Characters & Combat Player’s Supplement
Section 5


Section 5: Outfitting

Rules, Modifications, Clarifications & Additions

“The only two questions that matter when buying gear: First, can you afford it?  Second, can you afford not to have it?”

Monetary System/WB Pg.39

One would expect that currency transactions in the 25th Century would be electronic, and to a large extent, this is the case.  Transfers of funds are carried out electronically whenever possible.  But there is still no substitute for getting your hands on a large chunk of valuable metal, and there is no way to transfer money electronically when it is being exchanged over a gambling table or between two shady characters in a dark alley.


In the 25th Century, the word “money” is still associated with gold, sliver, and other precious metals.  Substances such as these have not lost any of their value, because on any of the other worlds mankind has settled, these elements are even rarer than they are on Earth.  On the street, coins of all types are exchanged, as long as they are of gold, silver, copper, or a combination of two of those metals.  And, of course, the coins must be coins minted by a recognized issuing agency.  Normal transactions do not involve the exchange of jewelry, raw ore, or precious metal in any other form that it might be found in.  No one cares what planet the coins came from; deals are done by weight and type of metal, and most people have a good idea of the relative value of a Martian newruble versus a Venusian tang.


Electronic credit or debit cards are often used by RAM executives and Lunars, who can afford to have accounts in banks, and less frequently by affluent members of other groups or societies.  Mercurians, as a rule, still tend to use hard currency only.  Some independent arcologies on Earth often have debit-card systems for transactions between residents of the arcology, but only the most dependable of these small-scale banking systems are backed up by a reserve of metal to support the currency.  Only two banks have system wide accessibility.

Officially recognized paper money is nonexistent except in RAM controlled work camps; each institution issues scrip to be used for purchases within that camp.  Of course, the time-honored IOU is still a valid piece of currency, as long as the recipient agrees to accept it.

The Credit: In the early days of colonization, the System States Alliance established the “credit” as the standard denomination of value.  A credit, abbreviated “cr,” was defined as the wage earned by an “average” person for one day of “average” work.  As with all such semi-arbitrary definitions, the distinctive meaning of the credit has been blurred through the passage of time; economic fluctuations (inflation, recession, and etc.) have changed the wage structure in various places throughout the solar system, so that hardly anybody makes exactly 1cr per day any more.  But the term remains, and is useful as a common ground for transactions involving more than one type of currency.  Electronic transfers of currency are always expressed in credits, and converted to the local currency when needed.

Earth and the various independent civilizations in the Asteroid Belt do not have their own currency designations; residents in those areas simply use a hodgepodge of whatever coins they might have on hand.

Lunars may accept hard currency transactions, however, the government requires conversion to the Pfennig, so most business and visitors prefer the use of the Credit through electronic transactions.

Planet
Currency Name
Abbreviation
Credit Value
Mars (RAM)
Newruble
nr
10

Dolarube
dr
1

Penny
p
.10

Venus
Tang
tg
20

Tak
tk
1

Tael
tl
.5
Mercury
Konig
kg
20

Marquis
mq
10

Baronet
bt
5

Luna
Pfennig
pf
20
Starting Money/C&C Pg.57

A beginning character always needs money to buy his starting equipment.  To determine how much cash he starts with, roll 1d10 and multiply the result by 200 credits.  For characters higher then 1st level, multiply the above result by the character’s level.

Banking System/WB Pg.40 & Luna Pg.21

Banks – that is, large-scale financial institutions – are few and far between in the 25th Century.  Many cities, arcologies, and even some smaller communities have “banks” that cater exclusively to their residents.  but their influence does not extend beyond the boundaries of the particular community.  A resident of Chicagorg, for example, cannot necessarily walk into a bank in New Yorg and arrange for a transfer of funds from his hometown bank; as far as each institution is concerned, the other one does not exist (or, at best, it does exist but cannot be trusted).  Two financial behemoths in the solar system are more or less universally recognized, such that someone with an account in good standing at either one of them can make any other smaller bank sit up and take notice.

Coprates Bank, Ltd.: This is one of the largest banking firms in existence, based in the RAM capital, with offices on Luna and Aphrodite (on Venus), and with kiosks throughout the system.  Most RAM transactions pass through here, and this institution handles the accounts of most of the wealthy and powerful members of the Solar Alliance.

Firste Luna Geschaft-ZoIIsteIIe, GB: The Lunars are cultural descendants of the great Swiss banking houses of Old Earth, and this heritage shows in their banking system.  The most trusted and honorable banking house of the Solar Alliance, Firste Luna (the short form of the name) is the place for numbered accounts, safety deposit boxes, gold and silver reserves, and “delicate” transactions.  There are several branches and many kiosks throughout the system, the main branch is located at Tycho.  For more information on Lunarian banks see Luna Pg.25.

Bank Account Option:


Through experience it is recommended that the characters open individual accounts in the bank or banks of their choice.  It is also highly recommended that the Team open one or all of the following joint or business accounts in a bank or banks they agree upon:

· Med-Trust: This account, which is required on Luna before you can get treatment, is used like prepaid medical insurance.

· Spaceship Operation: This account is used to keep the Team’s ship flying by paying for operational costs and unexpected repairs.

· Miscellaneous: This account may be used to serve several functions such as a training account to keep the Team members current or as a contingency (get-out-of-jail) fund.

Financing/C&C Pg.79


Of course, very few people buy high priced items (rocket ship, robot, jetcar, and etc.) out of pocket.  Usually, these items are financed.  To finance a purchase, a down payment of 20% to 30% is usually required.  A finance charge of at least 10% is tacked on to the unpaid balance, which is then divided into monthly payments over an extended period, usually five years.  Please note that as part of the finance agreement, the item purchased is used as the collateral.  If payments are missed the lender can and will make all possible attempts to repossess the item and take any other action deemed appropriate to rectify the situation.

GM’s Note: World Computers

Mankind has progressed beyond using puny computers with tiny programs that do one or two junctions.  Instead, each world has its own huge computer where single programs have been replaced by incredibly powerful artificial intelligences which can handle all sorts of complex tasks.  These World Computers were originally created by the Systems States Alliance (SSA) to control is distant colonies.  They are of enormous size, not only because they need to handle billions of tasks, but also because they must provide enough space for all of the Digital Personalities (DPs or DiPs – derogatory abbreviation) that occupy the world on an operational level.  They are grown from chunks of self-replicating crystal, each the size of a small city which occupies a massive shaft that extends deep beneath the planet’s surface.  Each one might be though of as a crystalline universe, in which DPs and AI programs flit back and forth like ghostly inhabitants.  The five planetary computers are.

