Post
43. Mechanoid AttendAnts
44. Patient Housing
45. Robot Maintenance
46. Energy Ficld: S.D.C. 10,000
47. Robot Security
48. Mutant Oracle under heavy sedation/confinement

(Super psionic/all levels of ability. 1.5.1". 190.500; can link
with all Mechanoids within 200 million km; can control all of
them and add their psionic power to his own.

Loves humans and will capture and place them in natural cn
vironment (no technology); believes humans must be cared for
like pets.)
49. Power Generator for Energy Field
50. Patient Housing
51. Mcchanoid Yard
52. Mechanoid and Robot Attendants
53. Security Post
54. Kitchen
55. Robot Attendants
56. Plltient Housing
57. Patient Housing

The Exterminator Squad consists of: One Extenninator
One Tunnel Crawler, One Seeker Pod, and Four Assault Probes.
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Major Mechanold and
Dionli Occupation



Extremely Rocky

Mounlains

Rocky Lowlands

Dried OceanslSeas
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Known Mechanoid Bases
(active and abandoned)

Dionii (white blocks)



Defensiye Dunker:
Side View

Seelion

Scnle in Meters

~o 40 80 120 160

Weapons:
Laser ThlTel - Range: 3200 o1F.,.;~
Damage: 6-36+40, 2 blasts each 0
per melee, S.D.C.: 30
Ion Blaster - Range: 1800 m,
Damage: 4-24+10
1 blast each per melee, SHC.: 40
Plasma Ejector- Range: 3200 m.
Damage: 4-40+ IO.
I blast per melee, S.D.C.: 60
Plasma Cannon - Range: 4 km
Damage: 8.80+40,
1 blast per melee, S.D.C.: 600 •
Main Plasma Cannon - Range: 5 km . '.
Damage: 10-100+100, I blast per melee,
S.D.C.,8oo
Particle Beam - Range: 3200 Ill, Damage:
5-50+25,2 blasts each per melee, S.D.C.: 150
Ion 'I\lrret - Range: 2200 m, Damage:
4-24+ 10, I blasl each per melee, S.D.C.: 40

Outer Walls S.D.C.: 4000 each
Access Halch S.D.C.: 800
All Inner Hatches S.D.C.: 250
All Inner Walls S.D.C.: 400
Main Powcr Rcaetor S.D.C.: 5000
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} Up~,
Tower
Fully

Automated

I. Laser ThITet
2. Ion Blaster
3. Plasma Ejector
4. Sensors
5. Communication Deck
6. Computer Deck
7. Plasma Cannon
8. Genetic/Medical Lab
9. Robot StoragefMaintenanee
10. Storage/Supply
II. Bunker TUfTet Engine
12. Main Computer Deck-

Brain Pool
13. Engineering
14. Main Power Reactor
15. Panicle Beam
16. P-Beam Power Generator
17. Main PlnsmaCannon
18. Laser and Ion Turret

Power Generator
19. Main Laser Turret
20. Ion TUlTet
21. Observation Deck
22. Weapon Control Dank



Mechanoid Outer Perimeter Defenses:

6. Power Bank
7. Dala Storage
8. Main Access
9. Transminer!

Receiver

Scale in Meiers

~
o 10 20 30

I. Sensor Devices
2. Computer Conlrol
3. Radar
4. Service Tunnels
5. Access Hatch

Automated Surveillance Mound

13. Power Plant
14. Fusion Core
15. Siorage
16. Observalion Deck
11. Communicalion - Manual Conlael Cenler
18. Computer Bank
19. Multi-Scanners
20. Communication Network

Scale in Meters

~o 10 20 30

1. Compuler
8. Monilors - Surveillance Mounds
9. Robot Mainlenance
10. Masler Computer Network
II. Brain Pool
12. Power Slorage Unil

r'.,.~r~~~'" Semj..Automattd
Observalion Tower

I. Docking Bay
2. Radar Disc
3. Small Hangar
4. Access Hatch
5. Mulli-Scanners
6. Elevalor Shaft

Scmi-Aulomalcd - .......,,..~_-!~....-
Observation Tower: -~
OUierWallsS.D.C.: IOOOeach .~
Inner Walls S.D.C.: 250
All Hatch S.D.C.: 250
Inner Hatches S.D.C.: 50
Fusion Core S.D.C.: 2000
Scanners S.D.C.: 50 each

~.

Automaled
Surveillance Mound:
Outer Walls S.D.C.: 500
Inner Walls S.D.C.: 250
Access Halch S.D.C.: 400
Inner ~Iatchcs S.D.C.: 250
Power Bank S.D.C.: 1000
Radar S.D.C.: 200
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OUier Walls S.D.C.: 2000 each
Inner Walls S.D.C.: 250
Access Hatch S.D.C.: 400
IImer Hatches S.D.C.: 250
Fusion Core S.D.C.: 2000

=---@ Front
---tZ'\ View

~~~~~~~;JLP~ Elevation
tl ~

o 10 20

FUllY AIfTOf11TEP:

Fully Automated
Defensive Bunker:

I. Anti~Aircraft Laser Turret- Range: 3200 Ill, Damage: 6-36+40, 4 bla."ls per melee, S.D.C.: 200
2. Radar/Sensory System
3. Secondary Laser Banks - Range: 2200m, Damage: 4-24+10, I blasts each, S.D.C.: 40
4. Main Laser Turret - Range: 3200 m, Damage: 6~36+40, 2 blasls per melee, S.D.C.: 300
5. Plasma Cannon - Range: 4 km, Damage: 8·80+4, I blast, S.D.C.: 400
6. Ion Blaster- Range: 1800 Ill, Damage: 4-24+10 each, I blast, S.D.C.: 40
7. Computer
8. Bunker Turret Engine
9. Access Hatch
10. Elevator Shaft
II. Manual Override
12. Fusion Core

Mechanoid/Dionii
Shelter

Floor Plan - Level I

Floor Plan - Level 2

CD

6

8

Outer Walls S.D.C.: 500 each
Access Halch S.D.C.: 300
Inner Hatches S.D.C.: 250
Brain Pool S.D.C.: 50
Power Unit S.D.C.: 200

Scale in Meters

FP-f==lo 40 80 1201. Liquid Nutrients .
2. Computer (Brain Pool) Communications
3. Power Unit
4. Storage
5. Elevator
6. Living Quarters
7. Laboratory
8. Brain Pool
9. Communication and

Sensory Equipment

"
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