Referee Screen (Far Left)

Combat Tables



             ------------------Armor Type and Range----------------------

	Nothing	Jack	Mesh	Cloth	Reflec	Ablat	Battle	

Weapon Type	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	Hits

Body Pistol	6  7 14  -	6  7 14  -	8  9 16  -	10 11 18  -	6  7 14  -	8  9 16  -	13 14 21  -	3D

Snub Pistol - Trnq	8  7 17  -	8  7 17  -	11 10 20  -	13 12 22  -	8  7 17  -	11 10 20  -	-  -  -  -	var

    - Gas	4  5  -  -	4  5  -  -	4  5  -  -	4  5  -  -	4  5  -  -	4  5  -  -	-  -  -  -	var

    - HE	-  4  14   -	-  4 14  -	-  7 17  -	-  9 19  -	-  4 14  -	-  6 16  -	- 14 24  -	4D

    - HEAP	5  4 14  -	5  4  14  -	6  5 15  -	8  7 17  -	4  5 15  -	5  4 14  -	10  9 19  -	4D

Automatic Pistol	6  5 11 13	6  5 11 13	8  7 13 15	10  9 15 17	6  5 11 13	8  7 13 15	12 11 17 19	3D

Revolver	6  5 10 12	6  5 10 12	8  7 12 14	10  9 14 16	6  5 10 12	8  7 12 14	12 11 16 18	3D

Carbine	10  5  8 10	10  5  8 10	12  7 10 12	15 10 13 15	10  5  8 10	11 10 13 15	17 12 15 17	3D





Assault Rifle	10  5  7  8	10  5  7  8	13  8 10 11	15 10 12 13	10  5  7  8	12  7  9 10	17 12 14 15	3D

    - Full automatic	8  5  2  4	8  5  2  4	10  5  4  6	13  8  7  9	8  5  2  4	10  5  4  6	16 11 10 12	3D

ACR - Disc Sabot	9  4  5  6	9  4  5  6	12  7  8  9	14  9 10 11	9  4  5  6	11  6  7  8	15 10 11 12	3D

    - Disc Sab, FA	7  2  1  2	7  2  1  2	9  4  3  4	12  7  6  7	7  2  1  2	7  2  1  2	13 12 11 12	3D

    - HE	10  5  7  8	10  5  7  8	12  7  7 10	15 10 12 13	10  5  7  8	10  5  7  8	16 11 13 14	4D

    - HE, FA	8  3  3  4	8  3  3  4	10  5  5  6	13 11 11 12	8  3  3  4	8  3  3  4	15 10 10 11	4D

Rifle	9  4  5  6	9  4  5  6	12  7  8  9	14  9 10 11	9  4  5  6	11  6  7  8	16 11 12 13	3D

Auto Rifle, FA	10  2  0  1	10  2  0  1	14  6  4  5	17  9  7  8	10  2  0  1	13  5  3  4	19 11  9 10	3D

SMG, FA	7  0  0  9	7  0  0  9	12  5  5 14	15  8  8 17	7  0  0  9	10  3  3 12	18  8  8 18	3D

Shotgun	11  2  0  9	11  2  0  9	17  8  6 15	19 10  8 17	11 2  0  9	14  5  3 12	21 12 10 19	4D





Laser Carbine	8  5  5  5	8  5  5  5	9  6  6  6	9  6  6  6	18 15 15 15	17 14 14 14	16 13 13 13	4D

Laser Rifle	9  3  3  3	9  3  3  3	10  4  4  4	10  4  4  4	20 14 14 14	19 13 13 13	18 12 12 12	5D

Gauss Rifle	8  3  2  1	8  3  2  1	10  5  4  3	11  6  5  4	8  3  2  1	8  3  2  1	14  8  8  7	3D

    - Full automatic	5  0 -3 -4	5  0 -3 -4	7  2 -1 -2	9  4  1  0	5  0 -3 -4	5  0 -3 -4	12  7  4  3	3D

Accelerator Rifle	13 11  3  4	13 11  3  4	16 14  6  7	18 16  8  7	13 11  3  4	12 10  2  3	21 19 11 12	3D

