Characters & Combat Player’s Supplement
Section 6


Section 6: Combat

NOTE: As explained in the Foreword, this supplement is written with experienced role-playing gamers in mind.  So some of the basic concepts, thoughts, ideas, and themes common to all RPG combat systems that would normally be explained in this section have been omitted to save on resources.  In short, the combat system used in BR XXVc is very similar to the system used in 2nd edition AD&D©, so if you are familiar that system, you should have no problem understanding this one.  If you are new to this system, you may read C&C Pgs.62-73 and 82-87 for more detail information.

Rules, Modifications, Clarifications & Additions

The Combat Round/C&C Pg.62


The Combat Round (a.k.a. round) is a one-minute segment of time, in which all of the participants in a combat encounter have a chance to act.  Generally, every character can select one primary action during the round such as attack, defend, reload, run for cover, bandage a wound, or radio for help.  Or the character can choose multiple secondary actions such as give an order, drop a weapon, mutter a curse, or scream for the Medic.  The character may combine one primary action with one or more secondary actions.  The basic combat procedure is as follows:

1. Roll for Surprise, if applicable.

2. Roll for Initiative.

3. Declare and commit actions during the adjusted initiative and following segments, if applicable.

Initiative/C&C Pg.62

The Combat Round is broken down into ten (six-second) Combat Segments (a.k.a. segments).  Before each round all participants roll 1d10 to determine who goes first.  The result of this roll is modified by the character’s Reaction Adjustment and situational modifiers listed in the table below.  The result cannot be lower then one or higher then ten.  Those with a result of one act first and those with a ten act last.  Please note that some secondary actions (notably verbal actions) can be done anytime during a round.

Situation
Modifier
Type
Modifier
DEX or 16
-1
In knee-deep water
+2

DEX or 17-18
-2
In chest-deep water
+4

DEX or 19-20
-3
On slippery ground
+2

DEX or ≥21
-4
Climbing or Swimming
+3

Weapon out or ready
-2
Entangled or Hindered
+3

Higher ground
-1
In alien environment
+6

Surprised
[1]
No maneuver in zero-g skill
+6

Encumbered
+2
Failed maneuver in zero-g
+3

NOTES: [1] – +4 and no DEX-based Reaction Adjustment.

Movement/C&C Pg.63


This refers to how far, in feet, a character can move during a Combat Round.  A human being able to run only 600 feet in a minute (round) is not much of a feat, however, during combat he may be crouching to dodge weapons fire, leaping over obstacles, hacking through intervening brush, and etc.  The numbers listed in Table 11: Movement Rates, Humanoid  in Section 2 for Run, Climb, Swim, and Fly represent combat movement in near ideal conditions and may be modified by the GM depending on the situation.

THAC0/C&C Pg.63


The number needed “To Hit Armor Class Zero.”  Every combatant has a base THAC0 which is determined by his Career and Level, see Table 10: Revised THAC0 in Section 3 to find the character’s base THAC0.  The base THAC0 is modified by the characters DEX for ranged combat, by his STR for melee combat, situational modifiers, and equipment.  The basic modifiers are listed in the table below.

Target’s Situation
Modifier
Target’s Situation
Modifier
25% cover
-2
Darkness
-4

50% cover
-4
Invisible or stealthed
-4

75% cover
-7
Smoke
[1]

90% cover
-10
Surprised
[2]

25% concealment
-1
Hit from rear
+2

50% concealment
-2
DEX of 1-2
+5

75% concealment
-3
DEX of 3
+4

90% concealment
-4
DEX of 4
+3

Medium range
-2
DEX of 5
+2

Long range
-5
DEX of 6
+1

DEX of 15
-1
Failed maneuver in zero-g
+3

DEX of 16
-2
No maneuver in zero-g skill
+6

DEX of 17
-3
Off balance
+2

DEX of 18-20
-4
Prone or incapacitated
+4

DEX of 21-22
-5
Sleep or unconscious
Hit

Dim or low light
-2

NOTES: [1] – for smoke use concealment percentage for each 10'; [2] – no DEX-based Defense Bonus.
Armor Class/C&C Pg.63


Armor Class (AC) is a number used to represent how difficult a target is to hit with weapons.  The scale ranges from 10 (easiest to hit) to -10 (the most difficult to hit).  The target’s AC is modified by its Defense Bonus, situational modifiers, and equipment (for the basic modifiers, see THAC0 modifier table above).

The Attack Roll/C&C Pg.64


To determine the actual number needed on 1d20 to hit the target, subtract the target’s adjusted AC from your character’s adjusted THAC0.  You need to roll that result or higher to hit.  If the result needed is higher than 20, then only a “natural” 20 will hit.

A roll of a “natural” 20 is always an automatic success, even if the number needed to hit is higher then 20.  Along with the successful hit a Critical Hit may have occurred.


A roll of a “natural” 1 is always an automatic failure, even if a 1 is the minimum roll needed to hit.  Along with the failure a Fumble or Malfunction also occurs.

Surprise/GM Addition

Whenever there is an unexpected encounter (i.e. ambush, stealthed ship, or failed Notice skill check) one or more members of the team, and/or opponent group, must make a Surprise roll.  Roll 1d10, on a result of 1-3 that team member, or group, is surprised.  A surprised character suffers a +4 penalty to his initiative roll, looses his Reaction Bonus, and looses his Defense Bonus during that first combat round.

NOTE: Modifiers to the Surprise roll are determined as needed for each situation by the GM.

Combat


While not as common as they once were, melee weapons still occupy an important place in combat.  Knives, mono knives, and ceremonial polearms can be found all over the inner solar system.  And for going one-on-one in close quarters, swords and cutlasses are still the weapons of choice for many marauders, because they normally will not damage a spaceship’s systems.  The most popular type of weapons used, however, are ranged weapons such as lasers, masers, rasers, heat guns, needle guns, bolt guns, rocket pistols, and many others.


See Table 17: Equipment List (Expanded) in Section 5 for a list of weapons, and Table 23: Weapon List (Combined) for combat information on those weapons.

Range/C&C Pg.66 & 67

Melee Weapons: Melee weapon range, or reach, affects initiative in melee combat by preempting it in favor of those with the longer weapon.  In an encounter where one opponent has a longer weapon, the character with the longer weapon will be able to make his attack first, even if the other character has the better initiative.  This is because the character with the shorter weapon must get inside the reach of the longer weapon.  If opponent “A” with the shorter weapon has initiative, when he makes his attack, opponent “B” with the longer weapon attacks at that time.  This counts as opponent “B”s initiative and primary action for that round.  Opponent “A” then may finish his attack.  Unarmed combat and brawling are affected by this as well and have a range of three feet.

Ranged Weapons: Unlike melee weapons, ranged weapons have range categories – short, medium, and long – that affect the attacker’s ability to hit a target.  Each weapon has a listed Maximum Range (MR), in feet, which is the outermost limit of long range, any target beyond this is out of the affective reach for that weapon.  The range categories are based on fractions of the MR (see table below).  There are other considerations when attacking with ranged weapons, line of sight and size of the target; obviously, you cannot hit something you cannot see.  The 3,000-foot range for an infrared laser rifle looks pretty impressive, but keep in mind that it is virtually impossible to see the body of a man from more then half a mile away.  Other penalties may be applied at the GM’s discretion.

Thrown Weapons: Like ranged weapons, thrown weapons have range categories – short, medium, and long – that affect the attacker’s ability to hit a target.  The MR for any thrown weapon or object is based on the characters strength, the weight of the item thrown, and the gravity.  The range categories are based on fractions of the MR (see table below).  As a general rule, at Earth gravity an object weighing five pounds or less can be thrown accurately with a MR, in feet, five times the character’s STR score, with a Minimum Range of 30 feet.  For every five pounds of additional weight, or fraction there of, the MR is halved.  In lower gravity it is possible throw weapons much farther, generally the lower the gravity the longer the range.  To determine the gravity modified range, multiply the MR by the Range Multiplier column in the table below.  Weight and gravity affects all the range categories, but not Minimum Range, it remains 30 feet.

