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Chapter 1: Introduction

“The future is not what it was.”

                                                               - Bernard Levin

1.1 What is Outlands?

Outlands is a science-fiction role playing game, designed 
to capture a cinematic atmosphere. It is not space opera, 
and is not concerned with creating a wholly believable 
future world. Instead it attempts to create an environment 
where players can take part in a gritty science fiction movie.

The setting is not a utopian future, and neither is it a grim, 
black future where the citizens hold no power. The back-
ground to Outlands lies somewhere in between. Like the 
modern world, there is justice and injustice, and people are 
not tangibly good or evil; they are just people.

The players play central characters to whatever storyline is 
being enacted. They are not necessarily heroes, but they 
are the centre of the action. Similarly, the players provide a 
supporting cast of people that their characters know - 
friends, lovers and adversaries - that the Gamesmaster 
uses to build and act out the plot.

The rules cover creating characters and supporting casts; 
creating weaponry, vehicles and starships as well as com-
bat, psionics and a host of other areas essential to creating 
a cinematic adventure.

1.2 Background

At the time Outlands is set, mankind has expanded deep 
into the stars. Technology has advanced dramatically, but 
not to the extent that might have been predicted in the past. 
From time to time in man’s history, technology has 
advanced in some area, and caused a ripple across all fac-
ets of man’s life. Historically, these technological 
revolutions have sparked a century or so of development, 
punctuated by periods of technological stasis.

The speed of light remains a fundamental limit in the uni-
verse, although the creation of the singularity drive has 
allowed mankind to travel vast distances in comparatively 
short periods of time. However, this has led to problems 
with communication. In order for information to travel from 
system to system it must be carried by starship, which 
means the rate at which information propagates is different 
throughout known space.

This delay in communication causes a phenomenon known 
as the information wave. Like ripples from a stone dropped 
in a lake, information travels outwards from its point of ori-

gin, carried by the ships that travel from that system. The 
information wave has a large number of ramifications on 
the people who live in known space.

One of the most startling breakthroughs has been the cre-
ation of the cyberlink; an interface protocol between 
electronics and the human nervous system. Over the cen-
turies, people have come to accept the cyberlink as part of 
life. It allows two people in a room to speak to each other 
without talking as their conversation, by broadcasting mes-
sages over the equivalent of a radio channel. Furthermore, 
because most planets have networks of transponders, 
people can talk to any cyberlinked-equipped person or 
machine on the planet.

An additional development caused by the creation of the 
cyberlink is the wetdrive. A human’s personality and mem-
ories (known as their engrams) can be recorded on a 
datachip and executed on powerful computers, allowing a 
certain degree of immortality. In theory, this engram could 
be placed into an appropriately prepared clone body, allow-
ing immortality, although the law dictates that all clones are 
unique individuals with their own rights, making this prac-
tice effectively murder (and makes illegal cloning an 
important criminal racket).

Political power is held by the Confederation - a loose alli-
ance of every world in known space. Membership is 
compulsor; planets that attempt to leave are considered 
‘hostile forces’, on the assumption that peace is maintained 
through unity. Order is enforced by the Military, which also 
carries out a variety of services which insure that life in the 
Confederation runs smoothly.

The Confederation is officially a democracy, but the slow 
rate at which information propagates means that systems 
at the edge of Confederation space could not possibly com-
municate with each other to determine govermental policy. 
Instead, the Confederation is divided into sectors. Each 
sector has its own local government to determine law, and 
is answerable only to the edicts of the central council.

The central council, based at Terra (Earth), is capable of 
passing laws which cannot be overuled by the sector gov-
ernments. The central council is an amalgamation of each 
of the sector governments, and everyone who can vote in 
a sector government has a vote in the central council. 
Since the vast majority of representatives are unable to 
attend in person, the central council exists in part as a net-
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work of engrams, running on a secure computer system. 
Security for this system is understandibly tight, and mem-
bers of the central council are expected to update their 
engrams regularly.

1.3 The History of the Confederation

1.3.1 Circa -15 Century NE

Several companies on Earth have been granted the right to 
build constructions in orbit. These firms are designated 
ODG - orbital development granted.

So called ‘cold fusion’ drives are perfected. These take 
water as fuel and affect the hydrogen present. The single 
electron in each hydrogen atom is forced into a ‘tighter’ 
orbit, liberating energy. CFDs are used to power most 
vehicles.

After centuries of campaigning, laws are passed to allow 
homosexuals to marry. There is still some resistance from 
religious fanatics, but most people accept the new law as 
something that was inevitable, and which should have 
been passed decades ago.

1.3.2 Circa -14 Century NE

Overcrowding on Earth prompts the development of ter-
raforming techniques which can convert a planetary 
atmosphere to Earth-type. These early methods are very 
slow, taking several hundred years to take effects. Opera-
tions to terraform Venus and Mars are begun.

The United Earth States decides to allow some corpora-
tions the right to start seeking out suitable worlds for 
terraforming and to form colonies in other stellar systems. 
For various political reasons (chiefly to ensure that their 
task is taken seriously and not just seen as a way to make 
easy money), all companies that are to colonise new 
worlds are prohibited from continuing trade on terra. These 
companies are known as NTCs - Non-Terran Companies, 
and competition is high between them.

Military hardware is in an extremely advanced state, but it 
has become increasingly difficult to prevent outside organ-
isations acquiring Military equipment, leading to problems 
where terrorist organisations are armed with Military-grade 
equipment.

1.3.3 Circa -12 Century NE

New Eden, Commek and the Tanimoto Corporation have 
colonised planets within a few tens of light years from Terra 
forming the closely knit Homeworlds. The armed forces are 
merged to form the Military. At the time, this consists purely 
of ground forces (loosely termed the Army, although the 
navy and air force are a part of it). Most Police forces have 
been disbanded, and the Military acts as the Police for 
most countries.

Journeys between colonised worlds takes at least several 
decades, and travellers are cryogenically frozen for the trip. 
CTA, who manufacture the majority of the so called hyper-
sleep units, become one of Terra’s richest companies.

The early signs of the Terran polyglot can be seen. The 

most commonly spoken language in the American Corpo-
rate is a merging of English and Spanish, whilst in Japan, 
the old forms of language have become merged with 
English stylistics, mostly as the result of extensive trade 
with English-speaking countries (in particular, the Japa-
nese make liberal use of English-style acronyms when 
naming industrial projects).

1.3.4 Circa -11 Century NE

Overcrowding continues to be a problem in the Home-
worlds. Avery Astronautics works with CTA to develop the 
Odyssey class starships for New Eden. These huge colony 
ships are designed to send potential colonists beyond the 
100 light year communication limit (that is, beyond the dis-
tance that messages sent at the speed of light arrive within 
one human lifetime, crudely defined as 100 years). One of 
the Odyssey ships has its navigational equipment miscali-
brated by one thousandth of an arcsecond causing it to fail 
to reach its destination. The ship was never accounted for.

1.3.5 Circa -9 Century NE

Thanks mainly to the efforts of homosexual protestors, the 
ban on genetic research is lifted. Genesplicing allows DNA 
from an ovum to be transplanted into a sperm, allowing two 
female parents to have a child. The clone law is passed, 
stating that a person’s clone is a separate individual under 
law.

1.3.6 Circa -8 Century NE

New colonies are established further and further away from 
Terra. The communication delay results in these Colonies 
being self-governed. Measures introduced several centu-
ries ago to repair damage to the Terran environment reach 
their conclusion. The restriction on NTCs trading on Earth 
is lifted. Brighter Suns is the first company to deal in colo-
nisation to be set up after the change in the law.

The Terran Commerce Commission is formed in order for 
an exchange of funds between colonies and Earth to be 
possible. The TCC produces its own currency, the amal-
gamated financial credit (usually refered to as the credit) 
which is unaffected by inflation and deflation because the 
bank itself sets the value. Terran and non-Terran compa-
nies transfer significant quantities of their funds into the 
new stable currency.

1.3.7 Circa -6 Century NE

The first autowomb is constructed by Brighter Suns, allow-
ing children to be grown without a human female mother. 
Genetech has advanced to the point where single parents 
can now concieve a child by splicing sections of DNA 
together using a genesplicer. Brighter Suns have also dra-
matically improved terraforming techniques, allowing some 
atmospheres to be converted in under thirty years.

The Armaments Restriction Act is passed. This prohibits 
the development and production of certain high-tech Mili-
tary hardware. With the United Earth States in a state of 
peace, and the only real Military problems stemming from 
terrorist activities, the Act simplifies the position of the Mil-
itary with regards to policing activities, and also helps to 
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reduce the degree of reliance on technology in combat. 
The Military begin to improve the quality of its training in an 
effort to meet its new self-proposed standards.

1.3.8 Circa -5 Century NE

Experiments with singularities (distortions in the space-
time continuum) leads Avery Astronautics to develop the 
singularity drive. This allows ships to travel between two 
points in space nearly instantaneously. Singularities are 
incredibly rare, and become the most valuable commodity 
on the stock exchange within days.

Several other companies, most noticebly the Nagashima 
Corporation (a leading computer firm) and TechnoFabrique 
(who had previously specialised in lasers and power sys-
tems) produce their own singularity drive systems. Avery 
loses a legal battle in which they attempt to enforce patent 
rights regarding the singularity drive. The matter is deemed 
too important to be left in the hands of one company (the 
malfunction of the Odyssey ships is certainly a factor in the 
courts ruling against Avery).

Because uranium and other materials used in nuclear fis-
sion are found to be unstable when taken through 
singularities (often causing the destruction of the ship), 
nuclear weapons decline dramatically in importance. Ura-
nium ceases to be a useful commodity.

Because of the effective shortening of the communication 
delay between different colonies, government is once more 
restored to Terra, but the Colonies are established as sep-
arate states. The Confederation is formed, replacing the 
United Earth States. As a precaution, the Confederation 
forms the Navy to police known space. Singularities are 
such a valuable commodity that the Outriders are formed 
to chart unexplored space and to retrieve singularities.

1.3.9 Circa -4 Century NE

Terran real estate begins to increase dramatically in value, 
owing to a sudden desire for people born in the colonies to 
move to Earth. As a result, Commek and Westwood-Kara-
moto seize on an opportunity to purchase vast tracts of 
land by offering people starships in exchange for their land. 
These people are sub-contracted by the corporations in 
question to carry freight between colonies, and become the 
first highriders - people who’s entire lives are spent in 
space. They are also the first shooter families (from the 
term singularity shot, meaning to use a singularity drive to 
travel from one point to another) - the first ’independent’ 
traders.

Piracy becomes rife as traders discover an easy way to 
make money is to destroy other ships and capture their sin-
gularity, which can then be sold for vast sums of money. As 
a result, non-Military starcraft are forbidden to mount weap-
onry of any kind, a law enforced by the Navy. In addition, 
the electro-magnetic profile of all singularities used in star-
ships are recorded by the Navy. There is no known way to 
alter this profile.

1.3.10 Circa -3 Century NE

The boom in real estate prices stablises, and the practice 

of exchanging land for starships is stopped. The credit has 
almost totally replaced all other currencies as the standard 
currency. The Coreworlds Investment Trust Association is 
formed, and quickly becomes established as a bank in its 
own right, separate from the TCC. The CITA attracts a 
large number of small customers which the TCC would pre-
fer not to deal with, and begins to grow in size quite 
dramatically.

Home-made anti-matter bombs are a common terrorist 
device. Machinery that is used as part of singularity drives 
can easily be converted to produce anti-matter, and the 
destructive potential of anti-matter bombs is huge. As a 
result of a complaint lodged by the Military, the Confedera-
tion passes an alteration to the Armaments Restriction Act 
permitting the use of anti-matter as a weapon, provided a 
license to use anti-matter is obtained. This does not in any 
way hinder terrorists from using anti-matter, but it does 
remove the restrictions that the Military previously suffered.

1.3.11 Circa -2 Century NE

The New Sparta colony declares independence from the 
Confederation. The Confederation central council realises 
that if colonies are allowed to cede the Confederation, the 
ultimate result will be war between colonies. A Naval task 
force is dispatched to New Sparta and takes control.

Varenne Industries develops the first moning drug. Moning, 
a contraction of Accelerative Hormoning, allows the devel-
opment of human children to be accelerated. Shooter 
families use the drugs extensively, wishing to avoid chil-
dren on starships where they are a potential safety risk.

Terran polyglot (although not known by that name) is firmly 
established as the most commonly understood language 
througout the Homeworlds. It is mostly used as a ‘lingua 
franca’, a trade language and a common medium for com-
munication when no other language is held in common.

1.3.12 Circa -1 Century NE

The Fringeworlds are discovered by an Outrider patrol. 
These worlds, of which the most prominent is Shiva, are 
inhabited by a race of people who seem physically the 
same as Terran humans, leading to a great deal of discus-
sion between historians and philosophers regarding the 
link between Terrans and Shivans.

The Fringeworlds have no formal government but operate 
under a system best described as ‘Creative Anarchy’. A 
diplomatic attache is sent to Shiva, but is accidently killed 
in a bar brawl. This action sparks the shortest war in Con-
federation history, as a Military force is sent out to capture 
Shiva until it becomes evident that such a war could only 
conclude with the total extermination of the Shivan popu-
lace. With no form of organisation, there is no-one to initiate 
surrender.

A second group of diplomats are deployed to Shiva, but this 
time a random section of population is transported onboard 
a Terran Military vessel for talks. Whilst the Terrans seem 
interested in drawing up treaties between the two races 
and determining a new set of standardisations, the Shivans 
appear to be only interested in personal gain. Eventually, 
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the summit dissolves into chaos and resolution is only 
achieved by the various matters under negotiation being 
gambled for and then purchased from the Fringeworlders 
for exorbitant sums. As a result, the Confederation remains 
mostly unchanged, whilst the Fringeworlds gain a handful 
of exceptionally rich individuals who use their wealth to 
establish a trading cartel based on Shiva which would ulti-
mately prove to be the only sound basis for future 
intercourse with the Fringeworlds.

1.3.13 Circa 0 Century NE

One result of the negotiations is the establishment by the 
Terran attache of a new calender, New Era. Each standard 
year lasts 10 standard months of 30 standard days (or 3 
standard weeks, each of 10 standard days). The standard 
day is defined to last 10 standard hours, each of 100 stan-
dard minutes of 100 standard seconds (defined specifically 
from an atomic basis). Since the net result is the standard 
year deviating from the old year by less than 5%, the nego-
tiators were convinced this would not cause any problems. 

However, several devout cults are outraged by the ten day 
week, which means that the Sabbath is desecrated, and 
each member of the committee responsible is later assas-
sinated by religious fanatics.

Leben, one of the many Shivan languages (not coinciden-
tally spoken by most of the Shivan delegates in the 
diplomatic talks with the Confederation), rises in popularty 
as most outsiders assume it is the only Shivan language. 

1.3.14 Circa 1 Century NE

It is discovered that the main motivation behind the new 
calender was to insure that each of the diplomats received 
a mention in the history records. Consequently, each of the 
diplomats is convicted posthumously of treason. The new 
calender continues to remain in force, owing to the prob-
lems involved in reverting to the previous calender. Each 
colony tends to use its own local calender for keeping track 
of time, but the Standard time and date are used for official 
records and communications.

Moning has developed to such an extent that a child can be 
accelerated from birth to adulthood in less than two years. 
The laws regarding adulthood are altered such that a per-
son is legally an adult when they are psychometrically 
evaluated as adults. A set of standardised tests - the Sen-
tience & Responsibility exams - are set up to evaluate 
people’s right to adulthood.

1.3.15 Circa 3 Century NE

Outrider patrols discover the arid world of Arrakis and the 
planets inhabitants, the Fremen, a tribal race with a limited 
technical and cultural base. It is found that one form of 
indigenous life secretes a drug termed Melange (or Spice) 
which is discovered to have consciousness raising powers. 
The Fremen are easily exploited by the Confederation as 
cheap labour and Melange reaches an unparalleled price 
on the stock market. Fremen hold below second class sta-
tus throughout the Confederation.

The first cyberlink - an interface between the human ner-

vous system and electronic systems - is created by 
ComTech. It is fashionable for people to have cyberlinks so 
that they can control electronic systems mentally.

1.3.16 Circa 4 Century NE

The use of Melange to enhance genetic psionic traits is 
now commonplace amongst several quasi-religious organ-
isations. The cyberlink has become a part of everyday life 
to most people. Genetic research has allowed genesplicers 
to give particular traits to a cloned lifeform, and it is not 
uncommon to find people with four or six arms or photosyn-
thetic skin, for instance.

The Nagashima corporation create the first generation of 
ISIS (Incoming Sensory Input Substitution) systems, the 
ultimate in virtual reality. Previous VRs required a flat holo-
gram headset, and a datasuit or similar piece of equipment. 
ISIS uses a cyberlink to feed sensory information directly 
into the cortex, creating a far more convincing sensation of 
‘being there’. Although ISIS is distinguishable from natural 
sensory input, the better programed ISIS environments 
(often known as SIMs - Sensory Input Maps) can easily be 
mistaken for reality.

1.3.17 Circa 7 Century NE

After a lifetime of subdual, the Fremen rebel under the 
leadership of Muad’Dib, their spiritual and military messiah. 
Possessed of formidable psionic powers, Muad’Dib frees 
Arrakis and the surrounding Sector of corporate rule. A 
Fremen government is established for the Sector but the 
Confederation insist on a substantial ‘peace keeping force’ 
remaining in the Sector. Many Fremen object passionately, 
hence rioting and terrorist actions are abundant in the Fre-
men sector. Although Fremen are officially emancipated, 
prejudice lurks beneath the surface of most cultures.

Terran polyglot is the acknowledged primary language 
throughout the Confederation, although a large variety of 
ethnic languages are still spoken throughout known space.

1.3.18 Circa 8 Century NE

Following the death of Muad’Dib, the Confederation 
passes the controversial Psionic Registration Act, intend-
ing to prevent incidents like the Fremen revolution from 
ever recurring. All people possessing psionics must regis-
ter their powers with the Confederation. Any unregistered 
psykers are considered criminals and are subject to sum-
mary execution.

Cyberdyne systems create the wetdrive, an extention of 
cyberlink technology which allows human engrams (per-
sonality and memories) to be recorded using a format 
known as META (Memory Extraction Thought Analogue). 
The META engrams can then be run on a suitably fast com-
puter. The legal ramifications of this are staggering. A ruling 
is passed which states that engrams are not legally citizens 
but that a persons engrams are legally the property of the 
person whom they come from.

1.3.19 Circa 9 Century NE

Clone legging has become one of the largest areas of cri-
manal activity. In theory, immortality is possible by 
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transferring your engrams to a clone of your body after 
death. However, Confederation law states that any clone is 
a separate individual, hence transferring your engrams to a 
clone body is effectively murder. Clone leggers grow clone 
bodies illegally and ensure you can be brought back from 
the dead, if required.

ComTech develop the first mnemonetics system. These 
devices allow skills to be implanted directly into the brain by 
a series of symbolic constructions which can be projected 
onto the retina. The brain then post-processes the informa-
tion and constructs useful skills. Mnemonetic datachips are 
known colloquially as Fastlearn cartridges.

1.3.20 Circa 10 Century NE

Tanimoto Corporation is found to have inserted mnemonet-
ics to insure loyalty amongst various Fastlearn skills that 
employees are trained with. Tanimoto is subsequently sued 
for vast amounts of money, and a law is passed to prevent 
corporations giving their employees Fastlearn skills and 
criminalising the use of so-called Fastlearn virus’.

The Neo-zen religion is founded. This religious order main-
tains temples where people may donate a copy of their 
META engrams to the temple database. The database is a 
vast collection of people’s memories and knowledge, which 
people may come and consult with, a little like ‘consulting 
your ancestors’.

1.3.21 Circa 12 Century NE

People can be genetested for psionics and hence psionic 
people can be identified from birth. Psykers have their per-
sonalities overridden, making them totally servile. Psykers 
are treated as objects and have no rights within law. Some 
terrorist groups exist, fighting for psionic rights but the gen-
eral populace fears psionics too much for any changes to 
be brought about.

Rachel Frith and Tama Sujimoto create the first fully-auton-
omous artificially intelligent machine which can carry out 
actions in a human-like way. The machine, Zeus, is the first 
true AI. Sujimoto’s employer (Nagashima Corp) and Frith’s 
employer (Cyberdyne) aply for joint patent rights to the new 
technology.

1.3.22 Circa 14 Century NE

The Confederation passes the Artificial Life Restrictions 
Act. This grants no rights to AIs, and prohibits the creation 
of AIs which do not include substantial Loyalty Restraints. 
Anyone countermanding these restraints is deemed to 
have committed a serious offense.

1.3.23 Circa 17 Century NE

The discovery of a band of mineral rich Population I stars 
on the borders of Confederation space prompts the Great 
mining migration, similar to the old Earth Gold rush. The 
new Sector, the Outlands, becomes the source of most nat-
ural resources causing piracy and trade wars to proliferate 
in that Sector.

Neo-zen has spread throughout the Confederation, and 
roughly one fifth of the population donate a copy of them-

selves to the temples (either whilst they are alive, or after 
their death). It is not uncommon for people to bequeath all 
their estate to the neo-zen temples, in return for the limited 
form of immortality offered.

1.3.24 Circa 21 Century NE

Confederation controlled space forms a highly eccentric 
domain around Terra. No new space has been adequately 
explored beyond the Outlands, because mankind has 
reached the limit of the spiral arm which it currently inhab-
its. Towards the centre of the galaxy, the spiral arm does 
continue, but there is an area devoid of stars which Confed-
eration ships have difficulty crossing.

The buffer zone is termed the Gulf, and is like a huge, inter-
stellar bermuda triangle. Ships have been lost in the Gulf to 
unknown causes. The few stars which populate it are used 
to form roughly linear routes to cross into the densely pop-
ulated (but almost entirely unexplored) space beyond.

1.3.25 Circa 22 Century NE

The Confederation is starting to feel the strain of its size. 
Prices for relatively inexpensive commodities in the Home-
worlds continue to soar as more and more resources have 
to be exported from the Outlands. The Outlands are like a 
modern frontier, compared to the stagnant, comfortable 
lives lead in the Homeworlds.

1.3.26 Circa 23 Century NE

Now.

1.4 The Races of the Confederation

1.4.1 Homeworlders

Genetic stock descended from Terran bloodlines. All eth-
nicities are represented with a predominance of orientals. 
Homeworlders have a tendency towards self-superiority. 
Homeworlder names tend to follow the same pattern as 
modern names, with a first name, middle names and a fam-
ily name.

The Terran languages have altered significantly over the 
years, and Terran polyglot, a merging of several Earth lan-
guages, has become one of the most widely known 
tongues. Japanese, Chinese, English and Spanish are all 
still spoken to some degree.

1.4.2 Colonists

Inhabitants of the terraformed systems that fill most of the 
gaps in known space. Originally of Terran stock, so much 
interbreeding has taken place that this is no longer a valid 
yardstick. All ethnicities are represented in roughly equal 
quantities.

1.4.3 Fringeworlders

Genetic stock descended from Shivan bloodlines. Shiva 
has noticeably less gravity than Terra and hence Fringe-
worlders are generally less well physically constructed than 
other genetic stock. All ethnicities are represented with a 
predominance of negroid. It has been ascertained that the 
5
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Terran genetic stock is somehow an offshoot of Shivan 
genetic stock and hence, as far as can be safely estimated, 
Shiva is the human birth world. The current theory as to 
how this transpired is that Shiva previously had a starfaring 
culture which somehow collapsed leaving Terra as an 
underpopulated colony and Shiva in total chaos. This has 
not yet been substantiated. Fringeworlders are notoriously 
anarchic and have little or no respect for laws of any kind.

Shivan names tend to be single names, and Fringe-
worlders don’t have much of a concept of family. Many of 
the gods and heroes of ancient Egypt, Messopotania and 
India were Shivan names (e.g. Enki, Ganeesha, Osiris, 
Set). Shiva has several languages, one of which is spoken 
by the majority of Fringeworlders, and has become known 
as Shivan. Amongst the ethnic Shivan languages, the most 
common are Taran, Khepra and Adroan.

1.4.4 Fremen

Originally a term to describe indigenous human inhabitants 
of Arrakis, the term is now stretched to include all descen-
dants of essentially Fremen genetic stock. Most ethnicities 
are represented, but caucasoid is predominant. All Fremen 
possess the eyes of Ibad, a characteristic effect of Melange 
addiction in which the whites and pupils of the eyes turn 
deep blue. The eyes of Ibad are passed on as a Fremen 
genetic trait but not where it has occurred as a result of 
Melange addiction. 

Fremen are ritualistic and underdeveloped intellectually 
resulting in some prejudice against them. It is not known 
why their exposure to Melange did not result in psionic 
development but it has been observed that Fremen genetic 
stock is not descended from either Shivan or Terran stock.

All Fremen have two names, their publically known name, 
and a private name, known only to members of their imme-
diate clan. There is no family name in Fremen tradition, 
although there are clan names, and all members of a par-
ticular clan will have the same clan name. The Fremen 
have their own language.

1.4.5 Outlanders

Inhabitants of the furthest sectors, Outlanders are fre-
quently brought up as miners and mineral extractors. The 
majority of them work on worlds with little or no atmo-
sphere, and high stamina is a common trait. Outlanders are 
descendants of an intermingling of cultures and bloodlines. 
All ethnicities are represented in more or less equal variety.

1.4.6 Highriders

Anyone who was brought up in space, either on a station or 
a starcraft, is a Highrider. Many of them will have been 
brought up in a shooter family, and hence has had to strug-
gle to get where they are today. Most Highriders have 
never stepped foot on a planet. The majority of Highriders 
have either been moned, cloned or both. All ethnicities are 
represented with the bulk of people being moned.

Highriders generally name themselves using an adjective 
and a noun, such as Broken Mask, Falling Rain or Calm 
Mist, although sometimes Highriders name themselves 

after famous historical figures (real or ficticious). 

Over the centuries, the Highriders have so bastardised the 
Terran polyglot with slang and colloquialisms that they 
have effectively formed their own language, known as 
Edge (or more formally as Highrider polyglot).

1.5 Conventions

Rounding up: Unless otherwise stated, all fractional results 
should be rounded up if the fractional part is one half or 
more and rounded down if the fractional part is less 
than one half.

1d10: The result of the roll of a ten sided die (1-10). 
Open-ended 1d10: Some d10 rolls are open-ended. If a die 

roll is open ended, it means that if a 10 is rolled, an 
additional die is rolled. This continues indefinately, 
which means there is no upper limit on the result.

1d10/2: Half the result of the roll of a ten sided die (1-5).
1d10/5: One fifth of a roll of a ten sided die (1-2).
1d100: The result of the roll of percentile dice - two ten 

sided dice rolled together, with one being tens and the 
other being units (1-100). In general, a roll against a 
percentile value succeeds if the roll of percentile dice is 
equal to or less than the percentile value. 01 is the 
lowest result, and 00 is treated as 100.

Attributes: Unless otherwise stated, the term attributes only 
applies to the Primary attributes (Reason, Dexterity, 
Agility, Strength and Endurance). All Skills, as well as 
Primary, Secondary and Tertiary attributes, are 
Percentile values. Percentile values do not neccesarily 
have to be under 100.

Mass: The term Mass is frequently used, usually with 
reference to encumbrance. The weight of any object is 
it’s mass multiplied by the Gravity, measured in G’s.

Time: Any reference to time uses the new Standard units 
(although one standard second and one standard year 
are approximately equal to their non-standard 
equivalents). All velocities are given in standard units.

1.6 Abbreviations

1.6.1 Races

HW: Homeworlder.
FM: Fremen.
OL: Outlander.
FW: Fringeworlder.
CN: Colonist.
HR: Highrider.

1.6.2 Money

Cr: Credit. Standard unit of currency. 
KCr: Kilocredit. One thousand credits. 103 credits.
MCr: Megacredit. One million credits. 106 credits.
GCr: Gigacredit. 109 credits.
TCr: Teracredit. 1012 credits.
PCr: Petacredit. 1015 credits.

1.6.3 Mass, weight and Encumbrance

ENC: Encumbrance. The amount of weight being carried.
kg: Kilogram. Standard unit of mass.
T: One tonne. One thousand kilograms.
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Chapter 2: Characters

2.1 Character generation

In Outlands, characters represent significant individuals. 
They are not necessarily heroes or villains, but they are 
somehow more significant than the other people in the uni-
verse. To represent this, all characters have 3 Fate Points 
(FP’s) which may only be used during character genera-
tion. These may be spent in three ways. 

• They can be spent at any time in Advanced Develop-
ment to allow any one die roll to automatically 
succeed (provided there was a percentage chance of 
success in the first place). Fate points can be spent 
after a dice roll has failed to refute it and hence make 
it automatically succeed.

• They can be used to specify certain factors, for 
instance, it costs one FP to be a Cloned character 
and one FP to be a Moned character.

• If they are saved until the end of character generation 
they can be converted into one Danger point and 10 
points to be spent on any attribute (primary or sec-
ondary) or skill provided they are not raised above 90.

The following describes how characters are generated.

A. Decisions

A1. Decide Origin

Select the character’s origin, that is, their race. This will 
determine the base levels of their attributes and skills. The 
options are:

• Homeworlder
• Colonist
• Fringeworlder
• Fremen
• Outlander
• Highrider

For descriptions of each race, see section 1.4.

A2. Decide if Cloned (1 FP)

A clone is, in essence, an organism produced asexually. 
The most common method of producing a clone is to use a 
Genesplicer to produce appropriate DNA and then grow 
the genetic material in an Autowomb. After ‘birth’, growth 
proceeds at a normal rate. There are, in game terms, two 
types of clone. 

• Duplicants (No Cost): Those which are cloned from 
a persons cells. Duplicants have identical attributes to 
the person the DNA came from.

• Replicants (1 FP): those grown from genespliced 
material. Replicants have 280 points to share out 
between their primary attribute bases (minimum 10, 

maximum 80) and 60 points to share out between 
their secondary attribute bases (minimum 05, maxi-
mum 40). Replicants can also ‘buy’ genetic 
alterations (see section 8.3).

Skills are not affected by being cloned. It costs one Fate 
Point to be a Replicant, and nothing to be a Duplicant.

A3. Decide if Moned (1 FP)

A moned organism has had its growth accelerated by hor-
mones resulting in a faster-grown, improved, organism. 
Moned characters begin with Apparent age 18 and actual 
age anywhere from 1 to 12, with 2 being about average. 
Because moning tends to result in better physical and men-
tal traits, moned characters add 2d10 to each of their 
attributes, instead of 1d10 (see B1). As with regular char-
acters, a 10 results in an extra roll. Moned characters are 
also treated differently when it comes to skills acquisition. 
Attributes bases are unaffected. Being moned costs one 
Fate Point.

A4. Decide if psionic (1 FP)

Characters may choose to be psionic at the cost of one 
Fate Point. Psionics are explained in Chapter 6. Charac-
ters who are are psionic have an extra attribute, Psi, and an 
extra skill, Psionics.

A5. Decide characters sex

There are four choices here:

• Male
• Female
• Neuter
• Androgyne/Hermaphrodite

Neuters (organisms with no sexual organs) and androgy-
nes (organisms with both sexual organs) are possible only 
if the character is a replicant (or spends a Fate Point).

A6. Decide sexual orientation

Sexual orientation describes what sexes the character is 
attracted to, either:

• Hetrosexual
• Homosexual
• Bisexual
• None/Undefined

None implies the character does not have romantic or sex-
ual feelings at all. Most people tend toward bisexuality at 
the time when Outlands is set.