    - Full auto	12 10  0  2	12 10  0  2	15 13  3  5	17 15  5  7	12 10  0  2	14 12  2  4	20 18  8 10	3D

Lt Asslt Gun, HE	9  4  4  5	9  4  4  5	12  7  7  8	14  9  9 10	9  4  4  5	11  6  6  7	16 11 11 12	4D

    - Disc Sabot	13  5  3  4	13  5  3  4	14  6  4  5	15  7  5  6	13  5  3  4	13  5  3  4	16  8  6  7	4D

    - Fletchette	7  2  0  1	7  2  0  1	12  7  5  6	15 10  8  7	7  2  0  1	10  5  3  4	17 12 10 11	2D





4 cm RAM – HE	-  -  1  2	-  -  1  2	-  -  3  4	-  -  4  5	-  -  1  2	-  -  1  2	-  -  7  8	8D

    - HE, FA	-  - -4 -4	-  - -4 -4	-  - -2 -2	-  - -1 -1	-  - -4 -4	-  - -4 -4	-  -  2  2	8D

    - HEAP	-  -  4  6	-  -  4  6	-  -  4  6	-  -  4  6	-  -  4  6	-  -  4  6	-  -  6  8	8D

    - HEAP, FA	-  -  0  2	-  -  0  2	-  -  0 2	-  -  0  2	-  -  0  2	-  -  0  2	-  -  2  4	8D

    - Fletchette	-  - -2 -1	-  - -2 -1	-  -  2  3	-  -  7  8	-  - -2 -1	-  -  2  3	-  - 10 11	3D

    - Fletchette, FA	-  - -7 -8	-  - -7 -8	-  - -3 -4	-  -  2  3	-  - -7 -8	-  - -3 -4	-  -  6  7	3D

Lt Mach Gun, FA	-  8 -2  0	-  8 -2  0	- 12  2  4	- 15  5  7	-  8 -2  0	- 11  1  3	- 17  7  9	3D

AutoCan-HE,FA	-  - -4 -4	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  -  0  2	8D

    - Disc Sab, FA	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -4 -2	-  - -2 0	6D





PGMP-12	-  -  4  3	-  -  4  3	-  -  4  3	-  -  4  3	-  -  4  3	-  -  4  3	-  -  6  4	10D

PGMP-13	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  4  4	12D

PGMP-14	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  1  1	-  -  4  4	12D

FGMP-14	-  -  0  1	-  -  0  1	-  -  0  1	-  -  0  1	-  -  0  1	-  -  0  1	-  -  1  2	16D

FGMP-15	-  -  0  1	-  -  0  1	-  -  0  1	-  -  1  1	-  -  0  1	-  -  0  1	-  -  1  2	16D

VRF Gauss G, FA	-  - -7 -4	-  - -7 -4	-  - -7 -4	-  - -7 -4	-  - -7 -4	-  -  -7 -4	-  - -5 -2	10D

��

	Reaction Table			Range 

	2	Violent.  Imm. Attack		(1 sq. = 1.5m indoors, 15m outdoors)

	3	Hostile.  Attacks 5+.		

	4	Hostile.  Attacks 8+			Close	contact	stacked

	5	Hostile.  May attack.		Short	1-5m	adjacent-3 sq.

	6	Unreceptive			Medium	6-50m	4-33 sq.

	7	Non-committal			Long	51-250m	34-167 sq.

	8	Interested			Very Long	251- 500m	168+ sq.

	9	Intrigued			

	10	Responsive

	11	Enthusiastic

	12	Genuinely friendly.
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Combat Tables





------------------Armor Type and Range----------------------

	Nothing	Jack	Mesh	Cloth	Reflec	Ablat	Battle	

Weapon Type	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	C  S  M  L	Hits

Hands	5  6  -  -	7  8  -  -	10 11  -  -	10 11  -  -	6  7  -  -	7  8  -  -	12 13  -  -	1D

Claws	4  3  -  -	7  6  -  -	7  6  -  -	6  5  -  -	8  7  -  -	10  9  -  -	14 13  -  -	1D