Gravity-Well Maximum Range Multiplier


Gravity-Well
 Multiplier
Gravity-Well
 Multiplier


Mercury
x3
Mars
x2.5


Venus
x1.1
Zero-g
x4 [1]


Luna
x6


NOTES: [1] – requires a successful Maneuver in Zero-g skill check, otherwise x2.

Range Category Penalties


Range/Thrown Weapon
Attack Penalty

Category
Fraction of Maximum Range
Weapon
Object [1]


Short
≤¼
±0
-4


Medium
>¼ – ≤½
-2
-6


Long
>½ – ≤1
-5
-9

NOTES: [1] – improvised thrown weapons such as bottles, bricks, pistols, demolition charges, and etc.

Rate-of-Fire/C&C Pg.62, 68 & GM Addition

Melee Weapons: Normally, melee weapons only have a rate-of-fire (ROF) of 1, however, the Warrior Advanced Weapon Specialization system may allow a character with a melee weapon to increase his ROF.  This grants him more then one attack per round, but not more then one attack per segment.  Those characters that are granted a multiple ROF with a melee weapon can attack once on their rolled initiative while the remaining attacks take place on initiative 10.
Ranged Weapons: Some ranged and heavy weapons can have multiple ROF.  This allows them to fire more then once per round, but not more then once per segment.  Those weapons that have a multiple ROF can fire one shot or volley per segment.

The listed ROF of each ranged and heavy weapon is the effective or safe ROF and may be exceeded with some weapons (GM’s discretion), however, there are risks.  If the ROF is exceeded a -1 attack penalty per shot fired is applied and the weapon may malfunction.  If a malfunction occurs, all energy-type weapons must roll a saving thrown versus Extreme Heat with a base +4 bonus, then apply a -1 penalty per shot over the listed ROF; if the saving throw fails, the weapon explodes as per the Advanced Fumble/Malfunction System.  All other weapon types must roll a saving throw versus Crushing Blow with a -1 penalty per shot over the listed ROF; if the saving throw fails, use the Weapon Breakage/Malfunction sub-table from the Advanced Fumble/Malfunction System.

Thrown Weapons: Normally, thrown weapons, including grenades, only have a ROF of 1, however, the Warrior Advanced Weapon Specialization system may allow a character with a thrown weapon or grenade to increase his ROF.  This will allow him to have more then one attack per round, but not more then one attack per segment.  For those characters that are granted a multiple ROF with a thrown weapon or grenade, you attack once on your rolled initiative while the remaining attacks take place on initiative 10.
Volley Fire/GM Addition


Volley Fire refers to multiple shots or “projectiles” being fired from a weapon with a single squeeze of the trigger.  Both automatic and gatling-type weapons are capable of volley fire, allowing them to fire up to four times more “projectiles” then their standard counterparts.  Each volley requires only one attack roll, however, they suffer special attack penalties that determine how many “projectiles” hit in each volley.  If a “natural” 20 is rolled all shots in the volley hit, but must be confirmed individually for possible Critical Hits.

Automatic Weapons: Automatic-type weapons, which include ranged, heavy, and robot mounted, may fire up to one 2, 3, or 4-shot volley per their listed ROF.  The special attack penalties suffered by these weapons are a combination of the number of “projectiles” fired and the volley being fired.  The table below shows the total penalties for each “projectile” in the volley.  For those weapons with a multiple ROF, the “ROF:2” and “ROF:3” columns represent the second and third volleys fired in a round.

NOTE: Robot mounted ranged weapons are not automatic-type weapons, but they are treated as such, they fire one 2-shot volley per segment per their listed ROF, however, they do not suffer multiple ROF penalties.


Projectile
ROF:1
ROF:2
ROF:3


1
±0
-1
-2


2
-1
-2
-3


3
-2
-3
-4


4
-3
-4
-5

Gatling Weapons: Gatling-type weapons, which include ranged, heavy, and some robot mounted, fire one 3-shot volley per their listed ROF.  The special attack penalties suffered by these weapons are a combination of the number of “projectiles” fired and the volley being fired.  The table below shows the total penalties for each “projectile” in the volley.  For those weapons with a multiple ROF, the “ROF:2” and “ROF:3” columns represent the second and third volleys fired in a round.  In addition, gatling-type weapons have an inherent inaccuracy problem, and as such suffer an attack penalty of -1.


Projectile
ROF:1
ROF:2
ROF:3


1
-1
-2
-3


2
-2
-3
-4


3
-3
-4
-5

Grenades and Explosives/C&C Pg.69

As with other attacks, the idea is to hit your target, however, failed attack rolls with an “explosive” may still have some effect.  Explosives are grenades, shells, mines, and other devices that have an “area of affect” or blast radius.  Although lethal devices do exist, not all explosives cause physical damage, some are defensive, while others incapacitate.  To determine the effects and blast radius of a particular Explosive, see Table 23: Weapon List (Combined) (Grenades, Heavy Weapons, and Explosives).

Attacks with Explosives are resolved somewhat differently depending on the result of the attack roll and the effects of the device.  If the attack roll is successful, the Explosive lands where targeted.  Any targets within the blast radius are entitled to a saving throw, if applicable, to resist or lessen the affects of the explosive.  However, if a target is hit directly (this requires being targeted directly), the target suffers the effects of the explosive without a saving throw.  If the attack roll fails, then the attacker needs to determine where the explosive landed and what targets are within the blast radius.  To do this, the attacker must roll 1d10 on the appropriate Scatter Chart below to determine the direction of the miss.  To determine how far from the intended target, in feet, the explosive landed the attacker must roll either 2d10 (thrown) or 3d10 (projectile) for short range; or roll either 2d20 (thrown) or 3d20 (projectile) for medium and long ranges.


Short Range
Medium and Long Ranges
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Demolition Charges/GM Addition & Ed S.


Demolition charges are “...explosives for destruction in war.”  Used primarily for damaging structures, the actual effects of a demolition charge depend on its usage.  If placed without “setting the charge” or if thrown, the effects are 4d10 points of personnel and 4 points of structural damage in a 40’ radius.  If the demolitions skill is used to “set the charge,” then the affects are 40 points of personnel damage in a 40’ radius and 16 points of structural damage in a 10’ radius.

NOTE: Structural Damage is a different scale of damage applied to structures, some vehicles, and spaceships, see Damage Conversion for more information.
Shaped-Charges: A Shaped-charge is designed to create a concentrated blast in a very small area enabling the device to penetrate thicker, reinforced structures.  To do so, it must be “set” by a character with the demolitions skill.  A shaped charge will cut a 24 inch diameter hole through 12 inches of steel or 36 inches of rock, ferrofoam, or concrete.  The blast radius is a 20’ radius sphere (causing 20 points of personnel damage) plus an 80’ long cone from 1’ to 20’ wide (causing 80 points of personnel and 64 points of structural damage).  If thrown, the effects are 2d10 points of personnel and 2 points of structural damage in the sphere and 8d10 points of personnel and 8 points of structural damage in the cone.

Combining Explosives: If multiple explosive devices are “set”, requiring a DIFF demolitions skill check, to detonate together this greatly increases the explosive force of the detonation.  The blast radius is not changed, but the damage caused is.  The personnel and structural damage is multiplied by the following formula: (n charges²)4a = damage (where “n” represents the number of devices bundled, “a” represents either damage dice or structural damage).  The table below shows the number of damage dice (usually 1d10) to roll or structural damage points applied bundled charges up to 12.


Charges
Result
Charges
Result
Charges
Result


1
4
5
100
9
324


2
16
6
144
10
400


3
36
7
196
11
484


4
64
8
256
12
576

Attacking Multiple Targets/GM Addition

If multiple targets not within ten feet are attacked with the same weapon during the same round, a -2 cumulative attack penalty is applied for each target starting with the second.

Attacking with Multiple Weapons/GM Addition

When attacking with more then one weapon, a -2  attack penalty with the weapon in the preferred hand and a -4  attack penalty with the weapon in the off-hand are applied.  This penalty is modified by the character’s Reaction Adjustment.

Each weapon, regardless of type, is allowed its full ROF and each independently follows the Rate-of-Fire rule  for its type noted above.  If the attacks with the multiple weapons staggered, attacking with only one weapon per segment,  then the attack penalties listed above are halved.