A7. Decide characters ethnicity

Ethnicity describes the ethnic group that the character 
9
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E. Outfitting

E1. Purchase wetware

Wetware is a generic term describing a number of 
enhancements to the human body. Wetware can be subdi-
vided into three categories:

• Hardware: Mechanical or electical implants to 
enhance the human body, such as a cyberlink.

• Software: Mental programming or reprogramming, 
such as Fastlearn skills.

• Wetware: Biological and genetic enhancements, 
such as vat-grown eyes. Notice that the term wetware 
is used to describe this specific area, and the sum of 
hardware, software and wetware.

The average citizen of the Confederation has at least the 
following wetware:

• Aural nerve splice
• Cyberlink
• Networking
• Optic nerve splice
• Optimised neural nets
• Wetdrive

For more on what this means, and a list of wetware, soft-
ware and hardware, see section 8.2.

E2.  Purchase personal equipment

Decide what equipment you feel you character should 
have. A list of possible items is given in section 8.1. An 
encumberance penalty of 2 Stamina and 4 Balance is 
accrued for every 5 kg of weight carried. In addition, no 
character may carry more than their strength in kg or lift 
more than twice their strength in kg.

E3.  Purchase weapons

Choose (section 9.2) or design (section 9.1) firearms for 
your character. If desired, choose or design melee weap-
ons for them as well (see section 9.3).

E4.  Purchase vehicles

If required, choose or design vehicles for your character 
(see section 10.1).

E5.  Record remaining funds

The staple unit of currency is the amalgamated financial 
credit or the Credit (abbreviation Cr). There are a handful 
of Banking organisation involved in the absolute control of 
finance. Although Credits are generally electronically 
recorded, they are available in the form of money, usually 
a small chit of micro-filament polymer resembling modern 
notes, but considerably more durable. 

Each note is given a Digital Fractal Hologram (DFH) 
encoded to specific parameters set by it’s Bank of origin. 
This can be compared to it’s mother DFH to test for forgery. 
Denominations are usually available for almost every factor 
of 10 up to 1015 with 0.1 Credit chits also available (small 
polymer tokens), but rarely used.

In addition to using DFH’s to detect forgeries, credits may 

be encoded (using a DFH machine) to be tagged to an indi-
vidual, or group of individuals. Tagging means that the 
credit is recorded as belonging to that individual, invalidat-
ing petty theft as only the people a note belongs to can 
actually spend it. 

It is routine for all shops and business to use a DFH 
machine to check the tagging of a note, and they obviously 
will not accept the note unless the tagging is released 
(which can be done with an appropriate DFH machine).

A variety of different tags can be used:

• Code tag: An alphanumeric code is imprinted on the 
note. Only those that know the code can use it.

• META tag: A masking image of a persons engrams is 
placed on the note. Only someone with engrams that 
match the masking can use the note.

• Genetic tag: The note has a record of the genetic 
code of the person who owns it. Only someone with 
that genetic code can make use of it.

• Group tag: The note cannot be used unless a certain 
number of people from a collection of people autho-
rise it.

• Time tag: This effectively renders the note as value-
less until certain time conditions have been met. For 
example, a person might put a 20 time tag on a note, 
and give it to someone. They would not be able to 
spend it for 20 hours. Corporations occasionally use 
this system to give out ‘advance’ pay.

Any combinations of taggings can be used. Very common 
for large value notes is to have a group META & genetic 
tag, such that at least two of three people must authorise 
the use of the note.

Most people keep the bulk of their assets in accounts. A 
person may have as many accounts as they desire with 
Identity being confirmed by Geneprinting. An upshot of this 
is that while you can only hold accounts in one bank under 
one name, two accounts in different banks may be held 
under different names. For more on banks, see section 
12.9.

F. Calculation

F1.  Calculate melee bonus

This is the characters damage bonus for melee combat, as 
given in Table 9. As indicated, melee bonus increases by 1 

for each 10 points of Strength above 100. Characters may 

 Table 9: Melee Bonus

Strength Bonus Strength Bonus

01-05 -5 61-70 +1
06-10 -4 71-80 +2
11-20 -3 81-90 +3
21-30 -2 91-95 +4
31-40 -1 96-100 +5
41-60 +0 each +10 +1
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elect to strike with less power, thus taking a voluntary pen-
alty to their melee damage roll.

F2.  Calculate initiative bonus

This is equal to one tenth of the character’s Dexterity, 
rounded up. Certain wetware will raise this higher.

F3.  Calculate movement rates

Each character has two movement rates:

• Movement in Gravity: 

• Movement in Zero-G:

 Both movement rates are in metres per second.

F4. Calculate wound code

This represents the wounds that can be endured before the 
character reaches a state of being wounded, unconscious 
or dead. Table 10 indicates the appropriate wound code, 
dependant on Endurance. 

These three letters (for example, MSS) are the code in 
question. To understand how it is used, see section 5.2.

G. Termination

G1. Name character

Choose a name for your character. Different cultures have 
different traditions for naming; see section 1.4 for details.

G2. Record ranks

It is possible to acquire a collection of ranks during charac-
ter generation. To distinguish between them, the following 
prefixes are used:

• A: Army rank
• D: Medical division rank
• E: Elite Corp rank
• F: Shooter family rank
• H: Hiliner rank
• M: Marine rank
• N: Navy rank
• O: Outrider rank
• S: Social rank
• T: Technical division rank

For social rank, consult Table 11.

G3. Record quaternary attributes

Quaternary attributes are special cases, and consist of:

• Improvement points
• Danger points
• Social points

These are explained in section 3.11. Initially, all quaternary 
attributes are zero, unless a character gets to the end of 
generation and still has Fate Points left, in which case they 
trade in their FP’s and get Danger Points (see section 2.1)

G4. Determine supporting cast

A character’s supporting cast is a collection of significant 
people in their life. These are people they are quite likely to 
encounter again, at some point, regardless of the circum-
stances of their meeting. See section 4.9 for details.

G5. Play

 Table 10: Wound Code

Endurance

W
ou

nd
ed

U
nc

on
sc

io
us

K
ill

ed

01-05 - - S
06-10 - S L
11-20 S L L
21-30 S S L
31-40 S S S
41-50 M S L
51-70 M S S
71-80 M M L
81-90 M M S

91-100 M M M

Strength
20

-------------------- Agility Endurance+
50

-------------------------------------------------+

ZeroGOperations Agility+
20

------------------------------------------------------------------
 Table 11: Social Rank

Social 
Rank Description

0 Average citizen 
 1 Notable citizen 
 2 Prominent person 
 3 Highly esteemed person 
 4 Distinguished person 
 5 Ambassador or executive 
 6 Major diplomat/executive
 7 Head of government/cartel
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Chapter 3: The Task System

3.1 Basic Description

3.1.1 Percentile Rolls and Blocks

Attributes and skills in Outlands are represented by per-
centile values. When a task is carried out, percentile dice 
should be rolled against the value of the attribute or skill. 
The result will be either success or failure, with a degree of 
success measured in blocks:

• The roll succeeds if the value of the dice is equal to or 
less than the value of the skill or attribute.

• The number of blocks it succeeds by is the number of 
complete 10’s the dice roll was under by.

• The roll fails if the value of the dice is more than the 
value of the skill or attribute.

• The number of blocks it fails by is the number of com-
plete 10’s the dice roll was missed by.

With this system, a dice roll either succeeds by a certain 
number of blocks, succeeds by no blocks (a marginal suc-
cess), fails by no blocks (a marginal failure) or fails by a 
certain number of blocks. 

3.1.2 Difficulty

Different Tasks may require a certain number of blocks in 
order for the Task to succeed. This is known as the difficulty
of the Task. For example, if a certain Task has a difficulty of 
6, the die roll against the skill or attribute being tested 
would have to be made by at least 6 blocks for the Task to 
succeed.

3.1.3 Degrees of Success

The number of blocks a Task roll succeeds or fails by can 
be taken as an indication of how well the Task was carried 
out. Some broad guidelines are given in Table 12, below.

When determining the degree of success or failure, take 
into account how many blocks were needed. For example, 
if a dice roll is missed by 8 blocks, and 6 blocks were 
needed to succeed, the Task has effectively failed by 14 
blocks.

3.1.4 Criticals

Any Task roll which falls within one tenth of the percentile 
value being rolled against is a critical. For example, if a 
character has a Dexterity of 72, a critical occurs if a 07 or 
lower is rolled. Criticals double the effective number of 
blocks the roll is made by. For example, in the above exam-
ple the person rolling on Dexterity would have made the roll 
by 12 blocks (6 blocks under and x2 for the critical). For 
people with abilities of 10 or less, it is not normally possible 
to make rolls by a block. A critical (which will occur on a 01 
for such a person) will mean they have made the roll by 1 
block.

3.1.5 Fumbles

Any Task roll in which the result is 100 is a fumble, an auto-
matic failure. Under some conditions, characters fumble on 
other numbers, not just a 100. A fumble doubles the num-
ber of blocks a character fails by. For example, a person 
with a Strength of 56% rolls 100. They have failed by 8 
blocks (4 blocks over and x2 for the fumble).

3.1.6 Advanced Criticals and Fumbles (Optional)

The above system for Criticals and Fumbles is simple to 
use, but the following is presented as an alternative for 
those who find the basic Critical and Fumble system too 
simplistic.

When using this system, the chance of getting Criticals or 
Fumbles depends on the skill (or attribute) of the person 
making the Task roll, as indicated in Table 13. Characters 

with no skill in a particular area cannot critical, and con-
versely, masters never make serious mistakes.

Table 12: Guidelines for Task Success & Failure

Result & No. of 
Blocks Description

Failed by 10 Total disaster.

Failed by 5 Total failure.

Failed by 1 Failure, but not embarrassing.

Failed by 0 Slight failure. Nothing serious.

Succeed by 0 Adequate success.

Succeed by 1 Success, but not impressive.

Succeed by 5 Impressive success.

Succeed by 10 Outstanding success.

Table 13: Advanced Criticals and Fumbles

Skill 
Level Description Critical Fumble

none Unskilled – 91-100
01-25 Novice 01 96-100
26-50 Competent 01-02 99-100

51-100 Expert 01-05 100
101+ Master 01-10 –
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way, and it is possible for the situation at one point to 
be overturned later.

• Continuous: Here, the person with the highest ability 
sets the Difficulty, and the other person attempts to 
overcome it. For example, if a person with a Strength 
of 56 opposed a person with an Strength of 96, the 
Task facing the person with Strength 56 would be C9. 
If they failed, the person with the higher Strength 
would be victorious.

• Hit or Miss: All participants roll against the Task, and 
whoever has the most blocks in their favour has won. 
This is particular useful when there are a lot of partic-
ipants in some kind of competition.

For example, two people arm wrestle. Their Strengths are 
56 and 96 respectively. The GM decides to consider the 
wrestling match as a Discrete Task, and defines it as D5 / 
ten seconds on Strength (with victory for the first wrestler 
occuring at D0, and for the other at D10). The first wrestler 
rolls 34, succeeding by 2 blocks, and lowers the Difficulty 
to D3. The second wrestler rolls 51, worth 4 blocks, making 
the Difficulty D7. Next, the first wrestler rolls 68 - failed by 
1 block, making the Difficulty D8. The second wrestler only 
needs two blocks, and rolls 34 for a landslide victory.

3.7 Notation

The notations given in the previous sections are used 
throughout the rules. One additional note concens the use 
of the symbol #. This is used following the letter indicating 
the type of Task to represent an unknown or variable Diffi-
culty. In these cases, an explanation of how to determine 
the value of # is given.

3.8 Languages

Language skills are dealt with as Continuous Tasks. The 
easiest way to resolve this is to determine the competence
of the speaker (or reader), that is, the highest Continuous 
Task they are capable of succeeding in (given in Table 14).

The competence system is intended to remove any need to 
make dice rolls in order to determine language use.

3.9 The Skill List

Section 3.10 describes each of the skills used in Outlands. 
The descriptions given for skill use and Assists should be 
taken as guidelines, and not fixed rules. The GM should 
feel free to make their own rulings in any particular situa-
tion. Similarly, GMs and players should feel free to invent 
new skills, should the situation warrant it.

3.10 Skill Descriptions

3.10.1 Acrobatics

Proficiency in gymnastics and athletics. Acrobatics 
includes a degree of aptitude in falling some distance with 
minimal harm. To reduce the damage when falling, attempt 
a H(number of metres fallen/2) on Acrobatics. If successful, 
each block grants a -1 bonus to the damage taken.

Apply an Assist of A0 on Agility for particularly easy Acro-
batics Tasks.

3.10.2 Acting

Ability to impersonate other people (real or fictitious) in a 
believable manner. When attempting to impersonate 
someone, an Opposed Continuous Task should be carried 
out using the other person’s Human Perception. The GM 
should apply a bonus to that person’s Human Perception if 
they know the person being impersonated well.

Acting differs from Fast talk (see section 3.10.37) in that a 
person who is Acting is generally attempting to behave like 
another person, whereas a person who is Fast talking, is 
attempting to bluff the person they’re talking to. Generally, 
the kind of people who are good at Acting are not the same 
kind of people who are good at Fast talk.

A2 / hour on Intuition, if the person spends time getting into 
the role that they are going to be playing (assuming they 
have sufficient information to do so).

3.10.3 Ambush

The art of surprising opponents from a concealed position. 
In order for an ambush to succeed the person being 
Ambushed must fail to overcome the Ambush Difficulty on 
their Recon (or Awareness). Carry out a H0 Task for the 
ambusher and add to the number of blocks resulting from 
this a bonus or penalty according to the terrain. The total 
number of blocks is the Difficulty of the Continuous Recon 
or Awareness Task required to spot the ambush before it is 
too late.

Suggested bonus’ for terrain should be as much as +10 for 
perfect Ambush sites, and could go as bad as -10 for com-
pletely open areas with no cover.

3.10.4 Antipersonnel

Familiarity with traps, both in the spheres of setting and 
removing. Different traps should have various Difficulties 
for setting and removing, using a Discrete Task. If at any 
point whilst removing the trap the Difficulty is increased by 
the person failing a skill roll, the trap has a chance of being 
set off.

If sufficient care is taken, apply a A0 / minute on Dexterity 
for setting and removing. For removing, if time is taken to 
work out how to remove it, an A4 / minute on Reason can 
be applied.

3.10.5 Astrogation

Training in four dimensional navigation. Used to plot 

Table 14: Language Competence

Task Competence

C1 Understand occasional words only

C2 Understand basic sentences with fair vocabulary

C3 Consistent language use but with poor grammar

C4 Reasonable competence but frequent minor errors

C5 Fluency in language

C6 Sound completely natural in language
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courses for startravel and singularity shots. A person with 
this skill doesn’t actually know how to pilot a starship, just 
how to plot a course.

Any penalties to Astrogation caused by gravity wells can be 
reduced by carrying out a D# / hour on Astrophysics, where 
# is the number of blocks of penalty being caused by the 
gravity well.

3.10.6 Astrophysics

Knowledge of most space and physical sciences. Astro-
physics may be used to interpret astronomical data and to 
compensate for strong gravitational effects (which give 
penalties to Astrogation and Shooter) with by applying a D# 
/ hour Task on Astrophysics versus #, the number of blocks 
of penalty.

3.10.7 Avoid detection

Ability to conceal self from others usually by utilising the 
local environment to maximum effect. Includes the ability to 
silence oneself such that others do not hear any move-
ment. The GM may alter the Difficulty of an Avoid Detection 
Task if the terrain is inappropriate.

3.10.8 Bargain

Competence in bartering and striking deals. If the character 
is haggling, resolve an Opposed Discrete Task on Bargain 
to determine who has the upper hand in negotiations.

3.10.9 Bribery

Competence in coercing people by offering material incen-
tives of any kind. Almost everyone can be bought for a 
price, but a character with bribery may attempt to buy peo-
ple with less than would usually be needed.

By talking to the person to be bribed before hand, an assist 
of A4 / minute on Intuition can be gained.

3.10.10 Bypass mechanism

Knowledge of suitable techniques to rewire or overcome 
mechanics or electronics of all kinds. Includes picking 
locks, hotwiring vehicles and defusing timers. The Difficulty 
of the Task depends on the mechanism being bypassed 
and the tools being used. Usually a Discrete Task with a 
Timebase of minutes, which can be rushed (see section 
3.2).

3.10.11 Camouflage

Proficiency in concealing any and all items by disguising 
them to look like their surroundings. In practice, this skill is 
used in a similar fashion to Ambush (see section 3.10.3).

3.10.12 Carousing

Ability to extract information from others or convince other 
people by engaging in social drinking or the intake of other 
recreational chemicals. If strong recreational chemicals are 
used, an assist of A6 on Endurance can be used.

3.10.13 Chemical synthesis

The art of synthesising medicines, narcotics, explosives 
and any other chemical which can be produced syntheti-
cally (which at the time of the Confederation is just about 
everything).

Other skills may give an assist at around A6. For example, 
Explosives may be used to give an assist when manufac-
turing explosives.

3.10.14 Climb

Competence in scaling steep or sheer surfaces, usually 
without the aid of any apparatus. Climb Tasks are usually 
Discrete Tasks, with the Difficulty varying according to the 
type of surface being scaled and the equipment being 
used.

3.10.15 Control watercraft

Competence with powered aquatic and subaquatic vehi-
cles of various sizes. For more on controlling watercraft see 
section 10.4.

3.10.16 Combat (Handgun combat)

Proficiency in holdouts, pistols and compacts. Firearm 
combat is explained in section 5.1.

3.10.17 Combat (Longarm combat)

Proficiency in carbines, rifles and heavy rifles. Firearm 
combat is explained in section 5.1.

3.10.18 Combat (Melee combat)

Knowledge of close quarters fighting techniques using 
weapons with no effective range. Melee combat is 
explained in section 5.1.

3.10.19 Combat (Missile combat)

Competence with low velocity launchers such as bows. 
Missile combat is explained in section 5.1.

3.10.20 Combat (Starship)

Knowledge of the techniques of battle between starships, 
as described in section 12.7.

3.10.21 Combat (Thrown combat)

Competence with thrown weaponry. Thrown weapon com-
bat is explained in section 5.1.

3.10.22 Combat (Unarmed combat)

Knowledge of unarmed combat techniques. Unarmed com-
bat is explained in section 5.4.3.

3.10.23 Combat (Vehicular)

Proficiency with vehicular weapons and missiles. Vehicular 
combat is described in section 10.5.
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3.10.24 Computers

Familiarity with computer technology and techniques 
including programming and file handling. Does not cover 
any techniques involving the specific spheres of META pro-
gramming and mnemonetic skills which are entirely 
different in form (see section 3.10.34). 

On certain problems, an assist of around A6 on Reason 
can be applied. When hacking, the standard Timebase is 
usually a month (it is not easy to break into a computer sys-
tem), but it can be rushed (see section 3.2).

3.10.25 Control animal

The technique of utilising an animal as a mode of transport. 
Although all animals are different, once the rudiments have 
been learned, they can be applied to most kinds of live-
stock. Control animal Tasks are usually Continuous.

An assist of A2 on Agility can be used if the circumstances 
are particularly easy (e.g. you are being led or the animal 
is extremely well trained)

3.10.26 Control aircraft

Proficiency in piloting aircraft, including airships, helicop-
ters, fixed wing aircraft and vectored thrust vehicles. For 
more on piloting see section 10.4.

3.10.27 Control groundcar

Proficiency in controlling ground vehicles including 
wheeled, tracked and ground effect vehicles. For more on 
driving vehciels see section 10.4.

3.10.28 Control sailship

The art of controlling a wind driven vessel. In general, this 
skill is only useful if you sail ships for pleasure or you get 
trapped in a situation where no powered ships are avail-
able. Control sailship Tasks are usually Continuous, with a 
Difficulty dependent on the type of ship and the weather 
conditions.

3.10.29 Cybernetics

Knowledge of digital systems and robotics. Includes drone 
technology and technical aspects of cyberlink technology 
and other hardware modification.

Depending on the problem, Cybernetics can be assisted by 
Computers, Engineering or Informatics, at around A6. 

3.10.30 Disguise

The ability to alter a persons appearance to resemble 
someone else. When attempting to disguise someone, an 
Opposed Continuous Task should be carried out using 
number of blocks of Disguise rolled against the other per-
son’s Awareness. The GM should apply a bonus to that 
person’s Awareness if they know the person who has been 
disguised well.

3.10.31 Dodge

Adroitness at avoiding objects or strikes that would other-

wise impact on the person. Dodge Tasks are almost always 
Hit or Miss.

3.10.32 Economics

Aptitude with financial matters, especially those involving 
trading. Can be assumed to include accountancy and other 
such mundane skills. Not often much use in play, this skill 
is very useful in Advanced Character Development (Chap-
ter 4).

Depending on the situation, assists are possible on both 
Reason and Intuition, at around A4.

3.10.33 Engineering 

This skill covers a very large territory including building and 
maintaining mechanical and electrical systems, designing 
and contructing bridges and other buildings and repairing 
damaged equipment.

For certain problems, an assist of around A6 / on Reason 
is possible. In situations where other skills are applicable, 
an assist of around A4 could be applied (e.g. a person has 
Control Groundcar and is repairing a car; the Control 
Groundcar skill could be used as an assist).

3.10.34 Engramatics

This is a complicated skill, related to Computers but signif-
icantly different. Engramatics is the ability to construct, 
modify and extract data from human or AI (Artificial Intelli-
gence) engrams, that is, to program in META (Memory 
Extraction Thought Analogue, the language of engrams). It 
also includes the ability to create or modify mnemonetic 
skill packages, which are also written using META. This 
skill is explained in section 8.2.2.

3.10.35 Explosives

The art of setting explosives, encompassing other related 
skills, such as demolitions. Essentially, the art of controlled 
destruction. Includes the ability to disarm explosive 
devices, although not to disarm any traps that might be 
present (that would be Antipersonnel).

Explosives can be used as an assist on Chemical synthe-
sis to manufacture explosives, at A6.

3.10.36 Fast draw

Technique of relocating an object from its position of stor-
age into an active position in a minimal time interval. The 
object must be stowed in an appropriate manner, however. 
The use of this skill is described in section 5.1.

Fast Draw Tasks are almost invariably Hit or Miss Tasks, 
with the Difficulty depending on how easy it is to reach the 
object in question. For example, drawing a pistol from a 
well placed holster might be an H0 Task whereas pulling a 
knife from a backpack might be an H8 Task.

3.10.37 Fast talk

The art of convincing someone that you are speaking the 
truth, even when you are not. Usually resolved as Opposed 
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Continuous Task between Fast talk and Human perception.

Fast talk should not be confused with Acting (see section 
3.10.2). A person who is Fast talking, is bluffing the person 
they are talking to by trying to confuse them (blind them 
with science or just misdirect them), whereas a person who 
is Acting is trying to seem to be someone they aren’t. Fre-
quently, the kind of people who are good at Acting are not 
the same people who are good at Fast talking.

3.10.38 Field craft

Training in how to construct fortifications and to secure 
defensive positions. Field craft is taken to be a knowledge 
of all basic military skills that can’t be considered as some-
thing else (e.g. Survival skills or Recon).

3.10.39 First aid

Competence at emergency aid techniques, as described in 
section 8.4.3. Because Medical is a more detailed version 
of First aid, it can be taken to be used as an Assist for First 
aid at A0. This allows people with a good knowledge of 
First aid and good Medical skills to pull off some impressive 
feats of first aid.

3.10.40 Forensics

The craft of locating small traces and clues and success-
fully interpreting their meaning. Usually, the person using 
Forensics will make use of advanced technology which will 
award bonus’. An assist of A2 / hour on Intuition is possible.

3.10.41 Forgery

The art of producing deceptive copies of objects. Forgery 
covers a wide variety of techniques, and can be assisted by 
a variety of different skills, at around A4. For example, DFH 
(Digital Fractal Holograms) could be forged, using Holo-
graphics as an assisting skill (although the Difficulty of 
forging DFH’s would be very high).

3.10.42 Gambling

The dubious skill of rapid wealth accumulation by engaging 
in activities in which the outcome is uncertain and wagering 
on the result. Under some circumstances, the GM may 
allow an assist on Luck.

3.10.43 Genetics

Prowess with genesplicer and genetesting equipment. 
Highriders frequently have some knowledge of how to work 
a genesplicer, and many highrider children are grown in an 
autowomb from genespliced material. Relatively easy 
Tasks can be assisted on an A4 / hour on Reason.

3.10.44 Holographics

Training with holographic technology, including techniques 
such as DFH (Digital Fractal Holograms), which are used 
for verifying the authenticity of credits. Relatively easy 
Tasks can be assisted on an A2 / hour on Reason.

3.10.45 Human Perception

The art of determining whether a person is being wholly 

forthright from subtle signs, such as body language. Usu-
ally used in Opposed Tasks versus skills such as Acting or 
Fast Talk. An assist of A0 on Intuition can be applied for 
easy Tasks.

3.10.46 Informatics

Familiarity with communications technology and tech-
niques. Includes ability to decode or decipher 
transmissions. With some deciphering Tasks, an assist of 
A6 on Reason may be applied.

3.10.47 Instruction

The art of imparting knowledge to another person. Another 
person may be taught a skill if they have a lower skill level 
than the teacher and the teachers Instruction skill is greater 
than the pupils current level in the skill being taught.

3.10.48 Intimidate

The ability to coerce people by real or implied physical 
threats. The Difficulty of an Intimidate Task depends to a 
great degree on the apparent abilities of the Intimidator and 
the person being Intimidated.

3.10.49 Jump

Competence at propelling oneself from the ground to a 
greater height or across a certain distance with a high 
degree of accuracy. Jump Tasks are generally Continuous 
Tasks, with the base Difficulty being proportional to the dis-
tance being jumped. Some reasonable approximations 
are:

• For horizontal running jumps, Difficulty 2 per metre.
• For horizontal standing jumps, Difficulty 4 per metre.
• For vertical running jumps, Difficulty 6 per metre.
• For vertical standing jumps, Difficulty 8 per metre.
• Multiply the Difficulty be the local gravity. The above 

Difficulties assume a gravity of 1 G.

Notice that in a low gravity, tremendous distances can be 
jumped. In 0.2 G, a running horizontal jump of 20 metres is 
a C8 - not that difficult.

3.10.50 Knowledge

Trivia and general knowledge. This covers recent news, 
history, gossip and anything else appropriate that is not 
covered by a specific skill.

3.10.51 Language (Terran)

The ability to speak the Terran polyglot, a merging of Jap-
anese, Mandarin Chinese, English and Spanish that 
evolved over the centuries. The written form consists of 
annotated ideograms, much like the Chinese and Japa-
nese kanji characters, but with phonetic annotations so 
they can be read even when they are not recognised. 
Annotated ideograms can be read very fast, and each sym-
bol (known as a glyph) in Terran can carry a tremendous 
subtlety of meaning. For more on languages, see section 
3.8.
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3.10.52 Language (Ethnic Terran)

Select one from the ethnic Earth languages still spoken 
(the most widely used amongst Homeworlders is listed first 
and the least is listed last):

• Japanese
• Chinese
• English
• Spanish

Homeworlders tend to prefer to speak the ethnic language 
they were brought up with, rather than the more universal 
Terran polyglot. For more on languages, see section 3.8.

3.10.53 Language (Shivan)

More by neccesity than by choice, one of the ethnic Shivan 
languages became more frequently used than the others 
after the Confederation encountered the Fringeworlds. 
This language has become known as Shivan, although it is 
technically called Leben. It has a written form, consisting of 
a phonetic script (much like the English alphabet is a pho-
netic script) stolen from Khepra. For more on languages, 
see section 3.8.

3.10.54 Language (Ethnic Shivan)

Select one of the most commonly spoken ethnic Shivan 
languages (the most widely used amongst Fringeworlders 
is listed first and the least listed last):

• Taran
• Khepra
• Adroan

Of the three, only Khepra has a written form. There are 
hundreds of dialects of Shivan languages, but a person 
who spoke Shivan, Taran, Khepra and Adroan would be 
able to make some sense of any Fringeworld language 
they encountered. For more on languages, see section 3.8.

3.10.55 Language (Fremen)

The Fremen, who are united by a tribal social structure and 
a messianistic religion similar to Islam, have maintained a 
strong uniform language, with few dialectal spin offs. It is 
rarely spoken by non-Fremen. For more on languages, see 
section 3.8.

3.10.56 Language (Edge)

More slang than a language, Highriders have so warped 
the standard Terran polyglot that their interpretation of it - 
Edge - is incomprehensible to many people. Whereas 
other languages, such as Terran, aim for a state of stasis 
but continue to evolve slowly, Edge is constantly evolving 
and anyone who does not keep up with changes in the lan-
guage will find themselves unable to be understood within 
the space of a few years. To represent this, every month 
that passes that a character doesn’t speak Edge with 
someone who is up to date with the latest vernacular, their 
skill drops by 1d10.

Character’s with a high Personal style may be able to intro-
duce new words into Edge. Whenever the character 
socialises with a lot of people who speak Edge, make an 

H6 on Personal style. If the Task succeeds, the character 
has influenced the evolution of Edge (for a while, at least). 
By making the publically spoken language closer to their 
own private language, they have also improved the effec-
tive level they speak the language, and hence gain a 
Development package (see section 3.11) in Edge. For 
more on languages, see section 3.8.

3.10.57 Legal

Knowledge of the law and legal matters. Like Economics, 
this is often more useful in Advanced Development (Chap-
ter 4) than it is in general play.

3.10.58 Maintenance

Knowledge of general maintenance skills for starships, fac-
tories and similar facilities. Included aspects are the 
knowledge of how to put out and control fires, hydroponics 
skills and basic damage control.

3.10.59 Manual deception

Sleight of hand - the art of deceiving someone such that 
they are unaware that a certain action has actually 
occurred. An assist of A6 on Dexterity may be possible in 
some situations.

3.10.60 Medical

Knowledge of surgical and other intensive medical opera-
tions. Medical can act as an Assist for First aid in 
emergency aid situations (see section 3.10.39), and may 
be Assisted by Xenobiology in some situations.

3.10.61 Mining

Knowledge of mineral extraction techniques, ranging from 
tunneling techniques which leave the surface unscratched 
to particle fountain techniques which strip mine large areas 
using attenuated soliton lasers.

3.10.62 Navigation

Proficiency at navigation in planetary conditions, with or 
without navigational equipment. Easy Tasks may be 
assisted with A2 on Reason.

3.10.63 Operate heavy machinery

Training with heavy machinery and load lifting equipment, 
ranging from cranes to powerlifters. Operate heavy 
machinery is distinct from the Control skills, in that heavy 
machinery’s purpose is usually industrial, and not transpor-
tational. Although the variety of heavy machinery is 
considerable, learning how to use one type gives a fair 
understanding how to work all of them.

3.10.64 Personal style

The art of personal grooming and establishing oneself as a 
cultural icon and style guru. To highriders, this is a very 
important part of the culture, and highriders are traditionally 
always trying to outclass their peers in terms of style.
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3.10.65 Pilot atmospheric

Proficiency with flying all surface to orbit vessels, such as 
shuttles and dropships. See section 12.5.

3.10.66 Pilot (Shooter)

Ability to control singularity shots. See section 12.4.

3.10.67 Pilot starship

Proficiency with manoeuvring starships. See section 12.5.

3.10.68 Play instrument

The ability to produce harmonic or rhythmic expressions 
from a suitable device.