Teeth	4  6  -  -	5  7  -  -	7  9  -  -	6  8  -  -	8 10  -  -	10 12  -  -	13 15  -  -	2D

Horns	7  5  -  -	8  6  -  -	9  7  -  -	10  8  -  -	7  5  -  -	11  9  -  -	14 12  -  -	2D

Hooves	6  3  -  -	6  3  -  -	7  4  -  -	7  4  -  -	6  3  -  -	7  4  -  -	15 12  -  -	2D

Stinger	0  2  -  -	1  3  -  -	4  6  -  -	3  5  -  -	2  4  -  -	4  6  -  -	10 12  -  -	3D

Thrasher	-4  0  -  -	4  0  -  -	-1  3  -  -	-1  3  -  -	4  0  -  -	1  3  -  -	3  7  -  -	3D

Club	7  6  -  -	7  6  -  -	9  8  -  -	10  9  -  -	7  6  -  -	9  8  -  -	14 13  -  -	2D



Dagger	7  9  -  -	8 10  -  -	11 13  -  -	11 13  -  -	7  9  -  -	9 11  -  -	12 14  -  -	2D

Blade	6  6  -  -	7  7  -  -	11 11  -  -	11 11  -  -	6  6  -  -	10 10  -  -	12 12  -  -	2D

Foil	7  6  -  -	9  8  -  -	13 12  -  -	12 11  -  -	7  6  -  -	11 10  -  -	17 16  -  -	1D

Cutlass	8  2  -  -	9  3  -  -	14  8  -  -	15  9  -  -	8  2  -  -	14  8  -  -	18 12  -  -	2D

Sword	7  4  -  -	7  4  -  -	13 10  -  -	13 10  -  -	7  4  -  -	12  9  -  -	16 13  -  -	2D

Broadsword	11  0  -  -	11  0  -  -	15  4  -  -	16  5  -  -	11  0  -  -	15  4  -  -	20  9  -  -	4D



Bayonet	7  4  -  -	8  5  -  -	9  6  -  -	10  7  -  -	7  4  -  -	11  8  -  -	15 12  -  -	3D

Spear	9  6  -  -	10  7  -  -	12  9  -  -	12  9  -  -	11  8  -  -	13 10  -  -	16 13  -  -	2D

Halberd	4  3  -  -	5  4  -  -	10  9  -  -	11 10  -  -	4  3  -  -	10  9  -  -	13 12  -  -	3D

Pike	11  3  -  -	12  4  -  -	14  6  -  -	14  6  -  -	13  5  -  -	15  7  -  -	18 10  -  -	3D

Cudgel	8  8  -  -	8  8  -  -	10 10  -  -	11 11  -  -	8  8  -  -	10 10  -  -	15 15  -  -	2D



Sling	11  7 10 -	11 7 10  -	11  7 10  -	11  7 10  -	11  7 10  -	11  7 10  -	18 14 17  -	2D

Short Bow	12  7  8 14	13  8  9 15	17 12 13 19	17 12 13 19	11  6  7 13	14  9 10 16	18 13 14 18	1D

Long Bow	12  6  6 11	13  7  7 12	16 10 10 15	16 10 10 15	11  3  5 10	14  8  8 13	18 12 12 17	2D

Sport Crossbow	9  5  6 13	9  5  6 13	11  7  8 15	12  8  9 16	9  5  6 13	11  7  8 15	16 12 13 20	2D

Mil Crossbow	9  5  6 13	9  5  6 13	10  8  9 14	12  8  9 16	8  4  5 12	10  8  9 14	16 12 13 20	3D

Repeat Crossbow	11  7 11 15	12  8 12 16	13  9 13 17	13  9 13 17	11  7 11 15	12  8 12 16	18 14 18 24	2D