Earth Worldnet: This was the first World Computer constructed by the SSA.  It was severely damaged during the Ten Year War (2275-2285) and has remained relatively unrepaired and unused ever since.

Luna Main: A large copy of Earth Worldnet, designed by the SSA as a backup prior to the Ten Year War.  It was taken over by the Lunarians when the SSA collapsed.  The intranet on Luna is the state run VNET Ltd. Which has booths throughout Luna (Luna Pg.24).

Mercury Prime: Grown from a stolen shard of the RAM Main computer, Mercury Prime is far smaller and not as powerful as its longer-established brethren.

RAM Main: Located on Mars, this is where Simund Holzerhein, the head of RAM, resides.  The intranet on Mars is the corporate run Dataplex Network which has kiosks throughout Mars.  The Dataplex Network allows access to Mediabloc Information, Corprates Banking, Exnet, Infornet, Commnet, and Privynet (Mars in the 25th Century Pg.44).

Venus Prime: This computer is beneath the continent of Ishtar, but is shared by all Venusians.  It is used mostly for advice and information, and is dominated by the main DP known as Aphrodite, who controls most of its functions.


All of the computers are interlinked by a series of special computers, called relay points.  The relay points are small moveable satellites which shift around the solar system, constantly adjusting their positions to keep in closer contact with all of the main computers.

Encumbrance/C&C Pg.58

Take a look at the character’s sheet and note the “Weight” figure that corresponds to his STR attribute.  This is the amount, in pounds, of the weapons and gear that the character can carry before he is affected by encumbrance.  Please note that armor being worn is not counted, because his entire body is helping support the weight of the armor, and he is not actually carrying it.  But if he lugs around an extra spacesuit, the weight does count against the total amount the character can carry.

A character who is carrying a load greater than his Weight figure is encumbered, and as long as that condition continues, be can only move at one-half of his normal movement rate.  In no case can a character carry more then twice his Weight figure; if he tries to do this, he simply will not be able to move.

Weight and Gravity

The Weight figures are related to Earth gravity, which means that in almost any other place the character might go throughout the solar system, he can carry more weight then he can on Earth, because on a world with light gravity, everything weighs less.  To calculate your character’s Weight figure on another world, use “Weight Multiplier” column on this table and round up to the result to the nearest pound.


Of Earth
Weight

Of Earth
Weight

Planet
Gravity
Multiplier
Planet
Gravity
Multiplier

Mercury [1]
33%
x 3
Luna
16%
x 6

Venus [2]
90%
x 1.1
Mars [3]
38%
x 2.5

Earth
100%
x 1

NOTE: [1] – see Table 1M in IW Pg.7 for pre-calculated results; [2] – see Table 1V in IW Pg.37 for pre-calculated results; [3] – see Table 1M in Mars Pg.14 for pre-calculated results.

The figures for gravity given in the planet descriptions in The World Book will enable you compute how heavy a load a character can carry on other worlds not listed in the table above.

In a location with negligible or no gravity, a character’s carrying capacity is theoretically unlimited because everything is weightiness.  However, in a weightless environment as well as in conditions of gravity, there is still the question of volume to consider:  The character cannot handle a collection of stuff that is simply too big to pick up and haul around.  Based on the dimensions and sizes of the equipment carried it too much volume for him to be able to handle it smoothly (GM’s discretion).  If the character tries to carry a lot of large, light weight objects, he may find that he is encumbered even though the load is still under his Weight limit.

Equipment

See Table 17a: Weapons and Equipment for a complete list of available weapons and gear.  See Table 17b: Vehicles and Vehicle Accessories for a comprehensive list of atmospheric, ground, and aquatic vehicles and accessories.  See Table 17c: Spaceships and Spaceship Accessories for a list of general spaceship types, weapons, and accessories.  For descriptions, detailed information, and any rules implications please see the referenced source for the weapons, gear, vehicles, spaceships, and accessories listed.

Laser Weapons/HW Pg.5


The word LASER is actually an acronym for “Light Amplification by Stimulated Emission of Radiation,” for a detailed explanation, please see Beam Weapons in Hardware (Pg.5).  Depending on the beam’s wavelength, the laser may only be strong enough to scorch paper or strong enough to melt holes in spaceship hulls.  Most people think of lasers only as weapons, but they have other uses as well.  Every laser has a “volume” control that allows the user to adjust the strength of the beam.  It is assumed that at maximum power, the weapon inflicts the listed damage.  At lower settings, the damage would be less (may reduce damage die size to ½ or ¼, or reduce damage to one point per damage die).

When set at the lower beam strengths, ultraviolet (UV), visual spectrum (VS), infrared (IR), and far infrared (FIR) lasers can be used cauterize wounds and stop bleeding.  A Medic and use a laser to seal internal bleeding wounds as well (+10% bonus to the appropriate skill check).

Standard Survival Gear Option:


At the GM’s discretion and depending on the circumstances when new characters are brought into the game, the equipment on one or both of the lists below may be granted at no cost.

Standard Survival Gear (SSG):

Backpack, 1 ea.
Pressure Tent, 1 man, 1 ea.

Canteen, 1 ea.
Rope, 50' coil, 1 ea.

Flashlight, 1 ea.
Ration Pack, 1 wk.

First Aid Kit, 5 uses, 1 ea.
Shovel (folding), 1 ea.

Knife (non-weapon), 1 ea.
Sleeping Bag, 1 ea.

Messkit, 1 ea.
Spacesuit, 12hr, 1 ea.

NOTE: weight approximately 19lbs.; special equipment such is Breather Helmet, Spacer Translator, and/or Medical Kit is included in the SSG for the appropriate race and/or career.

Personal Gear:

Belt with Holster, 1 ea.
Shirt, 2 ea.

Boots, 1 pair
Toiletries, as needed

Carryall, 1 ea.
Underclothes, as needed

Jacket, 1 ea.
VS Laser Pistol, 1 ea.

Pants, 2 pair

NOTE: weight approximately 10lbs.; optional beginning sidearm may include the maser pistol, rocket pistol, needle gun, and/or bolt gun (GM’s discretion).
Specialty Weapons for New Characters/GM Addition


If the “Standard Survival Gear Option” is used or if there are restrictions on the weapons a new character can enter the game with, the options below may be employed (GM’s  discretion).

Desert Runners (MkI/II): Desert Runners may choose the Desert Runner crossbow with explosive shells for a sidearm.  Or they may make a LUK roll for the Desert Runner crossbow with bolts in addition to a sidearm.

Ishtarian Priests: Each priest may choose the Kryptx for their sidearm.