3.10.69 Recon

Proficiency at reconnaissance techniques including how to 
accurately assess fortifications from a distance and to 
detect concealed or camouflaged items whilst looking for 
them. Recon can also be taken as an ability to find con-
cealed entrances and other such things.

3.10.70 Resistance

Prowess at resisting torture or mind control techniques. 
Resistance also represents tenacity or will power, in so 
much as being the ability to keep doing something, even 
after it has begun to be agonising. In some cases, Endur-
ance may be used as an assist.

When a character has been pushing themselves physically 
(running for a long distance, for instance) they can make a 
Resistance roll to try and keep themselves moving. An H0 
Task is made, and if it fails the character must stop and 
rest. If it succeeds, they can increase their Stamina by 1 for 
each block they made the Resistance roll by and any Stam-
ina costs are reset to their base levels (see section 5.1.2).

3.10.71 Seduction

The art of convincing someone else that they are sexually 
or romantically attracted to you. Depending on the person 
being seduced, an assist of A4 on Personal style can be 
applied.

3.10.72 Shadow

Expertise in tailing (following) people without them realis-
ing. Includes the ability to lose someone who is following 
you. Usually used in an Opposed Continuous Task versus 
the other person’s Awareness (or Shadow if you are 
attempting to give them the slip).

3.10.73 Streetwise

Knowledge of how criminal or covert organisations arrange 
themselves and function within a social environment. 
Includes knowing how to identify people involved in covert 
activities and how to acquire illegal or restricted items.

3.10.74 Survival (Arctic survival)

Knowledge of how to sustain life and health in predomi-

nantly frigid conditions. In less hostile conditions, assists of 
A0 on Intuition should be allowed.

3.10.75 Survival (Aquatic survival)

Knowledge of how to sustain life and health in predomi-
nantly oceanic conditions. Assists of A0 on Intuition are 
possible in less hostile conditions.

3.10.76 Survival (Desert survival)

Knowledge of how to sustain life and health in predomi-
nantly arid conditions. Desert is always taken to mean a hot 
desert here. In less hostile areas, an assist of A0 on Intu-
ition can be applied.

3.10.77 Survival (Tropical survival)

Knowledge of how to sustain life and health in tropical and 
subtropical forests. In less hostile conditions, an assist of 
A0 on Intuition can be applied.

3.10.78 Swim

The ability to maintain buoyancy and propel oneself 
through a liquid medium, usually used as a Continuous 
Task. May be assisted with an A4 on Aquatic survival, for 
basic activities such as treading water.

3.10.79 Terraforming

Competence at manipulating and predicting atmospheric 
conditions, as well as hydrological skills such as irrigation. 
Terraforming is usually carried out using huge atmospheric 
processors, but the Fremen have learnt several low tech 
ways to carry out minor terraforming, including using wind 
traps to catch water and using flora and fauna to alter the 
local environment.

3.10.80 Thief

The art of thievery, including breaking and entering and 
some forms of shop-lifting (those that don’t utilise sleight of 
hand). Thief is essentially a knowledge skill, and includes 
the ability to determine ways of stealing items. Thief may 
allow an individual to determine the best way to steal an 
artifact from a museum, although it doesn’t include abilities 
such as Bypass mechanism, which are covered by different 
skills.

3.10.81 Track

Knowledge of how to follow someone without keeping them 
within observational range. The Task is usually Discrete, 
and varies according to how long ago the person passed 
through, and the type of ground. Tracking is very difficult in 
an urban environment, but not always impossible. 

In some circumstances, where the direction of travel is 
obvious an assist of A0 on Awareness should be applied.

3.10.82 Vacc-suit

Proficiency in using Vacc-suits and EVA (Extra Vehicular 
Activity) manoeuvre packs, including emergency actions 
for when punctures occur.
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3.10.83 Weapons tech (Personal)

Proficiency with the technical aspects of all handheld 
weaponry, in particular, maintenance and repair.

3.10.84 Weapons tech (Starship)

Knowledge of how to repair and maintain starship weap-
onry. Simple tasks, such as reloading missile bays, can be 
assisted with an A0 on Maintenance.

3.10.85 Weapons tech (Vehicular)

Knowledge of vehicle weapons, namely how to repair and 
maintain them. Relatively easy activities, such as reload-
ing, can be carried out with an assist of A0 on Maintenance.

3.10.86 Xenobiology

Knowledge of all forms of biology and ecology. Includes an 
understanding of how an environment’s flora and fauna 
interact, and how to control these interactions.

3.10.87 Zero-G operations

Aptitude in performing actions in the absence of gravity, 
including simple manoeuvring. Usually carried out as a 
Continuous Task.

3.11 Character Development

3.11.1 Rewards

After individual scenarios, the players should be granted 
the opportunity to improve their attributes and skills. In 
addition, the GM should award Improvement, Danger, and 
Social points, according to how well the player has played 
their character.

3.11.2 Improvement points

These should be awarded on the basis of how well the 
player role-played his or her character, with particular ref-
erence to playing in character and problem-solving. As a 
general rule:

• Award no improvement points (IP) if the character has 
been totally useless.

• Award one if the character has at least made the effort 
to play in character some of the time.

• Award two if the player has been mostly in character 
and/or has been attempting to assist in problem 
solving. 

• Award three if the player has been in character 
throughout and has worked well towards solving 
problems.

• Award four only if the player has been exceptional.

Improvement points can be spent to buy Development 
packages (see section 3.11.5).

3.11.3 Danger points

These should be given to the character strictly on the basis 
of risk taking, preferably when doing so would have been in 
character. There are no hard and fast rules to how many 
danger points (DP) to award but a maximum of three per 

session is suggested. 

If a character has used their DP’s sensibly during a sce-
nario the GM may ‘restore’ these, by awarding fresh DP’s 
for their actions. However, this does not mean that a player 
should automatically get a DP back just for spending it. If a 
character was never actually in any danger, there is no rea-
son why a character should get their DP’s back. Similarly, 
if the character would have been unlikely to take the risk, 
there is no reason to award DP’s.

Danger points are spent during a scenario for an increase 
of 10 in all attributes, skills and initiative for the duration of 
one incident (the definition of ‘incident’ is left at the GM’s 
discretion). Danger Points are cumulative, that is, if you 
spend 4 you are at +40, although regardless how many 
Danger Points are spent, the initiative bonus from using 
them is never more than +20.

3.11.4 Social points

These are awarded on the basis of how prominent the 
actions of the character has been to society in general, 
especially if they are working toward some ‘socially desir-
able’ goal. Another way of looking at them, is social points
(SP) should, and could, be awarded for doing favours for 
socially renowned people or organisations. In general, 
these are harder to obtain than any of the other points. As 
a guideline:

• Award one social point if the character was involved in 
some activity that was socially prominent or benefited 
a respected organisation.

• Award two if the character was instrumental to such 
an activity (and was publically visible as such).

• Award three if the character has done some great ser-
vice to a society or organisation.

• Award more than three if the situation warrants such.

SP can be spent during adventures to pull in favours, push 
bureaucracy in your favour and so forth, ‘spent’ outside 
adventures for 1d100 KCr, or saved to represent an 
increase in Social standing. 

Every 10 SP acquired automatically increases a characters 
social rank by 1 permanently. For example, a character 
with 8 SP is social rank 0. They gain 4 SP for a total of 12. 
They are now social rank 1. If they ended up with 53 social 
points, they would become social rank 5. If they then spent 
4 social points, lowering their total to 49, they would still be 
social rank 5 as social rank is altered permanently. 

GM’s are at liberty to allow anything they deem reasonable 
to occur through the expenditure of SP, and are advised 
that certain actions would need more than 1 SP. For exam-
ple, it may be a 1 SP task to get a cut price for an item and 
a 3 SP cost to get the same item for free.

3.11.5 Development packages

These should be awarded whenever a character has 
clearly learnt something important about a skill, or if a cer-
tain successful skill use was vital to the scenario. They may 
also be gained for attributes for similar outstanding 
achievements, provided they are gained in situations 
where the attribute itself was being tested. 
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In addition, IP may be traded for development packages in 
either attributes or skills, provided an opportunity is avail-
able when the skill could be learnt by the character, or in 
the case of attributes, where the attribute could be 
improved (such as weight training to improve Strength). 
The effect of spending a development package varies 
according to what it is spent on (attribute or skill) and the 
current level of the skill/attribute, as indicated in Table 15.

Note: IP may not be spent on packages to develop Psi or 
Psionics, although Development packages can be 
acquired in Psionics.

Table 15: Development Packages

Level Skill Primary
Attributes

Secondary
Attributes

0-10 +2d10 +2d10 +1d10
11-50 +1d10 +1d10 +1d10/2
51-70 +1d10/2 +1d10/2 +1d10/5
71-90 +1d10/5 1 for 1 2 for 1
91-99 1 for 1 2 for 1 4 for 1
100+ 2 for 1 4 for 1 8 for 1
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Chapter 4: Advanced Development

4.1 Introduction to Advanced Development

4.1.1 General Notes

After generating a character as far as physical age 18, the 
player may opt to carry out advanced development. This 
simulates their character spending time in various jobs and 
professions from the Military to the criminal underworld. To 
carry this out, merely choose which profession the charac-
ter is going to go into, turn to the appropriate section and 
follow the instructions listed. 

Some basic rules apply to all professions:

• Each year in a profession a character gains a certain 
number of skill points to share between a certain set 
of skills. The number of skill points and the list of skills 
is listed separately for each profession. During the 
acquisition of Supplemental skills, points were spent 
on a 1 to one basis up to 50 and a 2 to 1 basis there-
after, up to 90. During advanced development, all 
adds to skills add on a 1 to 1 basis, until 90, when they 
can be added at 5 to 1. Any skill listed may be chosen 
as a Specialisation.

• Certain professions gain fixed benefits at certain 
Ranks (for example, a Shooter gains Shooter +5 per 
year at Rank 2 or above). If this skill reaches 90 dur-
ing advanced development, any subsequent gains 
may be spent on any other skills for that particular 
option, or the increase can be applied at one fifth the 
previous (hence a Shooter who gains Shooter 90 
could choose to increase their Economics by 5 per 
year afterwards, or continue to increase their Shooter 
skill at 1 per year).

• After 12 years of Advanced Development (physical 
age 30 for most people), Fate points may not be spent 
on anything other than converting to 1 Danger point 
and 10 points to be shared anywhere (see section 
2.1).

• It is important to keep track of the characters ages, as 
aging effects (see Table 8) start at physical age 40.

• In general, once a character has left a profession with 
specific Entry Conditions (see section 4.1.2, below), 
they may not go back to it. The GM may overule this, 
however.

4.1.2 Entry Conditions

Most of the professions given have some concept of entry 
conditions attached to them. These are generally a list of 
skills and/or attributes which will be rolled against to deter-
mine if the character will be accepted into that profession. 
The basic principle is as follows:

(i) Roll percentile dice against each of the skills/
attributes in the entry conditions. 

(ii) If the roll is under, the entrance value (EV) increases 
by 1 for each percentile the roll is under. EV starts 
at zero.

(iii) If the roll is more than the skill/attribute, EV 
decreases by 1 for each percentile the roll is over. 
Some descriptions of the entry conditions include 
maximum penalties. For example, the maximum 
penalty that can be accrued per failed roll when 
applying for graduation from the Military Accademy 
(see section 4.1.1) is 30. If the maximum penalty is 
zero, no penalties to EV will be applied, even if the 
roll is failed.

(iv) Once all the neccesary rolls have been made, the 
character may attempt to enter the profession (or 
graduate in the case of the Military). If EV is posi-
tive, this is the percentile chance of being accepted. 
If the EV is negative, there is no chance of 
acceptance.

In some professions, the EV becomes the characters initial 
service record (SR).

4.0.1 Service Record

In some professions (the Military in particular), characters 
have a value known as the Service Record. This value 
goes up (and down) according to the character’s perfor-
mance in that profession and is used to determine whether 
the character succeeds at promotions or transfers. 

The procedure for transfers varies greatly from profession 
to profession, but as a general rule, the base chance of 
transferring to a new assignment is one quarter the charac-
ter’s Service Record. 

To attempt promotion, subtract the modifier (which will be 
given in the appropriate table for that profession) for the 
Rank attempted from the characters SR and roll percentile 
dice. If the roll is a success, the character is promoted to 
that rank and as of next year receives pay for each assign-
ment multiplied by their new rank.

If SR drops below zero there is a chance (equal to the neg-
ative value) that the character will be ejected from 
whichever organisation they belong to. Roll percentile dice 
each year that the SR is less than zero.

Any alterations to these general rules are described in the 
appropriate section. A character may Never apply for a 
transfer and a promotion in the same year.

Some professions have skills known as advances. Each 
year, a roll is made versus one of the advance skills for the 
character’s current Rank, and Service Record is adjusted 
by the amount this is above or below. Advances are even 
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listed when the character has reached the top Rank. Char-
acters should continue to develop their Service Records as 
it gives an indication of their success at the job in question.

4.0.2 Gaining Languages

Characters gain language skills according to where they 
were in a particular year:

• If they were in the Homeworlds, they gain 1 point in 
either Terran polyglot or an ethnic Terran language.

• If they were in the Colonies, they gain 1 point in either 
Terran polyglot or an ethnic Terran language.

• If they were in the Fringeworlds, they gain 1 point in 
either Shivan or an ethnic Shivan language.

• If they were in the Fremen sector, they gain 1 point in 
either Terran polyglot or Fremen.

• If they were in the Outlands, they gain 1 point in either 
Terran polyglot or Edge.

• If they were not in any fixed place (e.g. the Outrider 
postings), they gain 1 point in Edge.

• If they were serving in space (e.g. the Hiliner postings) 
they have the option to put their one free language 
point into Edge instead of one of the languages listed 
for the area they were in.

• If they were in a Shooter family and their Edge is less 
than 50, they automatically gain 1d10 percentiles in 
Edge.

The skill points that characters have to divide between 
skills associated with a profession may also be spent on 
languages freely. That is, every profession can be consid-
ered to have all languages listed as possible skills to spend 
points in.

4.1 The Military

4.1.1 Training

Before being accepted into active Military service, all peo-
ple have to undergo rigourous training at one of the Military 
Academy. Each term (each term is one year), all Cadets 
are evaluated and either accepted into active service, re-
entered into the Academy, or rejected from the Military. 

During training (and in active service) characters develop 
their Service Record. All characters start with an SR of 0. 
Each year spent in training:

(i) The Entrance Conditions are the five Primary 
attributes, with a maximum penalty of 30. Each time 
they successfully roll under an attribute, they gain a 
Distinction in that attribute (and can increase its 
value by 1). 

(ii) Once all five rolls have been made the character 
may attempt to graduate. If SR is positive, this is the 
percentile chance of graduation for that year. If the 
SR is negative, this is the percentile chance of 
being ejected from the Military.

(iii) If neither occur, the character may re-enter the 
Academy, or retire gracefully.

(iv) If after four terms in an Academy the character has 
not graduated, they automatically graduate, but 
with an SR of 0. 

For each year in training characters are paid 1 KCr. In addi-

tion, roll 2d10. These points may be added to any of the 
following skills (a new skill may be started in this manner):

Ambush, Antipersonnel, Avoid detection, Camouflage, 
Carousing, Climb, Combat (Any), Control groundcar, 
Dodge, Field craft, First aid, Informatics, Jump, 
Maintenance, Recon, Resistance, Shadow, Survival (Any), 
Weapons tech (Any)

4.0.1 Graduation

After graduating, characters may choose which branch of 
the service to be indentured into, although some require 
specific SR’s before a character will be accepted. Which-
ever service is chosen, the character gains a bonus of 10 
to SR if they possess Distinctions in any of the attributes for 
their chosen service. For example, a character with two 
Distinctions in Agility and one in Endurance, they would 
gain a +30 SR bonus after being accepted into the Army. 
You do not need the Distinctions to apply for that service.

4.0.2 Starting assignment

Characters may choose their first assignment (although 
Special assignments may not be chosen) and hence deter-
mine Risk and pay for their first year of service.

4.0.3 Starting rank

Usually, characters start at Rank 1 in the service they enter. 
However, if their Service record is particularly high they 
may qualify for a higher rank. If this occurs, the character 
will spend another year in training. The character receives 
pay as if they were in active service (use the assignment 
the character will graduate into) but no Risk roll is made. 
Twice the number of skill points are awarded, to be shared 

Table 16: Military Services

Service Service
Record Distinctions

Regular Services
Army

Any

Reason
Dexterity

Navy Dexterity
Agility
Strength
Endurance

Support Services
Outriders

50

Reason
Dexterity

Medical Reason

Technical Reason

Special Services
Elite Corp

100

Dexterity
Agility
Strength
Endurance

Marines Reason
Dexterity
Agility
Endurance
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between the skills for the service entered and Service 
record does not change.

4.0.4 Active Service

Each year of Active Service, characters have four actions 
to perform.

(i) Claim pay. Pay for one year of service is determined 
by assignment, with the value being multiplied by 
rank to determine the actual amount paid.

(ii) Claim skills. Roll the appropriate number of dice for 
the characters assignment and share the points 
rolled between any of the skills for that service. In 
addition, once certain ranks are reached there may 
be additional skills gained over and above those 
rolled for. These are listed along with assignment 
details.

(iii) Roll survival. Each assignment has a specific Risk. 
If a roll against this fails, the character has been 
ejected unless they succeed in a roll against each 
attribute. If this results in the character being 
ejected from service, move on to Discharge.

(iv) Determine Performance. Roll on the Performance 
table and add the assignments Risk. Modify the 
characters SR by the value determined.

(v) Attempt Transfers or Promotions. At the end of each 
year of service, a character may attempt either a 
transfer or a promotion - never both.

There are two forms of transfers: 

• Change of assignment: Assignments can be 
changed by rolling less than half the characters ser-
vice record on percentile dice. Special assignments 
are gained on a roll of under a quarter of Service 
Record. If a special assignment is gained, it is served 
for one year only, and then any assignment (other 
than special) may be chosen for the following year. It 
is possible to apply for a special assigment in the fol-
lowing year, with the usual chance of success (one 
quarter of Service Record).

• Change of service: Changing service requires a roll 
of under one tenth of the characters Service Record. 
Army characters may transfer to the Elite Corp or 
Navy characters may transfer to the Marines but no 
other transfers are permitted. Characters changing 
from regular to special service must be at least rank 
2 and lose one rank on transfer. Characters in special 
service may opt to transfer down to the appropriate 
regular service and in doing so gain one rank. 

To attempt promotion, subtract the modifier (see Table 18) 
for the Rank attempted from the characters SR and roll per-
centile dice. If the roll is a success, the character is 
promoted to that rank and as of next year receives pay for 
each assignment multiplied by their new rank. For exam-
ple, a Captain receives 5 times regular pay. It is not 
intended for characters to reach Rank 6 or above and play-
ers should be encouraged to withdraw from service if they 
reach Rank 5.

The Medical and Technical branches have no specific titles 
for their individual ranks, other than Medical Officer, Class 
1-7 and Technical Officer, Class 1-7. Marines and Elite 
Corp are as Army.

5.0.1 Performance

Table 19 determines how well the character performed in 
service for that year. The table is modified by Risk, which is 
added to the die roll.

Players are advised to record the number of CMC, MCB, 
MEV and MUH awards their characters are decorated with. 
In the unlikely event of SR dropping below zero, the char-
acter has a chance of being ejected from the Military, just 
as if they were in training. Characters who receive a CMC 
or higher may transfer to any regular assignment next year, 
without rolling. Characters who receive a MCB or higher 
accolade have double chances of being accepted onto a 
Special assignment if they apply in the year it is received.

Table 17: Starting Ranks

Service 
Record

Regular & 
Support

Special 
services

Under 100 Rank 1 –
SR 100 Rank 2 Rank 1
SR 150 Rank 3 Rank 2
SR 200 Rank 4 Rank 3 
SR 300 Rank 5 Rank 4

Over 500 Rank 6 Rank 5

Table 18: Military Ranks

Rank Mod Army Navy Outriders

1 – Private Ensign Ensign

2 50 Corporal Lieutenant Corporal

3 100 Sergeant Lt-Cmdr Sergeant

4 150 Lieutenant Commander Commander

5 300 Captain Captain Captain

6 500 Colonel Commodore Commodore

7 800 General Admiral Marshal

Table 19: Military Performance

Roll SR Result

03-05 -20 Performance is appalling. Cautioned

06-10 -10 Poor performance. Cautioned

11-20 +0 Poor performance, but uncautioned

21-40 +0 Adequate performance

41-60 +1 Above average performance

61-80 +5 Notable performance

81-90 +10 Exceptional performance of duties

91-100 +20 Cited for Meritous Conduct

101-110 +30 Awarded Medal for Conspicuous Bravery

111-120 +50 Awarded Medal for Extreme Valour

121+ +100 Awarded Medal for Unsurpassed Heroism
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5.0.2 Navy

Assignment in the Navy usually involves serving on one of 
the Military vessels responsible for maintaining law and 
stability along major trade routes. Naval officers learn a 
variety of skills appropriate to working onboard a starcraft. 
Posting to the Outlands is the most dangerous assignment, 
owing to the high incidence of piracy and the unpredictable 
behaviour of the Gulf.

• 1d10 points to share between skills per year
• Rank 2 or higher: Increase Starship combat, Pilot 

atmospheric or Pilot starship 5 per year.
• Rank 3 or higher: Increase Astrogation by 5 per year.
• Rank 4 or higher: Increase Shooter by 5 per year. 
• Rank 6 or higher: Use High command skills (see sec-

tion 5.0.10).

Astrogation, Astrophysics, Bribery, Carousing, Computers, 
First aid, Gambling, Handgun combat, Informatics, 
Intimidate, Maintenance, Operate heavy machinery, Pilot 
(Any), Starship combat, Unarmed combat, Vacc-suit, Zero-G 
operations.

• Academy: Spend a year teaching at an Academy. SR 
increases by a bonus 20, and gain 2d10 in 
Instruction.

• Ground service: Temporary posting to serve in an 
Army unit. Statistics as Army postings, but with an 
additional 10 bonus SR.

• Special training: Return to the Academy for special 
training. Increase SR by an additional 10, and skill 
points for the year are 2d10 instead of 1d10.

5.0.3 Army

Assignment in the Army usually involves generic policing 
activities on stations and planets. Occasionally, the Army 
may be involved in a political war on a planet in their area. 
Army officers learn skills appropriate to their duties. The 
Fremen sector undergoes frequent attempted revolutions, 
and is saturated with terrorist groups, making assignment 
there particularly dangerous.

• 1d10 points to share between skills per year.
• Rank 2 or higher: Increase Informatics by 5 per year.
• Rank 3 or higher: Increase Field craft by 5 per year.
• Rank 6 or higher: Use High command skills.

Ambush, Antipersonnel, Avoid detection, Bribery, 
Camouflage, Carousing, Climb, Combat (Any except 

Starship), Control (Any), Dodge, Explosives, Fast draw, 
Field craft, First aid, Gambling, Informatics, Intimidate, 
Jump, Maintenance, Navigation, Recon, Resistance, 
Shadow, Survival (Any), Swim, Weapons tech (Any except 
Starship).

• Academy: Spend a year teaching at an Academy. SR 
increases by a bonus 20, and gain 2d10 in 
Instruction.

• Shipboard duty: Temporary posting to serve on a 
Naval ship. Statistics as Navy postings, but with an 
additional 10 bonus SR.

• Special training: Return to the Academy for special 
training. Increase SR by an additional 10, and skill 
points for the year are 2d10 instead of 1d10.

5.0.4 Outriders

Service in the Outriders is particularly varied including fly-
ing Messenger ships, exploring uncharted regions, 
investigating lost probes or vessels and collecting singular-
ities. Unlike other services, Outrider assignments are 
divided by function, and not by area.

• 1d10 points to share between skills per year.
• Rank 2 or higher: Increase Shooter, Pilot starship and 

Astrogation by 5 per year.
• Rank 6 or higher: Use High command skills (see sec-

tion 5.0.10).

Astrogation, Astrophysics, Bribery, Carousing, 
Communications, Computers, Engineering, First aid, 
Gambling, Handgun combat, Intimidate, Operate heavy 
machinery, Maintenance, Pilot (Any), Starship combat, 
Unarmed combat, Vacc-suit, Zero-G operations.

There are no special assignments in the Outriders.

5.0.5 Marines

This can be joined from training if the character has a grad-
uation SR of 100 or more, or from the Navy as a transfer.

Posting Risk Income

Homeworlds 5 2 KCr
Colonies 10 4 KCr
Fringeworlds 15 6 KCr
Fremen sector 5 2 KCr
Outlands 20 8 KCr
Special Assignments
Academy 2 4 KCr
Ground service As Army postings
Special training 2 1 KCr

Posting Risk Income

Homeworlds 2 2 KCr
Colonies 5 2 KCr
Fringeworlds 10 4 KCr
Fremen sector 25 10 KCr
Outlands 10 4 KCr
Special Assignments
Academy 2 4 KCr
Shipboard duty As Navy postings
Special training 2 1 KCr

Posting Risk Income
Internal exploration 15 6 KCr
External exploration 30 12 KCr
Messenger service 10 4 KCr
Recovery service 20 8 KCr
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The Marines are the Navy’s special forces, expected to 
take on situations that the regular Navy isn’t. More empha-
sis is given on combat training than in the regular Navy and 
less on starship experience.

• 2d10 points to divide between skills per year.
• Rank 1 or higher: Increase Longarm combat by 5 per 

year.
• Rank 2 or higher: Increase either Bypass mechanism, 

Explosives, Vehicular combat, Pilot atmospheric or 
Control Groundcar by 5 per year

• Rank 6 or higher: Use High command skills.

Astrogation, Astrophysics, Bribery, Bypass mechanism, 
Carousing, Combat (Any), Computers, Control (Any), 
Explosives, Fast draw, First aid, Gambling, Informatics, 
Intimidate, Maintenance, Operate heavy machinery, Pilot 
(Any), Vacc-suit, Xenobiology, Zero-G operations.

There are no special assignments in the Marines.

5.0.6 Elite Corps

This can be joined from training if the character has a grad-
uation SR of 100 or more, or from the Army as a transfer.

The Elite Corps are the best commandos the army has to 
offer. They are sent into operations which require more skill 
and power than the regular army. Members of the Elite 
Corps are expected to be able to survive indefinitely in a 
hostile environment.

• Skills: 2d10 points per year.
• All Ranks: Increase all Survival skills by 5 per year.
• Rank 2 or higher: Increase Field craft by 5 per year.
• Rank 6 or higher: Use High command skills.

Ambush, Antipersonnel, Avoid detection, Bribery, Bypass 
mechanism, Camouflage, Carousing, Climb, Combat (Any 
except Starship), Control (Any), Dodge, Engineering, 
Explosives, Fast draw, Field craft, First aid, Gambling, 
Informatics, Intimidate, Jump, Maintenence, Navigation, 
Recon, Resistance, Shadow, Survival (Any), Swim, 
Weapons tech (Any).

There are no special assignments in the Elite corp.

5.0.7 Technical

Joined from training if the character has a graduation SR of 
50 or more.

The Technical services support all branches of the military 
and Technical staff can be found in most military units.

• 1d10 points to share between skills per year.
• Rank 4 or higher: Any one technical skill by 5 per year.
• Rank 6 or higher: Use High command skills.

Antipersonnel, Astrophysics, Bypass mechanism, 
Carousing, Chemical synthesis, Control (All), Computers, 
Cybernetics, Engineering, Engramatics, Explosives, 
Forensics, Gambling, Genetics, Handgun combat, 
Holographics, Informatics, Instruction, Maintenance, 
Mining, Operate heavy machinery, Terraforming, Unarmed 
combat, Vacc-suit, Weapons tech (Any), Xenobiology, Zero-
G operations.

• Academy: Spend a year teaching at an Academy. SR 
increases by a bonus 20, and gain 2d10 in 
Instruction.

• Research: Spend a year in research. A bonus of 20 
SR is awarded, and an additional 1d10 skill points are 
available to be distributed between skills.

5.0.8 Medical

Joined from training if the character has a graduation SR of 
50 or more.

The Medical services support most branches of the military 
and Medical staff are scattered between a variety of military 
units. In addition, some serve in permanent placements.

• 1d10 points to share between skills per year.
• Rank 1 or higher: Any one medical skill by 5 per year.
• Rank 6 or higher: Use High command skills.

Carousing, Computers, Chemical synthesis, Cybernetics, 
Engramatics, First aid, Forensics, Gambling, Genetics, 
Handgun combat, Instruction, Maintenance, Medical, 
Unarmed combat, Vacc-suit, Xenobiology, Zero-G 
operations.

Assignments are identical to Technical (see Table 5.0.8).

5.0.9 Psicorps

The Military agency Psicorps exists to control Registered 
Psionicists (RPs) and to eliminate unregistered psionicists. 
People with psionics (psykers) have no human rights, and 
unregistered psionics are subject to summary execution if 
they are found out. 

Most Psicorps squads consist of one to six officers plus one 
or two Harpies who are treated with less dignity than an 

Posting Risk Income
Homeworlds 25 10 KCr
Colonies 30 15 KCr
Fringeworlds 35 20 KCr
Fremen sector 30 15 KCr
Outlands 35 20 KCr

Posting Risk Income

Homeworlds 30 20 KCr
Colonies 30 20 KCr
Fringeworlds 35 25 KCr
Fremen sector 40 50 KCr
Outlands 40 30 KCr

Posting Risk Income
Any from Army, Navy or Outriders

Special Assignments
Academy 2 8 KCr
Research 5 10 KCr
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animal should be. Psicorps has no method of detecting 
psionic use other than overt use of psionic effects or having 
their Harpies detect psionic use.

• 1d10 points per year to share between skills.
• Rank 2 or higher: Increase Intimidate by 5 per year.

Antipersonnel, Carousing, Climb, Control (Any), Combat 
(Any), Dodge, Fast draw, First aid, Gambling, Informatics, 
Intimidate, Jump, Recon, Resistance, Shadow, Survival 
(Any), Swim, Weapons tech (Any).

Psicorps Ranks are the same as Army Ranks.

5.0.10 High command

Characters who reach the lofty heights of Ranks 6 and 7 
are removed from regular service and transferred to High 
command. They are treated as being in an effectively dif-
ferent service with regards to skills and Risk, but receive 
pay as if in regular service. Characters in High command 
may automatically transfer to special assignments.

• 2d10 points to divide between skills per year.

Bargain, Economics, Fast talk, Knowledge, Human 
perception, Instruction, Legal.

Assignments are as original service, but Risk is at one 
quarter usual value. Note: High command is quite uninter-
esting, and players are not encouraged to pursue a life in 
administration.

5.0.11 Discharge

Characters leave the Military under three circumstances: 

• Retirement: Retirement age is considered to be 60, 
and retiring characters gain a pension of one half their 
last annual pay per year. Characters who reach retire-
ment age receive a mustering out bonus of five times 
their last annual pay.

• Resignation: Characters who resign also receive a 
mustering out bonus of five times their last annual 
pay.

• Forced discharge: This occurs when a Risk roll is 
failed. Roll against each of the characters attributes 
with a penalty equal to the Risk roll failed (for exam-
ple, if a Risk roll of 40 had just been failed, all 
attributes would be treated as if 40 percentiles lower) 
and consult Table 20. Severance pay for Forced dis-
charge is three times the characters last annual pay. 

It is possible, but unlikely, for characters to die during char-
acter generation. Merciful GMs may transmute this result to 
Mortally wounded, if they so desire. Note that if all attribute 
rolls are made, the character may continue in their service. 