��

	Combat Modifiers		HIT LOCATION TABLE

Evade				Dice	Starship		Small Craft

	Close or Short	-1	2	Power Plant		Drive

	Medium		-2	3	Maneuver		Drive

	Long or V Long	-4	4	Jump		Drive

Surprise				5	Computer		Drive

	Any leader expertise	+1	6	Hull		Drive

	Any tactical expertise	+1	7	Hull		Cabin

	Any military experience	+1	8	Hold		Cabin

Cover (Snapshot)				9	Fuel		Cabin

	Sneaking (or hiding)	-3	10	Turret		Weaponry

	Aimed shot		-	11	Turret		Weaponry

Snapshot			-2	12	Turret		Weaponry

Dexterity/Strength			varies



�

	Starship Combat Modifiers

Attack DMs				

	Target Program…………	E	

	Predict Program………..	*	

	Pulse Laser……………..	-1	

Defense DMs				

	Maneuver/Evade Program	*	

	Auto/Evade Program		-2	

	Range Greater than 150”	-2				

	Range Greater than 300”	-5

	Per ½” of obscuring sand	-3	

*Depends upon exact program in use.  E indicates

that no DM is provided for that item.
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Combat Procedures – Planetary (Simplified Snapshot)



0.  Scale: 1 sq. = 1.5m, 1 turn = 15 sec; movement is by Action Points (AP)

     Ranges: Close = same sq. Short = 1-3 sq.  Medium = 4-33 sq. Long = 34-166 sq.

1.  Highest AP (then highest 2D6) first, and alternate action.  Cover fire interrupts.

2.  He who detects first can attempt surprise.  Roll 8+ w/ Tactics.  If surprised, can’t maneuver/shoot when 1st detect attacker.  (Unless if on “alert/GQ”, then roll 8+ w/ Leader.)

3.  In combat, roll 2D to hit (taking armor and distance into account).  DMs are applied to dice and the result compared to tables.  Add skill level to dice.  All wound dice are subtracted from character’s STR, DEX, or END keeping the number on each die whole.  1st hit is applied to one category until zeroed, with addl dice then being applied to next category, and then next (keeping each die whole).  Unconscious (for 10 min) occurs if any of the three categories reaches 0.  (Then half regained until med attention or 3 days rest.)  Two zeroed means serious wound occurred.  (3 hrs unconscious, characteristics stay at wounded level or 1 whichever higher, med attention required.)  Death results when three are zeroed.

4.  Move:

   a.  Movement    (Action Pts)  AP = DEX + END

	Moving		Doors

		1 sq fwd = 1 AP			Sliding Door: Open = 1AP, Wait=3 AP (These 3 avail for other.)

		1 sq sideways/back = 2 AP			Iris Valve: Open = 1 AP, Wait = 3 AP (These 3 avail for other.)

		Turn (facing) 90 deg = 1 AP			Open Hatch = 5 AP

		Run (3 sq) = 2 AP			Cross Portal in bulky (Vacc Suit or Battle Dress) = 2 AP

		Zero G w/ handholds: 1 sq = 4 AP	Close Portal: same procedure as opening

		Zero G w/ push: 6 AP then 1 sq = 2 AP	Pickup Item = 1d6 AP

		   & roll 10+ to regain control		Reload

	Weapon Manipulation			Gun = (ENDx1AP)??????; (Revolver//Snub/Shotgun = full turn)

		Draw gun or blade = 1 AP			Draw arrow = 2 AP

		Reholster gun = 2 AP			Load crossbow quiver = 5 AP

		Sheath sword = 6 AP			Carry up to own wt. (1 sq): (All AP – STR) AP, max = 6 AP

		Drop item = 0 AP			Sneak: Movement costs triple normal AP		

	Attacks

	Aimed = 8 AP

	Snap attack = 4 AP (-2 DM), 6 AP if energy weapon or fully auto weapon

	Cover = All AP (-3 DM to opponent’s attacks and aimed attack at marker/snap attack at other sq.  Single 

		Attack.

	Thrown Blades = 5 AP (max range = 5 sq, wound = 2D, 18+ to hit, roll 2D+DEX+Skill-Rng to target in # sq.)	