S.A.F.F.: S.A.F.F. members may choose the Power Bow or Darter (Type-C Toxin) for their sidearm.  Or they may make a LUK roll for the bow or blowgun (Type-B Toxin) in addition to a sidearm.

Stormriders: Stormriders may choose the Charge Gun for a sidearm.

Terrines (MkIa/II): Terrines may choose the FIR Laser Pistol for a sidearm.  Or they may make a LUK roll for the Terrine-Issue Mono Knife (Poison I) in addition to a sidearm.

Armor Damage Points/GM Addition

When a character that is wearing a suit or armor with a Damage Point (DP) value is hit and damaged by an attack, his suit or armor may also take damage from the hit (this includes some “area-of-effect” type weapons).  If the weapon used can damage the suit or armor, then the suit or armor takes one DP per hit regardless of the damage to the character or the damage dice of the weapon.  If the suit that the character is wearing does not have a DP value, then the suit is ruined with the first hit.  When the suit or armor drops to 0DPs, it is ruined and cannot be repaired.  So long as the item has at least one DP it can be repaired.  Please note that helmets only take damage when the character is hit in the head, usually only by a Called Shot.


Damage Points [1]

Suit or Armor
Suit or Armor
Helmet

Anti-Radiation Suit
10s
1s

Battle Armor


Battle Armor
45s
5s


With Fields
45s
5s

Battlesuits


Assault
45s
5s


Battlesuit
45s
5s

Body Armor


Concealed
5
--

 
Flexible
10
--


Heavy
35
4


Light
15
2

Desert Runner Leather Armor
10
--

Environmental Suit


Arctic
20s
2s


High-Pressure
10s
1s


Mercurian
20s
2s


Venusian
20s
2s

Lowlander Suit
10s
1s

Mercurian Mining Suit
10s
1s

Smart Clothes
15r
1

Spacesuit
20s
2s

Venusian Dinosaur Hide Armor
20
--

Venusian Dinosaur Hide Shield
10
--

NOTE: [1] – #s self sealing, #r self rerouting

Equipment Quality/GM Addition

Not every manufacturer produces products of the same quality; some produce lower or higher quality weapons, suits, and armor.  The classes of these items are Poor, Good, Fine, Exceptional, Superior, and Masterful.  Weapons  of qualities other then Good, will have attack and damage modifiers.  Suits and armors will have AC modifiers, modifiers to “area-of-effect” saving throws, and percentage adjustment (rounded down) to damage points (DPs).


Modifiers


Roll
Quality
Attack
Damage
AC
Saves
DPs
Cost


01-10
Poor
-1
-1
+1
 -1
-10%
x.5


11-80
Good
--
--
--
--
--
--


81-90
Fine
+1
+1
-1
+1
+10%
x2


91-96
Exceptional
+2
+2
-2
+2
+20%
x4


97-99
Superior
+3
+3
-3
+3
+30%
x6


00
Masterful
+4
+4
-4
+4
+40%
x8

Medical Drugs/GM Addition

Medical drugs are available in four general forms with different onsets and durations.


Format
Average Onset
Average Duration


Injector
immediate
1-3+3 hours


Ointment
on contact
1-3+1 hours


Patches
2d6+8 minutes
24 hours


Tablets
2d6+8 minutes
1-3+3 hours

Buying a Ship/C&C Pg.78


The obvious place to find a rocket ship for sale is a spaceport.  Most ports have an area set aside for used ships.  As on any used vehicle lot, the types of ships will vary wildly in quality and type.  Another way to obtain a ship is to buy it fresh off the assembly line.  The purchase can be made by ordering the vessel through a shipbuilder’s agent.  The agent arranges payment and financing, as well as the delivery of the ship to the port of choice.

The Price Tag/C&C Pg.78


The standard base cost of most ships is 10,000cr a ton.  For that price, you get a used ship in good condition.  If you want to save some money up front, you can shop around for a ship in poor condition and pay only 5000cr a ton, but it will require repairs.  On the other end of the scale you can purchase a new ship, or one in excellent condition, for 20,000cr per ton.  Please note that these figures are a base price, because other factors such as armor and accessory packages also have a bearing on the cost of a ship.  These prices are general costs for generic ships.  Most ships will be purchasable at these prices, however, there are other ships that will not.
Poor Condition: The ship has been overworked and not maintained.  The GM rolls for the condition of each of the ship’s components to determine the extent of the repairs needed.

Good Condition: The ship has been well maintained and  it is worth every credit you spent; it needs no repairs.

New or Excellent Condition: Either the ship is straight from the factory, or its owner has taken especially good care of it.  All hit pint values are 10% higher than normal.  Unless purchased factory direct, a ship in this condition is extremely rare and is not a military vessel, because the bonus is temporary and is permanently lost if the ship takes damage.

Armor Type: There are four types of armor available for ships; civilian, military, maximum military, and battler.  However, unless you plan on owning a battler, only the two “military” armors will affect the purchase price of the ship.  Military armor will add 20% and maximum military armor adds 40% to the base purchase price.

New Equipment Descriptions

Melee Weapons

Retractable Claw: The retractable claws were an early weapons developed to augment a combat gennie’s hand-to-hand combat capability.  The claws may be worn on he forearms, like bracers, or may be mounted to armor.  The system houses three non-parallel, slightly reverse-curved, spring loaded, electrically retracted blades which when activated spring forward over the back of thee wearer’s hands.  The blades extend 6-8 inches beyond the wearer’s knuckles when the wearer makes a fist.  These weapons are popular in some of the “underground” gladiatorial fights found through the system. 

Neuro-Whip: The Neuro-Whip was developed by the Dracolysk Corporation for their Gennie Training Division, Gorgon Station.  This weapon combines the physical damage of a whip (1-2 pts.), the psychological impact of a whip, and the neurological system effecting sonics of a Neuro-Disrupter Beam.  With each hit the victim suffers extremely intense agonizing pain (no save) and must make a System Shock check at -5% per hit or be rendered unconscious.  This weapon is used heavily in slave control.  The whips power cell must be recharged after 28 uses (successful hits).