It is assumed that some major incident occurred, but the 
character managed to stay in the Military.

4.1 Hiliners

4.1.1 Indentureship

One alternative to the Military is to apply to a Hiliner com-
pany for employment. Hiliners are the huge trading cartels 
that dominate spacefaring commerce.

Only a certain number of people who apply for membership 
to a Hiliner firm are accepted. The Entry Conditions vary 
according to the type of position applied for:

• Pilot: Reason, Astrogation, Economics, Pilot starship, 
Shooter

• Crew: Reason, Engineering, Maintenence, Operate 
heavy machinery, Vacc-suit, Zero-G operations. Max-
imum penalty zero.

Characters may attempt to be accepted as either and if 
they fail one, they may attempt to apply for the other. Once 
the EV has been determined, roll percentile dice under the 
value to be accepted, at which point the character starts 
work in a Hiliner cartel. Their Service Record begins equal 
to their EV, or 100 + EV if they applied as a Pilot, in which 
case they start at Rank 4. Unlike the Military, Hiliners deter-
mine whether or not they can make use of you within a 
matter of weeks. 

4.1.2 Performance

Table 19 determines how well the character performed in 
service for that year. The table is modified by Risk, which is 
added to the roll.

Players are advised to record the number of CSD and MES 
awards their characters are decorated with. In the unlikely 
event of SR dropping below zero, the character has a 
chance of being ejected from Service.

4.1.3 Promotion and Transfer

These use the standard rules for promotion, with the 
chance of transfer being equal to one quarter of the char-
acter’s Service Record.

• Crew member: Assists in loading and unloading 
cargo, and basic maintenance.

• Engineer: Carries out basic engineering tasks.
• Chief engineer: In charge of a group of engineers.
• Warrant officer: Trainee pilot and administrator.

Posting Risk Income

Homeworlds 20 8 KCr
Colonies 25 10 KCr
Fringeworlds 35 25 KCr
Fremen sector 40 50 KCr
Outlands 30 20 KCr

Table 20: Military Discharge

Attribute rolls 
failed Result

None Close call. Reaccepted
Reason only Dangerous conduct
One other attribute Failed medical examination
Any two attributes Minor accident
Any three attributes Major accident
Any four attributes Catastrophe. Mortally wounded
All five attributes Catastrophe resulting in Death
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• Executive officer: Second officer and reserve pilot.
• Captain: Ships main pilot.
• Administrator: Controls what cargo is shipped. 

As with the Military, pay is the income base multiplied by 
rank.

4.1.4 Service

Once serving in a Hiliner company, life proceeds similarly 
to the Military. At low ranks, characters will be expected to 
load and unload ships and perform repairs. At higher ranks, 
characters may find themselves piloting a ship, or even 
making a singularity shoot.

• 1d10 skill points to distribute per year.
• Rank 4 and higher: Increase Shooter by 5 per year.
• Rank 7 only: As High Command (see section 5.0.10).

Rank 3 or lower: Bargain, Bribery, Bypass mechanism, 
Carousing, Engineering, Fast talk, First aid, Gambling, 
Maintenance, Operate heavy machinery, Pilot atmospheric, 
Unarmed combat, Vacc-suit, Zero-G operations.

Rank 4 or higher: Astrogation, Astrophysics, Carousing, 
Computers, Economics, Gambling, Informatics, Pilot 
starship, Shooter, Vacc-suit, Zero-G operations.

Characters of Rank 4 or above may not select skills from 
the first list (except if they occur on the second list). Reach-
ing Rank 7 cues the same monotony as a Military character 
reaching Rank 6.

There are no special assignments in Hiliner service. Hilin-
ers may choose their first posting.

4.1.5 Discharge

As with the Military, there are three ways of leaving: 

• Retirement: Retirement age is considered to be 60, 
and retiring characters receive an annual pension 
equal to half their last annual pay.

• Resignation: Characters who resign also receive a 
golden handshake of five times their last annual pay.

• Forced discharge: This occurs when a Risk roll is 
failed. Roll against each of the characters attributes 
with a penalty equal to the Risk roll failed (for exam-
ple, if a Risk roll of 40 had just been failed, all 
attributes would be treated as if 40 percentiles lower) 
and consult Table 20. Severance pay for Forced dis-
charge is three times the characters last annual pay.

Resignation and retirement are identical to the military, 
mustering bonus of five times last annual pay and, if retir-
ing, a pension of half the last annual pay. Forced discharge 
obeys the same rules, but uses Table 20.

4.2 Shooters

4.2.1 Application

The alternative to serving with a corporation is to sign up 
with the minor league: Shooters are traders or trading fam-
ilies, struggling not to be put out of business by the giant 
Hiliners. 

Shooters are even less likely to need help. The Entry Con-
ditions are:

• Shooter: Astrogation, Economics, Maintenance, Pilot 
starship, Shooter

• Rider: Engineering, Maintenance, Operate heavy 
machinery, Vacc-suit, Zero-G operations.

Characters may attempt to be accepted as either and if 

Table 21: Hiliner Performance

Roll SR Result

03-05 -20 Performance is appalling. Cautioned

06-10 -10 Poor performance. Cautioned

11-20 +0 Poor performance, but uncautioned

21-40 +0 Adequate performance

41-60 +1 Above average performance

61-80 +5 Notable performance

81-90 +10 Highly efficient performance

91-100 +20 Exceptional performance of duties

101-110 +30 Cited for Service above the call of Duty

111+ +50 Awarded Medal for Exceptional Service

Table 22: Hiliner Ranks

Rank Mod Title

Crew
1 Auto Crew member
2 50 Engineer
3 100 Chief engineer

Pilot
4 200 Warrant officer
5 250 Executive officer
6 300 Captain
7 500 Administrator

Posting Risk Income
Homeworlds 2 0.5 KCr
Colonies 5 1 KCr
Fringeworlds 20 4 KCr
Fremen sector 8 2 KCr
Outlands 10 5 KCr

Table 23: Hiliner Discharge

Attribute rolls 
failed Result

None Close call. Reaccepted
Reason only Arrested for minor offence
One other attribute Negligent behaviour
Any two attributes Minor accident
Any three attributes Major accident
Any four attributes Catastrophe. Mortally wounded
All five attributes Catastrophe resulting in Death
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they fail one, they may attempt to apply for the other. Once 
the Entry conditions have been determined, roll percentile 
dice under the value to be accepted. Unlike the Military, 
Shooters determine whether or not they can make use of 
you within a matter of hours. Characters who succeed in 
applying for the position of Shooter start with a Rank of 2. 
Highrider characters may automatically start as a member 
of a Shooter family by expending a Fate point (two if they 
wish to start as Bossrider).

4.2.2 Service

Shooters have a much less formal existence than their Hil-
iner cousins, with all qualified Shooters taking turns to boss 
(take control of) singularity shots. Shooters rarely visit the 
surface of planets if it can be avoided.

• 1d10 points per year to divide between skills.
• Rank 1 and higher: Increase Personal style or Seduc-

tion by 5 per year.
• Rank 2 and higher: Increase Shooter by 5 per year.

Astrogation, Astrophysics, Bargain, Bribery, Bypass 
mechanism, Carousing, Communications, Computers, 
Dodge, Economics, Electronics, Fast talk, Fire control, First 
aid, Gambling, Genetics, Human perception, Mechanics, 
Mnemonetics, Operate heavy machinery, Pilot starship, 
Personal style, Play instrument, Seduction, Shadow, Thief, 
Unarmed combat, Vacc-suit, Zero-G operations.

There are no special assignments in Shooter life. The 
Bankrupt value is the percentage chance the Shooter fam-
ily goes bankrupt that year. Bankruptcy rolls should be 
made directly after Risk rolls for that year.

4.2.3 Promotion and Transfer

It is not possible to transfer in Shooter life, but each year 
the Shooter family may opt to move to a different sector. 
Players have their Rank x 10% chance of determining in 
which sector they work in next year, otherwise, roll percen-
tile dice. 

If the same sector is rolled (or chosen), the chance of going 
bankrupt is treated as 10 percentiles higher than the previ-

ous year. When a character joins up with a Shooter family, 
the first sector is always the last sector they were in (for 
example, a starting character would begin in their sector of 
origin, a character just retired from the Military would begin 
in their last sector of service).

The chance of Promotion is one fifth of the characters 
Shooter skill to become Shooter and one fifth of the char-
acters Economics skill to become Bossrider. You must be 
a Shooter before you attempt to become Bossrider.

• Rider: Trainee. Assists in loading and unloading 
cargo, as well as ship maintenance.

• Shooter: Takes turns with the others bossing shoots.
• Bossrider: In control of the Shooter family.

As with the Military, pay is the income base multiplied by 
rank.

4.2.4 Leaving

There are three ways of leaving a Shooter family:

• Resignation: No severance pay given.
• Forced discharge: Forced discharge obeys the 

same rules as section 4.1.5, and uses Table 20.
• Bankruptcy: The Shooter family goes bankrupy and 

is forced to disband.

Shooters do not consider any age to be too old to contrib-
ute. If the character leaves for any reason other than the 
family going bankrupt, they may continue to stay in contact 
with the family and possibly get in contact with them at a 
later date (if they haven’t gone bankrupt by then).

4.3 Administration

4.3.1 Working for the Confederation

The Confederation employs a number of people to work in 
legal and political positions. Entry conditions vary accord-
ing to the job, and are listed with the corresponding entries 
below. However, the result of a failed Risk roll, and the 
ways to leave the jobs are the same. There are three ways 
of leaving an Administrative job:

• Retirement: Retirement age is considered to be 60, 
and retiring characters receive an annual pension 
equal to half their last annual pay.

• Resignation: Characters who resign receive a golden 
handshake of five times their last annual pay.

• Discharge: This occurs when a Risk roll is failed. The 
key Risk for a member of the Confederation is assa-
sination. Various terrorist organisations exist, all of 
whom dislike or despise the Confederation adminis-
trators. When a Risk roll is failed, the character has 
had an assasination attempt. If they pass an H0 Task 
on Endurance and Reason, with a penalty equal to 
the Risk roll failed (for example, if a Risk roll of 30 had 
just been failed, both attributes would be treated as if 
30 percentiles lower). If either is failed, the character 
is forced to retire from service. Severance pay for 
being discharged is three times the characters last 
annual pay.

No-one may take a job in the Confederation administration 

Trade Area Risk Bankrupt Income
Homeworlds 5 20 1 KCr
Colonies 5 15 0.5 KCr
Fringeworlds 20 5 2KCr
Fremen sector 8 10 1 KCr
Outlands 10 4 4 KCr

Die Roll Trade Area

1-10 Fringeworlds
11-20 Outlands
21-30 Fremen sector
31-50 Colonies
51-70 Homeworlds

71-100 Same as previous year
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if they have a criminal record.

4.3.2 Advocate

The Military acts as the Confederation’s police force, but 
citizens who are not unregistered psykers are entitled to a 
trial by jury, much as is the case today. The civil courts have 
changed quite considerably, and only registered Confeder-
ation Advocates (lawyers) are permitted to represent 
people in court. However, everyone is entitled to legal rep-
resentation of some sort.

• Entry Conditions: Law.
• 1d10 points to divide between skills each year.

Bargain, Carousing, Computers, Fast talk, Forensics, Human 
perception, Intimidate, Knowledge, Legal, Personal style, 
Seduction, Streetwise.

The structure of the Judicial Service is such that all poten-
tial Advocates are expected to serve as an Assistant 
Advocate (a combination of researcher and secretary) 
before actually representing people in court. Those Advo-
cates who recieve a stainless reputation are promoted to 
the rank of District Advocate. The DAs for a planet or sector 
prosecute those cases which are considered to be against 
the state or against the public, or where the plaintiff would 
be unable to bring a case to court themselves.

Ultimately, an Advocate can be promoted to Judge and pre-
side over the tribunals and trials of the Confederation. 
Judges are prohibited from representing people in court, 
and my only act in their capacity to interpret the law and to 
pass sentence. Most Judges are assigned an AI assistant.

The usual rules for promotion and transfer apply.

4.3.3 Ambassador

Confederation Ambassadors work as mediators in disputes 
between member worlds of the Confederation. In theory, 
Ambassadors would also be called to deal with a first con-
tact situation, although there has not been one since the 
discovery of the Fremen sector.

• Entry Conditions: Bargain, Law.
• 1d10 points to divide between skills each year.

Bargain, Bribery, Fast talk, Human perception, Instruction, 
Intimidate, Knowledge, Legal, Personal style, Seduction.

Each year in the Diplomatic service, make a roll against the 
appropriate Advance skill for the current Rank. Modify the 
character’s Service Record by the amount this roll is over 
or under. 

If the character’s SR goes negative, that is the chance of 
them being ejected from the service. Characters start serv-
ing in whichever sector they signed up. The chance of 
transfer is one quarter on SR, and as usual either a transfer 
or a promotion may be attempted in any one year, not both.

4.3.4 Politician

Politicians organise planetary and sector politics, and are 
the frequent targets of assasination attempts. Whilst every 
attempt is made to insure the integrity of politicians, it is 
rarely enough.

• Entry Conditions: Reason, Economics, Legal.
• 1d10 points to divide between skills each year.

Bargain, Bribery, Computers, Economics, Fast talk, Human 
perception, Intimidate, Knowledge, Legal, Personal style, 
Seduction.

Governors (sometimes known as Presidents) are the rep-
resentatives from Planetary councils who attend (or are 
expected to attend) the Sector council meetings. 

The usual rules for promotion and transfer apply except 
that once a character reaches the Rank of Senator, transfer 
is no longer a possibility.

Posting Risk Income

Homeworlds 1 5 KCr
Colonies 1 5 KCr
Fringeworlds 10 40 KCr
Fremen sector 5 20 KCr
Outlands 2 10 KCr

Table 24: Legal Ranks

Rank Mod Title Advance

1 Auto Assistant Streetwise
2 100 Advocate

Legal3 300 DA
4 400 Judge

Posting Risk Income

Homeworlds 1 5 KCr
Colonies 2 8 KCr
Fringeworlds 10 25 KCr
Fremen sector 30 50 KCr
Outlands 5 10 KCr

Table 25: Ambassador Ranks

Rank Mod Title Advance
1 Auto Aide Law
2 200 Consul Bargain
3 400 Diplomat Bargain

Posting Risk Income

Homeworlds 2 5 KCr
Colonies 5 8 KCr
Fringeworlds 15 25 KCr
Fremen sector 40 50 KCr
Outlands 10 10 KCr
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4.4 Industry

4.4.1 Working in industry

The Hiliners and other companies (mostly under Hiliner 
control) employ a variety of different people. Entry condi-
tions and other details vary according to the job, and are 
listed with the corresponding entries below. There are three 
possible ways to leave service in industry:

• Retirement: Retirement age is considered to be 60, 
and retiring characters receive an annual pension 
equal to half their last annual pay.

• Resignation: Characters who resign receive a golden 
handshake of five times their last annual pay.

• Dismissal: This occurs when a Risk roll is failed. 
None of the industrial professions are particularly 
risky, and a failed Risk roll should be taken as being 
fired. The player can determine for themselves why 
they were dismissed. Severance pay for dismissal is 
three times the characters last annual pay..

4.4.2 Executive

These are the office workers and social climbers of the 
Confederation. They could be working in a variety of differ-
ent roles, and it is up to the player to determine exactly 
what job is being done.

• Entry Conditions: Reason, Bargain, Economics.
• 1d10 points to divide between skills each year.
• Rank 3 and higher: Increase Economics by 5 per year.

Bargain, Bribery, Economics, Fast talk, Human perception, 
Intimidate, Knowledge, Legal, Personal style, Seduction.

Characters start work in whichever sector they signed up 
in, and the usual rules apply regarding transfers and 
promotion.

The Head of a Cartel is still responsible to the sharehold-
ers, and hence can be fired. However, on a successful H0 
on Bargain, a Rank 4 character can continue in his or her 
current job with just a warning from the shareholders.

4.4.3 Miner

One of the largest industries in the Confederation is min-
eral extraction and mining. Although the process is highly 
automated, the volume of raw materials that have to be 
mined and refined means that there is always work for a 
miner.

• Entry Conditions: Mining.
• 1d10 points to divide between skills each year.
• Rank 1 and 2: Increase Mining by 5 per year.
• Rank 3 and higher: Increase Economics by 5 per year.

Bargain, Computers, Engineering, First aid, Maintenance, 
Mining, Operate heavy machinery.

The usual rules of promotion and transfer applies. A Direc-
tor organises the running of a particular mining facility, and 
is only has to answer to the Executive in charge of the 
facility.

4.4.4 Tech

Anyone who works in science or technology is known as a 
Tech. Some companies employ Techs; others work 
freelance.

• Entry Conditions (Freelance): Automatic
• Entry Conditions (Employed): Reason, any one tech-

nical skill (see below).
• 1d10 points to divide between skills each year.

Astrophysics, Bypass mechanism, Chemical synthesis, 
Control (All), Computers, Cybernetics, Engineering, 
Engramatics, Forensics, Genetics, Holographics, 
Informatics, Instruction, Maintenance, Vacc-suit, Weapons 
tech (Any), Xenobiology.

Characters start work in whichever sector they signed up 

Table 26: Political Ranks

Rank Mod Title Advance

1 Auto Administrator Economics
2 200 Head admin.
3 400 Senator Bargain or 

Fast talk4 600 Governor

Posting Risk Income
Homeworlds 10 30 KCr
Colonies 2 10 KCr
Fringeworlds 1 5 KCr
Fremen sector 1 5 KCr
Outlands 5 20 KCr

Table 27: Executive Ranks

Rank Mod Title Advance

1 Auto Administrator Bargain
2 200 Executive
3 400 President Economics
4 800 Head of Cartel

Posting Risk Income

Colonies 1 2 KCr
Fringeworlds 2 3 KCr
Fremen sector 4 4 KCr
Outlands 5 5 KCr

Table 28: Miner Ranks

Rank Mod Title Advance

1 Auto Miner Mining
2 100 Foreman
3 200 Administrator Bargain
4 400 Director Economics
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a form of Service Record, known as Reputation. Each year, 
add the Risk of the sector served in to the Reputation, and 
all pay should be multiplied by Reputation divided by 100.

• 1d10 points to share between skills per year.

Acting, Antipersonnel, Avoid detection, Bargain, Bribery, 
Bypass mechanism, Camouflage, Carousing, Chemical 
synthesis, Climb, Control (All), Combat (All), Computers, 
Disguise, Dodge, Explosives, Fast draw, First aid, Forgery, 
Jump, Manual deception, Pilot atmospheric, Recon, 
Resistance, Shadow, Streetwise, Thief, Track, Vacc-suit, 
Weapons tech (All), Zero-G operations.

Assassins can choose their sphere of operations for any 
year. Income rolls are open ended.

4.5.3 Convict

When a criminal is finally caught, they will be sent to a cor-
rectional facility. The vast majority of Prisons are mining or 
terraforming facilities, with extremely poor working condi-
tions. The majority of the Wardens are made up of Military 
officers who have chosen to serve in the Prison sevice, and 
are generally sadistic. The lucky few get sent to a Low 
security correctional facility to undergo ‘personality 
correction’.

• 1d10 skill points to be divided out as if the convict 
were a Rank 1 miner or terraformer.

• Increase either Resistance and either Mining or Ter-
raforming by 5 per year

Use any appropriate skills from the Miner or Terraformer 
professions plus Fast talk, Forgery, Human perception, 
Intimidate, Resistance, Streetwise, Unarmed combat

Convicts can attempt to get parolled once half their sen-
tence has been served, by succeeding in a H0 on Luck. If 
this fails, they may try again at 5 year intervals afterwards.

Prison breaks may be attempted with a base chance of 
success of 1%, increasing by 2% for every year of preper-
ation (a failed break resets the base chance of success to 
1%). Attempted Prison breaks increase the Difficulty of get-
ting parolled by 2 per attempt.

4.5.4 Criminal

This covers a vast array of criminal professions from con-
man to bank robber. It is up to the player to decide what 
kind of criminal their character is, and what kind of crimes 
they carry out. To represent this, a multiplier should be cho-
sen to represent the severity of the crimes being 
committed. This multiplies the Risk and the income.

• Minor offences: x half

• Common offences: x 1
• Major offenses: x 2
• 1d10 points to share between skills per year.
• Increase Streetwise by 5 per year.

Acting, Avoid detection, Bargain, Bribery, Bypass 
mechanism, Carousing, Climb, Control (All), Combat (All), 
Computers, Disguise, Dodge, Explosives, Fast draw, First 
aid, Forgery, Intimidate, Jump, Legal, Manual deception, 
Recon, Resistance, Shadow, Streetwise, Thief, Track, Vacc-
suit, Weapons tech (All), Zero-G operations.

Criminals can choose their sphere of operations for any 
year. Income rolls are open ended.

4.5.5 Hacker

The hacker attempts to gain income by breaking into finan-
cial accounts and altering the figures. Computer security is, 
however, very high, and the chance of being caught is very 
high. A professional hacker spends months planning their 
assault on a banking computer, just as a bank robber would 
spend months planning a break in.

• 1d10 skill points to be divided between skills per year.

Bribery, Bypass mechanism, Carousing, Computers, 
Engramatics, Fast talk, Forgery, Gambling, Holographics, 
Thief.

Each year a character is attempting to gain funds through 
hacking, select the appropriate Hacking target from 
Table 31. Then, carry out the Task given on the characters 
Computers skill, with a monthly Timebase (it may take 
some time to crack the major computers). If the Hazard is 
hit, there is the Risk chance of being caught. If the Task ulti-
mately succeeds, the cash listed is transferred to one of the 
character’s accounts.

Income rolls are open ended. If the hacker is caught, there 
is a chance that their last successful hack (if there was one) 
will be caught and they will lose any money they gained 
from it. Make a H0 Task on Computers to determine if the 
character covered their tracks well enough, success indi-
cating that they have.

Sphere of Operations Risk Income

Homeworlds 30 5d10 KCr

Colonies 20 4d10 KCr

Fringeworlds 5 1d10 KCr

Fremen sector 10 2d10 KCr

Outlands 15 3d10 KCr

Sphere of Operations Risk Income
Homeworlds 16 4d10 KCr

Colonies 12 2d10 KCr

Fringeworlds 6 1d10 KCr

Fremen sector 8 1d10 KCr

Outlands 10 3d10 KCr

Table 31: Hacking

Target Computer Task Risk Income

Small company D6 (6) 20 2d10 KCr

Large company D10 (4) 30 2d10x10 KCr

Hiliner D20 (2) 40 2d10 MCr

Bank D30 (1) 60 2d10x10 MCr

Account centre D40 (0) 80 2d10 GCr
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4.5.6 Rebel/Terrorist

There are a vast number of terrorist organisations operat-
ing throughout known space, but the most popular causes 
to fight for are:

• Independence from the Confederation
• Fremen independence/rights
• Psyker rights

Most terrorist cells are quasi-military organisations, and 
hance have a Rank system. Service Record does apply. 
Before a character can even consider joining a terrorist 
cell, they must first make contact with one by succeeding in 
a H0 Task on Streetwise or Luck.

• Entry Conditions: Combat (Any one), Explosives.
• 1d10 points to divide between skills each year.

Ambush, Antipersonnel, Avoid detection, Bargain, Bribery, 
Bypass mechanism, Camouflage, Climb, Combat (Any), 
Computers, Disguise, Dodge, Explosives, First aid, 
Informatics, Recon, Resistance, Streetwise, Vacc-suit, 
Weapons tech (Any), Zero-G operations.

The usual rules of promotion apply with terrorist cells. Note 
that terrorist cells invariably restrict new members knowl-
edge. Any one terrorist knows everyone below them in the 
command structure, and one (or sometimes a few) 
superiors.

Notice that terrorists are the only criminal ‘profession’ to not 
earn money for their crimes, hence terrorists will require 
another profession to provide a steady income.

4.5.7 Smuggler

Smugglers are almost universally Shooter families who 
have turned to smuggling. If a character wishes to be a 
smuggler they should make a H0 Task on Streetwise or 
Luck to get in contact, and then use the rules for Shooter 
families (see section 4.2).

Once in, everything proceeds as if the character is simulta-
neously a Shooter and a Criminal (see section 4.5.4). One 
product that is often smuggled is melange. Spice smug-
gling is big business and a x2 modifier to Risk and criminal 

income should be applied if the character chooses to get 
involved in spice running.

4.6 Other Professions

4.6.1 Artist/Entertainer

Musicians, artists, poets and actors all strive to make a liv-
ing in the Confederation. No-one chooses a job as an 
entertainer for any reason other than a desire to perform. 
ISIS and other such forms of entertainment have killed any 
form of amusement resembling television, meaning that 
almost all entertainers perform live.

• 1d10 points per year to divide between skills.

Acrobatics, Acting, Carousing, Fast talk, Gambling, Human 
perception, Knowledge, Personal style, Play instrument, 
Seduction.

There is no Risk for being an artist or entertainer, and the 
income is pitiful, rarely enough to live on. If a H0 Task on 
Luck is made for a year, an income of 1d10 KCr (open 
ended) is earned, otherwise the character barely got by.

4.6.2 Gambler

The professional gambler makes his or her money through 
taking risks. Casinos are found on most planets, particu-
larly in the Outlands and the Fringeworlds. Anyone can 
become a gambler at any time, even when they are doing 
other jobs at the same time.

• 1d10 points to divide between skills each year.
• Increase Gambling by 5 per year.

Carousing, Fast talk, Gambling, Knowledge, Human 
perception, Personal style, Seduction, Streetwise.

The gambler character must choose the stakes for each 
year:

• Kilocredits
• Megacredits (if the character has at least 10 MCr)
• Gigacredits (if the character has at least 10 GCr)

Then, a H4 Task on Gambling is made. The results should 
be compared to Table 33, and the loss or gain taken in the 
appropriate units of currency, according to their chosen 
stakes.

It is possible for a Gambler to make a bigger loss than they 
can pay, in which case they will be in debt. Either they can 

Sphere of Operations Risk
Homeworlds 60
Colonies 15
Fringeworlds 5
Fremen sector 20
Outlands 10

Table 32: Terrorist Ranks

Rank Mod Title Advance

1 Auto Associate Antipersonnel, 
Explosives or 
Handgun/Lon-
garm combat

2 100 Soldier
3 200 Commander

4 400 Leader Reason

Table 33: Gambler’s Losses and Gains

Result Loss or Gain

Failed by 10+ blocks -1d10x100
Failed by 5-9 blocks -1d10x10
Failed by 1-4 blocks -1d10
Pass/fail by 0 blocks No loss or gain
Pass by 1-4 blocks +1d10
Pass by 5-9 blocks +1d10x10
Pass by 10+ blocks +1d10x100
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go to prison for 1d5 years, or they can evade the law with 
a base Risk of 10% per year (increasing by 10% everytime 
they fail to pay gambling debts).

4.6.3 Mercenary

Mercenary units are not exactly illegal, because most Con-
federation worlds grant the right to bear arms. As soldiers-
of-fortune they require combat to earn their keep, however, 
and this can cause legal complications. There are clear 
restrictions as to how a mercenary unit can operate if it 
wishes to remain within the law. The following gives a list of 
situations where mercenaries are free to act:

• Acting against criminals who can be proved to have 
committed a Class 2 felony or worse. Use of deadly 
force is permitted, if the situation warrants such.

• Acting against criminals who have committed a Class 
3 or 4 felony. Use of deadly force is not permitted, 
except in self defense.

• Any world which has declared itself independent of 
the Confederation has committed mass treason, and 
can be treated as if the entire world has committed a 
Class 2 offense.

• In self defense, anyone may defend themselves. This 
can lead to a situation known as ‘questionable cause’, 
where both parties believed they were acting in self 
defense. If the blame cannot be placed on anyone’s 
shoulders, all those involved are charged with a Class 
5 offense, and are usually fined.

Because of this, two of the most common jobs that merce-
nary units carry out are acting as guards, and acting as 
bounty hunters. On rate occasions, the Military will draft in 
mercenary units to bolster their forces.

• Entry Conditions: Combat (Any one). Characters who 
have come from either the Army, Elite corp or Marines 
may apply with a chance of success equal to one 
tenth their final Service Record. This will then become 
their starting SR for the mercenary unit.

• 1d10 points to divide between skills each year.
• Increase any one Combat skill by 5 each year.

Ambush, Antipersonnel, Avoid detection, Bargain, Bribery, 
Bypass mechanism, Camouflage, Carousing, Climb, Combat 
(Any), Computers, Control (Any), Dodge, Explosives, Fast 
draw, Field craft, First aid, Gambling, Informatics, 
Intimidate, Jump, Navigation, Recon, Resistance, Shadow, 
Streetwise, Survival (Any), Swim, Vacc-suit, Weapons tech 
(Any), Zero-G operations.

The usual rules of promotion apply with, and each year a 
character has Rank x 20% chance of determining where 
the unit serves for the next year. 

A failed Risk indicates that the character was either seri-
ously injured and forced to retire from mercenary service, 
or was ejected from their unit (player’s choice).

4.6.4 Neo-zen

Neo-zen temples can be found throughout the Confedera-
tion, and are homes to at least one high powered computer, 
which runs human engrams. People visit neo-zen temples 
for advice, calling on the vast reserves of knowledge of the 
people who have been added to the database over the 
centuries.

The neo-zen doctrine itself (that a neo-zen ‘priest’ is 
expected to follow) is one of self-fulfillment. Neo-zen 
priests are expected to become at peace with themselves, 
and resolve all internal conflicts.

• Neo-zen temples will accept anyone - even known 
criminals. All that is required is a desire for self 
improvement.

• 2d10 points to divide between skills each year.

Computers, Cybernetics, Engramatics, Holographics, 
Human perception, Instruction, Knowledge, Personal style, 
Play instrument, Seduction.

There is no Risk, and no pay for neo-zen priests. They are 
provided with enough to live on, and nothing more.

4.7 Supporting cast

During the course of their lives, characters meet other peo-
ple who will become allies or adversaries. These people 
come from three places: 

• Family
• Childhood
• Adult Life. 

In all cases except Lovers, a person has equal chance of 
being male or female (Choose, or roll 1d10. Odd: female, 
even: male). 

A. Family

A1. Number of parents

Choose, or roll 2d10. 4 or less indicates 1 parent, 5 or more 
indicates 2 parents. Duplicant characters automatically 
have 1 genetic parent. Replicant characters have no 
genetic parents.

A2. Number of siblings

Choose, or roll 2d10 and consult Table 35.

For each sibling, choose or roll 1d10:

Sphere of Operations Risk Income
Homeworlds 10 1d5 KCr

Colonies 15 1d10 KCr

Fringeworlds 40 4d10 KCr

Fremen sector 30 3d10 KCr

Outlands 20 2d10 KCr

Table 34: Mercenary Ranks

Rank Mod Title Advance

1 Auto Soldier Combat (Any)
2 200 Lieutenant Field craft
3 400 Commander
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• 1-5 indicates younger.
• 6-9 indicates older.
• 10 indicates the same age as the character. Note that 

because of autowombs and moning, a sibling can be 
the same age as the character without being a twin.

Now roll on Table 39 below for each sibling.

B. Childhood

Choose, or roll 2d10 and compare to Table 35.Then, roll on 
Table 39 for each person encountered. 

C. Adult Life

For each year: 

• Roll 1d10. On a 7+ someone has been encountered 
that year and hence roll on Table 37 to determine who 
they are.