Low-Tech Weapons versus Heavy Armor/GM Addition

Due to the resistance of modern heavy armor design, manufacture, and material to non mono-type muscle-powered melee weapons (dagger, club, sword, and etc.) and low-tech sub-sonic kinetic weapons (bow, spear gun, and etc.) these types of weapons inflict less, or in some cases no, damage to those wearing heavy armors.

If a hit is scored on a target wearing heavy body armor, a -2 penalty is applied to the damage roll; a result of 0 damage is possible.  If the target is wearing any battle armor or any battlesuit, then no damage is rolled against the wearer.  The armor, however, still takes applicable damage from the hit.  If a mono-type weapon is used, apply full damage to targets wearing heavy body armor.  If the target is wearing any battle armor or any battlesuit, a -2 penalty is applied to the damage roll; a result of 0 damage is possible.  In all cases the armor suffers damage, if applicable, from the hit.

Advanced Critical Hit System/GM Addition

When a “natural” 20 is rolled on an attack roll, maximum damage is applied and a possible Critical Hit may have occurred.  If a roll of a “natural” 20 is needed to hit this rule still applies, however, if a roll greater then a 20 is needed to hit then this rule does not apply (no automatic maximum damage and no possible critical hit confirmation).


If a Called Shot was declared, and the modified attack roll was successful, then this is treated as though a “natural” 20 was rolled (maximum damage is applied and a confirmation roll may be made).


If an automatic or gatling-type weapon was used, a “natural” 20 means that all the “projectiles” in the volley have hit.  Each “projectile” must then be confirmed individually, however, no additional modifiers apply.
To confirm a possible critical hit a second attack roll is made on 1d20 with the THAC0 based on the attackers unadjusted level-based THAC0 only (this gives warrior-types a much higher chance to score critical hits then Medics or Scientists at higher levels).  If the second roll is successful, then a Critical Hit has occurred.  Roll on the Advanced Critical Hit System tables to determine the actual results.  See Advanced Critical Hit System under Death and Damage for detailed information on the affects of critical hits.

Hit Location Explanation: The Critical Hit tables require two die rolls: one to determine the location of the hit, and the other to determine the severity or effect.  The Hit Location die used, if any, depends on whether the attack was a low attack, level attack, high attack, or called shot.

Critical Hit Chart Explanation: There are six types of weapon classes: bludgeoning (melee), electricity (heavy), fire (laser, maser, heat), impact (projectile, thrown), piercing (melee, missile, thrown, needle, bolt), and slashing (melee).  Most weapons fall under one of these types.  If a weapon does not, it cannot roll on a critical hit chart, although it can still inflict maximum damage.  These six weapon types are compared to three target types: humanoids (humans, humanoid gennies), animals (animals, animal-type gennies), and other (non animal-type gennies).

Advanced Fumble–Malfunction System/GM Addition

When a “natural" 1 is rolled on an attack roll, the attack misses and a fumble or malfunction has occurred.  If a roll of a “natural" 1 is the minimum roll needed to hit, this rule still applies.   A “natural” 1 is always a fumble or malfunction.

The player must roll on the Advanced Fumble/Malfunction System tables for the random effects of the fumble or malfunction which ranges from breaking a weapon to critically hitting himself or a companion.

Optional Actions
Parrying and Dodging/Pg.65


Another way to improve a character’s AC is to parry melee attacks or dodge ranged attacks.  While it is assumed that in an average round, all combatants will be dodging, moving, or otherwise trying to evade attacks, if chosen as the character’s primary action this can make it more difficult to be hit.  The bonus gained depends on the character’s career, can only be applied to attacks from the front, and the character is unable to take any other action (other then verbal secondary actions) for that round.


All of the careers are granted a bonus of one-half their level, round-up, except at 1st and 2nd level when they are granted an automatic -2 bonus.  The warrior-type careers – Assassin, Commando, Scout, and Warrior – who have better training in this are granted an additional -1 bonus.  The table below shows the bonuses from 1st thru 16th level.


AC Bonus per Level

Career
1-2
3-4
5-6
7-8
9-10
11-12
13-14
15-16

Most Careers
-2
-2
-3
-4
-5
-6
-7
-8

Warrior-Types
-3
-3
-4
-5
-6
-7
-8
-9

Backstabbing/C&C Pg.65


This is the technique, which requires some finesse, of sneaking up behind someone and hitting from behind.  This technique requires the ability to successfully use the move silently (and/or hide in shadows) skill – Winging It is allowed – and the use of a melee weapon.  If the skill check is successful, it grants the attacker an additional +2 attack bonus and a damage multiplier of x2.


Rogues and Assassins, being sneaking by nature, are instead granted an additional +4 attack bonus and a damage multiplier based on their level.


Level
Multiplier
Level
Multiplier
Level
Multiplier
Level
Multiplier

1-4
x2
5-8
x3
9-12
x4
≥13
x5

Brawling/C&C Pg.65

There are a lot of sensible reasons for brawling.  For example, weapons can deal out an extraordinary amount of lethal damage and can kill even when that is not the intention, or it is far too easy to blow a hole in a asteroid pressure dome or spaceship hull and risk killing everyone.


Punching and kicking damage is Subdual.  Subdual damage causes no real harm, but can be used to render your opponent unconscious.  Each successful hit causes 1d4 points (this may vary by race or career) of subdual damage modified by the character’s Damage Bonus.  If an opponent’s hit points are reduced to zero or less, he must roll a System Shock check.  If successful, he stays conscious with one hit point.  If the check fails, he is knocked out for 1d10 rounds.  Subdual damage is recovered at a rate of 1d4 points per hour.  Please note that subdual damage can be in addition to real damage, so if an opponent is injured he will be easier to subdue.

Bludgeoning/C&C Pg.66


Another form of non-lethal combat, better known as a knockout attempt.


To make this attack the character must declare his intention to attempt this and apply a -4 attack penalty.  No Called Shot to the head is needed.  If the attack is successful, the victim must make a System Shock check at half his normal percentage, round down.  If the check is successful, the victim takes real damage, but remains awake.  If the check fails, the victims takes real damage and is knocked out for 1d10 rounds.
Called Shots/GM Addition

Sometimes you or your opponent will engage in combat with the intent of disabling instead of killing.  At other times you may want to do just the opposite; go for a quick kill.  In both of these types of situations, it is possible to achieve your goal by making called shots against a specific part of your opponent’s body.

A Called Shot is an aimed attempt to hit a particular part of an opponents body.  By declaring a Called Shot, it may be possible to obtain a roll under the Advanced Critical Hit System rule.  If a called shot is declared, only one attack may be made that round regardless of weapon’s normal ROF or the number of weapons the character uses.  An opponent’s AC is based on getting a random hit anywhere.  Specific parts of the body are harder to hit due to size, mobility, location, or any combination of the three, see table below for specific location modifiers.  If the called shot is successful, the hit is treated as if a “natural” 20 was rolled.

Body Part Targeted
Modifier

Abdomen / Torso
-1

Arm / Shoulder / Leg / Tail
-3

Hand / Elbow / Knee / Foot
-4

Head / Throat / Wrist / Heart / Ankle / Genitals
-6

Sweeping Attacks/GM Addition

A Sweeping Attack is an attempt to hit multiple targets with a single volley from either an automatic or gatling-type weapon.  The character may attempt to hit a number of targets equal to the number of “projectiles” in the volley.

To make a sweeping attack the character must declare all the intended targets, which must be within ten feet of each other.  The character makes an attack on the first target.  If the attack misses, the sweep fails.  If successful, any remaining “projectiles” may be applied to the next target, then the character makes a separate attack roll on the next target with an accumulative -2 penalty.  This continues until an attack misses, all the “projectiles” have hit, or the maximum number of targets is reached.

Spaceship Combat


From large spaceships, radars stab out into the night, relaying information back to computers, who track targets and designate fire.  Other systems spread defensive chaff and magnetic fields to intercept the incoming attacks.  But fighters and cruisers are still the domain of the single pilot, forcing his ship into a tight inside loop against a backdrop of blackness broken by the weapon bursts from other vessels, and then getting off a clean missile shot or a sizzling beam of laser fire.  As military tacticians have discovered over the centuries, in a dogfight you just cannot beat a bad-tempered rocketjock with a full load of ammo.