Ranged Weapons

Cone Gun: The cone gun is essentially the shotgun or blunderbuss of the 25th Century.  It is a low-tech weapon found on Earth which employs a hail of ceramic shrapnel propelled by a small explosive charge.  The cone gun is very effective against unarmored targets and is unaffected by defensive electronics.  The weapon fires in a cone shaped pattern, hence its name (1’ wide at 10’ range, 2’ wide at 20’ range, and etc.) with a +4 bonus to hit all targets in the cone.  The damage from the ceramic shrapnel is modified by the AC of the target(s) armor, will not penetrate heavily armored targets, and unlike other weapons the cone gun can do 0 points of damage.  There are several models available: single-barrel, double-barrel, pump, semi-automatic, and automatic.  (Created by Jens-Arthur Leirbakk)

Harmonic Disruptor: The harmonic disruptor is a logical development from the harmonic paralyzer.  However, instead of knocking a person unconscious, the disruptor utilizes its intense sound energy to bruise and shred tissue.  The disruptor looks similar to the paralyzer – reminiscent of an ancient "flashlight" – with a pistol grip.  When the disruptor is fired, a powerful blast of sonic energy is released which is capable of damaging flesh, light structures, light vehicles, and other unarmored objects (structures and vehicle suffer only half damage).  The weapon will shatter items made of glass, crystal, and other fragile materials in direct line to and within five feet of the target.  The disruptor is useless in a vacuum, but inflicts double damage in thick atmospheres and/or under water (in water the weapon has a cone shaped area of affect, 40’ x 1’-10’).  A saving throw verses SHOCK is still required as with the paralyzer to avoid being stunned. (Created by Jens-Arthur Leirbakk)

Recoilless Weapons: This antique series of weapons was developed as an early attempt to provide projectile weapons without recoil for use in space and low gravity environments.  The weapons are based on the cartridge loading guns of the 20th Century and the recoilless rifle developed during an ancient world wide war.  When fired, a portion of the expanding gases are vented rearward to neutralize the weapons recoil.  This was not entirely successful, however.  Due to small amount of remaining recoil and the rearward blast a Maneuver in Zero-G Skill check to hold position is required and there is a -1 penalty to hit on the second shot when firing in zero-G.  Due to the rearward blast from the pistol an unhelmeted firer suffers a -2 penalty to hit on each shot (modifiers are accumulative) due to flinching caused by getting blasted in the face with hot gases.

Stormrider Charge Gun: This weapon, designed and built by the Stormriders of Jupiter, looks roughly like a gnarled wooden or bone walking stick with a heavy bulbous end.  It is a combination of a club and a lightning weapon.  The charge gun can be swung in melee like a large club (causing 1d8 points of damage) or fired as a ranged weapon.  The effects of firing the charge gun depend on the range.  When firing it at short-range (0-125) it fires a charge of lightning (rate-of-fire of one) causing damage (3d10) to the target, plus possibly shorting out equipment.  The victim must roll a saving throw verses ELECTRIC SHOCK.  If the victim fails the saving throw, he must make a saving throw for each item.  If the item fails, it is rendered useless.  If a weapon or explosive fails with a roll of a 1-2, it explodes.  If the item saves with a roll of 19-20, the item saves but its battery, capacitor, or power pack is drained.  At medium (126-250) and long (251-500) range the charge gun fires a “ball of lightning” that explodes on impact causing damage (2d10) in a 15’ radius.

Wrist Rocket Gauntlet: This variation of the mini rocket pistol was designed to be installed on gauntlets or wrists of rigid armor (heavy body armor, battle armor, and etc.) for “last ditch” defense.  The triggers are mounted in the fingers of the gloves, to be triggered by specific movements of the hand and fingers.  With this mechanism it is possible to fire a single shot or a volley of 2 to 5 shots.  Some pirates have mounted these in pairs (one on each wrist) giving them the ability to deal out a great deal of damage in a single combined attack.  (Created by Jens-Arthur Leirbakk)
Heavy Weapons

Automatic Cone Gun: This is, until recently, a rare select fire version of the cone gun.  This rather powerful weapon has grown in popularity with both the Sprawl Gangs and some of Earth’s militant defenders.  It uses the same mechanism as the Automatic Bolt Rifle, granting the firer the option of either firing a single round or a volley of four rounds.  It has been dubbed by its users the “Terrine Sweeper.”  (Created by Jens-Arthur Leirbakk)
Automatic Needle Gun and Bolt Rifle: These are new select-fire versions of the popular and inexpensive needle gun and bolt rifle.  These new weapons are slowly being adopted as a replacement for needle gun, bolt gun, and bolt rifle armed forces.  These weapons may be selected to fire as the standard models (one round per pull of the trigger) or a volley of four rounds per pull of the trigger.  There are rumors that pirate funded gadgeteers have developed a devastating automatic bolt gun, but these are rumors are not confirmed.

Automatic Rocket Pistol: This is a select fire version of the rocket pistol, which carries with it all the advantages and disadvantages of rocket weapons.  These compact weapons were created to provide additional firepower in a smaller, more concealable package then the unwieldy Automatic Rocket Rifle.  As with most automatic weapons, this weapon may be selected to fire as a standard rocket pistol or in automatic mode, two volleys of four shots each.  Because of its relatively small size, high rate of fire, and special shells available, it has become a very popular weapon for repelling boarding parties.

Combination Weapons: The rifle-grenade launcher combo-rifle series of weapons, also known as “Splicers,” were developed to provide each member of a combat assault team the ability to deliver a devastating first shot then a switch to a ranged weapon without having to take the time to actually change weapons, or having to carry the added weight of a second weapon.  This also grants a small group of troops the short-range heavy fire-support that normally only a large force could bring to bear on an enemy.  All of the current models, which include bolt rifles, rocket rifles, and laser rifles (VS, IR,  and FIR), are select-fire weapons.  The shooter can select either the grenade launcher or rifle with a flick of a thumb switch, thus eliminating any delay between shots.

Gatling Laser Weapons: The Trigat series of laser weapons was developed to give laser armed forces increased firepower for commando forces, squad support, and vehicles.  To increase the rate-of-fire (ROF) of these laser weapons without excessive heat buildup, multiple barrels were mounted in a single frame.  Each barrel has its own firing mechanism, power supply, and cooling system allowing all three to fire nearly simultaneously, allowing a volley of three shots.  The pistol was designed for close quarter use with a high ROF.  The internal cooling system allows it to maintain a ROF of two volleys per minute.  The rifle was designed to provide increased firepower at long range and has a folding bipod to help support the weight and steady the weapon.  Gatling weapons have increased firepower but they sacrifice accuracy (base -1 penalty to hit).  (Created by Jens-Arthur Leirbakk)