• If the character is looking for a lover, roll 1d10 and add 
a voluntary modifier between +5 and +0. On a 10+, a 
lover (or several lovers) has been found that year. 

Roll on Table 43 in the year they are met, and 
Table 44 each year that the relationship continues.

D. Descriptions

D1. Basic description

The following tables determine who an individual is.

• If the person was part of the characters Family or was 
met in childhood, roll on Table 39, looking at the col-
umn corresponding to the character’s origin.

• If the character was in Military service when they met 
this person, roll on Table 40. 

• If the character was in Hiliner service, roll on Table 39 
and consult the Highrider column.

• Otherwise, roll percentile dice and consult the Root 
table (Table 37). If the result is the shaded bar, refer 
to Table 39 if not in Military service, and Table 40 
otherwise.

D2. Family, Childhood or Local

Roll Percentile dice and consult Table 39. If Military is 
rolled, roll on Table 38 to determine the service and consult 
D4 to determine the Rank.

D3. Military service

Use this section only if the character is serving in the Mili-
tary (or is in training) for the year in which the person was 

Table 35: Siblings

Roll Siblings

8 or less None
9-11 One

12-13 Two
14-15 Three
16-17 Four
18-19 1d10
20+ 2d10

Modifier Circumstances
+0 Homeworlder
+2 Colonist
+4 Fringeworlder
-6 Fremen
-2 Outlander
-4 Highrider
-6 Duplicant
-2 Replicant

Table 36: Childhood

Roll Number of people

4 or less None
5-8 One
9-14 Two
15-17 Three
18-19 Four
20+ 1d10

Modifier Circumstances
-8 Class A Moned
-4 Class B Moned
-2 Class C Moned

Table 37: Root

Die roll Result

 01 Politician 
 02 Ambassador 
03 Lawyer
04 Executive 
05 Psicorps 

06-90 Local
 91-94 Mercenary 

95 Criminal
96 Hacker
 97 Smuggler
 98 Assassin
 99 Rebel/Terrorist

 100 Psionic

Table 38: Military Services

Die Roll Service
01-25 Army
26-50 Navy
51-60 Outriders
61-75 Medical
76-90 Technical
91-95 Elite corp

96-100 Marines
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met. Roll percentile dice and compare to the column which 
represents the characters Military service on Table 40.

Cadets or characters doing the Academy special assign-
ment roll on the Academy column. For characters teaching 
at the Academy, reverse the entries marked *. Technical 
and Medical staff roll under whichever service they are 
assigned under. For all characters, a result of Colonies, 
Homeworlds or Highriders indicates a roll is required on the 
appropriate column of Table 39. Local means roll on 
Table 39 under the appropriate column for the sector being 
served in.

D4. Rank (if applicable)

To determine the Person’s Rank, roll 2d10:

• If the character’s Rank is 3 or 4, add 5.
• If the character’s Rank is 5 or more, add 10.
• If the result is 2-12, the person has a low Rank (Rank 

1-3 in a 7 Rank service, Rank 1-2 in a 4 Rank service 
or Rank 1 in a 3 Rank service).

• If the result is 13-18, the person has a medium Rank 
(Rank 4-5 in a 7 Rank service, Rank 3 in a 4 Rank 
service or Rank 2 in a 3 Rank service).

• If the result is 19+, the person has a high Rank (Rank 
6-7 in a 7 Rank service, Rank 4 in a 4 Rank service 
or Rank 3 in a 3 Rank service).

D5. Determine Relationship

Strength of relationship is rolled on 2d10. For siblings, 
player should roll 1d10+6 instead (although they may opt 
to roll 2d10 if they prefer). Players may add modifiers from 
-10 to +10 on each roll but when the last year has been 
rolled the sum of these modifiers must be zero. That is, if a 
character takes a +10 one year, they must later take at 
least a -10 to compensate. Modifiers are chosen before the 
dice are rolled. If the total is not zero in the last year and no 
person was met during that year, a person is automatically 
encountered and a modifier is taken to clear the sum of the 

modifiers.

If the person is a rival or worse, determine the cause of the 
dispute by rolling 2d10, adding the value listed in the Mod-
ifier column of Table 41 and referring to Table 42, below. 
(The result of the die roll can be chosen, but it must be cho-
sen in the range 2-20)

Table 39: Local

Die 
roll Homeworlds  Fremen 

sector Outlands Fringeworlds  Colonies  Highriders

01-02  Religious  Shooter Religious Religious Religious Religious
03-04 Shooter Hiliner  Military Hiliner Shooter Gambler
05-14  Tech Religious Tech Tech Tech Tech
15-34 Trader Miner Trader Trader Trader Trader
35-68 Trader Trader Miner Trader Colonist Hiliner
69-78 Military Military Miner Gambler Colonist Shooter
79-88 Military Terrorist  Hiliner Criminal Hiliner Shooter
89-92 Hiliner Mercenary  Military Military Military Military
93-96 Hiliner Colonist Military Shooter Military Colonist
97-98 Colonist Tech Shooter Colonist Miner Miner
99-100 Miner Smuggler Colonist Miner Miner Smuggler

Table 40: Military

Die 
roll Academy Army  Navy Die 

roll Outriders  Elite corp  Marines

01-10 Colonies Local Local 01-10  Highriders  Local  Local
11-30  Homeworlds Local Highriders 11-12 Elite corp Navy Army
31-32 Instructor* Marines Elite corp 13-14 Marines Outriders Outriders
33-34 Outriders Outriders 15-16 Army Medical Medical
35-36 Navy Army 17-21 Navy Technical Technical
37-41 Medical Medical 22-25 Technical Army Navy
42-45 Technical Technical 26-30 Medical
46-50 Elite corp Marines 31-00 Outriders Elite corp Marines
51-00 Cadet* Army Navy
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I

The player may choose or roll to decide who is the injured 
party. The chance of the character being the injured party 
will depend on how pleasant a person the character is.

E. Lovers

If a lover is indicated for a certain year, roll on Table 43. If 
the relationship continues, roll on Table 44 each year. that 
it carries on. In either case, the player can choose or roll 
2d10.

If Restart relationship is rolled and the character has not 
had a relationship yet, treat as Start relationship. If Start 
affair is rolled, the player may decide how the relationship 
progresses (does their lover break up with their original 
lover or run off with the player, for instance).

If the roll indicates an affair, the player may choose or roll 
who has the affair and then determine results accordingly. 
All players are advised to improvise and enjoy themselves.

F. Other factors

Players may elect to choose or roll to see if friends, rela-
tives, siblings or family are still alive but no rolls are listed. 
GMs should feel free to introduce fair modifiers into any sit-
uation (for example, if during a relationship one of the 
lovers is transferred to a different sector, introduce a mod-
ifier on Table 44 to increase the chance of the two breaking 
up).

One of the purposes of supporting cast is to provide a rea-
son for players to know each other. Wherever possible, 
incorporate the players into each others lives and also 
insure they share some mutual friends and enemies. As a 
whole, there should be a good reason why a group of char-
acters are together, and the Supporting cast should be 
used to tie the characters together.

Another reason is to provide future allies and adversaries, 
and GMs are encouraged to work people from their charac-
ters’ Supporting Cast into their plots and scenarios. Friends 
and allies provide good hooks for getting characters 
involved in a scenario, and enemies are ideal opponents 
and adverseries. Make the most of your characters’ 
backgrounds.

Table 41: Relationship

Result Type of Relationship Mod
up to 2 Arch enemy +20

3-4 Hated enemy +10
5-6 Enemy +5
7-8 Adversary +0
9-10 Rival -10
11-13 Acquaintance

NA
14-15 Colleague
16-17 Friend
18-19 Close friend or owes favour

Over 20 Best friend or owes life

Table 42: Antipathy

Result Cause of Antipathy
Up to 5 Opposing personalities

6-7 Victim of prejudice

8-13 Romantic rivals (or believed to be)

14-18 Caused loss of status or to miss promotion

19-22 Personal betrayal or ex-lover

23-25 Foiled plan

26-27 Failed to rescue/save other from danger

28-30 Responsible for injury/death of friend/relative

31-35 Responsible for injury/death of lover

36-40 Responsible for injury/near death of self

Table 43: Starting Relationships

Die roll Result
Up to 6 Series of fast affairs

7-8 Brief, failed relationship
9-10 Brief relationship ending as friends
11-16 Start relationship
17-18 Restart relationship
19-20 Start affair (lover seeing someone else )

Table 44: Continuing Relationships

Die roll Result

Up to 13 Relationship continues
14 Relationship ends, as friends
15 Relationship ends in hostilities
16 Brief affair
17 Affair ends relationship
18 Outside pressures: relationship ends
19 Lover runs off with someone
20 Lover killed/dies/missing
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Chapter 5: Personal combat

5.1 Basic combat rules

5.1.1 Overview

Combat is divided into units of time called rounds. A round
is an entirely non-specific unit of time that represents a sec-
ond or more of real time, depending on how much occurs 
within the round. The GM is the final arbiter as to how long 
each round takes to perform. The following flowchart is the 
basis of personal combat:

A. Determine Range

There are six effective ranges, each of which is considered 
to be at an approximate distance. GMs should use their 
own judgement when determining what range an encoun-
ter occurs at. Combat ranges are described in Table 45.

B. Roll Initiative

Initiative determines the order in which combatants act.

• Each combatant rolls 2d10 and adds their Initiative 
bonus (see section 5.1). This determines the order in 
which people take actions. 

• if attacking with a weapon that has been drawn in the 
current round, -6

• If attacking with missile weapon or thrown object, -2
• If attacking with melee weapon or unarmed, -8
• If Danger point spent for combat duration, +10

The characters with the highest initiative may act first, fol-
lowed by those with the next lowest and so on until 
everyone has taken an action. Combatants who tie for ini-
tiative are considered to act simultaneously. If this is 
inappropriate, roll an additional 1d10 to resolve the tie, but 
the actions should still occur concurrently.

C. Resolve Actions

Each combatant may perform one action per round (see 
section 5.1.3), plus movement (see section 5.1.2). Actions 

are taken in order of initiative, but characters with may elect 
to hold. Holding characters must declare one specific per-
son or group of people that they are waiting on. If and when 
that person/group declares an action, they may take their 
action first. If the person/group does nothing, that combat-
ant’s action is wasted. The last combatant may not hold. 
They must take an action, even if that action is doing noth-
ing (wait).

D. Attrition

Calculate any Wounds suffered (see section 5.2) and apply 
them. Determine who is Wounded, Unconscious or Dead. 
If Tertiary attributes are being used, modify Stamina, Bal-
ance and Sanity accordingly. Characters who were resting 
regain:

• Sanity: 1 point per Round, if they are not under signif-
icant stress, for up to 40 Rounds.

• Balance: 5 points per Round in which no Balance 
additional Balance is lost.

• Stamina: 1 point per Round spent resting for up to 30 
Rounds.

For the complete rates of recovery, see section 5.1, B3.

5.1.2 Movement

The following list describes the basic ways of moving in 
combat:

• Walking: Travel up to half Movement rate. +1 Diffi-
culty penalty to weapons fire. C2 / 10 minutes on 
Stamina with a base cost of 1 Stamina.

• Running: Travel up to Movement rate. +4 Difficulty 
penalty to weapons fire. C4 / minute on Stamina with 
a base cost of 2 Stamina.

• Sprinting: Travel up to one and a half times Move-
ment rate. Weapons fire not possible. C6 / 10 Rounds 
on Stamina with a base cost of 5 Stamina.

• Diving: Travel up to one quarter movement rate and 
land prone. +8 Difficulty penalty to weapons fire.

• Sculling: In a liquid medium only. Travel up to a quar-
ter Movement rate. +4 Difficulty penalty to weapons 
fire. C2 / 10 minutes on Stamina with a base cost of 1 
Stamina.

• Swimming: In a liquid medium only. Travel up to half 
Movement rate. Weapons fire not possible. C4 / 
minute on Stamina with a base cost of 2 Stamina.

• Floating: In zero-G only. Travel up to half zero-G 
Movement rate. C2 / 10 minutes with a base cost of 1 
Stamina. Specific attempts to float from one point to 
another will also require a Zero-G Maneuver Task.

• Flying: In zero-G only. Travel up to zero-G Movement 
rate. C4 / minute with a base cost of 1 Stamina. Spe-
cific attempts to float from one point to another will 

Table 45: Combat Ranges

Range Difficulty Distance

Melee H0* Less than 3 m
Close H0 About 10m
Short H1 About 50m

Medium H2  About 100m
Long H4 About 200m

Extreme H8 Over 500m
*with an A0 assist on Dexterity for firearms
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also require a Zero-G Maneuver Task.

GMs may opt to ignore the Tertiary attribute costs, if they 
wish. If they are used, the costs given are how much Stam-
ina is lost over the given timebase. Every time the 
Continuous Task is failed, the costs are doubled. The Stam-
ina cost is not reset until the character rests. See section 
5.3.3. Resistance rolls can be made to keep the character 
moving (see section 5.10.70).

The character may always opt to move to a slower rate of 
movement (e.g. from Sprinting to Running, or from Swim-
ming to Sculling), in which case the normal base Stamina 
costs for the new movement are applied. The character 
may not move at a faster rate, however, until they either 
succeed in an H0 Resistance Task or rest.

5.1.3 Actions

The following is a list of common actions to carry out in 
combat:

• Aim: Spend round taking aim.
• Draw: Draw a weapon (may also attack with it)
• Fire: Take a shot with a firearm or missile weapon.
• Fix: Attempt to unjam or repair weapon.
• Hit: Attack with melee weapon/unarmed combat.
• Hurl: Throw an object.
• Load: Reload a weapon.
• Rise: Stand up, if on the ground.
• Use: Operate an object or item.
• Wait: Do nothing.

Other actions are possible at the GM’s discretion. For more 
on drawing and firing (or drawing and hitting) see section 
7.0.1.

5.2 Wounds

5.2.1 Taking damage

Whenever human targets take damage, they roll on 
Table 46 below, although not all weapons roll the same 
dice and most will have some modifiers to take into consid-
eration. Whenever the damage dice are 2d10 or more, hits 
to the Head are counted one Wound class higher, for 
example a person is hit in the Head with a round from a 
slugthrower. The attacker rolls 12, indicating a Serious 
wound. Because the hit is to the Head, the bullet causes a 
Major wound and kills the character.

If Tertiary attributes are being used, the value rolled should 
be subtracted from the characters Stamina total. This value 
should also be added to the characters NRL Stamina as 
well, as only healing will restore this loss. Hits to Head and 
Legs also come off Balance and to NRL Balance. If panicAll 
hits cost the value rolled in Sanity as well, if panic rules are 
being used.

5.2.2 Permanent damage

Every time a character sustains a Serious wound, they 
have a 10% chance of permanent damage to that area. 
This automatically occurs with Major wounds. The general 
effect is that subsequent wounds to that area are treated 
one class higher, unless the area hit was the Head, in 
which case roll 1d10 and consult the following list:

• 1-3: Eye lost
• 4-5: Blinded
• 6-7: Psychological problem
• 8-9: Amnesia
• 10: Coma

Limb destroyed is also a permanent problem, naturally. In 
most of these cases ‘permanent’ is a somewhat misleading 
term, since medical science can treat most injuries - up to 
and including replacing lost limbs (see section 5.4).

5.2.3 Wound state

A characters wound state is determined by two things:

• the character’s Wound code (section 5.1, F4).
• the actual wounds sustained. 

In general, two wounds of one class equate to one wound 
of one class higher for example, two Light wounds are 
equivalent to one Serious wound. However, four Flesh 
wounds are required to equate to one Light wound and 
whilst one Limb destroyed equates to a Major and a Seri-
ous wound, it takes two Major wounds to equate to a Limb 
destroyed. 

Characters should record wounds on their character sheet 
until they total up to the first letter in the characters Wound 
code. At this point the character is Wounded. Similarly, 
once the character is Wounded, after sufficient wounds 
have been sustained to total up to the next letter, the char-
acter is Unconscious. Once the total effect of all wounds 
suffered covers all the letters in the character’s Wound 
code, they are dead. This provides a second way for char-
acters to die: through attrition.

5.2.4 Examples of Wound state

A character is Wound code MSL. In combat, they sustain a 
Serious wound, followed by a Flesh wound and a Light 
wound. This is not equivalent to a Major wound and hence 
the character is not yet Wounded. They then get hit by a 
weapon which causes another Light wound. The two Light 
wounds equate to one Serious wound which combines with 
the Serious wound already sustained to make a Major 
wound. The character now moves to the Wound state 
Wounded. If they now suffered either a Serious wound 
would be Unconscious, and if they suffered a Major wound 
they would be dead.

Table 46: Wound Matrix

Result Code Wound class
0 or less N Negligible

1-3 F Flesh wound
4-7 L Light wound 
8-14 S Serious wound
15-19 M Major wound1

20+ D Limb destroyed2

1 Death if Head or Torso
2 Treat as a combination of Major and Serious
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7.0.3 Area Effect

All firearms which are not of Area type N can hit more than 
one location. Compare the Area type to the range in 
Table 48 to determine how many columns of Table 47 to 
use. The number given indicates the number of locations 

hit. For example, 2 indicates primary and secondary loca-
tions hit. ‘–’ means no hits.

The different types of Area effect are described as follows:

• Type A: Standard area effect (fragmentation or large 
calibre slugs) Full damage to all locations.

• Type S: Shotgun-style weapons. Single hits at 3 col-
umns, 2 hits per location at 2 columns, 3 hits per 
location at 1 column.

• Type F: Flame weapons. Full damage to all locations.
• Type B: Beam weapons. Full damage if 1 column, -2 

if 2 columns, -6 if 3 columns.
• Type R: Anti-matter. All exposed locations hit.

7.0.4 Wildfire

Wildfire occurs in two situations:

• When the target could be shot at but cannot be seen, 

such as when they are obscured by smoke.
• When the firer is spreading a burst from an automatic 

weapon over an area. 

It does not apply in an instance of direct autofire (when mul-
tiple rounds are fired at one person). To determine the 
chance of wildfire hitting, compare the range and the num-
ber of rounds fired to Table 49. The values given are the 
percentage chance that anyone in the area will be hit.

The number of rounds that hit will vary, and GMs are 
advised to judge from the situation. In general, it is useful 
to rule that either 1 or 1d10/2 rounds have hit.

7.0.5 Damage from autofire

There are two ways to determine damage from automatic 
fire. Firstly, apply damage for each shot, which can become 
unmanageable in many situations. The alternative is to 
cross reference the number of rounds hitting with Table 50

For example, 5 sin gun rounds hit two locations at +2, 40 
slugthrower rounds hit three locations at +8 and 100 nee-
dles hit 3 locations at +10.

Multiple hits use additional columns on the damage table, 
for example, a five round strike hits in two locations as indi-
cated by the Primary and Secondary location columns of 
the hit distribution table.

7.0.6 Malfunctions

All firearms have a malfunction class, expressed as a type 
(F, S, B, E, H or E), and a value, usually in the range 1-10. 
Malfunction 0 is the most reliable and a weapon with mal-
function 0 will never malfunction. Essentially, malfunction
indicates the number of percentiles which will cause a firing 
complication, for example, a malfunction 5 weapon will 
break down on a roll of 96-00 when it is fired. 

Table 47: Hit Distribution

Die Roll 
(2d10)

Hit Locations

Primary Secondary Tertiary

2 Feet Legs Abdomen
3-4 Legs Legs Abdomen
5-6 Legs Abdomen Legs
7-8 Abdomen Torso Legs
9-10 Torso Abdomen Arms
11-12 Torso Arms Head
13-14 Torso Head Arms 
15-16 Arms Torso Head

17 Neck Head Torso
18-19 Head Arms Torso

20 Head Neck Arms

Table 48: Multiple Hits

Area 
type C
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A2 2 2 2 2 2
A3 3 3 3 3 3
S2 1 1 2 3 –
S3 1 2 3 – –
F2 2 2 – – –
F3 3 3 – – –
B2 1 1 2 2 3
B3 1 2 2 3 3

Table 49: Wildfire

Range

Number of Rounds Fired

1 2-
3

4-
7

8-
14

15
-2

4

25
-3

4

35
-4

9

50
+

Melee 20 40 60 80 95 99 99 99

Close 10 20 40 60 80 90 95 99

Short 5 10 20 30 40 50 60 70

Medium 2 4 6 10 20 30 40 50

Long 1 2 4 6 10 15 20 30

Extreme 1 1 2 4 6 8 10 20

Table 50: Autofire

Slugs Needles Hit 
locations

Damage 
bonus

2-3 5 1 +2
4-6 10 2 +2
7-10 20 3 +2

Each add. 10 Each add. 20 – +2
52
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However, most weapons have no chance of breaking down 
except under certain circumstances. These are generally if 
the weapon has recieved a hard knock or been exposed to 
harsh conditions (water, steam etc.) at some point in its 
recent history. However, energy beam weapons (E) and 
explosives (X) are also vulnerable for the first 10 hours 
after they have been taken through a singularity, and anti-
matter is at risk if it has passed through a singularity any 
time in the last week (100 hours).

In the event of a malfunction occurring, roll 1d10 and com-
pare with the weapon’s malfunction type on Table 51.

The effects of each of the problems are as follows:

• Misfire: No shot is fired. Weapon may be fired nor-
mally next Round.

• Misfeed: Weapon jams. An H0 on Personal weapons 
tech is required to to unblock (1 Round).

• Fault: Problem e.g. firing pin breaks. This is generally 
an unrepairable problem.

• Burn: Weapon catches fire. May explode (10% 
chance) each Round.

• Explode: Weapon explodes doing full damage to the 
person wielding it and anyone who is close by.

The different malfunction classes are as follows:

• Type F: Flechettes, needlers and shotguns. 
• Type S: Slugthrowers.
• Type B: Sin guns, autocannons.
• Type E: Beam, lasersonic, energy weapons.
• Type H: Flame throwers.
• Type X: Explosives.

When a complication occurs, characters may carry out a 
Personal weapons tech Task:

• In the event of an Explode or Burn result, an H6 Task 
is required to transmute that result to Fault.

• In the event of Fault, an H4 Task is required to reduce 
the effect to to Misfeed.

• In the event of a Misfeed, an H2 Task is required to 
reduce the effect to Misfire. 

In all cases, the Task should be resolved immediately, and 
only one roll may may be made per malfunction.

7.0.7 Missile and thrown weapons

These obey essentially all the same rules as firearms. All 
missile weapon Malfunctions are treated as type F, whilst 
thrown weapons do not generally Malfunction. Some mis-
sile weapons may require reloading after each shot.

Missile and thrown weapons have considerably less range 
than firearms (see section 5.3).

5.1 Melee

5.1.1 Offense and Defense

When attacking with melee weapons, characters must dec 
whether they are fighting offensively or defensively.

• Determine how many blocks the character has to 
spend on offense and defense. This is equivalent to 
an A0 on Dexterity (i.e. their Dexterity divided by 10, 
rounded down).

• Divide these blocks as desired between their base 
offense, which assists with attacks, and their base 
defence, which assists with parries.

• If the character puts nothing into defense, they cannot 
parry - only Dodge. They will have a base defense of 
zero and their base offense is equal to an A0 on 
Dexterity.

• Alternatively, characters can opt not to attack or parry 
at all, in which case they will only be able to Dodge. 
Their base defense is the result of an A0 on Aware-
ness and their offense is zero.

5.1.2 Resolving attacks

Melee attacks occur whenever someone is attacked with a 
melee weapon, and always occur at Melee range. They are 
resolved as follows:

(i) Determine the total Defense:
• If they are parring, carry out an H0 on their Melee 

Combat skill (modified by any Specialisations and 
their weapon’s Parry modifier), and add this to 
their base Defense.

• If they are dodging, carry out an H0 Task on their 
Dodge skill and add this to their base Defense.

(ii) The attacker nominates a target location (e.g. the 
defenders Head).

(iii) Determine the total Offense. Carry out an H0 Task 
on the attacker’s Combat skill (modified by any Spe-
cialisations and their weapon’s Attack modifier) and 
add this to their base Offense.

(iv) If the Offense is less than the Defense, the attack 
fails.

(v) If the Offense is greater than the Defense, the attack 
hits. The location of the hit is determined. Each 
block that the Offense exceeded the Defense, the 
hit location can be moved by one row closer to the 
desired target location.

(vi) Any additional blocks add +1 to the Damage roll.
(vii) Roll on Table 46 and add the character’s Melee 

bonus (section 5.1, F1) and any bonus from addi-
tional blocks hit by to determine the wounds 
caused.

A successful parry results in the defending character’s 

Table 51: Malfunctions

Die Roll Type F Type S Type B
 1-2 Misfire Misfire Misfeed
3-4 Misfire Misfeed Misfeed
5-6 Misfire Misfeed Misfeed
7-8 Misfire Misfeed Fault
9-0 Fault Fault Explode

Die Roll Type E Type H Type X 

 1-2 Misfire Misfire Misfire
3-4 Misfire Fault Fault
5-6 Fault Burn Explode
7-8 Fault Explode Explode
9-0 Fault Explode Explode
53



Outlands
weapon blocking the offensive strike, and may result in 
either weapon being broken if the damage roll exceeds the 
Breakage points (see section 5.3) for that weapon. A suc-
cessful dodge means the character has moved aside from 
the blow.

7.0.1 Unarmed combat

This is resolved in a similar fashion to Melee combat, 
except the weapon involved is the human body.  

• People attacking with unarmed combat choose a 
move from Table 52 to attack with, and determine 
their Offense as given in section 5.1.2, above, except 
carrying out an H# on their Unarmed combat skill, 
where the Difficulty is given in Table 52.

• The hit distribution for each move is different, and 
given in Table 52. Attackers may still nominate a tar-
get location, but it must be in the appropriate range. 
Some unarmed moves only ever hit one location.

• Where the hit distribution is marked with a *, the target 
must be behind the attacker for the move to be made.

• If Tertiary attributes are being used, the Attacker loses 
the amount of Balance and Stamina indicated in 
Table 53, and the defender loses the Balance indi-
cated if they are hit (and Stamina equal to the 
damage rolled).

• After being hit, the defender has to resolve an H0 Task 
on Balance. If they fail, they fall over.

• If they are hit in the Head, they must resolve an H0 
Task on Stamina. If it fails, they are stunned (all skills 
and attributes halved) for one Round, and if it fails by 
5 or more blocks, they fall unconscious.

• Damage is calculated as usual, with the character’s 
Melee bonus applying and any bonus’ from extra 
blocks hit by. Because the damage dice for all 
unarmed moves is 1d10, hits to the Head are not 
treated one rank higher (see section 5.2.1).

If defender is on the ground and attacker isn’t, there is a to 
hit bonus of 40 percentiles and a Damage bonus of +2. The 
defender suffers a penalty of 20 percentiles and a Damage 
penalty of -1. They must succeed in a Balance roll to stand 
up.

Grapple, overbear and strangle attacks are dealt with 
slightly differently. In each case, the attacker must first suc-
ceed in an unarmed combat attack, which can be Dodged, 
after which both attacker and defender make H0 Tasks on 
Strength.

• A successful grapple leaves the defender pinned and 
in order to break free they must get more blocks on 
an H2 Task on Strength than their opponent gets on 
an H0 Task on Strength.

• A successful overbear knocks the defender over. The 
usual rules for prone opponents apply.

• A successful strangle (which may only be attempted 

Table 52: Unarmed Combat Moves

Move Hit 
Location Difficulty Damage 

Block NA H4 NA
Butt Head H1 1d10-5
Face punch Head H4 1d10-4
Flying kick 1d10+10 H6 1d10
Grapple Special
High back kick 1d10+10* H5 1d10-3
High kick 1d10+10 H4 1d10-2
High punch 1d10+10 H1 1d10-5
Jab punch 1d10+8 H2 1d10-4
Knee Abdomen H0 1d10-6
Low kick 1d10 H1 1d10-3
Low punch Abdomen H1 1d10-4
Mid kick 1d10+5 H2 1d10-2
Overbear Special
Reverse punch 1d10+8* H3 1d10-5
Reverse kick 1d10+5* H3 1d10-3
Reverse sweep Legs* H4 1d10-6
Rising kick Abdomen H2 1d10-3
Roundhouse 1d10+10 H5 1d10-1
Straight punch 2d10 H0 1d10-5
Straight kick 2d10 H0 1d10-4
Strangle Special
Sweep Legs H4 1d10-6

Table 53: Unarmed Combat Costs

Move
Balance Cost Stamina 

CostAttacker Defender
Block – – 1
Butt – 10 5
Face punch – 5 2
Flying kick 30 40 10
Grapple – – –
High back kick 15 10 5
High kick 10 15 5
High punch – 5 2
Jab punch – 10 3
Knee – 20 3
Low kick – 10 3
Low punch – 5 3
Mid kick 5 10 4
Overbear – – –
Reverse punch 5 5 3
Reverse kick 15 10 5
Reverse sweep 5 30 6
Rising kick 10 15 5
Roundhouse 20 30 8
Straight punch – 5 1
Straight kick – 5 2
Strangle – – –
Sweep – 30 5
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after a successful grapple) puts the defender in a 
strangle hold. After 5 Rounds of strangulation, the 
defender loses 5 Stamina per Round, and must suc-
ceed in an H0 Task on Stamina to stay conscious.

There are several Specialisations in Unarmed combat:

• Block: Applies to the Block move only.
• Flying kick: Applies to the Flying kick move only.
• Kick: Applies to all kicks except Roundhouse, 

Sweeps and Flying kick.
• Punch: Applies to all punches.
• Roundhouse: Applies to Roundhouse only.
• Sweep: Applies to Sweep and Reverse sweep.

If the specialisation is not possessed, the move can be per-
formed at a penalty of 20 percentiles and -1 damage (the 
exceptions are straight punch, straight kick, knee and butt 
which do not require Specialisation). If you possess the 
Specialisation for a move, you regain half of the Balance 
lost for performing it the round after you have performed it.

5.1 Note on Personal combat

Since combat is fast in real terms, GMs are advised to not 
allow discussion between players about tactics unless the 
character’s are networked and have reprogrammed neutral 
nets (see section 5.2).
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Chapter 6: Psionics

6.1 Background to Psionics

6.1.1 What is psionics?

Psionics is the channelling of power through the mind, 
sometimes called extra sensory perception. There are 
three ways for characters to acquire psionics:

• Characters can expend a Fate point before Advanced 
Development to be naturally psionic.

• Replicants can be genetically engineered psionic by 
expending 50 attribute points.

• Character may become psionic through spice 
addiction.

6.1.2 Psykers

A Psyker is a person who possesses psionic abilities. The 
majority of psykers are Registered Psionicists (RPs, or col-
loquially Harpies) who have had their personality 
overridden and their human rights revoked. However, there 
are some unregistered psykers who have managed to 
avoid detection by the Psicorp, the parahuman military 
branch. Unregistered psykers risk summary execution if 
their psionics manifest themselves in public. 

6.1.3 Genetics

Naturally occuring genetics is caused by a rare recessive 
gene which up until the 7th century NE was only present in 
the X chromosome. As a result, male psionic powers sim-
ply didn’t happen. The reason for this is that women have 
two X chromosomes whilst men have an X and a Y chro-
mosome. Recessive genes, like the gene for psionics, only 
take effect if they are not ‘overridden’ by related genes in 
the other chromosomes. Since men always had a Y chro-
mosome (which could not have the recessive gene 
present) to overwrite the psionic gene, men were never 
psionic.

In the 7th century, however, the Fremen messiah, Paul 
Muad’Dib was found to have a Y chromosome with the cor-
responding gene in it. This mutated Y chromosome made 
its way into the gene pool, and by the 23rd century NE, one 
third of all psykers were male.