	Hand Greandes = 2AP to arm, 4 AP to throw, explodes in 8 AP or at turn end (max rng = 10 sq., DEX or less 

		to hit tgt sq. or miss by # of sq. missed by.  4D damage to target and addl hits using Group Hits by HE rule.)

   b. Vehicle Movement   (15 sec turn, outdoor 15m sq scale):

		Grav Tank:	0-80m (road)/21m (off-road)	(0-5/1 boxes)

		Tracked ATV:	0-105m (road)/45m (off-road)	(0-7/3 boxes)

		Speeder:	0-120m (High)/27m (NOE)	(0-8/2 boxes)

		Landrover:	0-165m (road)/60m (off-road)	(0-11/4 boxes)

		Air/Raft:	0-480m (High)/12m (NOE)	(0-32/1 boxes)

		Grav Belt:	0-900m (High)/120m (NOE)	(0-60/8 boxes)

5.  # of ordinary swings (sword) or blows = END; weakened swings/blows hit less often using modifer.

6.  Attacking in Zero-G requires roll of 10+ to avoid losing control.  DMs: Laser = 0, Snub or Accel Rifle = -2, 

	Crossbow = -3, all others = -4.  Striking with fist, blade or polearm = -6.  Using handhold = +5, DEX 9+ = +2, 

	DEX 11+ = +4, Battle Dress = +2/lvl of expertise.  Once control is lost, can’t attack.  Roll 10+ and expend 6 

	AP for each try to re-orient.  Can continue to shoot while drifting across open area until/unless control is lost.

7.  Group Hits by HE Rule: roll to see if hit in adjacent sq., if so = half damage.

8.  Group Hits by Shotguns: roll to see if hit in adjacent sq. using DM -3, if so = half damage.

9.  Group Hits by Auto Weapons (FA): roll against others in line of fire (DM -3), roll every 2 rounds, laser: 1 hit

10. Breaching Walls/Doors: Attack as normal; wood wall = 5D, stone wall = 8D, metal wall = 10D, armored wall 

	= 20+D.  Sliding doors can be broken for 6 AP if roll STR or less on 2D.  Hatches/iris valves are treated as 

	metal walls.

11. Decompression: 2D damage per turn until death or breach sealed or fully suited.



�

	Skill Improvement: +1 experience pt is earned per game session.  (Referee may award a maximum

	of one additional point for particularly good role-playing.)  These points may be stored and used to

	increase skill levels.  Cost to improve equals the new level (e.g. Cost = 3 to improve from Gunnery-2

	to Gunnery-3.)
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Combat Procedures – Starship (simplified)



0.  Scale: 1 inch (or 1 box) = 1,000mi; 1 turn = 10 min.; starship movement alternates

1.  Starships detect each other at 500”; military starships detect at 2,000”.  Ships in complete silence can be detected 	only 100” (by mil = 400”), and if in orbit only 10” (by mil 40”).  Roll 8+ with Computer.

2.  He who detects first can attempt surprise.  Roll 8+ with Tactics.  If surprised, can’t maneuver or shoot when first 

	detect attacker.  (Unless if at GQ, then roll 8+ w/ Leader.)

3.  In these simplified rules, attacker moves & fires lasers and missiles, then defender moves & fires lasers and 

	missiles.  Computer programs must already be in place or does not fire.

4.  Move vessels at old vector + new vector (1G = 1”, or 1 box).  Note: streamlined starships flying within atmos 

	must fly at 450 kph or less below 30,000’ and less than 200kph below 10,000’ (or risk loss of control).  Range 

	= 0.  Successful break-off possible if most aerodynamic/fastest is fleeing, or if sensors affected by atmo (fleeing 

	using passive EMS only, atmos dense, or std w/ storm then break-off chance = 20% per 10 min turn.