Combat Procedures/C&C Pg.83


There are a few differences compared to individual combat.  The order in which a space combat encounter is handled is a little differently, and there are a few changes in some other procedures.  The basic combat procedure is as follows:

1. Roll sensor operation skill check, if applicable.

2. Roll for Surprise, if applicable.

3. Roll for Initiative.

4. Declare and commit actions during the adjusted initiative and following segments, if applicable.

Sensor Operation Check: The system for conducting combat between spaceships actually kicks into gear before the ships have a chance to start shooting at one another.  How the character’s work their ship’s sensor systems helps to determine the distance, in 50-mile hexes, when the possible opponents appear in each other’s deep space displays.  If any applicable sensors are being monitor, a sensor operation skill check is allowed to determine if the crew detects the incoming ship and how far out they are detected.

Surprise Roll: If a surprise roll is declared, the roll applies only to the crewmembers on the command deck.  The rest of the crew is oblivious to even and roll for surprise only when they are actually informed of an encounter.

Initiative Roll: Initiative is rolled by all crewmembers as noted above with the following exceptions.  First, the resulting roll is not modified by the character’s Reaction Adjustment.  Second, the pilot modifies his initiative roll with the ship’s Reaction Bonus.

Actions: In a space combat situation there is a third level of actions; maneuvers.  The primary actions noted above may also include firing the spaceship weapons, boosting engines, operating the ship’s systems, and etcetera.  The maneuvers action level is piloting the ship, which is the pilots primary action for each round he is at the controls, but it is performed independently of the any actions taken by the rest of the crew.

GM’s Note: The Combat Team/C&C Pg.87

I realize that spaceship operations including combat are the domain of a few careers, while others tend to be nothing more then passengers, if all goes well.  This note is to provide some suggestions for how every member of the crew can contribute during ship-vs.-ship combat, so that the team has the best chance of succeeding.

Assassin, Commando, Scout, and Warrior: Usually the characters with the best THAC0, they should be manning the weapons.  If there are not enough weapons to go around,  then they can assist one of the gunners or reload.

Astronavigator: He should be at the sensor console to aid the gunners, if possible, or piloting the ship.  If there is more then one, then he can man a weapon, reload, or provide assistance to the pilot.

Engineer and Technicians: At least one should be available to scurry between decks to make repairs.  If there are more then one either career, great!  More bodies to make repairs, man the power deck, boost the engine, or provide assistance to others.

Medic: Much like the engineer, this guy is essential to have on the crew even if he is never needed.  He can handle a weapon, reload, and assist others, but his true value is in being on call in case someone is injured.

Rocketjock: He should be at the controls.  If there is more then one, then he can man the sensors, man a weapon, reload, or provide assistance to the pilot.

Rogue and Entertainer: They can man a weapon, provide assistance to others, and they probably have a high enough DEX attribute score to make a passable attempt at handling the ship if the pilot is injured.

Scientist: He can man a weapon, reload, or he can provide assistance to others.  Depending on his field, he may be able to takeover for the engineer, if injured, or assist medic.

Maneuvers/C&C Pg.84


Maneuvers, or spaceship movement, which includes basic movement (flying forward and turning) and special movement, are performed solely by the pilot.  A spaceship’s speed is the number of 50-mile hexes that it can move in one round.  A scout cruiser with a speed of 4 can move four hexes a round, covering 200 miles a minute, or traveling at 12,000 miles an hour.

Basic Movement: Spaceship movement is managed by a proportional movement system based on both its speed and the initiative system; the slower the ship, the longer it takes to maneuver.  The ship's speed, used as movement points (MP), determines how often it can be moved.  The table below indicates on which segments the ship is allowed to spend a MP.  On these segments, the pilot may spend one MP to move one hex forward, turn one 60º hex facing, do nothing, or attempt a special movement.


Speed
Movement Segment
Speed
Movement Segment


1
10
6
1, 3, 5, 8, 9 & 10


2
5 & 10
7
1, 2, 3, 5, 8, 9 & 10


3
4, 7 & 10
8
1, 2, 3, 4, 5, 8, 9 & 10


4
3, 5, 8 & 10
9
1, 2, 3, 4, 5, 6, 8, 9 & 10


5
2, 4, 6, 8 & 10
10
1, 2, 3, 4, 5, 6, 7, 8, 9 & 10

NOTES: Speeds 8, 9, and 10 are not standard speeds but are displayed for boosted engines.

Special Movement: Special movements are any move that is beyond a simple hex or facing change.  These types of moves include any type of aerial acrobatic maneuver such as loops, barrel rolls, snap turns, and etcetera.  If a pilot wants to make a special maneuver, such as an inside loop to come around on the tail of an opponent, two requirements must be met.  First, a successful appropriate skill check will be required with the degree of difficulty determined by the GM.  Second, the spaceship must have enough MPs remaining for that round; the GM will determine the amount of MPs required for the maneuver.  The skill check may be more difficult, if there are not enough MPs for the maneuver.  If the skill check fails, the GM will determine the effects and consequences.

Spaceship Weapons/C&C Pg.82, 83 & GM Addition


Attacks with the spaceship’s weapons are made independent of the ship’s speed or movement; as actions during a combat round.  Attacks with spaceship weapons are made basically in the same way as attacking in individual combat.  The character manning the weapon fires it on his initiative using the same attack roll process noted above, albeit with no Missile Bonus and different modifiers.  The new modifiers include the weapon’s Attack Bonus, sensor lock linking, and gunnery assistance.

NOTE: Anti-spaceship planetary and space station defensive weapons, unless other wise noted, are converted ship weapons with the same statistics.

Range: Like other weapons, spaceship weapons have range categories – short, medium, and long – that affect the attacker’s ability to hit a target.  Each weapon has a listed Range, in 50-mile hexes, which is its outermost limit, any target beyond this is out of the affective reach for that weapon.  Unlike other weapons, however, ship weapons do not calculate their range categories by fractions their Range; the categories are fixed (see table below).


Category
Ranges [1]
Attack Penalty


Short
1-2
±0


Medium
3-4
-2


Long
5-6
-5

NOTES: [1] – in 50-mile hexes.

Rate-of-Fire: Normally, spaceship weapons have a ROF of one, however, certain circumstances may allow for a multiple ROF.  This would allow them to fire more then once per round, but not more then once per segment.  One attack can be made on the gunner’s rolled initiative while the remaining attacks take place on initiative 10.

The listed ROF of each ship weapon is the effective and safe ROF, but it may be exceeded with some weapons (GM’s discretion), however, there are risks.  This requires some prior modifications, a successful DIF repair weapon, or IMP repair electrical, or IMP bypass security skill check is required to by pass all the safeties.  If the ROF is exceeded a -1 attack penalty per shot fired is applied and the weapon may malfunction.  If a malfunction occurs, all energy-type weapons must roll a saving thrown versus Extreme Heat with a base +4 bonus, then apply a -1 penalty per shot over the listed ROF; if the saving throw fails, the weapon explodes as per the Advanced Fumble/Malfunction System.  All other weapons must roll a saving throw versus Crushing Blow with a -1 penalty per shot over the listed ROF; if the saving throw fails, use the Weapon Breakage/Malfunction sub-table from the Advanced Fumble/Malfunction System.

Field-of-Fire/GM Addition


Field-of-Fire (FOF) is the area which a weapon or a group of weapons may cover effectively with fire from a given position.  In the case of spaceship weapons, FOF refers to the arc of hexes that a particular weapon can target and fire on an enemy ship.  The FOF is calculated by a combination of the weapon’s size versus the ship’s class to determine the type of mount, and is affected by some weapons’ guidance packages.