Gatling Needle Gun, Bolt Gun, and Bolt Rifle: The Tri-Barrel series of flechette firing mini-mass driver weapons was developed to give needle/bolt weapon armed forces increased firepower for commando forces, squad support, and vehicles.  To increase the rate-of-fire of these weapons multiple barrels were mounted in a single frame.  Each barrel has its own firing mechanism and ammunition supply allowing all three to fire simultaneously.  With this design each weapon can fire a volley of three rounds for each pull of the trigger.  Which makes these very formidable weapons systems a favorite amongst Earth’s militant defenders.  Gatling weapons have increased firepower but they sacrifice accuracy (base -1 penalty to hit).  (Created by Jens-Arthur Leirbakk)
Gatling Rocket Pistol: The Tri-Barrel rocket pistol was developed to give rocket armed forces increased firepower for commando forces and squad support.  To increase the rate-of-fire of these weapons multiple barrels were mounted in a single frame.  Each barrel has its own firing mechanism and ammunition supply allowing all three to fire simultaneously, allowing a volley of 3 shots for each pull of the trigger.  The damage potential and special shells available make this a very desirable weapon, however, the cost of ammunition and defenses available make it less common then the other gatling weapons.  Gatling weapons have increased firepower but they sacrifice accuracy (base -1 penalty to hit).  (Created by Jens-Arthur Leirbakk)
Special Ammunition and Explosives

Fuel-Air-Explosive: The Fuel-Air-Explosive (FAE) was reported to have been developed by a Dr. Malcoln while working for Phlyntek Industries.  No other information is available on the weapon’s initial development, because Dr. Malcoln disappeared with all his work.  The FAE is available for rocket shells, grenades, and other ammunition that aerosol mist is available for.  The weapon functions much like the aerosol mist ammunition; on activation a cloud of highly flammable mist under high pressure is forced out, filling a large area.  Unlike aerosol mist ammunition; once the pressure stabilizes the igniter detonates the mist, causing a intensely hot, extremely fast burning ball of fire.  This blast is so rapid that the fire itself causes no real damage and ignites only very highly flammable materials.  Damage is actually caused by the extreme over pressures produced by the blast and sudden vacuum.  (Submitted by David F.)

Gas: Gas-type explosives have been in production for over 500 years in various types, styles, and uses.  They were first use heavily in the trench warfare of World War I.  In all the wars and civil unrest since, gas explosive have seen much use.  There are many types of lethal and non-lethal gas grenades, shells, and mines available in irritant-types, incapacitation-types, and poison-types.

· Irritants: The most common is the choking agent (a.k.a. tear gas).  Any unprotected victims in the blast radius suffer affects similar to a severe allergic reaction (coughing fits, extremely runny nose, painfully burning-watery eyes).  Victims must make a saving throw versus Gas or be rendered incapacitated for 1d6 rounds after leaving the blast radius.  If the saving throw is successful the gas causes the following penalties while in the blast radius; -2 penalty on attacks, damage, and saving throws, and +2 penalty on AC.  The onset is immediate.

· Incapacitation: The most common is the sleeping agent, powerful sedative.  Any unprotected victims in the blast radius must make a saving throw versus Gas or be rendered unconscious for 1d6 rounds.  The onset is immediate.  Other versions have a duration as long as 1d4 hours with an onset as long as 2d4 rounds.
· Poisons: The most common are the lethal nerve agents.  They function by slowly shutting down the body’s autonomic nervous system, causing the shakes, convulsions, drooling, lose of muscle control, and death.  Any unprotected victims in the blast radius must make a saving throw versus Gas or be rendered incapacitated, dying in rounds equal to their CON score.  The onset is immediate.  There are nerve agents engineered to affect only humans, or only a specific gennie.

Armor

Jump Marine Powered Battlesuit: The powered battlesuit is a new development that is slowly replacing the standard model being worn by RAM’s Planetary Assault Corps.  The armor contains the same built-in rocket belt, space belt, and parachute pack that enables the marine to control his jump to the surface of the planet and also give him a way of getting quickly from place to place once he is there.  Due to the armor’s weight and bulk a powered version was developed to help overcome these disadvantages and to aid the wearer in higher gravity situations.  The suit is equipped with hydraulic servos and inertial gyroscopes to enhance strength (+4 bonus to STR), balance (+4 bonus to DEX), and movement (normal movement speed when encumbered).  There is no record of an assault version in use, although, one may be in the testing stage.
Assault Helmet: The Assault Helmet (a.k.a. Smart Helmet) is a hard to find item which was originally developed to give space combat troops equipped with spacesuits and body armor some of the same features available to smart clothes equipped forces.  The helmet provides:

· Limited energy defense pack absorbs and dissipates damage (10hps) from energy weapons.  The more points absorbed the less affective the pack is (points remaining 10-8pts. = 100%, 7-6pts. = 75%, 5-3pts. = 50%, 3-1pts. = 25% (round down)).

· Sealed (non-vacuum) 12-hour air supply for use with environmental suits and sealed armors.

· Communication pack equipped with a multi-channel radiophone which has a 20 mile range.

· Selectable IR/UV visor allows wearer to either see heat sources in darkness or clear daylight-like visibility in low light environments.

· Security sensor pack equipped with motion and sound sensors which have a 50’ radius.

· Data probe robot camera.  The probe has flight capability and can fly as far as 200 foot from the wearer.

· Gas discharger with four uses.  It has a 10’ radius and may be loaded with various gases, including poison,  or be modified for use with aerosol mist.

· 40 hour rechargeable power supply.

Smart Clothes Clip-Ons

Energy Defense Pack: This new clip-on was developed as a defense against energy weapons, especially the laser.  This pack allows the smart clothes circuitry to absorb and dissipate damage (20hps) from energy weapons.  However, the pack is limited and the more energy that is absorbed the less effective it is; the more points the pack has left the higher the percentage of each hit it will absorb (round down) (points remaining 20-16pts. = 100%, 15-11pts. = 75%, 10-6pts. = 50%, 5-1pts. = 25%].

Medical Supplies and Equipment

Rejuvenation Pod: This cylindrical pod resembling an "iron lung" of the 20th Century in size and shape contains all but the patient’s head.  Within the pod the patient is closely monitored, held immobile by an electronic anesthesia field in a zero-G environment, and given medication.  This allows the patient to heal, even life threatening critical wounds, much faster than normal (3hp plus CON hit point bonus per day).  The pod allows rapid regeneration of damaged tissues (frostbite, burns, and etc.).  It also induces muscular regeneration through electrical stimulation re-toning the body allowing the patient to exit the pod fully recuperated.  Daily operating costs for the pod is 400cr for power usage, maintenance, and medication.

Robots

Buccaneer Combat Model: Developed by an “underground” manufacturer in The Belt these custom-built special alloy robots were designed for those that wished to buy protection without questions being asked or records kept.  Since their rollout in the marketplace they have become popular.  The Buccaneer has a cylindrical turreted superstructure on a bombot chassis designed for spaceship and installation defense, or any security need.  This robot is usually equipped with a smart targeting computer, ECM, a auto-load grenade launcher, and a robot needle gun.  The launcher may be loaded with any eight grenade, however, it comes pre-loaded with eight smart grenades increasing the combat efficiency and making these robots a good option over the comparable RAM models.