5.  Hits and Damage

	a.  To hit = 8+ w/ Gunnery +/- Attack and Defense mods.  Note: missiles are treated as vehicles once launched; 

		their speed will be their G-turns that achieve quickest rdv.

	b.  If hit, defender still avoids if defending gunner hits incoming laser with Sand or incoming missile with laser; 

		Roll 8+ w/ Gunnery.

	c.  If still hit, apply damage (missiles hit 1d6 times, lasers once) per Hit Location Table.  Engines, Power 

	Plants, Jump Drives, and Computers are reduced by one letter per hit w/ resulting limitations.  Hull and Cabin 

	decompress the interior (2D damage to personnel not in vacc suits per turn).  Hold also damages cargo, 

	lifeboats, & vehicles if any.  Fuel means a fuel cell (20 tons) is destroyed; 60% loss means no jump.  Turret 

	eliminates a turret.  Weaponry destroys all small craft weaponry, addl hits have no effect.  Hit on smallcraft’s 

	Drive destroys the drive.

6.  Continue until conflict resolved (defeat, escape, etc.)




			Personal Encounters
 
	
		
Starship Encounters



		Starports	Worlds-Urban	Worlds-Rural
 
	
	
Main Routes	Off Main Routes



	2	
2D Noble
/
retinue	3D Peasants	
1D Farmers
	2	Alien	
	
*
Navy



	3	2D Relig
 group	3D Mob	
1D Ranchers
	
3	Special**	
	
Fast Merch (200-600)


	4	1D Police	3D Brigands	
1D Merchants
	
4	Navy***	
	
Patrol Cruiser


	5	2D Soldiers	3D Bandits	
2D Relig
 group
	
5	Merc (100-800)	
	
Pirate


	6	1D Adventurers	3D Soldiers	
3D Priv
 police
	
6	Fast Merch (2
-600)	
	
Scout


	7	2D Merchants	2D Guards	
3D Crowd
	
7	Merchant (200-800)	
	
SDB


	8	2D Traders	2D Merchants	
3D Bandits
	
8	Armed Merch
 (2
-800)	Seeker


	9	3D Bandits	1D Traders	
3D Brigands
	
9	Scout
 (X, S
,
 Tndr)
		
Free/Far Trader


	10	3D Brigands	3D Relig
 group	
2D Peasants
	10
	
SDB
		
Armed Merch
 (2
-800)


	11	2D Peasants	2D Rowdies	
2D Soldiers
	
11	Pirate	
	
Subsidized Meerchant


	12	3D Rowdies	1D Police	
1D Crazies
	
12	Plague ship
/
Viking	
	
Special*



	
Starports: Weaps 8+ (pistol  & sword), Armor 8+ (cloth,
 	
*Alien includes: Vargr, Aslan, Zhodani, and a 


		
jack, mesh)
 				
few others.


	
Urban: Weaps 10+ (pistol & sword), Armor 10+ (cloth,
	
**Special: Yacht, Lab ship, Safari ship, etc.


		
jack, none)
 			
***Navy
:


	
Rural: Weaps 6+ (shotgun, rifle, pistol), Armor 7+ (jack,
 	
	
Size: 1d6 (200/400/600/800/1000/1K+)


		
mesh, ablat)
 				
Type: Planetary, Subsector, Corporate, 


						
	
Imperial, Private, Alien



�
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	S
tarship Operation
			Take-off/Landing Tables



	
Step		Skill
		
Pilot	Engineer



	
Power up
	
	
Engineer
	
1
	
Bad maneuver	Partial power loss
	



	
	
Stowage		Steward
	
2
	
Wind sheer	Total power loss
*



	
Weaps Check	
Gunner
	
3
	
C
ontrol panel
 short
	Engine c
ontrol f
ailure



	
Computer (comms, sensors)	Copilot/Computer
	
4
	
Collision course
*
	Fire in engine room
*



	
Takeoff		Pilot
	
5
	
Loss of 
autopilot	Fuel/
hyd
 clog



	
Scan		Computer
	
6
	
Partial power loss	
Anti-grav node failure
*



	
Open to 100 diam
	-
		requiring 
emerg



	
Jump		Navigator
		
landing
*



	
Scan		Computer
	*D
enotes exceptionally dangerous malfunction or



	
Close fm 100 diam	
-
	problem.
  Failure to correct may result in crash.



	
Pre-landi
ng Checks
	
Engineer/Steward


	
Land		
Pilot