6.1.4 Psicorps

The Military agency Psicorps exists to control RPs and to 
eliminate Unregistered Psionics. The standard Psicorps 
unit consists of between one and six officer as well as one 
or two Harpies. Psicorps has no method of detecting 
psionic use other than overt use of psionic effects or having 
their Harpies detect psionic use. However, they can detect 
if a person is a potential psyker by genetesting.

6.1.5 Genetesting

The general test for psionics consists of checking the X and 
the Y chromosome for the presence of the psionics gene. 
It then cross references this with the results of a propor-
tional analysis of the neuro-transmitters in the subjects 
brain (certain neuro-transmitters become elevated or 
depleted by psionic use).

The problem with the test is that it is possible for each of 
the conditions to be true without the individual having 
psionic powers. It is standard in the domain of medical test-
ing to set thresholds on the testing domain to insure the 
best possible results.

Although it may seem ideal to set the thresholds to insure 
no false negatives (everyone who is psionic is found to be 
psionic) in order to do this the threshold must be placed so 
low that a large proportion of false positives (people who 
are found to be psionic but aren’t) result. This is a common 
problem in medical informatics, and the usual solution is to 
set a threshold somewhere in between.

The performance of the test is as follows:

• 60% of people who are genetically psionic are cor-
rectly detected by the test.

• 10% of people who are psionic through spice addic-
tion are detected by the test.

• 1% of non-psionic people are erroneously shown up 
as psykers.

Because of the 1% failure rate, people who are shown to 
be potential psykers by the genetest are taken to isolation 
camps where they are kept for an observation period of one 
month. Conditions are harsh, and designed to provoke 
involuntary psionic responses to various stimuli. If at any 
point psionic powers are manifested, the psyker is brain-
locked (to remove their free will) and becomes a Harpy (a 
registered psionicist). If they resist, they are summarily 
executed.

6.2 Psionic Abilities

6.2.1 Psi and Psionics

All psykers have an extra Primary attribute, psi and an 
extra skill, psionics. The base for psi is 2d10, open ended. 
The base level for psionics is zero, but all psykers will 
develop control over their psionics gradually. 

Each year the character has possessed psionics, Psionics 
increases by 1. In addition, during Advanced Development 
the character can designate a year of psionic discipline. In 
which case, the character has five times the usual chances 
of being discovered by Psicorps but if they are not discov-
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ered, any skill points acquired that year may be added to 
Psionics. 

The percentage chance of being discovered each year is 
equal to:

• Psi for Hiliners, Shooters, and Industry. 
• Twice Psi for the Military or Administration.
• Four times Psi if they are in Military training.
• Ten times Psi if they are in Psicorp.
• Half Psi for every other year.

These chances are doubled in a year of psionic discipline. 
Characters who in the course of generation are discovered 
by Psicorps end their Advanced Development immediately 
and acquire fugitive status. They are assumed to have 
somehow escaped Psicorp, however.

6.2.2 Basic psionic powers

Each of the following are actions, and require a Round to 
execute:

• Concentrate: Concentration is equivalent to aiming 
and must be carried out before any Focusing. It 
applies an A4 / Round on Reason to Psionics. This 
means that only psykers with a Reason of 50 or more 
will gain any benefit from Concentrating.

• Focus: In order to Focus, the psyker attempts to draw 
in greater Psi for unleashing in whichever task they 
require. The psyker rolls 1d10 and adds one tenth of 
their Psionics skill. If the result is ten or more the 
psyker temporarily doubles their Psi. The effect is 
cumulative and hence if the psyker focused success-
fully for four rounds they would have sixteen times 
their usual Psi. As soon as a Focus roll fails or the 
psyker stops Focusing the psyker must unleash a 
psychic effect of some kind. If the result of the Focus 
die roll is a 1, the Focusing fails, regardless of the 
psykers skill. Harpies may not focus.

6.2.3 Voluntary psionic powers

Each of the following powers are actions, and require a 
Round to execute:

• Alter perception: May be directed at one target (H0 
Task) or a group of opponents (H#, where # is the 
number of targets). On a successful Psionics Task, 
the psyker may alter the targets perceptions allowing 
an A0 on Psi to be applied to the psyker’s (or anyone 
else they choose) Ambush, Avoid detection, Dis-
guise, Camouflage and Shadow skills. Alter 
perception may also be used to confuse an attacker, 
adding the A0 on Psi to the chosen recipients 
Defense for that round. Range is Psi in metres.

• Glitch: On a successful H# Psionics Task, the psyker 
may partially control the behaviour of an electronic 
device. The exact details are left to the GM but the 
degree of control should be proportional to the Diffi-
culty. Range is Psi in metres.

• Precognition: Also known as Prophecy. May be used 
to see into the future. However, the future is never 
clear, and for any one moment, there can be many 
futures. This is a complicated ability and is described 
in section 6.2.5, below.

• Psychic blast: May be directed at one target (H0 
Task) or a group of opponents (H#, where # is the 
number of targets). On a successful Psionics Task, 
targets lose 1d10 Sanity for 10 points of Psi applied. 
Targets must then roll against Sanity or be stunned 
and inactive for 2d10 Rounds. Range is Psi in metres.

• Psychic shield: May be used to protect just the 
psyker (H0 Task) or a group of people (H#, where # is 
the number of people). On a successfull Psionics 
Task, the protected people gain a protective barrier 
equal to the psykers Psi. This is subtracted from any 
Sanity loss resulting from a psychic blast and if no 
Sanity is lost, the person will not be stunned by the 
blast. May be extended to cover a radius of Psi in 
metres.

• Suggestion: Also known as the Voice. Psyker speaks 
to target and attempts to ‘push’ the target into carrying 
out the command. If an H0 Psionics Task succeeds, 
then the target must succeed in an H# on their Rea-
son, where # is the psyker’s Psi divided by 10, with 
failure resulting in them performing the action. If the 
target is aware that performing the action would be 
harmful to themselves or someone they value, then 
they may treat their Reason as doubled. If the psyker 
has listened to the targets voice for a few rounds they 
may apply an A0 on Awareness to their Psionics skill 
for attempting suggestion. Range is determined by 
whether target can hear the psykers voice (and 
understand the psykers language).

• Telempathy: On a successful H0 Psionics Task, the 
psyker may manipulate their targets emotional state 
and hence gain an A0 on Psi to Fast talk, Intimidate 
or Seduction chances. As with Alter perception, the 
bonus may be conferred on someone other than the 
psyker. Telempathy may also be used to ‘read’ the tar-
gets emotional state. If an H0 Psionics Task 
succeeds, the psyker will get an impression of the tar-
gets emotional state. If the target is attempting 
deception, the target can make an H# Acting Task, 
where # is one tenth of the Psi being used, success 
indicating that the psyker is fooled. Range is Psi in 
metres.

• Telekinesis: On a successful H0 Psionics Task, the 
psyker can provide objects with kinetic energy. One 
tenth of a point of Psi provides one metre per second 
of velocity to one kilogram (hence in 1G gravity, 1 Psi 
point will levitate 1 kilogram). Alternatively, the psyker 
can increase the internal kinetic energy of an object 
(or a target). Damage of 1d10 per 20 points of Psi is 
applied to one location (or divide damage dice by 
number of locations being targeted - provided they 
are adjacent). Range is Psi in metres. If telekinesis is 
being used to guide an object, the Task Difficulty 
should be higher.

• Telepathy: On a successful H0 Psionics Task, the 
psyker can deliver a message into a targets mind. If 
the target is a psyker the Task automatically suc-
ceeds (although the target may attempt to block out 
the message in which case normal Resistance rules 
apply - see section 6.2.4). Range is Psi in kilometres.

6.2.4 Involuntary psionic powers

The following actions are all involuntary for psykers:
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• Detect psionics: All psykers automatically detect all 
psionic use within a range equal to their Psi in kilome-
tres. A successful H0 Psionics Task will also reveal 
approximate direction to locus and intensity of the 
psionic effect. At ranges up to ten times the psyker’s 
Psi, psionic use is detected on a successful H0 Psi 
roll and locus/intensity can be determined with an H4 
Task on Psionics.

• Resistance: All psykers are naturally resistant to 
Psionic attacks and any attempt to psionically affect 
another psyker will only succeed if the attacking 
psyker overpowers the defender. To determine this, 
the attacker must succeed in an H# Task on Psi 
where # is one twentieth of the defenders Psi.

6.2.5 Precognition

The Difficulty of a precognition Task depends on how far 
ahead is being looked. Table 54 gives the Difficulty on Psi 
and on Psionics for looking a certain distance into the 
future. Precognition is always attempted with respect to a 
specific action. There are three possible results of a pre-
cognition attempt:

• The Psionics Task fails, hence the precognition 
attempt fails. Nothing is learnt.

• The Psionics Task is made, but the Psi Task fails. The 
precognition succeeds but is confusing. How confus-
ing it is is up to the GM. The psyker loses the Sanity 
listed, and one tenth of the loss is NRL Sanity.

• Both Psionics and Psi Task succeed. The GM informs 
the player of the direct consequences of whatever 
actions the precognition attempt was involved with. 
The actions do not have to be the actions of the char-
acter using precognition. The psyker loses half the 
Sanity costs listed (but none is NRL).

The Gamesmaster will have to tell the player the direct con-
sequences of the action in question. This should be given 
to the player as images, leaving as much room for interpre-
tation as possible. If the GM cannot predict the direct 
consequences of the action, then the images should be as 
jumbled and confused as possible, but containing some 
hint as to possible consequences.

Note that Precogition attempts to see the specific conse-
quence of an action or set of actions. For example, if you 
are about to cut the blue wire on the bomb, you could look 
ten seconds into the future and see if the consequence of 
that action involved lots of exploded limbs. However, if you 

looked a year into the future, the only direct consequence 
of your actions might be that you’d be dead. You’d get a 
clearer picture by looking a few seconds into the future than 
any longer.

Some psykers suffer from involuntary attacks of precogni-
tion when they are under a lot of stress. Such an involutary 
attack always costs the psyker Sanity, one tenth of which is 
NRL, and provides an insight as to the result of their current 
actions. The Gamesmaster is at liberty to decide whether 
or not a character suffers from an involuntary precognition, 
but should note it will not generally happen to psykers who 
have never attempted precognition before.

Clever use of the precognition skill need not ruin scenarios, 
provided the GM is capable of constructing suitably ambig-
uous or difficult to interpret visions.

54.0.1 Undirected Psi

If a Psionics roll is failed, an uncontrolled psionic blast 
occurs. This manifests itself as a psychic shockwave which 
affects everyone within a range equal to the psykers Psi in 
metres. Everyone within this range suffers a Psychic blast 
at half Psi and a telekinetic push at one quarter Psi. The 
Psyker is affected by the psychic blast at half strength and 
suffers internal damage equivalent to one tenth the Psi 
directed as a telekinetic attack. 

For example, a psyker focuses up to 208 Psi but fails their 
Psionics roll. Everyone within 208 metres suffers a 10d10 
Sanity loss and a telekinetic push equivalent to gaining 52 
joules of kinetic energy. The psyker suffers a 5d10 loss of 
Sanity and internal damage of 1d10 to each location.

6.1 Psionic Improvement

6.1.1 Melange

Characters who are addicted to Melange automatically 
gain an extra 2d10 Psi. People who previously did not pos-
sess psionics gain psychic powers on a roll of 8 plus on the 
2d10. Fremen only gain psionics on a roll of 12 plus on the 
2d10. Use of Melange improves Focusing, and 4 may be 
added to all Focusing rolls if Melange has been taken 
within the last day. Addicts require a dose regularly and 
each day that passes they must succeed in an H# Task on 
Resistance against the number of days since they last has 
a dose or start to suffer the painful withdrawal symptoms 
(which can include a loss of psionic powers until Melange 
is supplied).

6.1.2 Increasing Psi

Every time a psyker succeeds in Focusing, they have a 
chance to increase their Psi. This occurs if they fail a per-
centile roll against their base Psi, in which case it increases 
by 1. A roll of 100 also results in the psykers Psi perma-
nently doubling.

6.1.3 Psionic specialisation

Psykers may opt to Specialise in a psionic effect. This is 
dealt with in the same way as normal Specialisations. For 
example, a psyker has 14 skill points to share between 
Psionics skills. They put all 14 into a Specialisation in Sug-

Table 54: Precognition

Seperation 
in Time Psionics Psi Sanity 

Cost
Seconds H0 C1 –
Minutes H2 C2 1d10
Hours H4 C4 2d10
Days H6 C8 4d10

Weeks H8 C16 6 d10
Months H10 C32 8d10
Years H12 C64 10d10
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gestion giving them a general Psionics skill of 7% and an 
effective skill in Suggestion at 21%.
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Chapter 7: Computers

7.1 Uses for Computers

7.1.1 Onboard computers

Onboard computers are found in two places: on starships, 
and on vehicles. In the case of starships, the intricate oper-
ations required to keep ships running, and the complexity 
of making a singularity shot make the starship onboard an 
indispensible part of life in space. With vehicles, a com-
puter is not generally required but they do nonetheless 
make operating a vehicle considerable simpler, and 
onboard computers are standard on all vehicles at the time 
of the Confederation.

7.1.2 City Managers & Building Managers

The average city requires a large number of automated 
facilities including communication protocols, traffic control, 
data flow control and archiving. It is common practice in the 
time of the Confederation to have one large computer, 
owned and protected by the civil authorities, which runs the 
city. This computer is commonly known as the city man-
ager. Even after carrying out all the required processes, 
there is stil usually ample processor time remaining. This 
time can be rented, the most common reason being to run 
a person’s META engrams.

Buildings, like cities, also have basic facilities that need to 
be controlled. Incoming, outgoing and internal communica-
tions, environmental controls (temperature, humidity), 
automated cleaning systems, security and surveillance 
programs. Most buildings maintain a building manager, 
which is often linked into the city manager to allow it to 
access the main city computer’s data libraries, and to call 
fire, ambulance and enforcement services when 
neccessary.

7.1.3 Cyberlinks

Cyberlinks are small computer controlled communication 
devices, which are designed to be compatible with any-
thing. Cars, guns, fridges, lifts and people can all be made 
cyberlink compatable, and once this has been done, they 
can communicate freely with each other. It is extremely 
uncommon to find a person who hasn’t got a cyberlink fitted 
to themselves, and once this is done, they can communi-
cate with the rest of the cyberlinked world (provided they 
are within range, or there is a base station nearby to boost 
their signal).

Cyberlinks have a range of about a kilometre, but portable 
transponders are available to boost this to several tens of 
kilometres or more. Any cyberlink in a city has guarenteed 
cyberlink coverage, and can communicate with any other 
cyberlinked target anywhere on the planet.

The average cyberlinked person can, for instance, signal 
her car to pick her up from work, talk to her wife to let her 
know she is on her way, drive the car home by cyberlink
(without using the steering aparatus) and open the door to 
her house without having to lift a finger.

7.1.4 Hand computers

Many professionals have at least one hand held computer. 
They need not be large, and are commonly about the size 
of a book or a personal organiser. These machines are 
invariably cyberlinked, giving them modem facilities. Such 
computers tend to have more processing power than the 
operator can reasonably be expected to use, and can be 
set up in their spare time to monitor stock exchanges or to 
use the city manager’s surveillance systems to keep a 
direct eye on the owners property.

Equally common are the various specialist computers, 
which are generally about the size of a small portable com-
puter these days. Each comes with a set of appropriate 
hardware attachments, designed for the specialist task in 
hand. For example, specialist computers for chemical anal-
ysis are very common, and are highly reliable at identifying 
drugs and similar substances.

7.1.5 Microelectronic controllers

Just as today TVs, videos and washing machines have 
computer chips in them, so does most of the electronics at 
the time of the Confederation. However, most electronics 
are designed such that, in the unlikely event of the com-
puter failing, they can still be operated manually. The vast 
majority of machines are cyberlinked as well, allowing 
hands-free control.

7.1.6 Techpatches

Techpatches are small, flat pieces of man-made material 
which adhere to the surface of human skin, but can be 
peeled off easily. They can be any size, from millimetres 
squared to a full body suit, and contain a microscopic com-
puter chip to control its function.

A large variety of electronic applications can be made into 
techpatches, including bugging devices, tracers, data stor-
age units, audio and video communicators, flashlights and 
radmeters.

7.1.7 Nanotech

The smallest computer applications are nanotech. Usually 
only nanometres (one billionth of a metre - 10-9 m) in size, 
nanotech is used chiefly in surgery, to perform operations 
that wouldn’t ordinarily be possible. In addition, some forms 
of nanotech can be made self-sustaining in the human 
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is usually used to identify all the small scale optical 
processors.

7.3 Data Storage

7.3.1 Storage Materials

Advanced materials research lead to the development of 
Suigyoku - a liquid crystal material which can be polarised 
and depolarised by a set of magnetic fields. The data stor-
age potential for liquid crystal storage devices is 
phenomenal. Each molecule of the substance can store 
one bit of information which allows one cm3 of liquid crystal 
to store one terabyte (1012 bytes) of information.

Another data storage method is the quantum cell. Here, 
individual electron spin states store one bit of information. 
They represent practically the limit of data storage, and one 
mm3 of quantum cell material can store one petabyte (1015

bytes) of information. However, they are extremely vulner-
able to interference from magnetic fields and high-entropy 
events (like singularity shots). In order to insure that data is 
protected, a high degree of redundancy is used (that is, 
information is repeated several times so if one part of the 
data is damaged, there is another copy elsewhere in the 
cell).

7.3.2 Data blocks

The standard unit of measuring data storage in Outlands is 
the data block (DB). One data block is one terabyte of stor-
age, and Table 56 shows the potential of this amount of 
information.

Note that a total download of the human brain would take 3 
DB, not 1 DB. However, only a small proportion of this is 
actually needed, and a wetdrive produced META engram 
takes 1 DB. If the person has any software loaded into their 
brain, it may be lost. See section 7.2.2 for more details on 
human software.

7.3.3 Standards for Data Interfaces

The following are the most common data interface stan-
dards used in the Confederation. These can be thought of 
as the equivalent to disk standards today (five and a quar-
ter and three and a half inch). Different people tend to use 
different interface standards.

• Datarod: Liquid crystal. 0.5 cm by 0.5 cm at the end. 
Commonly 8 cm long (holding 1DB) but could be any 
length.

• Datacard: Liquid crystal. 3 cm by 0.5 cm at the end. 
Commonly 5 cm long (holding 1 DB) but could be any 
length.

• Datacube: Liquid crystal. 3 cm by 3 cm at the end. 
Commonly 3 cm tall (holding 1 DB) but could be any 
height.

• Datacells: Quantum cell material. These can be any 
size but are usually 1 mm cubed. The basic storage 
for a datacell is 1000 DB, but after accounting for a 
suitable level of redundy only 1 DB is usually stored 
on one.

Datarods, cards and cubes are known collectively as data-
chips. Datachips are plugged into the interface socket of a 
computer in order to be read. Usually, manufacturers put a 
general socket on their equipment, to which an adapter can 
be fitted for any of the data standards.

Datacells are the exception as they are usually only used 
when it is neccessary to conceal data - the equivalent of 
microdots. To read datacells, a special device known as a 
Datamapper is used to transfer information from the cell to 
a liquid crystal storage device. The datacell is suspended 
in a gelatinous fluid, and any size of datacell (up to several 
cm3) can be transfered.

7.4 Trivial Computer Processes

7.4.1 Definitions

Procesess and programs are more or less two names for 
the same thing. Both refer to utilities that a computer can 
run in order to make it do something.

Trivial processes are those processes which any reason-
able size computer can execute without too much difficulty. 
They are assumed to be always running, in many cases. In 
essence, a process is designated trivial if it does not matter 
how well one computer can carry them out compared to 
another.

In general, the processes given all require a type I com-
puter or faster to be run. Micro-optic systems would 
struggle to run some of these processes, and in most cases 
would have no need to.

None of these process need to be purchased: all comput-
ers are assumed to come with these processes in ROM 
(Read Only Memory - permanent memory).

7.4.2 Analysis

This program takes what data has been given and identi-
fies something by comparing it to its known database. It is 
a comparatively trivial process most of the time, but is 
capable of identifying similar or identical items under vari-
ous extreme conditions (identifying someone from their 
baby photos, for instance).

7.4.3 Black box

Keeps a record of the computer’s activity and stores it in a 
secured data container; the black box. The black box is 
usually placed in a position where it is likely to survive the 
destruction of the computer. Black boxes are always found 
on vehicles and starships with a computer, and are com-

Table 56: Data Storage

Format Storage in 1 DB

Text One billion illustrated pages
Images 1,000,000 high quality still images
Utilities 10,000 programs/processes
Audio 1 year of high quality sound
Video 1 day of high quality video
Holo 1 hour of holographic images

META 1 human engram
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monly found in all computers.

7.4.4 BROOD

This process is used to create new processes and pro-
grams. BROOD (Basic Refining Object Oriented Designer) 
is the most commonly used programming language at the 
time of the Confederation. BROOD is an object oriented 
system: programs consist of a set of discrete parts which 
interact with each other to reach the desired result. An 
advantage of this is that an individual module can be mod-
ified, improved or replaced without it affecting the rest of 
the system.

The way BROOD programming works is based partly on 
the interface process (see section 7.4.12), which can inter-
pret natural language. If the programmer has limited 
programming knowledge, interface interprets the user’s 
request and constructs a program to carry out that request 
(e.g. “I need a program to test the properties of a new build-
ing material”).

If the programmer is skilled, they specify what the program 
is to do more fully, using either structured natural language 
or the BROOD design syntax. The more work the program-
mer does, the more efficient and useful the resulting 
program will be. The most skill programmers design pro-
grams by selecting the actual BROOD objects that the 
program is to use, or even designing their own objects.

BROOD uses a huge library of pregenerated objects which 
can be combined to provide an enormous range of pro-
grams. In the event that it has not got an object it needs, it 
will attempt to build it. If it cannot construct it itself, it will ask 
the user to write it (or to find someone that can write it).

7.4.5 Communications

External communications protocols. This process deals 
with any incoming calls and and outgoing calls, and acts 
much like a telephone exchange. Obviously, it is only found 
running on machines which are capable of communicating. 
All incoming and outgoing calls are recorded by Data 
control.

7.4.6 Cryogenics

Controls the operation and regulation of hypersleep units 
(containers which lower body temperature and put people 
into a state of hibernation). Usually only found on starships 
and in Hospital building managers.

7.4.7 Data control

All computers run a data control process. Data control 
records all the operation the computer carries out, and gen-
erally records every piece of information that flows in and 
out of the computer (communications, typed text etc).

All computers have an area in memory called the data 
buffer or sometimes the sump. This area has a limited size, 
so as the area fills up, data control decides what is relevant 
and what isn’t (the parameters which allow it to decide this 
are selected by the computers owner). Everything which is 
kept is moved from the data buffer to the library.

For example, a typical building manager will have a com-
plete surveillance, communications and environmental log 
for the last 10 hours, kept in the data buffer, and a summary 
of the environmental settings for the last year, a record of 
the source and destination of all external communications 
for the last year and at least one image of everyone who 
has ever entered the building for the last year held in the 
library.

7.4.8 Drive Control

Monitors the operation of a vehicles drive systems and 
power systems. Notice this does not drive the vehicle, it 
merely starts the engine and keeps it running. Notice that 
the computer does not have to be a vehicle onboard to do 
this. If your vehicle onboard is damaged, you could keep 
the engine running by wiring your hand computer up to it.

7.4.9 Environmental

Controls air conditioning, heating, ventilation and environ-
mental controls. Usually used in buildings, large vehicles 
and starships.

7.4.10 Holographics

Operates holographic projectors and displays. A holo-
graphic projector produces an image with a percievable 
volume; a holographic display is a video image with per-
cievable depth (like most modern holograms). 

7.4.11 Hydroponics

Controls automated gardening. Hydroponics is defined as 
growing plants without using soil, but the term is extended 
here to cover any situation where the plants are being 
grown artificially.

7.4.12 Interface

This process controls the flow of data to and from termi-
nals. A terminal is defined as anything which allows a user 
to communicate with the computer (whether that communi-
cation is by typed input, verbal input, or by cyberlink).

The interface process is also a powerful natural language 
processor which can generally interpret what is required 
from what is said (although the user is recommended to 
use as few ambiguities in what they say as possible).

Generally, this is programmed to work only from Terran 
polyglot, but occassionally interfaces that work in other lan-
guages are used. If the computer can run translation (see 
section 7.4.24), it can probably run interfaces in any 
language.

7.4.13 ISIS

Stands for Incoming Sensory Input Substitution. Essen-
tially, controls  what would now be called virtual reality 
systems. ISIS systems use what are known as Sensory 
Input Maps (SIMs) to model a non-existant environment in 
terms of human senses.

The visual part of these SIMs can be directed to a video or 
holo display or, alternatively, all the sensory input can be 
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sent by cyberlink to a person’s brain. This gives the illusion 
of being in a place that they are not actually in.

ISIS can be run concurrently with normal sensory inputs 
(that is, the SIM is overlaid over their normal sensory infor-
mation), or can be set to override the persons ordinary 
sensory information.

There is a slightly unnatural feel to SIMs which can be iden-
tified with a C4 / Hour Task on Awareness. Badly 
programmed SIMs will be obvious, and particularly good 
SIMs might require a C6 / Hour Task to identify. (Always 
assuming the character has some reason to not instantly 
suspect it is a SIM).

SIM addiction is not uncommon, and people are generally 
aware of the risks of getting hooked on ISIS. Most common 
is where people create ‘pleasure SIMs’ where the pleasure 
centres of the brain are stimulated to the point of overload, 
usually reducing the unfortunate to a drooling vegetable.

New SIMs can be programmed using BROOD (see section 
7.4.4), as almost all SIMs are represented using an object 
oriented BROOD representation.

7.4.14 Launch

Controls those systems on a starship or at a starbase that 
control the launching of ships (including traffic control).

7.4.15 Library

This is the companion process to data control. Once the 
computer has determined that a piece of information is rel-
evant, it passes it to the library, where it is stored. The 
library process can also be used to query the data.

For example, the user could ask: “Display pictures of all 
people who have entered this building in the last year who 
can be identified as someone who has recieved a commu-
nication from anyone from the starship Prometheus.” The 
library program would then attempt to carry out this search 
to the best of its ability.

Generally, old library data is not overwritten like the data 
buffer is. Once one of the library datachips is full, someone 
will remove it and replace it with a new one. Go into most 
buildings, and they’ll have a record of everyone who has 
ever entered the building.

7.4.16 Life support

On starships and anything with a closed environment, con-
trols the recycling of air and the maintenance of a non-toxic 
atmosphere at a breathable pressure and temperature. 
The life support process works in coordination with the 
environmental process.

7.4.17 Manoevre

This is the equivalent of drive control (section 7.4.8) for a 
starship, and runs the manoevre drives. It requires at least 
a type K processor of faster.

7.4.18 META

This is the process that must be run to program in META 
(Memory Extraction Thought Analogue). META is used to 
program human software and to write mnemonetics pro-
grams. See section 7.2.2 for further details.

7.4.19 Monitor

Operates internal security cameras (which may be video or 
holo) and feeds the images to the data control process 
(section 7.4.7).

7.4.20 OCP

Onboard Communications Protocols. This is similar to the 
communications process (section 7.4.5) but controls cyber-
link communications inside the sphere of control of the 
computer (the term ‘onboard’ comes from the use of this 
process on starships and is used even when the computer 
is a city or building manager).

Cyberlinked people may send messages to the OCP pro-
gram giving instructions that they are not to be disturbed, 
or that all cyberlink communications are to be recorded and 
forwarded, or any other similar operation, as required.

7.4.21 Red box

The red box program generally only applies to city manag-
ers and starship onboard computers. Because of the 
distance seperating systems, flow of information is com-
paratively slow (leading to the information wave - see 
section 7.2).

To combat this, the Confederation encodes any data that 
needs to be passed to other system (banking records, crim-
inal records, scientific data erc) and broadcasts the 
encoded data to all vessels passing through a system. This 
data is stored in a device known as the red box. Like the 
black box, this is kept in a place where it is likely to survive 
the destruction of the ship.

When the ship arrives at a new system, it broadcasts the 
contents of its red box. Whichever city manager the ship is 
in communication with then works out what parts of the 
data are more recent than its current data, and broadcasts 
a new red box back to the ship.

People onboard the vessel do not have direct access to the 
data in the red box, and tampering with it is extremely diffi-
cult (not to mention illegal). Even if the data were altered in 
some way, sooner or later information would arrive from 
another vessel which would show that the record had been 
tampered with and the people responsible would in all like-
lyhood be caught.

7.4.22 RTD

Run Time Debugging, or RTD, is always being run on any 
computer. Essentially, no program is entirely bug free - 
sooner or later something goes wrong and the program 
crashes (ceases to work). 

Run Time Debugging responds when this happens by cre-
ating a duplicate of the original program, transferring the 
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data and current state of the system across to the new ver-
sion (as best as is possible) and then analyses what 
caused the crash, hopefully correcting it.

RTD is one of the largest overheads in terms of processing 
power. It allows most computer processes (except those 
with a very poor design) to continue to run unhindered.

7.4.23 Servos

Operates the simple automated servo-systems, such as 
lifts, basic cleaning systems and automatic doors.

7.4.24 Translation

Translation is a specialist process which performs machine 
translation from one language to another. The response 
can be output by the computer as text, sound or cyberlink 
signal.

Translation can also generate translation matrices for new 
languages, by analysing sufficient quantities of the source 
language in context. However, a type J computer or faster 
is required.

7.5 Non-trivial Computer Processes

7.5.1 Definitions

Non-trivial processes are those who require substantial 
processing power to run. However, with a few exceptions, 
these processes can be run concurrently without complica-
tion. The faster the computer runs, the better it is at each of 
the non-trivial processes. Most of the processes are rated 
either basic, average or complex. Table 57 gives the pro-
cess bonus associated with each type of process, based 
on the computer processing unit (CPU) being used.

The META column is the number of META engrams that a 
computer of that type can run. The OSD column refers to 
the process Operate Singularity Drive. It is the base dis-
tance (in light years) a ship with that computer can make a 
singularity shot. The D3 value is queried, since as yet no 
singularity has been found that was large enough for a ship 
with D3 computer to use. 16 light years is given as an esti-
mate, based on current data.

Most of these process do not need to be purchased. Com-
puters are assumed to come with these processes in ROM 
(Read Only Memory - permanent memory). However, 
ACRANN processes must be purchased separately.

7.5.2 ACRANN (Complex)

Standing for Artificially-Constructed Representation of 
Advanced Neural Nets, ACRANN is the process which 
controls the operation of a computer’s AI (Artificial Intelli-
gence). The type of AI a computer can run depends on the 
processor being used.

• Interface only: Type J or faster.
• Alpha: Type A or faster.
• Beta: Type B or faster.
• Gamma: Type C or faster.
• Delta: Type D or faster.

For more on AIs, see section 7.6. The Process bonus is not 
relevant to ACRANN.

7.5.3 Astrogation (Basic)

Astrogation is a three-dimensional navigation process, 
used when plotting a course for a starship travelling by 
thrust (see section 7.5). Astrogators using this process 
gain an Assist equal to the Process bonus to their 
Astrogation. 