Mercurian Security Series: Designed for mariposa defense and other high security needs these metallic-ceramic composite, box-like robots were developed from RAM's Defense Series but with the capabilities of the RAM Security Series.  Both models have four magnetic legs enabling them to walk on any metallic surface and they have several improvements over RAM's Security series.  They have an advanced targeting computer, improved ECM, a heavy weapon, immunity to high temperatures, and improved thicker armor.  Two models are available.

· The Renault Mark I is armed with a robot rocket pistol, a robot bolt gun, and an auto-load grenade launcher..

· The Renault Mark II is armed with a robot laser rifle, a robot heat gun, and an auto-load grenade launcher.

RAM Defense Series: These small, lightweight, nonmetallic, insect-like robots were the first designed for spaceship and installation defense.  Now they are the most common armed robots and can be found most anywhere where a need has arisen.  They have four or six magnetic legs enabling them to walk on any metallic surface.  Two models are available in both light and heavy variants, the DR-1 and DR-2.

· The DR-1 model variants are armed with a robot IR laser weapon and cost 2,500cr for the DR-1L  or 5,000cr for the DR-1H.

· The DR-2s have some improvements over the DR-1s, they have improved plastic composite shell making them more resistant to damage, an advanced targeting computer, projectile defense, and the addition of heavy weapons.  Both model variants are armed with a robot maser weapon, and a auto-load grenade launcher.  They cost 5,000cr for the DR-2L or 10,000cr for the DR-2H.

RAM Security Series: These all-metal robots were built to replace the less capable Defense series for spaceship and installation defense and other security needs.  They are equipped with space belt and jet belt like propulsion enabling them to hover and operate in standard gravity and zero-G environments over any terrain.  Two models are available in both light and heavy variants, SR-10 and SR-20.

· The SR-10 model was designed with several improvements over the earlier Defense series such as an improved targeting computer, multiple weapons, laser defense, and better armor.  Both model variants are armed with a robot rocket weapon and a robot bolt weapon.  The cost for either variant is 5,000cr.

· The SR-20 models have had their improved targeting computer and robot rocket weapon deleted for improved armor.  Both model variants are armed with a robot bolt weapon and a auto-load grenade launcher.  The cost for either variant is 10,000cr.

RAM Combat Series: These laser resistant special alloy metal, spider shaped robots were built as heavy fire support for the GEC, Jump Marine, and Terrine forces.  They are also used for other defense and security needs where very heavy firepower is needed.  Two models are available each in two variants, the CR-100 and CR-200 models in Assault and Combat variants.

· The CR-100A is armed with an auto-load plasma thrower, and the CR-100C is armed with an auto-load rocket launcher.  Both variants have an advanced targeting computer, superior ECM, and a robot needle gun.  The cost for these monstrous robots is 12,500cr of the CR-100A and 17,500cr for the CR-100C.

· The CR-200s have had their advanced targeting computer removed and the ECM protection downgraded in favor of improved armor and additional weapons.  The CR-200A is armed with an auto-load grenade launcher, robot heavy laser rifle, and a robot needle gun.  The CR-200C is armed with an auto-load rocket launcher, robot automatic rocket rifle, robot needle gun, and a robot neuro-disrupter beam.  The cost for these monstrous robots is 15,000cr for the CR-200A and 20,000cr for the CR-200C.

TRI G-7 "Guardian" Security Model: These all metal robots were developed by Taiporg Robotek Industries from stolen plans and disassembled models of RAM's Security Series.  Like their progenitors, they are equipped with space belt and jet belt propulsion systems enabling them to hover and operate in standard gravity and zero-G environments over any terrain.  Unlike their progenitors they have much thicker armor, an auto-load grenade launcher, robot needle gun, and an arm mounted mono sword to continue fighting even after their ammunition has been exhausted.  Being a copy they lack some of the RAM model's abilities, such as the improved targeting computer, laser defense, and ECM.

TRI T-5 "Tiger" Combat Model: These all metal robots were developed by Taiporg Robotek Industries from stolen plans and disassembled models of RAM's Combat Series.  Like their progenitors, they are spider shaped and built for heavy fire support, armed with an auto-load plasma launcher, and robot automatic rocket rifle.  Unlike their progenitors they have much thicker armor and projectile defense.  Being a copy they lack some of the RAM model's abilities such as the advanced targeting computer, laser resistance, and their ECM is not as effective.

Zeus Security Model: This large four legged, insect-shaped robot is the only known model mass produced in the Outer Worlds.  It was loosely developed along the lines of the RAM Combat Series as a multi-role (combat, defense, and security) robot.  The Zeus has heat dissipating laser resistant special alloy armor and is armed with an auto-load plasma thrower and a robot heavy laser rifle.  It is equipped with an advanced targeting computer and good ECM.

Cybernetic Replacement and Enhancement Components

Cyberlimb: The cyberlimb is the most common replacement or enhancement cybernetic component in use, most often by those who have lost their original limb(s).  The basic cyberarm or cyberleg is powered by an internal battery with a one-year life span.  Various options and accessories are available for the cyberlimb.  Please note that the attribute bonuses apply when that limb is used.  (Created by Jens-Arthur Leirbakk)
· A hydraulic-powered limb is available for an additional cost, which grants a bonus (+2) to STR.  This option requires additional powerpacks to power the hydraulics for up to six hours of use.

· A micro-geared cyberlimb is available for an additional cost, which grants a bonus (+2) to DEX.  This option’s reduction motors and gearbox uses the internal battery reducing the battery’s lifespan to 6 months.

· A Combination limb is also available for an additional cost, which combines both the hydraulic-powered limb option and the micro-geared limb option.

Equipment Option: Cyberlimb Add-ons

Accessories: There are a large number of possible cyberlimb accessories which may be added to the limb.  These may include flashlights, communication gear, knives, computers, tracking devices, displays, toolkits, scanners, translation packs, and etc.  The cost for these accessories varies with the option(s) ordered.  There is a limit to the number of options that can be added to a single cyberlimb which varies by the attachment(s) selected, but is generally limited to two.

Weapon Mountings: An accessory option for a cyberarm is the mounting of a weapon.  The weapon’s attachment is an external connector for specially modified one-handed type weapons.  The weapon is fired by thought alone increasing the character's initiative (-2 bonus) and also increases the character’s accuracy (+1 bonus to hit) with that weapon.  The weapon must have its own ammunition and/or power source.  The weapon attachment alone costs 5000cr.  The cost of the modified weapon, ammunition, power supply, and etc. is separate.  For an extra 6000cr, a small weapon may be concealed within a cyberarm.  A concealed weapon takes one full round to conceal or reveal and the weapon may not be fired when concealed. 