Weapon Mounts: Each spaceship weapon is attached to the ship via a weapon mount.  In general, the type of mount – flexible, semi-flexible, or rigid – is determined by a comparing the class of the ship and the number of weapon spaces (WS) required for the weapon.  Rigid weapon mounts have no rotation thus allowing the weapon to target and fire only at enemies in a restricted arc to the front (60° arc), or rear if the mount is facing aft.  The semi-flexible mounts, generally found on smaller ships, have a limited rotation restricting the weapon’s FOF to the front (or rear) and sides (240° arc).  Flexible weapon mounts allow the weapon to target and fire upon enemies in any and all directions (a full 360°).  There are weapons, such as a class of mass driver (>25’-100’ diameter), in a mount that restricts the FOF even farther, limiting it to a straight line in front of or to the rear of the firing ship, but these are very rare.


Mount Type

Spaceship Class
Flexible
Semi- Flexible
Rigid

Battler
1-5
--
--

Heavy Cruiser / Carrier
1-4
--
5

Medium Cruiser / Transport / Tanker
1-3
--
4+

Light Cruiser
1-2
--
3+

Scout Cruiser / Freighter
[1]
--
[2]

Heavy Fighter / Asterover
--
[1]
[2]

Fighter
--
--
1+

NOTES: [1] – all 1 WS weapons (excl. missile mount); [2] – missile mount and all 2+ WS weapons.
Guidance Systems: There are weapon systems such as the gyrocannon and missile mount, which have a choice of guidance packages – standard, smart, and artificial intelligence (AI).  The influence of the guidance package on FOF is most apparent for those weapons in rigid mounts, since the flexible mount allows them to be fired in all directions.  The standard guidance package for most guided weapons includes ultraviolet, visual spectrum, infrared, and radar sensors and has a limited FOF allowing them to target and track only enemies in a limited arc (120° arc) to the front (or rear).  The smart guidance package equipped reloads have upgraded sensors and enhanced programming granting them an improved FOF allowing them to target and track to the front (or rear) and sides (240° arc).  The AI guidance package basically creates "thinking" weapons, granting them an unlimited FOF (a full 360°).

NOTE: A gyrocannon in a semi-flexible mount with a standard or better guidance package will have a 360° FOF.
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Damage/C&C Pg.85


When you score a hit in ship-vs.-ship combat, you do not simply damage the target ship, you damage one of the ship’s individual sections or systems.  The part of the ship that takes damage is determined randomly by rolling (1d12) on the table below.  Any successful attack, except on a weapon, will reduce the HPs of the ship section or system that took the damage; for the effects of damage on the various ship systems see matrix below.

NOTE: If any characters are located in a section that takes damage, then the characters might also get hurt.  They must attempt a saving throw versus Explosion.  If the attempt fails, the character is injured (suffering 1d10 points of damage); if the attempt succeeds, he escapes injury.

Spaceship Hit Locations


Roll
Section
Roll
Section


1
Sensor / Communications
6-7
Engine


2
Controls
8
Weapon


3
Life Support
9-12
Hull


4-5
Fuel

Spaceship Damage Effects

Sensor / Communications:

At 0 Hit Points


No sensor use; no external communication possible; the ship is blind, -5 penalty to attacks, +3 penalty to AC until the system is repaired.

Controls:

At 0 Hit Points


Ship cannot maneuver, travels in a straight line at its current speed or maximum of 2, whichever is less; If in an atmosphere, there is a 50% chance each round that the ship will nosedive and crash.

Life Support:

At 0 Hit Points


No heat; no air recycling; no radiation protection; anyone onboard must don a spacesuit or start making saving throws versus Suffocation, Extreme Cold, and/or Radiation.

Fuel:

At 0 Hit Points


Engine starves and cuts out; ship cannot maneuver, drifting in a random direction at its current speed or maximum of 2, whichever is less, roll 1d6 each round to determine direction; If in an atmosphere, the ship will crash in 1d4 rounds.

Engine:

At ½ Normal Hit Points


Ship loses one point of speed, to a minimum of speed 1.

At ¼ Normal Hit Points


Ship loses three points of speed, to a minimum of speed 1.

At 0 Hit Points


Engine cuts out; ship cannot maneuver, drifting in a random at its current speed or maximum of 2, whichever is less, roll 1d6 each round to determine direction; If in an atmosphere, the ship will crash in 1d4 rounds.

Weapon:


One of the ship’s weapons, determined randomly, is destroyed.

Hull:

At ½ Normal Hit Points


Ship loses half of speed (round down), to a minimum of speed 1.

At 0 Hit Points


Ship falls apart; any characters aboard without appropriate protection (spacesuits or equivalent) die immediately.

Crashes and Collisions/C&C Pg.87

Crashing: When a spaceship crashes on the surface of a planet, it automatically takes 10 points of hull damage for every 1,000 feet fallen.  All characters inside the ship will take maximum damage from the fall as per Table 29: Falling Damage (C&C Pg.71).

Collisions: A ship that collides, either through accident or intent, with another large object causes (hull) damage equal to its own tonnage to that object, and it suffers hull damage to itself equal to the tonnage of the object it has collided with.

Damage Conversion/GM Addition 

As noted earlier, spaceship weapons cause damage on a different scale then small arms.  Spaceship weapons cause damage as Structural Damage; a different scale of damage applied to structures, some vehicles, and spaceships that is markedly more powerful and devastating when applied to a character or creature.  In order to integrate the use of spaceship weapons into personal combat or the use of small arms in damaging structures, the damage ratings require conversion.

Structural Damage to Small Arms Damage: Because of the size and explosive power of spaceship weapons they have a blast radius when used against targets other then ships or structures.  The blast radius, in feet, for these weapons is equal to the listed damage rating.  A character or creature can be hit either by being targeted directly or by being in the blast radius; in each case the damage inflicted differs.

· If a spaceship weapon is targeted directly at a character or creature, it does points of damage equal to ten times the amount of structural damage listed.

· If any characters or creatures are in the blast radius of a spaceship weapon, they suffer the number of damage dice equal to the structural damage listed.  The damage die used depends on the type of weapon used.  Energy weapons cause 1d8 points of damage, explosive and guided weapons cause 1d10 points of damage, and kinetic weapons cause 1d6 points of damage.  A successful saving throw versus Explosion reduces the damage by half.

Small Arms Damage to Structural Damage: Even though small arms (incl. ranged, vehicle, and most heavy weapons) are not necessarily designed to have an impact on spaceships or structures, they can still cause significant damage.  Small arms that use a damage die of 1d8 or greater cause one point of structural damage per damage die used.

Optional Actions/C&C Pg.86 & 87

Called Shots: Sometimes you or your opponent will engage in combat with the intent of disabling instead of destroying the enemy vessel.  At other times you may want to do just the opposite; go for a quick kill.  In both of these types of situations, it is possible to achieve your goal by making called shots against a specific part of the target ship.  A Called Shot is an aimed attempt to hit a particular part of an opponent’s ship.  By declaring a Called Shot, it may be possible to obtain a roll under the Advanced Critical Hit System rule.  If a called shot is declared, the gunner can make only one attack that round.  Since an opponent ship’s AC is based on getting a random hit anywhere, specific systems or sections of the ship are harder to hit due to size, location, protection, or any combination of all three; see the table below for the specific location modifiers.  If the called shot is successful, the hit is treated as if a “natural” 20 was rolled.

Spaceship System Targeted
Modifier

Hull
-1

Fuel / Engine
-3

Life Support
-4

Controls / Sensors-Communications / Specific Weapon
-6

Assistance: A character who is not otherwise occupied at another specific task can aid another character by assisting he with manning a spaceship weapon.  By assisting the gunner who is firing a weapon, the gunner makes the attack roll with a +1 bonus.

Moving Between Decks: Most characters will have a place to go and stay when the cry of “Battle stations!” rings out, but some characters will need to move back and forth between decks during combat.  A character can travel from one deck to an adjacent deck and still perform some other  primary action during the same round.  However, it takes an entire round to move two decks, so a character cannot travel two decks then perform a primary action.  Secondary actions may still be performable.
Ramming/C&C Pg.87


Ramming, causing a collision intentionally, is a possible tactic for either vessel whenever two ships occupy the same hex.  The attacking ship’s pilot must declare his intention to ram, then must make a successful AVG pilot rocket skill check, no attack roll is needed.  The target ship’s pilot may attempt to avoid the collision by successfully making a modified AVG pilot rocket skill check.  The skill check for the target ship’s pilot is modified by subtracting the attacker’s speed from the target’s speed, then applying a 10% bonus or penalty per speed point difference between the two ships; a faster attacking ship will impose a penalty, and a slower attacking ship will grant a bonus.  See Crashes and Collisions for the collision effects of ramming.
Boosting Engine Speed/GM Addition


There are times when you will discover that whether you are chasing down an opponent or trying to escape an ambush, your ship is not quite fast enough for the situation.  This is when boosting the engine to gain that extra speed might just be the right option – or the only option.  Through various means a spaceship’s nuclear engine may be boosted by the engineer to give it a temporary increase in speed, or movement points.  Boosted engine speed is only applicable during spaceship combat and may be done as often as desired, but it does have its risks.