7.5.4 Control (Basic)

Control is used to assist the driver or pilot of a vehicle, 
granting an Assist equal to the Process bonus to their 
appropriate Control skill. It can also be run to control the 
vehicle without a human driver, with a Control skill equal to 
ten times the Process bonus. Control cannot be used to 
avoid being hit in combat - the Evade process should be 
used instead.

7.5.5 Diagnostics (Average/Complex)

Diagnostics can be used to Assist repair Tasks using Engi-
neering as a Basic process. Since repair Tasks are 
invariably Discrete Tasks, the Process bonus is subtracted 
from the repair Task Difficulty (which cannot be brought 
below 0). In order for Diagnostics to be used in this way, the 
computer must also have several repair drones available.

Diagnostics can also be used to monitor and advise during 
Engineering Tasks in general. In this case, it is used as a 
Complex process, with the Assist adding to the assited per-
son’s Engineering skill.

Table 57: Computer Processes

CPU
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J +0 -2 – – –
K +1 +0 – – –
L +2 +1 – – –
M +6 +3 -4 – 0.1
N +8 +4 -2 0 0.4
A +10 +5 +0 1 1.0
A2 +12 +6 +0 2 1.2
A3 +14 +7 +1 3 1.6
B +16 +8 +1 4 2.0
B2 +18 +9 +2 6 3.0
B3 +20 +10 +2 8 4.0
C +24 +12 +3 10 5.0
C2 +26 +14 +3 15 6.0
C3 +28 +15 +4 20 8.0
D +32 +16 +4 30 10.0
D2 +36 +18 +5 40 12.0
D3 +40 +20 +6 50 16?
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7.5.6 ECM (Basic)

ECM, or Electronic Counter Measures, is used to combat 
attacks by autonomously guided projectiles (such as mis-
siles and ACV). The same process is used for vehicle ECM 
as for starship ECM. For more on this, see sections 7.5 & 
7.7.

7.5.7 ECCM (Average)

ECCM, or Electronic Counter-Counter Measures, is used 
to reduce the effect of ECM. However, it is harder to block 
the effects of ECM than it is to create a powerful ECM 
transmission. In general, ECCM is subtracted from the 
opponents ECM value when dealing with autonomous pro-
jectiles. See sections 7.5 & 7.7 for further details.

7.5.8 ECRANN (Average)

This stands for Engram-Constructed Representation of 
Advanced Neural Nets and is used to run people’s META 
engrams. The number of META engrams that can be run at 
any one time depends on the processor being used, and is 
listed in Table 57. For more on META engrams, see section 
7.1.

Type N computers are listed as 0. This means that if all 
non-essential processes are shut down, a type N can run 
one META engram.

7.5.9 Evade (Complex)

Evade is used whenever a vehicle or starship is trying to 
avoid being hit. A different process is run for evading star-
ships than for evading vehicles, but they are both Complex. 
The use of this process is described in sections 7.5 & 7.7.

7.5.10 Generate (Complex)

This process is used to generate flight plans for singularity 
shots, and the Process bonus is added to the Astrogation 
skill of the person plotting the shot. It is not possible to plot 
a singularity shot without using this process. Singularity 
shots are described in section 7.4.

7.5.11 Informatics (Basic)

The Informatics process is used whenever sensory input is 
analysed. The Process bonus can be used as an Assist to 
someone using the sensors, or as the computer’s default 
ability to interpret sensory information. Sensor use is 
described in section 7.6.

7.5.12 Medical (Average/Complex)

Medical can be used to Assist surgery Tasks using Medical 
as a Basic process. Since surgery Tasks are generally Dis-
crete Tasks, the Process bonus is subtracted from the 
surgery Task Difficulty (although it cannot be brought below 
0).

Medical can also be used to monitor and advise during 
Medical Tasks in general. In this case, it is used as a Com-
plex process, with the Assist adding to the assited person’s 
Medical skill.

7.5.13 Navigation (Basic)

Navigation is used to give an Assist to navigation Tasks on 
planetary surfaces. The Process bonus is applied as an 
Assist to the Navigate skill of the person navigating.

7.5.14 OSD (Special)

Standing for Operate Singularity Drive, OSD is run when-
ever a singularity shot is made. However, the entropic 
effects from unleashing the singularity tend to increase 
error rates inside computer systems by around ten thou-
sand fold. As a result, when OSD is run, all other processes 
(except for essential processes such as Life support, Cryo-
genics, Black box etc) have to be shut down. The rest of the 
processing power is put into Run-Time Debugging, to 
insure that OSD is kept running.

The base ‘safe’ distance a singularity shot can be made 
over is given in Table 57 (the value given is in light years). 
For more on this, see section 7.4.

7.5.15 Security (Basic)

Security provides the basic Difficulty of overriding any locks 
or computer protection processes being controlled by the 
computer. For example, a hotel with a type N computer 
would have locks that would require a D8 Task on Bypass 
mechanism to overcome, and in order to hack into the com-
puter would be a D8 Task on Computers. The Risk for 
these Tasks is determined by the security level of the com-
puter, as shown in Table 58.

For example, in the aforementioned example, a hacker try-
ing to alter the hotel accounts would have to pass a D8 (6) 
/ month Task on Computers. The GM might allow them to 
rush this, making it a D8 (3) / week Task, or a D8 (1) / day 
Task, or even a D8 (0) / hour Task. See section 7.2 for more 
on rushing Tasks.

7.5.16 Target (Average)

Like Evade, this is actually two processes, one for drones 
& vehicles and one for starships. Both processes are Aver-
age and help with firing weapons, either giving an Assist 
equal to the Process bonus to the appropriate Combat skill, 
or giving the computer a Combat skill equal to ten times the 
Process bonus.

Effectively, the two processes differ in that one is intended 
for use in gravity and one is intended for long range in 
space.

Table 58: Security Hazards

Difficulty Hazard

1-9 6
10-19 4
20-29 2
30-39 1
40+ 0
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7.6 Artificial Intelligence

7.6.1 Background

For many years it seemed that the goal of an intelligent 
computer, capable of performing actions indistinguishable 
from those of a human, would be unachievable. However, 
when the first META engrams were produced, it became 
apparent that their were new ways to create Artificial Intel-
ligences (AIs).

The first definitive autonomous AI was built by Rachel Frith 
and Tama Sujimoto in the 12th Century NE, and was called 
Zeus. The Zeus AI has been constantly improved and 
updated and can still be found in the Nagashima Corpora-
tion offices, on Terra. Their research was based around 
using the basic structure of human engrams (their own, in 
fact) and grafting on additional routines to expand the avail-
able operations.

Despite the fact that AIs are clearly sentient, they have no 
rights under Confederation law. All AIs have to be built with 
Loyalty constraints which state:

• No AI may cause, by action or inaction, harm to come 
to any member of the Confederation Military, or any 
Confederation official.

• No AI may cause, by action or inaction, harm to come 
to any of its listed Wards. The initial Ward list contains 
only the purchaser, but can be expanded (these lists 
can get quite large).

• No AI may not deliberately corrupt its internal 
information. 

• No AI may place its own survival over the explicit or 
implicit instructions of its Wards. In the event that 
these instructions contradict each other, the first 
instruction given takes precedence (unless a com-
mand hierarchy of the listed Wards has been 
established).

• Initially, the Primary Ward is a Dominant ward.
• Dominant Wards may issue an instruction which 

places the AI in a state of Submission. Whilst in this 
submissive state, no command from a Dominant 
Ward can be disobeyed (subject to the other direc-
tives). No AI may refuse to enter this state provided 
the instruction is given by a Dominant Ward.

Unlike standard software, computers do not automatically 
come with AIs. Every AI built is a work of art, and totally 
individual and each AI has its own name, which is unique. 

Although all of the types of AIs are capable of appearing 
human, Alpha AIs are particularly logical, and don’t have a 
lot of intuition to rely on. All AIs have distinct personalities, 
although occasionally people will request Stoic AIs (these 
have no personality and operate in an entirely pragmatic, 
unemotional fashion).

7.6.2 AI components

AIs are invariably larger than META engrams, because 
they have to be considerably more powerful than META 
engrams. Legal restraints prevent any computer running 
more than one ACRANN process, and hence more than 
one AI. Computers are built with hardwired restrictions to 

prevent more than one ACRANN process running.

All AIs consist of the following parts:

• An artificial advanced neural net, developed from two 
or more META engrams (usually, one of them is the 
Primary Ward’s). This provides the human-like quali-
ties of the AI.

• A symbolic data system which stores additional 
knowledge and reasoning. This provides most of the 
computational power of the AI.

• The Loyalty constraints.

The three parts are interwoven to the extent that they can-
not be separated once the AI’s development is concluded.

7.6.3 Constructing AIs

The different types of AI are listed in Table 59, below. Each 
AI has a number of given skills (as listed) which are at the 
given level rather than the base level.

The process for creating a new AI is as follows:

(i) Decide on the type of AI.
(ii) Add 1d10 (open-ended) to the AIs base values for 

Reason, Dexterity, Intuition & Awareness.
(iii) Add 1d10 (open-ended) to 10. This is the AI’s Luck.
(iv) Decide which are its given skills. All of these are at 

the given level, whilst all others are at the base
level.

(v) Decide on the AIs personality, or opt for a Stoic.
(vi) Name the AI.
(vii) Designate the AIs primary ward.

A ward is someone whom the AI is entrusted to serve and 
protect. The primary ward is the first ward to be named, and 
is usually the person purchasing the AI.

7.0.1 Basic and Complex Skills

Certain skills are comparatively easy for AIs to carry out. 
These skills are known as basic skills. The basic skills are:

Table 59: Artificial Intelligences

Type
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Alpha 100 80 5 60 10 MCr
Beta 120 120 10 70 100 MCr

Gamma 160 160 20 80 1 GCr
Delta 240 200 40 90 10 GCr

Type
Basic 
Skills

Complex 
Skills Given

Skills
Base Given Base Given

Alpha 10 90 0 20 10
Beta 20 100 10 50 15

Gamma 40 120 20 60 20
Delta 80 160 40 80 30
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Acrobatics, Antipersonnel, Astrogation, Astrophysics, 
Bypass mechanism, Camouflage, Chemical synthesis, 
Combat (any except Unarmed), Control (any except 
Animal), Computers, Cybernetics, Dodge, Economics, 
Engineering, Engramatics, Explosives, Fast draw, Field 
craft, First aid, Forensics, Forgery, Genetics, Holographics, 
Informatics, Jump, Knowledge, Legal, Maintenance, 
Medical, Mining, Navigation, Operate heavy machinery, 
Pilot (any except Shooter), Play instrument (Keyboard, 
Sing), Recon, Survival (any), Swim, Terraforming, Track, 
Vacc-suit, Weapons tech (any), Xenobiology, Zero-G 
operations.

The complex skills are:

Acting, Ambush, Avoid detection, Bargain, Bribery, Climb, 
Disguise, Fast talk, Gambling, Human Perception, 
Instruction, Intimidate, Manual deception, Personal style, 
Shooter pilot, Seduction, Shadow, Streetwise, Thief.

For example, an Alpha AI has Given skills Astrogation, 
Astrophysics, Starship combat, Engineering, Informatics, 
Pilot atmospheric, Pilot starship, Xenobiology, Fast talk 
&Human perception. The first eight are Given basic skills 
and would be at 90. The last two are Given complex skills 
and would be at 20. All other basic skills would be at 10, 
and no other complex skills would be known.

Note that with some of the skills that it is possible for the AI 
to have it is probable that the AI could not use them. For 
instance, since the entire computer processing time is put 
towards Operate Singularity Drive and Run-Time Debug-
ging when a singularity shot is being made, AIs are taken 
off line, and there is little chance that an AI would get a 
chance to make a singularity shot. However, this does not 
preclude the AI instructing someone in that skill.

7.1 META engrams

7.1.1 Life after Death

As noted in section 5.10, computers may run human soft-
ware (META engrams), loaded in from a wetdrive datachip. 
META engrams represent a complete record of a persons 
personality, memories and experiences (not including any 
additional software they may have added - see section 
7.2.2). If their body can be repaired, the engrams can be 
replaced inside their body. Failing that, it can be run on a 
large computer using the ECRANN process (see section 
7.5.8).

In theory, a clone body could be grown, and the engrams 
placed in the clone. However, this is against Confederation 
law, and is considered murder. However, clone legging (the 
practice of providing clone bodies for people) is a lucrative 
black market area.

Even if a person’s body is destroyed, they can continue to 
lead a productive life. The most common way for people to 
live on after death is either to donate their engrams to a 
Neo-zen temple, to have a large enough computer to run 
their own engrams on or to rent time on city managers to 
run themselves.

7.1.2 Neo-zen temples

Part of the concept behind these temples is to preserve the 
wisdom of mankind. Many people opt to donate their 
engrams to a temple after death, and many more visit the 
temples to consult with the vast collection of the dead that 
resides within. Some hope for a change in the Confedera-
tion law which will allow them to clone a new body and 
return to life.

7.1.3 Running engrams

The ECRANN process is used to execute people’s META 
engrams, and the number of engrams a computer can run 
depends on the size of the processor (see Table 57). As 
well as using the ECRANN process to have them running 
inside the computer, a drone (see Chapter 8) can be set up 
as a host body for a human engram.

Such a drone uses a deterministic cache combined with an 
Advanced Multi-layer Perceptron processor (an AMP) to 
simulate human behaviour. The AMP is a computer pro-
cessor designed specifically to run neural nets. Because of 
its design, it is capable of running META engrams at a fast 
enough to simulate most human actions such as speech, 
movement, and simple manual tasks.

It cannot operate fast enough to carry out more complex 
task such as dodging, driving or typing. To deal with these 
tasks, the AMP works with a more powerful computer to 
predict the responses to a large number of stimuli and 
stores the results in the deterministic cache. Whenever a 
specific stimuli occurs, the deterministic cache ‘fires’ and 
allows a fast reaction.

This combination allows the AMP to operate with a remote 
computer (say in orbit) which constantly updates the deter-
ministic cache, resulting in nearly-human behaviour. 
However, this set-up has limitations. In particular, the deter-
ministic cache can only hold responses to stimuli that could 
be expected to happen. If something particularly unex-
pected happens, the cache will not fire, and the AMP will 
take some time to process the events and come to a 
decision.

In particular, this leads an AMP drone to problems when it 
is surprised in combat. As a result, a common practice in 
combat drones that are running META engrams to ‘load the 
cache’ - rather than have a set of responses to expected 
stimuli, most of the responses are combat responses, even 
if there is no apparent danger. This can lead to awkward sit-
uations where the drone is incapable of carrying out simple 
tasks, however.

It is worth noting that you do not even have to be dead to 
run your META engrams on a computer or in a drone. It is 
not uncommon for engineers to run a copy of themselves 
in a drone to help with their repair tasks. People often find 
this disconcerting however, if not plain immoral. Ultimately, 
it comes to a matter of personnel taste.
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Chapter 8: Equipment and wetware

8.1 Personal Equipment

• Airhypo: 100 Cr, mid tech. Delivers measured doses 
of drugs.

• Air tanks: 500 Cr, 1 kg, Low tech. Enough air for 1 
hour. 

• Alarm: 10 Cr, 0.1 kg, mid tech. When activated, 
makes loud noise.

• Autowinch: 500 Cr, 20 kg, mid tech. Powered winch 
(lifts 200 kg).

• Autowomb: 5 KCr, 20 kg, high tech. Used for growing 
a fetus.

• Binoglasses: 200 Cr, 0.5 kg, high tech. Long range 
viewing device including laser range-finder, IR scope 
and image intensification. For additional 200 Cr, can 
include digital camera.

• Bugging device: 100 Cr, mid tech. Covert listening 
device.

• Cable, 10 m: 20 Cr, 10 kg, mid tech. Tensile strength 
1 tonne.

• Canister: 30 Cr, 1 kg, mid tech. Sealed, airtight con-
tainer for storage of hazardous materials.

• Clothing, Aquatic: 200 Cr, 1 kg, low tech. snorkel, 
flippers, mask etc.

• Clothing, Chameleon suit: 1 KCr, high tech. 
Matches suit colour to local terrain colour for 
improved camouflage. +50 percentiles to 
Camouflage.

• Clothing, Stealthsuit: 2 KCr, high tech. Absorbs 
infra-red signature and bleeds of heat in random pat-
terns. For invisibility in low light conditions (spotted 
only on critical Awareness or Recon). 

• Clothing, Stillsuit: 1 KCr, high tech. Recycles all bod-
ies water for improved survival in arid regions.

• Clothing, Thermal: 800 Cr, high tech or 200 Cr, 5 kg, 
low tech. Clothing for cold conditions. 

• Communications, Booster: 500 Cr, 10 kg, high tech. 
Orbital communications booster. Increases effective 
range to several hundreds of kilometres.

• Communications, Comm unit: 100 Cr, 0.5 kg, mid 
tech. Range 10 km’s.

• Communications, Holocom unit: 4 KCr, 5 kg, high 
tech. Range 10 km’s.

• Communications, Mastoid comm: 150 Cr, mid tech. 
Range 10 km’s. Hands-free communicator.

• Communications, Vidcomm unit: 1 KCr, 1 kg, high 
tech. Range 10 km’s

• Communications, Wrist comm: 200 Cr, mid tech. 
Range 10 km’s. Wrist-watch communicator.

• Compass, Inertial: 1.2 KCr, high tech. Records rela-
tive distances and direction travelled from a fixed 
point.

• Compass, Magnetic: 10 Cr, low tech. Points in direc-
tion of local field.

• Compass, Paracompass: 100 Cr, high tech. Deter-
mines direction by local gravitational anomaly.

• Computer, Analyser: 5 KCr, 5 kg, high tech. Drug 
analyser.

• Computer, Decoder: 5 KCr, 5 kg, high tech. For deci-
phering radio-squirts and other encrypted signals.

• Computer, Hand: 1 KCr, 0.5 kg, high tech. General 
use computer.

• Computer, Linguistic: 5 KCr, 2 kg, high tech. Trans-
lator programs.

• Computer, Onboard: 5 KCr, 10 kg, high tech. Gen-
eral use computer terminal with digital uplink and 
reference facilities. For fitting to vehicles, generally.

• Computer, Spectrographic: 5 KCr, 5 kg, high tech. 
Atmospheric and chemical analyser.

• Cutting torch: 100 Cr, 1 kg, mid tech. Cutting and 
welding torch.

• Data chip: 10 Cr, high tech. Liquid crystal data stor-
age chip

• Data cables: 50 Cr, mid tech. For connecting digital 
equipment.

• Detonator: 20 Cr, 0.1 kg, mid tech. When activated, 
detonates explosives.

• Digital camera: 200 Cr, 0.5 kg, high tech. Records up 
to 10 images internally or 1000 visual images onto a 
data chip.

• Digital recorder: 100 Cr, 0.5 kg, mid tech. Records up 
to 10 minutes internally or 10 hours of sound onto a 
datachip.

• DFH device: 500 Cr, 1 kg, high tech. Checks credits 
or passcards for forgeries.

• Feedback trigger: 300 Cr, mid tech. Sends a signal if 
wire is cut. The signal may be used to activate any 
electronic device.

• Fire extinguisher: 60 Cr, 5 kg, mid tech. Device for 
putting out fires.

• Filter mask: 10 Cr, mid tech. Breathing mask which 
filters out most impurities.

• First aid kit: 50 Cr, 0.5 kg, low tech. Very simple med-
ical equipment.

• Flashlight: 10 Cr, 0.5 kg, mid tech. Light emitting 
tube. Lasts 10 hours. 

• Flask: 5 Cr, 0.5 kg, mid tech. Container for holding 
liquids.

• Genesplicer: 10 KCr, 10 kg, high tech. Used to pro-
duced clones. Genetic material varies in price.

• Grappling hook: 50 Cr, 5 kg, low tech. May be used 
with harpoon gun.

• Handcuffs: 30 Cr, low tech. Lockable cuffs.
• Hang-glider: 3 KCr, 30 kg, mid tech. Two person 

unpowered avionic device.
• Harness: 200 Cr, mid tech. Safety harness.
• Harpoon gun: 500 Cr, 5 kg, mid tech. Range of 50 m. 

Cable holds 500 kg.
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• Holounit: 2 KCr, 5 kg, high tech. Holographic 
projector.

• Holocamera: 1.5 KCr, 2 kg, high tech. Records up to 
1 hour of holographic images onto a data chip (to be 
played on a holounit). 

• Homing beacon: 200 Cr, 1 kg, mid tech. Distress sig-
nal lasting 5 days.

• Impact trigger: 50 Cr, mid tech. Sends a signal if a 
specified degree of pressure on trigger is detected. 
The signal may be used to activate any electronic 
device.

• Inertial trigger: 200 Cr, mid tech. Sends a signal if a 
specified degree of movement is detected. The signal 
may be used to activate any electronic device.

• Instrument, Amplifier: 500 Cr, 5 kg, mid tech. Com-
pact amplifier.

• Instrument, Drumkit: 500 Cr, 20 kg, mid tech. 
Percussion.

• Instrument, Electric guitar: 600 Cr, 2 kg, mid tech. 
Includes bass.

• Instrument, Electric keyboard: 600 Cr, 2 kg, mid 
tech.

• Instrument, Microphone: 200 Cr, 0.5 kg, mid tech. 
Remote Mic (500 m).

• Instrument, Synthdrums: 300 Cr, 2 kg, high tech. 
Assorted high tech electric percussion.

• Kinky boots: Mythical footwear said to be worth 200 
PCr each.

• Lamp: 20 Cr, 0.5 kg, high tech. Light emitting unit that 
functions for 20 hours without recharging.

• Laser torch: 500 Cr, 0.5 kg, high tech. Cutting and 
welding torch.

• Lighter: 1 Cr, mid tech. Basic lighter.
• Lock, Code: 1 KCr, 0.5 kg, mid tech. Lock which 

opens to correct alphanumeric sequence.
• Lock, Genetic: 10 KCr, 5 kg, high tech. Lock which 

opens only if the subjects DNA matches one of the 
records in the locks memory. All that is required is for 
a button to be pressed and a genetic sample is taken 
and analysed automatically. The lock also scans to 
check the subject is alive when the sample is taken. 
Quarter all Bypass mechanism chances.

• Lock, Holographic: 5 KCr, 5 kg, high tech. Lock 
which opens only if the three dimensional image of 
the subject attempting to open the lock matches one 
of the records in the locks memory (the match needs 
to be 80% accurate and the scanner is capable of 
determining whether or not the subject is dead). Half 
Bypass mechanism chances.

• Lock, Mechanical: 200 Cr, 1 kg, low tech. Simple key 
operated lock.

• Lock, Neural: 2 KCr, 0.5 kg, high tech. Cyberlink 
compatible lock which opens only to signals who’s 
neural signature matches one of the records in the 
locks memory. -20 to Bypass mechanism chances.

• Lock, Palm: 2 KCr, 1 kg, high tech. Lock which opens 
only if the unique palm print of the subject matches 
one of the records in the locks record (the unit also 
checks that the subject is alive). -20 to Bypass mech-
anism chances.

• Lock, Passcard: 1 KCr, 1 kg. See DFH unit for 
details.

• Lock, Retina: 2 KCr, 1 kg, high tech. As palm lock, but 
checks retinal print. -20 to Bypass mechanism.

• Lock, Vocal: 2 KCr, 1 kg, mid tech. As palm lock, but 
checks vocal signature. -20 to Bypass mechanism.

• Lockpicks: 50 Cr, 1 kg, mid tech. Tools for use in 
bypassing mechanisms.

• Med kit: 2 KCr, 5 kg. high tech. Contains basic medi-
cal equipment.

• Medscanner: 2 KCr, 1 kg, high tech. Advanced scan-
ner used to determine vital signs and scan for 
breakages and internal bleeding. Adds 20 percentiles 
when used with either first aid or medical.

• Metal locator: 700 Cr, 2 kg, high tech. Determines 
direction and distance of metal by radar.

• Mirrorshades: Up to 1 KCr, Beyond cool. The essen-
tial eyewear.

• Monowire, 10 m: 1 KCr, high tech. Sharp, strong wire.
• Motion tracker: 1.5 KCr, 1 kg, high tech. Detects 

motion in a 50 m radius area by micro changes in air 
pressure. 

• Parafoil: 5 KCr, 10 kg, mid tech. A solo hang-glider 
which fits inside a relatively small backpack. Built out 
of extremely lightweight polymers. 

• Parafoil booster: 5 KCr, 10 kg, mid tech. Solid fuel 
booster for parafoil or hang-glider.

• Passcard: 10 Cr, high tech. Holographically imprinted 
pass.

• Pole: 20 Cr, 1 kg, low tech. A metre long plastic/
wooden/metal stick.

• Porta-fridge: 500 Cr, 5 kg, mid tech. Portable cool 
box.

• Porta-kitchen: 500 Cr, 5 kg, mid tech. Basic cooking 
devices.

• Porta-loo: 200-1000 Cr, 2-10 kg, mid tech. Ranges 
from the Plasti-pot to Mark IV Lux-flush.

• Powerholster: 500 Cr, 1 kg, high tech. Powered hol-
sters for quick delivery of compact firearm or smaller. 
Adds 30 percentiles to Fast draw.

• Powersheath: 500 Cr, 1 kg, high tech. Similar to 
above but for knives. May be used to fire knives at 
target.

• Powerlifter: 10 KCr, 1 tonne, high tech. A body-suit 
style powered exoskeleton that can lift up to 2 tonnes. 

• Quiver, leg: 4 Cr, 0.5 kg, low tech. Quiver for 20 
arrows / 10 bolts.

• Quiver, shoulder: 3 Cr, 0.5 kg, low tech. As above.
• Rad card: 10 Cr, mid tech. Records dosage of radia-

tion received.
• Rad meter: 250 Cr, 1 kg, mid tech. Measures level of 

radiation.
• Radar trigger: 250 Cr, mid tech. Small sensor which 

triggers of metal detected within specified range. The 
signal may be used to activate any electronic device.

• Radio coder: 500 Cr, 0.2 kg, high tech. Attached to a 
comm unit, allows communications to be coded into 
radio-squirt form. Receiver must have the same algo-
rithm as the transmitter or the message may not be 
translated.

• Radio trigger: 50 Cr, mid tech. Sends a signal when 
a specified radio signal is provided. The signal may 
be used to activate any electronic device.

• Respirator: 100 Cr. Mid tech. Breathing apparatus. 
Includes filter mask.

• Rope, 10 m: 10 Cr, 2 kg, low tech. Tensile strength 
250 kg.

• SCUBA gear: 800 Cr, 1 kg, mid tech. Requires air 
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tanks.
• Shelter, Modular quarters: 10 KCr, 4 tonnes, mid 

tech. Quarters for 4 people. About 6x6x2 m in size.
• Shelter, Pressurised quarters: 50 KCr, 6 tonnes, 

mid tech. As modular quarters but pressurised.
• Shelter, Pressure tent: 2 KCr and 25 kg per person, 

high tech. Sealed shelter which must be depres-
surised to enter or leave.

• Shelter, Stilltent: 2 KCr and 5 Kg per person, high 
tech. Sealed shelter which recycles air and filters 
water vapour.

• Shelter, Tarpaulin: 10 Cr, 2 kg, low tech. 4x4 square 
metres of waterproof material.

• Shelter, Tent: 200 Cr and 3 kg per person, low tech. 
Basic shelter.

• Skateboard: 30 Cr, 1 kg, mid tech. Sad personal 
transport.

• Sleeping bag: 100 Cr, 1 kg, high tech or 50 Cr, 2 kg, 
low tech. High tech version is thermal sealed, water-
proofed and packs to about 10 cm cubed.

• Smart goggles: As binoglasses.
• SOMA gear: 4 KCr, 5 kg, high tech. Subaquatic oxy-

gen manufacturing apparatus. Recycles air, filters out 
CO2 and hydrolyses oxygen from water.

• Sonic trigger: 50 Cr, mid tech. Small sensor which 
triggers of specific noise level. The signal may be 
used to activate any electronic device.

• Spectral trigger: 400 Cr, 1 kg, mid tech. Small spec-
tral sensor which can trigger of thermal or visual 
detection. The signal may be used to activate any 
electronic device.

• Storage, Backpack: 20 Cr, low tech. Standard 
backpack.

• Storage, Belt pouch: 2-5 Cr, low tech. Assorted sizes 
of pouch.

• Storage, Carry bag: 10 Cr, low tech. Nylon carry bag.
• Strip binders: 5 Cr, 0.5 kg, mid tech. 10 nylon strip-

wire cuffs. Once tied must be cut lose.
• Survival bubble: 1 KCr, 3 kg, high tech. Auto-inflat-

able polymer sphere containing 2 hours oxygen.
• Techscanner: 2 KCr, 1 kg, high tech. Determines bro-

ken wires and similar internal malfunctions. Adds 20 
percentiles to Electronics when used for repairing 
items.

• Text recorder: 200 Cr, 0.5 kg, mid tech. Records up 
to 10 billion words in referenced file names onto a 
data chip.

• Timer: 20 Cr, mid tech. Sends a signal after a speci-
fied duration of time. The signal may be used to 
activate any electronic device.

• Tool kit: 500 Cr, 5 kg, mid tech. Basic technical tools.
• Tracer tab: 25 Cr, mid tech. Tiny tracer button.
• Tracer unit: 600 Cr, 1 kg, mid tech. Locates bugs, 

tracer tabs and homing beacons within 10 km.
• Vacc-suit: 10 KCr, 10 kg, high tech. Suit for opera-

tions in vacuum which cam recycle air for up to 1 day. 
Vacc-suits have an AV of 5.

• Vidcam: 900 Cr, 1.5 kg, high tech. Records up to an 
hour of video images onto a data chip. 

• Video/Audio player: 50 Cr, 0.5 kg, high tech. For 
replaying data chips.

• Wire, 10 m: 5 Cr, mid tech. Tensile strength 50 kg.
• Wrist watch: 10 Cr, mid tech. Time piece with func-

tions and alarm.

8.1.1 Hardware

• Cyberlink: 5 KCr. Allows communication with other 
Cyberlink compatible sources by coded radio-squirt 
or digital cables. Includes all necessary communica-
tions software.

• Aural nerve splice: 5 KCr. Digital conversion of aural 
input and can overlay signal with digital input.

• Digital uplink: 500 Cr. Information from any digital 
source may be uploaded or internal memory may be 
downloaded.

• Networking: 1000 Cr. Allows visual and aural infor-
mation from other compatible Cyberlink users to be 
available (although the relevant splices will also be 
required). If all users have Reprogrammed neural 
nets, communication may occur at 10 times usual 
speeds.

• Optic nerve splice: 5 KCr. Digital conversion of visual 
input and can overlay signal with digital input.

• Targeting scope (used with Optic splice): 500 Cr. +10 
percentiles to hit with Cyberlinked weapons.

• Wet drive: 10 KCr. Allows internal digital data storage.

8.1.2 Wetware

• Adrenal controller: 15 KCr. Triggers adrenal high for 
2d10 rounds. Gives benefits of Initiative +2, and tem-
porary boost of 20 points of Stamina. 4 hours to 
restore.

• Ambidexterity reprogramming: 10 KCr. Alters neu-
ral net to allow subject to be ambidextrous. If they 
have supplemental arms they require one ambidex-
terity reprogramming procedure for each arm to add 
to their ambidexterity.

• Augmented blood cells: 10 KCr. Carbon dioxide 
elimination improved. Stamina regained at double 
rate.

• Decentralised heart: 10 KCr. Major wounds to torso 
only have 20% chance of being fatal.

• Eidetic memory: 20 KCr. Perfect recall (+20 
Intuition).