Cyberscreen: This rather new and extremely invasive option allows the implantation of some smart clothes clip-on like packs.  The operation involves the implantation of a circuitry mesh under areas the patient’s skin, then the implantation of such packs as the ECM pack (25%), security pack, communication pack, and etc.  These enhancements operate in a similar manner as the packages detailed in the various reference books.  The base cost is 3500cr per package.  Some package options such as improved ECM (50%), energy shield, or stealth packs involve more drastic and extensive implants which include the implantation of the circuitry mesh under patient’s entire skin, can cost up to 35,000cr.  (Created by Jens-Arthur Leirbakk)
Enhanced Senses: These optional components include such things as cybereyes, implanted hearing magnification devices, vocal modification components, and fingertip mounted sensors or scanners.  Each sensory enhancement component costs a minimum 1000cr for the installation in addition to the cost of the implant itself.  This is a base price only, actual cost will be more depending on the enhancement(s) chosen.  (Created by Jens-Arthur Leirbakk)
Internal Armor: This extremely invasive enhancement involves the placement, under the skin, of armor plating over vital areas of the body.  It is not nearly as protective as external or worn armor that is currently available, but it is undetectable to the naked eye and can be combined with worn armor.  When combined with worn armor, the internal armor's AC rating is subtracted from the worn armor's AC.  Please note that this option increases the character’s body weight and decreases flexibility.  (Created by Jens-Arthur Leirbakk)
· The light version has an AC rating of 8 (or a -2 bonus) and reduces both DEX and STR by one point.

· The heavy version has an AC rating of 6 (or a -4 bonus) and reduces DEX by one point and STR by two points.

Organ Replacement: People suffering from a terminal disease or severe internal injuries most often take this enhancement, although, a few have chosen this cybernetic modification for the simple desire to “swim in space.”  A character so modified could have merely had a single organ replaced due to disease, or he could have had all his internal organs replaced.  Not a single original vital organ remains; instead there is a mass of plastic tubing and stainless steel wiring filling the body.  The patient can be modified to survive in space, their internal organs identical to those of a Spacer, however, they must still wear a space suit to protect themselves from freezing or burning.  This operation generally costs from 5000cr to 50,000cr depending on the degree of replacement.  (Created by Jens-Arthur Leirbakk)
Ground Vehicles

Mercurian Mole: The “mole” is a manned, self-propelled mine drilling machine that slowly bores its way through the crust of Mercury leaving in its wake rubble and stone debris that is easy to recover by other machinery or miners.  It is well armored for drilling through rock, however, it is not built to take the heat of the surface.

Sidhe Walker: These skeletal contraptions are special pieces of technology based on the Martian Walker designed for the protection of the delicate Sidhe bodies in the lethal gravities of the planets.  These spidery metallic robots have a central sphere that encloses the wearer.  Ten flexible legs, each terminating in a sin​gle slender thruster toe, extend from a ring around the sphere.  The thrusters allow the walker to “walk” in low-G environments.  The skin of the walker contains complex circuitry, mimicking a stealth-like technology, that grants the vehicle an AC bonus (+4) against all missile weapons.  Like the Martian walker, this one can fire two weapons si​multaneously at up to two individual tar​gets (THACO of 14).  Each of the walker’s legs can take 25 hit points of damage before becoming use​less.  As long as the walker has at least one leg on a side, the computer can compensate and allow it to continue to move.  If all the legs on one side are damaged, the walker falls, causing damage (1d6) to the occupant.  The walker cannot move until repaired.

Tonnage:
400 lbs. 
Armor Class:
9

Length:
7’
Speed:
10 mph

Width:
7’
Reaction Bonus:
0

Crew:
1
Defense Bonus:
+4

Cargo:
None
Hit Points:
240

Power Cost/Month:
1,000cr
Weapons:
2x VS Laser Rifles




2x Gyro Guns [1]
NOTE: [1] – holds only 12 rounds

Vehicle Mounted Weapons

Automatic Grenade Launcher: This is a new weapon vary different from the single shot grenade launcher up until now.  This weapon was created to provide a high volume of heavy close-in fire support.  Gunners may fire a single grenade or one volley of four grenades.  Reloads can be loaded with any grenade or combination of grenades that the standard launcher can fire.  As with all automatic weapons there are attack modifiers for multiple shots (±0/-1/-2/-3), but since most grenades have a large area of affect and a good spread of hits has the best affect no attempt to improve accuracy has been made.

Gatling Heavy Laser Rifle: The version of the Trigat series of laser weapons was developed to give increased firepower for lighter vehicles that cannot mount the Pulse (Pumped) Laser.  To increase the rate-of-fire (ROF) of these laser weapons without excessive heat buildup, multiple barrels were mounted in a single frame.  Each barrel has its own firing mechanism allowing all three barrels to fire nearly simultaneously, allowing a volley of three shots.  No reloads are needed, since the vehicle powers the weapon.  Gatling weapons have increased firepower but they sacrifice accuracy (base -1 penalty to hit).  (Created by Jens-Arthur Leirbakk)
Gatling Rocket Rifle: The Tri-Barrel rocket rifle was developed to give increased firepower for vehicles.  To increase the rate-of-fire of this weapon multiple barrels were mounted in a single frame.  Each barrel has its own firing mechanism and ammunition supply allowing all three to fire simultaneously, allowing a volley of three shots for each pull of the trigger.  Gatling weapons have increased firepower but they sacrifice accuracy (base -1 penalty to hit).  (Created by Jens-Arthur Leirbakk)
Vehicle Weapon Ammunition and Reloads

Electromagnetic Pulse Mini-Missile: This new EMP warhead, commonly called “Sunspot,” emits a powerful EM pulse upon detonation.  The powerful EM pulse is able to jam sensors (for four rounds), jams communications (for two rounds), and is able to short out random equipment in the area of effect.

Spaceship and Station/Installation Weapons

Long Range Missile Mounts: Phlyntek Industries initially developed these new missile mounts under contract to Luna.  Later, they were permitted to sell the design to other governments under agreement that they would not be mounted on spaceships.  This weapons system was designed primarily for ground installation-based or space station-based anti-spaceship defense (Luna’s main military interest).  With the disadvantage of being immobile a fixed installation needs to be able to engage possible enemies before they came under fire themselves.  Initially the design called for a booster to be added to the existing missiles, however, the standard and even the “smart” guidance systems proved to be far too inaccurate for the increased range.  So new missiles were designed and are fitted with AI guidance packages (no attack bonus, guidance package used for extended long range category of 5-12).  (Submitted by David F.)