To boost the ship’s engine the engineer or other qualified crewman must declare their intention to do so, and how much they are attempting to boost it; one, two, or thee points.  The engineer must roll a jury rig skill check with the difficulty level determined by the number of points attempted; AVG skill check for a boost of +1, DIF skill check for +2, or IMP skill check for +3.

· If the skill check is successful, the speed increase lasts for 1d6 rounds, however, it requires the engine to burn extra fuel and causes damage each round equal to the speed increase.

· If the skill check fails but the roll falls within the EZY range, then the attempt fails, however, the fuel usage and engine damage still takes place.

· If the skill check fails but the roll is 95% or less, then the attempt fails, the fuel usage and engine damage still takes place, and the engine suffers additional damage equal to 1d10 per point attempted.

· If the skill check fails and the roll is 96% to 99%, then the attempt fails and the engine is destroyed.

· If the skill check fails and the roll is 00%, then the attempt fails, the engine explodes, and the ship is destroyed.

Docking and Boarding/GM Addition

For a number of possible reasons – mercy, curiosity, mission requirements, or more likely, greed – you, or opponent, on occasion may wish to capture the enemy vessel more or less intact, instead of destroying it.  If your enemy does not wish to surrender his ship, one option available to you is to board and capture it.  To capture a spaceship, you need to take control of it by either eliminating the crew, which could be a long, bloody fight or by capturing the critical ship systems.  By capturing and controlling or disabling critical systems on both the Control Deck and Power Deck, such as the controls, engines (power), and life support, you may force the remaining crew to capitulate.  If any of these systems have been reduced to 0 HPs they are disabled, but must still be captured and controlled.

Before you can board the enemy ship, you must dock with it while avoiding a collision.  There are three docking attempt situations where the attacking ship’s pilot will have to make successful skill checks; the enemy ship is still being piloted, the enemy ship is uncontrolled, and the enemy ship is adrift (tumbling).  Obviously, if the enemy ship is motionless even a novice rocketjock can manage the maneuver without drama.  In all cases, both ships must be in the same hex with matching heading and speed.

· Controlled Ship: To dock with an enemy ship whose pilot may be trying to avoid such a maneuver, the process is similar to ramming.  The attacking ship’s pilot must make a successful DIFF pilot rocket skill check, no attack roll is needed.  The target ship’s pilot may attempt to avoid the maneuver by successfully making a modified AVG pilot rocket skill check.  The skill check for the target ship’s pilot is modified by subtracting the attacker’s speed from the target’s speed, then applying a 10% bonus or penalty per speed point difference between the two ships; a faster attacking ship will impose a penalty, and a slower attacking ship will grant a bonus.  If the attacking ship’s pilot fails his skill check with a 96% or above, and the target ship’s pilot fails to avoid the maneuver, the ships collide.
· Uncontrolled Ship: To dock with an uncontrolled ship the attacking ship’s pilot will have to make a successful AVG pilot rocket skill check.  If the attacking ship’s pilot fails his skill check with a 96% or above, the ships collide.
· Adrift (Tumbling) Ship: Docking with a ship out of control is very dangerous, because a failure could mean a collision. The attacking ship’s pilot will have to make a successful DIFF pilot rocket skill check.  If the attacking ship’s pilot fails his skill check and rolls above his AVG percentage, the ships collide.
Saving Throws


A Saving Throw is, quite simply, a roll that helps to determine if a character is affected by some threat to his well-being.  The threat may come as the result of combat or as a result of exposure to some unpleasant occurrence or condition.  When a character attempts a saving throw, he is trying to save himself against the threat in question.  The table below lists the base saving throws for each category.  The number listed is the minimum number needed on 1d20 for a successful saving throw.  Please note that the order in which the categories are listed is the sequence they are rolled in, if a situation arises where multiple different saving throws are needed.


The character’s saving throw rolls are modified by both race and level.  For the racial modifiers see Table 15: Racial Modifiers to Saving Throws in Section 2.  A character’s level modifies his saving throw rolls by granting him a +1 bonus for every three levels The table below shows the bonus for levels up to 23rd).  Please note that the modifiers are designed to be applied to the die roll not to the Minimum Roll Needed.

Saving Throws

Category
Minimum Roll Needed

Explosion / Plasma Fireball
14

Electric Shock
13

Paralysis / Stun / Fall
15

Toxic Atmosphere / Gas / Poison
14

Suffocation
16

Radiation
13

Extreme Heat
13

Extreme Cold
13

Level-Based Bonus


Level
Bonus
Level
Bonus
Level
Bonus
Level
Bonus


1-2
±0
6-8
+2
12-14
+4
18-20
+6


3-5
+1
9-11
+3
15-17
+5
21-23
+7

Option: Alternate Method

An alternate method of figuring your saving throw is to invert the modifiers, changing a positive to a negative and vise versa, then applying that new modifier to the Minimum Roll Needed instead of each die roll.  This gives you an adjusted Minimum Roll Needed saving you the trouble of calculating your character’s saving throw every time you have to roll the die.  Below as the adjusted Minimum Roll Needed  table for up to 17th level.


Minimum Roll Needed

Category
1-2
3-5
6-8
9-11
12-14
15-17
Explosion / Plasma Fireball
14
13
12
11
10
9

Electric Shock
13
12
11
10
9
8

Paralysis / Stun / Fall
15
14
13
12
11
10

Toxic Atmosphere / Gas / Poison
14
13
12
11
10
9

Suffocation
16
15
14
13
12
11

Radiation
13
12
11
10
9
8

Extreme Heat
13
12
11
10
9
8

Extreme Cold
13
12
11
10
9
8
Explosion / Plasma Fireball: Although there are many possible causes for this threat, the most common causes are explosives such as grenades, shells, and demolition charges, and other explosive devices.  A successful saving throw usually reduces the damage by half (round down).

Electric Shock: This threat is caused by exposure to a large amount of electrical current and the effects of some weapons.  A successful saving throw usually reduces the damage by half (round down).

Paralysis / Stun / Fall: These three different threats all have the same basic effect; an abrupt, forceful physical trauma.  Your nervous system can be paralyzed or stunned by some kind of strong vibration or energy field; a fall can render you unconscious as well as cause bodily injury.  A successful saving throw versus paralysis or stun usually negates the effect; a successful saving throw versus fall usually negates any possible unconsciousness and reduces the falling damage by half (round down).

Toxic Atmosphere / Gas / Poison: The effect of failing a saving throw against one of these threats depends on the exact nature of the toxin, gas, poison, or disease (which fall into this category).  A successful saving throw versus these threats usually negates the effects.

Suffocation: Unlike the dangers described above, suffocation is a constant threat for as long as the condition exists.  A character can hold his breath for rounds equal to one-third his CON score (round up) before he must start making the saving throws.  A saving throw must be rolled each round during which the character does not have an air supply.  A successful saving throw reduces the suffocation damage by half (round down).

Radiation: Radiation is a slow killer, depending on what sort of exposure is present; solar storm, exposed to a radiation leak, or effected by weapons fire.  A saving throw must be rolled, but may not be rolled until the character is no longer exposed.  However, the character does take radiation damage during the time he is exposed.  A successful initial saving throw on the first roll negates the effect, except for any damage already taken.  If the first roll fails, the victim may roll a second saving throw; a successful roll reduces the radiation damage by half (round down).

Extreme Heat / Extreme Cold: This kind of saving throw is made whenever an unprotected character is exposed to the extremes of temperatures; the frigid wastes of the arctic, a blistering tropical sun, weapons fire, and so forth.  This type of exposure damage is usually slow and steady, affecting a character on an hour-by-hour basis.  A saving throw must be  made each hour during the exposure.  A successful saving throw reduces the exposure damage by half (round down).    Please note that this category does not include extremes such as the sunny side of Mercury or the chill of deep space, this type of exposure causes almost immediate death.

Damage and Death


Damage is a fact of life in a combat role-playing game.  If you dish it out, sooner or later you are going to have to take.  The ultimate challenge for characters is not avoiding damage, that is virtually impossible, but to avoid death.  For the sake of simplicity, damage is expressed as a simple loss of hit points (HPs).  Every time a character takes one or more points of damage, he loses that many HPs.  If his total reaches zero he is out of action; if it reaches, -10 he is dead.  The system for damage makes no attempts to be realistic, because realism would add so much complexity that it might take hours to play out a single combat encounter.

Dying/C&C Pg.72

When a character reaches zero HPs he is rendered unconscious, however, he is stable and may be treated at any time or may be allowed to heal naturally.

If a character reaches from -1 to -9 HPs he is dying – to represent this he looses at least one HP per round – and he must be treated to survive; even if the character survives he may not completely recover.  Anytime a character goes below zero HPs he must roll a System Shock check to recover fully.  If the check fails, the character slips into a coma and if he recovers could suffer from long-term disabilities.

If a character reaches -10 HPs he is dead and no amount of treatment can restore him to life.  Characters with a high CON score are able to linger near death longer then most others; for every two points of CON above ten, round down, a character can survive one additional round to a maximum of -15 HPs.

Life Suspension/C&C Pg.72 


Someone with one foot across death’s door (at below zero HPs) can hold off death by the use of a life suspension pod, however, there are some major requirements to be met.  The first is that a life suspension pod has to be readily available; their size, weight, and cost make that rather unlikely.  Next, the device has to be used quickly, while the character is still alive.  Finally, there has to be a qualified Medic available to operate it (see life suspension tech skill).  All in all, not much of a chance, but any chance is better then no chance at all.

GM’s Note: Inescapable Death/C&C Pg.73


The setting of the game is a stage upon which PCs perform heroic, death-defying actions.  Much more often then not, they survive.  An inventive GM will help PCs avoid the consequences of bad luck.  However, there are going to be times when common sense should take precedence over rules mechanics or the GM’s altering of reality, and most of those will be occasions when a character tries to do something that is just plain dumb.  Although the object of the game is to have a good time, the GM should do his best to maintain a semblance of reality in the game.  When inescapable death is really and truly inescapable, the only thing the GM can do is let it happen.

Advanced Critical Hit System/GM Addition

The Advanced Critical Hit System tables include a number of specific injuries and effects that go beyond a simple loss of HPs.  Critical wounds and their effects should be recorded on the character sheet to track the penalties which remain until the injury that created the penalty has healed.  Wounds are always accompanied by some loss of HPs, but a specific injury is not damage per se; consider it a temporary penalty that the character has to put up with until it is restored.  Severe injuries can temporarily reduce a character's maximum allowable HPs.

Specific Wound Descriptions/GM Addition

Wounds are divided into six degrees of severity; grazed, struck, injured, broken, crushed-shattered-destroyed, and severed.

Grazed: Grazes are minor injuries that may be healed by a successful treat light wounds(TLW) skill check or by natural healing.  Grazes heal naturally as if they were a loss of 1d6 HPs of damage.

Struck: A struck body part is often penalized by the effects of the wound.  Injuries of this type can be healed by a successful TLW skill check or by natural healing.  Struck areas heal naturally as if they were a loss of 2d6 HPs of damage.  Once healed, any penalties are removed.
Injured: These injuries usually entail serious combat penalties for the wounded character.  Injured limbs reduce a character to 75% of his normal maximum HPs; an injury to the abdomen, torso, or head reduces a character to 50% of his normal maximum HPs.  These wounds can be healed with a successful treat serious wounds(TSW) skill check or by natural healing.  Injured areas heal naturally as if they were a loss of 10d6 HPs of damage.  Once healed, any penalties and reduction of maximum HPs are removed.
Broken: This category involves severe fractures.  Broken arms reduce a character to 75% of his normal maximum HPs; broken ribs or legs reduce a character to 50% of his normal maximum HPs; any other broken bones reduce a character to 25% of his normal maximum HPs.  Broken bones can be mended by a successful TSW skill check or natural healing. Broken bones heal naturally as if they were a loss of 20d6 HPs of damage.  Once healed, any penalties and reduction of maximum HPs are removed.
Crushed, Shattered, or Destroyed: Limbs that suffer this kind of catastrophic injury may never be usable again; hits to the torso, abdomen, or head are often lethal.  If the victim survives, he will never be able to naturally heal to recover his former quality of life.  A limb damaged this way may be rendered useless for the rest of his life, and injuries anywhere else will leave the him incapacitated.  Destroyed shoulders, hips, or limbs reduce the victim to 50% of his normal maximum HPs; any other wounds reduce the victim to 25% of his normal maximum HPs.  In addition, the bones of the affected area are assumed to be broken (see above).  Only a successful treat critical wounds(TCW) skill check can repair the damage of this injury.  The victim will be bedridden from 4 to 32 (4d8) weeks before he can even regain a semblance of mobility.  Once healed, any penalties and reduction of maximum HPs may be removed, depending on the injury suffered.

Severed: A creature that has a limb severed can no longer engage in activities that require the use of that member.  The shock of losing a limb will prevent a character from moving independently or attacking for three to ten (1d8+2) weeks.  At the GM's discretion, a character who only loses a hand or a foot may actually be able to perform limited activities after being stunned for 1d6 minutes, but only by passing a System Shock roll.  The loss of a hand, foot, or tail will reduce a character to 75% of his normal maximum HPs and cause him to suffer major bleeding (see below); the loss a leg, arm, or wing reduces a character to 50% of his normal maximum HPs and cause him to suffer severe bleeding (see below).  The only way to repair this kind of injury is by means of cybernetic replacements (see below).  If the character can compensate with a cybernetic replacement, the maximum HP loss may be reduced by 25%.  Once replaced, any penalties may be removed, depending on the type of replacement.

Critical Hit Effect Descriptions/GM Addition

There are several possible effects of injuries caused by critical hits: bleeding, attack penalties, movement penalties, knockdowns, and possible armor or suit damage.  Some of these conditions are temporary while others remain until it or the injury that created the effect is healed, or affected the equipment is repaired or replaced.

Bleeding:

· Minor: Minor bleeding causes an additional loss of 1-2 HPs per turn until the wound is healed by a successful first aid or TLW skill check.  In addition, there is a chance that the bleeding may stop on its own.  If the character successfully rolls a CON attribute check when he suffers damage from the minor bleeding, the bleeding stops.

· Major: Major bleeding causes an additional loss of 1-2 HPs per round until the wound is healed by a successful TSW skill check or a successful TLW skill check which will reduce the injury to Minor Bleeding (see above).

· Severe: Severe bleeding causes an additional loss of 10 to 60% (1d6x10%, round down) of the character’s normal maximum HPs per round until the wound is healed by a successful TCW skill check; or a successful TSW skill check which will reduce the injury to Minor Bleeding (see above); or a successful TLW skill check which will reduce the injury to Major Bleeding (see above).

Attack Penalties: Many critical hits hamper the victim's ability to fight, resulting in effects ranging from attack penalties with a particular limb to prevention of all attacks.

Movement Penalties: Hits to the legs and body may penalize a character's ability to move, usually expressed as “reduction to 1/2 move”, “reduction to 1/3 move,” and “no movement.”  If the character's movement is limited, he may not run or sprint.  A character with no movement can still ride or drag himself with a crawl movement of 50.

Knockdowns: If a critical hit calls for a knockdown, unless otherwise stated, the victim is entitled to a saving throw verses Paralysis/Stun/Fall to avoid falling down.