Space Mine Projector: In the 25th Century mines are still used in warfare to “sunk” enemy ships.  This weapons system was developed to allow any ship to be fitted for mine laying, or seeding.  Unlike the traditional minelayers that are designed specifically for mass mine delivery, the crews of most other ships are forced to push mines out the cargo hatch.  This projector, which functions as any other weapon system is capable of dropping eight static or four propelled mines.  The projector is available in both standard and heavy models for a variety of payloads.

Spaceship Accessories

Dispenser Defense Package: The Dispenser package was an early development in spaceship defense.  It is a chaff and aerosol mist projector system for ships.  The dispenser holds five loads in any combination desired.  Each load affects one 50-mile sphere (1 hex) for one minute.  Chaff will cause attacking gyrocannon shells, missiles, and other guided rounds to loose their target lock and/or explode prematurely when in the area of effect.  Aerosol Mist will cause laser beams to be dissipated when fired into, through, or out of the area of effect.  This package requires a ½ Weapons Space, but may also be installed in the Free ½ WS on odd tonnage ships (35t, 75t, and etc.).

Electronic Countermeasures Package: The Electronic Countermeasures (ECM) package was developed to give spaceships protection from guided weapons.  This defensive system has been adopted for use in all military ships, and an available option for commercial ships.  This package makes it difficult for an attacking gyrocannon shell, missile, and any guided round to maintain a radar or sensor lock.  Three ECM packages are available with increasing degrees of protection; Commercial (25%), Military (50%), and Fields (75%).  Please note that the powerful Fields package causes the ship to burn 25% more fuel in order to generate the power needed for this system.

Energy Defense Package: This defensive system is commonly called the "energy shield" was developed as a defense against energy weapons.  The system allows the ship's hull to absorb and dissipate damage (1 point per ton) from energy weapons.  However, the package is limited and the more energy that is absorbed the less effective it is; the more points the package has left the higher the percentage of each hit it will absorb (round down) (percentage of points remaining 100-76% = 100%, 75-51% = 75%, 50-26% = 50%, 25-01% = 25%).  When full, the absorption capacitors must be jettisoned and replaced.  Please note that the powerful Fields package causes the ship to burn 25% more fuel in order to generate the power needed for this system. 

Radar Ghost Mini-Satellite: These mini-satellites were designed and developed by the inventor of the Gamma Stealth Package, Ochoa-Varilla, inventor, scientist, and Barney.  The satellite projects a number (2d4+2) of false, or "ghost," images of a mixture of ships on FOF, infrared, VS/UV, combat tactical, and radar sensor systems.  This affects enemy, neutral, and friendly sensors equally; the only sensors “immune” are those of the host ship.  The satellite will roughly follow the launching ship and will function until circumstances make that impossible (it is destroyed or retrieved).  To prevent others from retrieving and using this technology a security system has been installed.  If the satellite’s security code is not inputted within ten minutes after being retrieved it will self-destruct causing damage equal to a gyrocannon shell.  Please note that the list cost is for one satellite, homing link, and launcher.

Spaceship and Station/Installation Weapon Reloads

Electromagnetic Pulse Mine Payload: This EMP payload emits a powerful EM pulse upon detonation.  The Pulse jams both sensors and communications for all ships in a 50-mile sphere (1 hex).  The duration of the payload’s affects depends on the mine used; the standard mines jam for two minutes, and heavy mine jam for four minutes.

Electromagnetic Pulse Missile: This EMP missile, commonly called “Solarflare,” emits a powerful EM pulse upon detonation once it enters its target area.  The powerful pulse jams sensors and communications for all ships in a 50-mile sphere (1 hex).  The duration of the warhead’s affects depends on the missile used; the standard mines jam for two minutes, and heavy mine jam for four minutes.

Nuke Mine Payload: This is series of mine payloads that is available for all mines.  This payload produces an extremely powerful explosion from either a 2 or 3-megaton warhead.  The nuclear explosion causes a great amount of hull damage to all ships in a 50-mile sphere (1 hex) and intense radiation to all ships in a 150-mile sphere (target hex and six adjacent hexes).

Nuke Warhead Missile: This is series of missiles warheads is available for all the missile mounts.  This warhead produces an extremely powerful explosion from either a 4 or 6-megaton warhead.  The nuclear explosion causes a great amount of hull damage to all ships in a 50-mile sphere (1 hex) and intense radiation to all ships in a 150-mile sphere (target hex and six adjacent hexes).

	GM’s Note: Nuke Weapon Radiation Affects

The intense radiation from the nuclear blast affects either 2d4-3 (mines) or 3d4-4 (missiles) crewman per ship in the affected area.  If the number is greater then zero, the result is the number of crewmen who die from radiation exposure (PCs and important NPCs are always allowed a saving throw verses RADIATION).  If the saving throw is successful, the affected is negated.  If the saving throw fails, the character is fatally poisoned by gamma rays and dies in either 1d4 rounds (mines) or 1-2 rounds (missiles).

If the attack roll is a “natural” 20 then an important crewmember was affected (see table below).


Roll
Crewman Affected
Roll
Crewman Affected


1
Astronavogator
5
Engineer


2
Pilot/Captain
6
Medic


3
Co-pilot/First Mate
7
Gunner


4
Communications Officer
8-10
Random PC or NPC



Propelled Space Mines: Because a mine’s usefulness is based on either luck or massive numbers, either of which limits their cost effectiveness, a “better mine” was developed.  Wanting to limit the improvements to keep costs low and the mines nearly undetectable the “seeker mines” were given a passive guidance system and a small solid-fuel chemical thruster package.  The standard guidance package will track any ship entering its range (1 hex, a disarm code may be used to bypassed).  The “smart” guidance package improves accuracy (+2 attack bonus) and may be programmed to attack, or not attack, ships with a specific, or no, “FOF range” (fleet signals).  The AI guidance package farther improves accuracy (+4 attack bonus), and is equipped with an FOF interrogator to allow it to distinguish between individual ships.  This allows the mine to be programmed to attack, or not attack, specific ships.

Static Space Mines: Like their predecessors, these new mines were developed to be “seeded” in space where they wait silently, undetected until a victim hits them.  The static mines are small, emit low emissions (nukes payloads are heavily shielded), and have a radar absorbent matte-black finish making them undetectable unless a concerted search is made.  Available warheads include high explosive, EMP, and Nuke.  These mines are triggered by impact (THAC0:20, treat multiple mines in the same hex as volley fire) or remote (nukes only).  All damage is applied to the hull only.
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