Armor/Suit Damage: Some critical hits call for possible damage to the victim’s armor or suit.  The armor or suit is allowed a saving throw versus Crushing Blow to avoid the damage.  If damaged, the armor’s or suit’s AC is penalized by one and it takes 1d6 points of damage (helmets and shields are destroyed).  For armor only – the victim looses the armor’s protection in the hit location until it is repaired or replaced.  If the victim has no armor at that location, the blow is usually assumed to have more severe effects than if the character was protected, the injury severity is increased one level, if not otherwise listed.

Medicine


Given enough time and the right parts, a skilled practitioner can fix just about any problem.  The revolution in genetic manipulation, along with a multitude of other advancements in diagnosis and treatment, has made the practice of modern medicine efficient and affective, but not cheap.  As medicine has advanced, so have prices for the most sophisticated services a doctor can provide.  You cannot just walk into the clinic on the corner and have your hand replaced.  And even if you could, it would cost you an arm and a leg (figuratively speaking, of course) to have the operation performed.  The total cost of such a procedure is left up to the GM.


Setting aside the issue of cost, the quality and extent of medical services are nothing short of awesome when compared to the 20th Century.  Transplants and graft of live organs and tissue are practically commonplace.  New limbs, organs, skin, and other body parts can be grown, and then with microsurgery, be attached with nearly seamless precision.  Tailored viruses are used to kill diseases.


In general, if you live ling enough to get to a hospital, you can survive practically any trauma, except the bill.

Healing/C&C Pg.73

“When the warrior looks like a Swiss cheese, the rocketjock's spread himself and the cruiser all over the desert, and the engineer's glowing like a night light...”  When your characters are feeling poorly, and a new infusion of HPs is just the thing they need, there are a few facets of the game that they can take advantage of: medical treatment and natural healing.

GM’s Note: Medical Reference Guide

 
For those of you that are playing a Medic and would like a handy quick reference guide for the information in this section, ask the GM for the Medical Reference Guide – Pocket (non-electronic) Edition (Rev.1).

Medical Treatment/C&C Pg.73

Treating Disease, Poison, and Stun/Paralysis: The first step should always be to diagnose the disease (which includes radiation), identify the poison, and/or understand the cause for the paralysis.  A bioscanner with the proper module is recommended to make the diagnosis more accurate.  The next step is to treat the diagnosed ailment with the proper cure, whether with medication, physical treatment, or mental stimulation.  Please note that not all ailments will be curable or they may be beyond the skill or knowledge of the Medic.  See the treatment matrix below.

Treating Wounds: The first step should always be to triage the patient and apply first aid.  The next step is to treat each fresh wound with the proper level of care.  If the injury is beyond the Medic’s skill level and it is an emergency, then he should still attempt to treat the injury with what skills he has available.  Lesser skills may be used in an attempt to treat a critical wound.  This treatment ranges from being able to heal the wound to slowing death, depending on the wound severity and skill used, however, the benefit from using first aid for triage or pretreatment does not apply.  The final step in the treatment process may include the use of an autosurgery, a rejuvenation pod, or halibus to aid healing (see below).  See the treatment matrix below.


Treatment
Improvised Treatment

Conscious
Unconscious
Self
Conscious
Unconscious
Self

Treating Disease, Poison, and Stun/Paralysis

Step One: Diagnosis (once per type) [1]


Average
Difficult
Difficult
Average
Difficult
Difficult

If a bioscanner is used


Easy
Average
Average
--
--
--

Step Two: Treatment (once per type) [2]

Treat Disease

Average
Difficult
Difficult
--
--
--

If diagnosis skill check was successful


Easy
Average
Average
--
--
--

Treat Poison

Average
Difficult
Difficult
Impossible
Impossible
Impossible
If diagnosis skill check was successful


Easy
Average
Average
Impossible
Impossible
Impossible
Treat Stun/Paralysis

Average
Difficult
Difficult
Difficult
Impossible
Impossible
If diagnosis skill check was successful


Easy
Average
Average
Average
Difficult
Difficult

Treating Wounds

Step One: First Aid (once per patient) [2]


Average
Difficult
Difficult
Average
Difficult
Difficult

Step Two: Treatment (once per fresh wound) [2]

Treat Light Wounds

Average
Difficult
Difficult
Difficult
Impossible
Impossible
If first aid skill check was successful


Easy
Average
Difficult
Difficult
Impossible
Impossible
Treat Serious Wounds

Average
Difficult
Difficult
Difficult
Impossible
Impossible
If first aid skill check was successful


Easy
Average
Difficult
Difficult
Impossible
Impossible
Treat Critical Wounds

Average
Difficult
Difficult
Impossible
Impossible
Impossible
If first aid skill check was successful


Easy
Average
Difficult
Impossible
Impossible
Impossible
Step Three: Autosurgery (once per patient)


Average
Average
--
--
--
--

If first aid skill check was successful


Easy
Easy
--
--
--
--

Emergency Treatment of Critical Wounds with a Lesser Skill

Using Treat Light Wounds:


Impossible
Impossible
--
--
--
--

Using Treat Serious Wounds:


Difficult
Difficult
--
--
--
--

NOTES: [1] – Diagnosis takes 3-5 minutes, a rushed diagnosis taking 1-2 minutes is one step harder, a detailed diagnosis taking more than 5 minutes is one step easier; [2] – Usually treatment in a hostile environment or while in a protective suit is one step harder, usually treatment in a hospital is one level easier.

Natural Healing/C&C Pg.73

The body is quite capable of repairing itself, if given sufficient time and assistance with critical injuries.  Natural healing is a fairly slow process, but it works without fail when the injured character follows some simple rules.  A character who does not engage in vigorous activity (strenuous work, combat, jumping, quick or extended movement, and etc.) can gain back one HP per day of rest.  If the character does nothing but sleep and get uninterrupted bed rest for the entire day, he can restore up to two HPs.  If the character is able to rest in a clinic, hospital, or where he can be continuously monitored and attended by more then one Medic, then he can heal up to three HPs per day.  During any day where the character did not “take it easy,” his health does not improve.  A rejuvenation pod or halibus may be used to aid natural healing (see below).
Additional Treatment and Healing Methods/GM Addition

Autosurgery:: An autosurgery may be used once after  medical treatment, but prior to any natural healing, usually within the first 24 hours.  In many cases, it is capable of treating the wounded patient in addition to the treatment the patient has already received.  It can be programmed by the Medic to duplicate all three treat wound skills and may be used to treat all types wounds.

Genetic Appearance Alteration: Genetic Appearance Alteration is essentially the modern version of “plastic surgery.”  Although this process is something of a fad among the members of the Martian executive case, it is also a process that may be useful in restoring those that have lost their appearance or soft-tissue parts (ears, nose, genitals, and etc.) to severe injuries back to their original selves.  The cost ranges from 10,000cr to 30,000cr and will restore from one to three lost COM attribute points, to a maximum of 22 (Mars in the 25th Century Pg.43).

Cybernetic Organ Replacements: Modern cybernetic replacement technology is not a new idea.  The medical and scientific communities produced its first crude models in the mid-20th Century; Jarvik-7 replacement heart, hearing aids, motorized prosthesis, and etcetera.  By the mid-21st Century replacement components, both internal organs and external limbs, were widely available for medical and “quality of life” needs.  Now in the mid-25th Century bio-component replacement is very common for medical, “quality of life,” and elective enhancement.  Most non-specialty components are powered by an internal battery with a one-year life span, with normal usage.  The battery can be easily recharged through a skin contact point (if internal) or changed (if external or in a limb).  Some non-critical components, such as hearing aids and replacement eyes, may use “bio-electricity," but these are not entirely dependable and tend to need repeated replacement.  Some specialty limbs are powered both by the standard internal battery and powerpacks (the same ones used for the Smart Clothes clip-ons), giving a boosted or armed cyberlimb a certain number of hours of operation before the powerpack needs to be changed or recharged (a Utility Belt power supply option may also available).  See Cybernetic Replacement and Enhancement Components in Section 5 for component details.

Rejuvenation Pod: Within the pod the patient is closely monitored, held immobile by an electronic anesthesia field in a zero-g environment, and given appropriate medication.  This allows the patient to heal naturally, even life threatening critical wounds, much faster than normal.  It will aid the patient in healing up to three HPs plus his CON bonus every24 hours.
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