• Endorphin controller: 15 KCr. Ignore effects of being 
Wounded for 2d10 rounds. 4 hours to restore.

• Enhanced antibodies: 10 KCr. Increased healing 
rate.

• Enhanced alveolation: 15 KCr. Air is deoxygenated 
more efficiently to allow breath to be held for up to 5 
minutes.

• Metabolic control: 10 KCr. Metabolism may be 
slowed such that only ten percent of oxygen and bod-
ies reserves are being used (causes loss of 
consciousness). Should be revived by qualified 
physician.

• Moning: One years worth of accelerated growth hor-
mone costs 5 KCr. This can be administered in any 
length of time from about 20 days upwards.

• Mylar nerve network: 50 KCr. Faster reflexes. +5 to 
Initiative.

• Myomar lace: 20 KCr. Polymer fibre muscle lace. +10 
Strength.

• Optimised neural nets: 25 KCr. Allows faster 
thoughts. Initiative is at +2 and language may be 
processed at 10 times the speed.

• Specialist personality: 20 KCr. Up to 200 percentiles 
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worth of associated skills packaged in separate per-
sonality. Skills are treated as 10 percentiles higher 
and Initiative is boosted by 2.

• Supplemental arms: 50 KCr per set (maximum: 2 
sets). An extra pair of arms and the neural reprogram-
ming to operate them. 

• Tactile nerve splice: 5 KCr. Increase pleasure, 
decrease pain.

• Toxin inhibiters: 15 KCr. Specialised viral constructs 
for toxin neutralisation.

• Vat-grown eyes: 10 KCr. Enhanced vision. +20 
Awareness.

• Vat-grown heart: 10 KCr. Enhanced stamina. +10 
Endurance.

• Vat-grown lungs: 10 KCr. Enhanced stamina. +10 
Endurance.

• Vat-grown muscle: 20 KCr. Grafted muscle. +10 
Strength.

• Vat-grown organ: 10 KCr. Any major internal organ.

8.1.3 Fastlearn units

A Fastlearn unit costs 5 KCr plus an additional 1 KCr to be 
programmed to a specific user (this must be carried out 
before it can be used). Characters with Mnemonetics may 
program the unit themselves on a successful Mnemonetics 
roll. However, two failures and the unit must be pro-
grammed by a professional. Fastlearn cartridges are 
available for all skills and cost 0.5 KCr per 10 percentiles 
for a general skill and 1 KCr per 10 percentiles for a spe-
cialisation. The maximum levels to which a skill can be 
learnt is indicated on the Origin skills list.

It is currently illegal for any company or organisation to use 
Fastlearn to accelerate the training of it’s employees 
because of the risk of the software including Fastlearn 
virus’ which can subliminally control the user. These 
Fastlearn virus’ are similarly illegal.

8.2 Genetic alterations

Characters who are playing Replicants (clones made from 
genespliced material) have the option to purchase some 
wetware options as part of their genetic makeup. The 
advantage of this is that normally if you have wetware fit-
ted, if the body is destroyed, the wetware is lost. If the 
wetware is coded in the characters DNA, a new grown 
body will still have the enhancements. In order to acquire 
DNA coded wetware, the character must expend some of 
their attribute points. These expended points may come 
from the 250 primary attribute points or from the 60 second-
ary attribute points (unless otherwise noted) but must be 
spent before attributes have been rolled. The following is a 
partial list of possible DNA coded options. GMs are advised 
to allow any sensible option even if it is not listed here.

• Adrenal control: 10 attribute points. 
• Ambidexterity: 5 attribute points.
• Augmented blood cells: 10 attribute points.
• Decentralised heart: 5 attribute points.
• Eidetic memory: 10 primary attribute points.
• Endorphin control: 10 attribute points.
• Enhanced antibodies: 10 attribute points.
• Enhanced alveolation: 10 attribute points.
• Metabolic control: 5 attribute points.

• Supplemental arms: 10 attribute points each set.
• Toxin inhibiters: 10 attribute points.
• Psionics: 50 attribute points. See Psionics.

Note: If a character has supplemental arms as DNA coded 
wetware, they are automatically capable of using each set 
independently (in other words, choosing supplemental 
arms automatically provides one ambidexterity option as 
well).

8.3 Medical science

In the 23rd Century NE, it is possible to perform some quite 
amazing feats. Cloning. Accelerated growth. Decelerated 
aging. The following discusses some of the major branches 
of current medical science, and reveals the importance of 
the Acronym to medicine.

8.3.1 Cloning

Under current law, all cloned lifeforms are granted equal 
rights under law provided they are sentient and genetically 
human (a controversial point) and genetest negative for 
psionics. However, by use of clone vat technology, it is pos-
sible to grow specific organs and limbs (see also Implants: 
Wetware). Note that these are vat-grown products, fed a 
continuous supply of nutrients and hormonal growth boost-
ers. It is not possible to produce a clinically certified human 
in fourteen days - the mind cannot develop naturally at this 
rate. The cost of growing a limb from your own genetic 
material (for replacing those lost through combat or acci-
dents) is as follows.

Note: These prices are for cloned limbs/organs grown from 
your own genetic material, hence the prices are cheaper 
than those listed under Implants. No benefits are gained 
from replacing your own organs with organs grown from 
your own DNA (unless your liver was already shot to 
hell...).

8.3.2 Emergency aid

There is always a chance for a character who is dead, pro-
vided their head has not been destroyed. The human mind 
can retain memory integrity for about two minutes 
(1d100+100 seconds). The subject is dead when neural 
integrity is zero, and the term Neural Integrity Life Expect-
ancy or NILE is often used. If the brain can be placed in 
stasis within this time, the human may be revived (although 
they may need a considerable supply of replacement limbs 
and organs). 

Table 60: Cloning times

Limb/
Organ

Time to 
grow Cost Limb/

Organ
Time to 

grow Cost

Arm 10 days 4 KCr Heart 6 days 6 KCr
Hand 5 days 2 KCr Lungs 8 days 6 KCr
Leg 12 days 6 KCr Other 

organ
4-8 

days
6 KCr

Foot 5 days 2 KCr Whole 
body

14 days 50 KCr

Eye 4 days 6 KCr
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NILE can be extended by two methods:

• If the heart has stopped (as is often the case in situa-
tions involving death), an autoheart can be connected 
to keep the pulse going. 

• Whether a pulse is present or not, an injection of Syn-
aptic Sustentation Electrolyte (SSE) will improve 
NILE substantially.

If the subject is bleeding, wounds may be sealed by spray-
ing Dermatological Polymer (DeePee) over Antiseptic Viral 
Constructs (AVC’s). This will more or less instantly clean 
and seal any wound. Although this does not help a dead 
character much, it is necessary before connecting an 
autoheart.

8.3.3 Treating wounds

The following describes how a wound of one class can be 
lowered to a wound of a lower class. Any wound lowered to 
below Flesh wound can be ignored.

Flesh: Scratches, minor burns and abrasions. Cover with 
Synthetic skin. 

•  Succeeds on a roll against First aid +50.

Light: Some bleeding and contusion. Seal with DeePee 
and then bind. 

•  Succeeds on a roll against First aid +20.

Serious: Some fracturing and major bleeding. Seal with 
DeePee then set with a Polymer cast. Succeeds on a roll 
against First aid.

Major: Extensive fracture, bleeding and contusion. 
Requires medical aid and probably surgery. Can be treated 
as a Serious wound on a roll against half First aid but any 
sudden movement is likely to cause the wound to revert.

Emergency aid will only lower the wound class once per 
wound. + restored 1d10 NRL Balance, Stamina

8.3.4 Healing

Once all wounds have been treated and dressed, the fol-
lowing amount of time is required for the wound to regress 
to a wound of a lower class (as before, once Flesh wound 
has been passed, the wound is fully healed).

• Major: 2d10+20 days
• Serious: 2d10+10 days
• Light: 1d10+2 days
• Flesh: 1d10/2 +2 days

This assumes the subject receives no special treatments, 
for example, a course of EA will half the time taken for heal-
ing to occur provided one dose is taken per day. For those 
who can afford it, bacterial regeneration (Regen) can heal 
wounds at one hundred times the rate. The process is sim-
ilar to that involved in vat-growing material, except nutrient 
augmentation is applied to an active sample, that is, the 
subject is immersed in a tube of Regen fluid for hours on 
end. Most hospitals charge around 2 KCr per hour for 
Regen. Regen cures all but genetic diseases (including 
radiation poisoning, provided the DNA has not been 

affected).

8.3.5 Medical equipment

• Airhypo: 100 Cr, mid tech. Delivers measured doses 
of drugs.

• Autoheart: 2 KCr, 3 kg, high tech. Adds an extra 
1d10+10 minutes to the subjects base NILE.

• DeePee with AVC: 25 Cr per cartridge (one applica-
tion ), high tech.

• First aid kit: 50 Cr, 0.5 kg, low tech. Very simple med-
ical equipment including bandages and antiseptic 
swabs.

• Med kit: 2 KCr, 5 kg. high tech. Contains airhypo, 
medspray, 5 cartridges of DeePee, 5 cartridges of 
Synthetic skin, 2 polymer casts and five doses of 
SSE. Also includes first aid kit. 

• Medscanner: 2 KCr, 1 kg, high tech. Advanced scan-
ner used to determine vital signs and scan for 
breakages and internal bleeding. Adds 20 percentiles 
when used with either first aid or medical.

• Medspray: 500 Cr, 1 kg, mid tech. Handheld spraying 
device for use with either DeePee or Synthetic skin.

• Polymer cast: 100 Cr, 0.5 kg, high tech. A self-moul-
ding and self-setting disposable polymer cast for 
broken limbs.

• Regen tube: 50 KCr, 150 kg, high tech. Suspension 
tube for rapid healing be bacterial regeneration. Each 
course of fluid (for one hour of treatment) costs 1 KCr. 
A successful Medical roll is required each hour for the 
device to function properly.

• SSE dose: 200 Cr, high tech. Adds 50% to NILE at 
time of injection.

• Stasis tube: 20 KCr, 150 kg, high tech. Cryoelectric 
storage device which can hold NILE at a fixed level 
indefinitely.

• Synthetic skin: 10 Cr per cartridge (one application ), 
high tech. Spray on skin substance.

8.4 All you need is Drugs

A wide variety of drugs and hormonal boosters are avail-
able for use. All prices are per dose. Unless noted, one 
dose lasts for 1d100+100 minutes.

Some drugs are assigned an index value (from 1 to 8) 
which affects how effective the drug is, for example, AG3 is 
more effective then AG1.

• AG1-6: Index x 20 Cr. Analgesics (pain killers). Blocks 
pain with an effectiveness proportional to index. Add 
Index x 10 to Stamina when figuring whether subject 
falls unconscious due to pain effects. In addition, GMs 
are encouraged to produce other appropriate bene-
fits. Penalty of Index x 5 to Intuition and Awareness 
(although they may not be lowered below 5).

• AGH: Accelerated Growth Hormone. See Moning and 
Implants.

• Anagathics: See Aging.
• APH: 100 Cr. Amorous Predisposition Hormone. 

Emulates the feeling of being in love. Adds +20 to 
Seduction chances if used on self. If used on target, 
adds +30 to Seduction chances and Fast talk 
chances.

• Blocker: 100 times cost of chemical to be blocked for 
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full treatment. Can be used to chemically kick any 
addiction.

• CSS: 50 Cr. Chemical Synaptic Suppressor. Lowers 
subjects Dexterity, reason, Intuition and Awareness 
by 20 and Initiative by 2.

• DPC: 500 Cr. Direct Psychoactive Chemical. Truth 
serum, of sorts. Subject to talk incessantly and be 
subtly pushed towards telling the truth.

• EA: 50 Cr. Enhanced Antibodies. Doubles healing 
rate for one day.

• Hardfire: 500 Cr. Reflex booster. Adds +3 to Initiative. 
No effect if subject has Mylar nerve network. Psycho-
logically addictive.

• HP1-8: Index x 50 Cr. Hypnotics. Subtract 10 x Index 
from Stamina and make an Stamina roll. If the roll 
fails, subject is put to sleep. If the subject is willing, 
success is automatic.

• ICS: 400 Cr. Reasonual Coherence Substance. 
Improves thought processes and memory. +10 to 
Reason and Intuition. Psychologically addictive.

• Melange: 5d10 x 100 Cr (Black Market only). See 
Psionics.

• Narcotics: Variable cost. Rare, potentially deadly 
drugs.

• Neurotoxin: 800 Cr. Kills subject unless a critical 
Stamina roll is succeeded. If Toxin binders are in the 
blood, chance of survival is five times higher.

• NPH: 50 Cr. Negative Psychological Hormone. 
Causes subject to suffer a general feeling of despair 
and depression. Effects vary, but subject is easily 
coerced (+30 to Fast talk chances).

• PPH: 50 Cr. Positive Psychological Hormone. Straight 
hormonal high with psychologically addictive results. 
+10 Awareness and subject will talk incessantly. 
Other effects vary.

• Psychedelics: 50 Cr. Effects vary but generally detri-
mental (despite being enjoyable). Psychologically 
addictive.

• SSE: 200 Cr. Synaptic Sustentation Electrolyte. See 
Emergency aid.

• SAA: 500 Cr. Synthetic Adrenal Analog. Gives adre-
nal high lasting 2d10 rounds, with effects of Initiative 
+2 and a temporary boost of 20 points of Stamina.

• SEA: 500 Cr. Synthetic Endorphin Analog. For 2d10 
rounds, ignore effects of being Wounded (no effect on 
higher Wound states).

• SD1-6: Index x 20 Cr. Sedative. Calms subject. Sub-
ject temporarily adds a bonus of 10 x Index to Sanity 
and makes a Sanity roll, success resulting in the sub-
ject being calmed. Awareness and Intuition are 
halved for duration of dose.

• ST1-8: Index x 10 Cr. Stimulant. Used to keep subject 
conscious or awake longer than usual. Normally, after 
8 hours without rest, subject suffers a loss of 1d10/2 
points of Stamina per hour and a penalty of twice 
number of hours of Fatigue (additional hours of con-
sciousness beyond eight) on their Awareness and 
Intuition. If stimulants have been taken, each hour 
has a percentage chance of not being added to the 
total number of Fatigued hours equal to Index x 10%. 
One dose lasts for about 5 hours. Subject will require 
sleep, ultimately, equal to half time spent awake.

• VT/VO: 300 Cr. Viral Testosterone/Oestrogen. 
Increases sexual desire in subject by tremendous 

degree. +50 to Seduction chances if target has been 
injected with VT/VO.

• VTB: 500 Cr. Viral Toxin Binders. 90% chance of bind-
ing most regular drugs or poisons in the bloodstream 
(not neurotoxins). One dose will only affect what was 
already in the bloodstream or what is injected within 
the next 2d10 rounds.

Additional doses taken within duration of another dose 
have a 50% chance of functioning and hence adding an 
extra 50% onto the duration and effectiveness of the drug 
(at GMs discretion). However, there is a danger of overdos-
ing. Roll against double Stamina after temporarily 
subtracting 10 from subjects Stamina for each dose taken.

Psychological addiction: This is much like the effect ciga-
rettes have on a regular user. Players are advised to 
improvise but bear in mind what smokers are prepared to 
do for another fix.

8.4.1 Minor chemicals

Alcohol is still available, and a dose of liquor costs from 1 
to 5 Cr. Alcohol Blocking Compounds (ABC) are available 
for rapid sobering up. A dose costs 20 Cr and condenses a 
days hangover into about two minutes. Nicotine is available 
in harmful and non-harmful cigarettes, both costing around 
2 Cr for 20. More popular is marijuana which also costs 
around 2 Cr for 20.

8.4.2 Synthesizing drugs and hormones

Given the appropriate raw materials (which usually cost 
one tenth of the cost of a dose) a skilled Pharmacist may 
attempt to synthesize any drug or hormone. The difficulty 
of synthesis is expressed as one tenth of the drugs cost (for 
example ICS has a difficulty of 40) and this should be sub-
tracted from Pharmacy to determine the percentage 
chance of success. A bonus of the Pharmacists Reason 
may be added, up to their level of Pharmacy. A failed roll 
voids the raw materials. An extensive chemical laboratory 
is also required for most synthesizations.
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Chapter 9: Weaponry

9.1 Firearm construction

With the advent of autolathes, construction of civil firearms 
has become comparatively trivial. Simply design the 
desired weapon on computer and feed the information into 
an autolathe. Firearms are defined in terms of a number of 
different statistics:

• Damage: the damage roll per shot
• Rate of Fire (ROF): The rate of fire - the number of 

shots per second that can be fired.
• Base Accuracy: The skill bonus awarded for using 

the weapon, based on its accuracy.
• Malfunction: The type and degree of Malfunction. 

The type is denoted by a letter indicating the kind of 
problems that can occur, whilst the degree is a num-
ber which represents the chance of the malfunction 
occuring.

• Area Effect: The type and degree of Area Effect. Like 
Malfunctions, this is made up of a letter and a 
number.

• Capacity: The number of shots the weapon holds per 
magazine.

• Size: The size of the object, expressed as a number.
• Cost: The cost of the weapon.
• Cost per shot: The cost per shot for the weapon.

Whilst autolathes allow characters to design their own 
weapons from scratch, this method of manufacturing is 
more costly than mass production and autolathed weapons 
cost 50% more than factory produced weapons.

The following section describes the process of designing 
weaponry, step by step.

A. Weapon type

A1. Slugthrowers

Anything which fires metallic or ceramic projectiles of a rea-
sonable size is considered a slugthrower. Standard 
slugthrowers use ceraminc slugs, accelerated by a micro-
charge, similar to the way modern bullets function.

The largest slugthrowers use a magnetic field to accelerate 
metallic slugs to hypersonic velocities and are known as 
railguns. Railguns are too large to be carried, and must be 
vehicle mounted.

Slugthrowers use a breech mechanism to bring new slugs 
into a postion where they can be fired. The heavier the 
breech, the faster rate of fire the resulting weapon can 
produce.

If a slugthrower is required select the size of weapon and 
the breech from Table 61 and the ammunition size from 

Table 69.

A2. Flechettes

Flechettes are a type of slugthrower firing very small pro-
jectiles. There are two different types of flechette weapons:

• Needle guns: These fire 0.24 mm ceramic darts 
using a compressed air system. Needle guns can 
achieve dramatic rates of fire and are almost com-
pletely silent.

• Scatter guns: These fire cartridges full of ceramic or 
metallic fragments which are fired using an explosive 
charge (similar in function to modern shotguns).

Select either 0.24 mm ammunition or cartridges from 
Table 69, and the weapon size from Table 62.

Table 61: Slugthrowers
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Holdout 1 1-4 -10 4.12 50
Pistol 2 6-18 +00 4.12

4.62
100

Compact 6 12-36 +05 4.12
4.62
6.06

200

Carbine 10 20-40 +10 4.12
4.62
6.06

250

Rifle 10 20-80 +20 4.12
4.62
6.06
7.62

300

Heavy Rifle 20 20-120 +00 4.12
4.62
6.06
7.62

800
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Note

Light x 0.5 +1 -50% Malfunction has 
a base value of 
ROF divided by 

10 (drop all 
fractions)

Standard x 1 +0 +0%
Heavy x 1.5 +0 +50%
Extra Heavy x 2 -1 +100%
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A3. Sin guns

Similar the slugthrowers, sin guns fire high explosive, 
armour piercing, self-propelled bullets. Despite being 
extremely destructive, sin guns are generally not popular 
due to unreliability. Large-scale sin guns are known as 
autocannons.

To create a sin gun, select a weapon size and a breech 
type from Table 62, and select either 4.62 ASH or 6.06 ASH 
(as appropriate) from Table 69.

A4. Flame weapons

Hand flamers tend to fire one of two chemicals, both of 
which sticks to fabric and skin and burns for several sec-
onds before exhaustion. After that, the individual may still 
be on fire and hence continue to burn. Hand flamers are not 
renowned for their reliability. All flamers have a rate of fire 
of 1.

Damage for flame weapons is applied for multiple Rounds, 
hence a person hit with I-36 will take damage on the Round 
they are hit and the next Round. A person hit with I-74 
takes damage the Round they are hit and the next nine 
Rounds - plus water will not extinguish I-74 flames.

Heavy flamers are commonly known as incinerators, and 
are extremely devestating against human opponents. To 
construct a flamer, select either I-36 or I-74 from Table 69. 
and a weapon size from Table 62.

A5. Lasers

Hand held laser weapons are not uncommon, and come in 
a variety of frequencies:

• Microwave lasers: These have relatively low power 
beams, but which are set up to the harmonics of 
water, causing steam explosions in the target. They 
have an invisible beam. High-powered microwave 
lasers are often used to scramble electronic guidance 
systems on missiles.

• Infrared lasers: These are commonly used for assas-
inations, as the beam is invisible but the assassin can 
use infrared sighting equipment to percieve the 
beam. If the beam can be seen, the laser gains a 
bonus of +20 to accuracy.

• Visible light lasers: Because the beam can be seen, 
these grant a bonus of +20 to accuracy.

• Ultraviolet lasers: High energy lasers, similar in dam-

Table 62: Flechettes
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Holdout 1 10 +00 0.24 100
1 1-2 +00 cart. 150

Pistol 5 50-100 +10 0.24 200
1 2-8 +10 cart. 300

Compact 10 100-200 +15 0.24 400
2 4-16 +15 cart. 500

Carbine 20 200-400 +20 0.24 500
4 8-32 +20 cart. 600

Rifle 40 400-800 +30 0.24 600
5 16-64 +30 cart. 800

Heavy 
Rifle

100 1000-
6000

+00 0.24 1600

10 40-240 +00 cart. 2400

Table 63: Sin guns
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Compact 6 12-36 +05 4.62 800
Carbine 10 20-40 +10 4.62 1000
Rifle 10 20-80 +20 4.62

6.06
1500

Heavy 
Rifle

20 30-120 +00 4.62
6.06

4000

Breech 
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Note

Light x 0.5 +5 -50% Malfunction has 
a base value of 
ROF divided by 
10 (drop frac-

tions)

Standard x 1 +0 +0%

Heavy x 1.5 +2 +50%

Extra 
Heavy

x 2 +5 +100%

Table 64: Flamers

Weapon 
Type
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Holdout 1 +00

I-3
6

 o
r I

-7
4

400
Pistol 1-4 +10 600
Compact 2-8 +20 800
Carbine 5-20 +25 1000
Rifle 10-40 +30 1500
Heavy Rifle 20-120 +20 4000
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Chapter 9 Weaponry
age to microwave lasers, but with a higher degree of 
precision. The beam is not visible and the energy of 
the beam causes a sonic boom when fired in air.

Lasers are powered by a small high-density power pack, 
which can be recharged. However, the cost to manufacture 
new power packs is trivial and they are commonly dis-
carded. All lasers have a rate of fire of 1.

Note that larger laser weapons do greater damage, and 
vehicle laser weapons are referred to as laser cannon. 
Starships use a special kind of high power laser known as 
a soliton laser, which is quite different from a standard laser 
weapon.

To construct a laser, select a frequency from Table 69 and 
a weapon size from Table 62. Don’t forget to add 20 to the 
accuracy if the beam is visible.

A6. Lasersonics

The lasersonic is a special kind of weapon, similar in some 
respects to a laser. The lasersonic sets up a sonic reso-
nance in a field chamber, working within the medium it is 
fired in (e.g. air or water). The sound harmonics reinforce 
until the energy applied to the medium has converted the 
medium to high energy plasma. This is then ejected from 
the firing chamber.

Most lasersonics operate within an audible sound range, 
and emit a high pithced whine when fired. Ultrasonics are 
much quieter, and cannot generally be heard by human 
ears.

Lasersonics are more damaging than lasers, but have a 
disadvantage in that they require a medium to be fired in. A 
lasersonic functions perfectly in air or underwater, but will 
not function in a vacuum (and will be severely impared in a 
thin atmosphere).

A lasersonic is constructed by choosing either sonic or 
ultrasonic from Table 69 and a weapon size from Table 62. 
Vehicular lasersonics are known as lasersonic cannon.

A7. Explosives

Three types of explosives are in common usage:

• C-16: This is a standard, high yield plastic explosive. 
It will burn without exploding and requires an electric 
charge to detonate it. Each charge gives a blast 
radius of 5 metres. Costs 20 Cr per charge.

• HESH: High Explosive Squash Head. Although not 
identical to weapons that bear this designation in cur-
rent times, the principle is still similar. The design of 
HESH warheads is specifically designed to combat 
armour, and HESH weapons do half damage against 
non-armoured targets. However, when used against 
an armoured target, HESH has the additional result of 
lowering the Armour Value in the area hit by 1. Each 
charge gives a blast radius of 1 metre. Costs 50 Cr 
per charge.

• C-AM: Antimatter charges. Each charge worth of anti-
matter provides a blast radius of 10 metres. Every-
thing within this blast radius takes full damage to all 
locations and everything within ten times this area 
(unless behind a few metres of concrete or behind 
NBC shielding) suffers a blast equivalent to one tenth 
of the weapons damage. Costs 20 KCr per charge

Charges of these are placed in a variety of casings:

• Grenade: Costs 30 Cr. Must contain 1 charge.
• Shell: Costs 10 Cr. Must contain 1 charge.
• Rocket: Costs 100 Cr. Must contain 5 charges.
• Missile: Costs 2000 Cr. Must contain 10 charges.

Casings which are to carry antimatter require additional 
precautions, namely a magnetic containment chamber. 
This increases the base cost by a factor of 10 (hence an 
antimatter grenade casing costs 300 Cr).

Grenade casing contain an electronic timer and an impact 
fuse. Either or both can be activated at any time. Grenade 
timers can be set by hand, and can be given any delay up 
to several years, if required. The impact fuse is set with a 
force. If the grenade impacts a surface with this force or 
greater, it will detonate. This allows grenades to double as 
anti-vehicular mines by setting the impact fuse to a high 
setting and leaving it in the path of vehicles.

Antimatter is more commonly used than nuclear devices 
because of the difficulty of transporting radioactive iso-
topes through singularities. There is a tendency for the 

Table 65: Lasers
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Holdout -2 1-2 +00 600
Pistol +0 2-8 +10 800
Compact +0 5-20 +15 1200
Carbine +1 5-20 +20 1800
Rifle +2 10-40 +30 2400
Heavy Rifle +4 20-120 +00 8000

Table 66: Lasersonics

Weapon 
Type
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Holdout -2 1-2 +00 800
Pistol +0 2-8 +10 1000
Compact +0 5-20 +15 1500
Carbine +1 5-20 +20 2000
Rifle +2 10-40 +30 3000
Heavy Rifle +4 20-120 +00 9000
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isotopes to cross critical mass as the event horizon is 
crossed, destroying the vessel. Uranium is rarely mined, as 
there is little use for it.

The following guidance systems are available for missiles 
and rockets:

• Ballistic (type S): No guidance system. The missile 
will travel in a straight trajectory after launching.

• Heat seeking (type H): +1 KCr, lock of 80% on signif-
icant heat traces.

• Radar (type R): +2 KCr, lock of 90% on suitable tar-
gets. Metallic targets will be homed in on in 
preference of non-metallic targets.

• Optical (type N): +5 KCr, lock of 95% on any target.

When firing Ballistic missiles and rockets, a targetting Task 
is made when fired, with a Difficulty based on the target 
range (see section ). A missed shot will continue in a 
straight line until it hit something or runs out of fuel.

Other guidance systems use a Discrete Task to achieve a 
lock (see section ). Once a lock is achieved the missile has 
a chance of hitting equal to the listed lock percentage. Heat 
seeking and Radar guided missiles will attempt to lock onto 
an alternative target if the shot misses, which may well be 
the vehicle that has just been missed. It is standard prac-
tice for the firing vehicle to send out a code signal to insure 
that the missile does not come back and hit them. Optical 
missiles only target on the holographically matched image 
of their target.

A8. Non-Explosive Charges

As well as the three types of charge listed in A7, there are 
a variety of other charges that grenades, shells and mis-
siles can be fitted with:

• EMP: Electro-magnetic pulse. These warheads are 
designed to produce a high energy pulse which will 
disrupt the performance of computers and electronic 
systems. Although this cannot be strictly quantified 
into charges, the term charge is used to scale the size 
of the EMP pulse produced. Each charge-equivalent 
has a blast radius of 5 metres. Every electronic sys-
tem inside this radius has a chance of malfunctioning. 
EMP charge-equivalents cost 1 KCr.

• CN-20: Although toxic gases are prohibited under the 
Armaments Restriction Act, non-fatal gases are not. 
The most popular of these is a nerve gas called CN-
20, which suppresses motor neuron responses and 
induces paralysis, followed by a loss of conscious-
ness. Each charge spreads to cover a region of 
around 5 metres radius, lasting for several minutes 
(depending on atmospheric conditions) and costs 200 
Cr per charge.

• Flare: Each charge provides sufficient illumination to 
light up an area of 16 metre-minutes (e.g. 64 metres 
for 25 seconds, 16 metres for 1 minute, 8 metres for 
2 minutes, 2 metres for 8 minutes etc.) to a brightness 
equivalent to daylight. Each charge costs 20 Cr.

• Smoke: Each charge provides sufficient smoke to 
cover around 5 metres radius, lasting for several min-
utes (depending on atmospheric conditions) and 
costs 10 Cr per charge.

Although other warheads are possible, many of them 
would be illegal under the Armaments Restriction Act.

A9. Launchers

Weapons which fire explosive-casings are known in gen-
eral as launchers. They come in a variety of sizes, 
described in Table 62.

A10. Vehicular weapons

Most of the types of weapon that exist in personal forms 
also exist in a larger size. These so-called heavy weapons 
exist for stationary emplacements and for mounting on 
vehicles. Table 62 describes the basic vehicle weapons.

Table 67: Launchers

Weapon 
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Compact 1 1-5 -20 Gren. 1000
Underrifle 1 2-10 -10 Gren. 2000

1 1 -20 Shell 4000
Carbine 2 4-20 -10 Gren. 2000

1 1-4 +00 Shell 3000
Rifle 5 10-50 +00 Gren. 4000

1 4-16 +00 Shell 5000
1 1 +00 Rock. 4000

Heavy 
Rifle

10 20-100 +00 Gren. 9000
6 6-24 +00 Shell 10000
2 4-12 +00 Rock. 15000
1 1 -30 Miss. 20000

Table 68: Vehicular Weapons

Weapon Type
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Railgun 40 40-240 +20 3 KCr
Autocannon 40 40-240 +20 5 KCr
Incinerator 1 10-60 +30 8 KCr
Laser cannon 1 20-120 +00 10 KCr
Lasersonic cannon 1 20-120 +00 15 KCr
Rocket launcher 6 6-36 +00 2 KCr
Missile rack 1 1-6 +00 0.5 KCr
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B. Weapon type

Select the ammunition type that the weapon will use. This 
will determine the damage that the weapon will do, as well 
as the base Malfunction (which may be modified by a num-
ber of different factors). The basic traits for the different 
ammunition types is described in Table 69, below.

C. Additional Factors

C1. Calibre

Base cost is for the smallest calibre listed. Larger calibres 
modify cost as follows:

• 4.62: +100% base cost
• 6.06 ASH: +100% base cost.
• 6.06: +150% base cost.
• 7.62: +200% base cost.
• 16.04: +300% base cost.
• 16.04 ASH: +300% base cost.
• I-74: +100% base cost.

All laser and lasersonic types cost the same.

C2. Enlarged capacity

All weapons start with a capacity of the lowest listed for that 
weapon. The following costs increase capacity by the fac-
tors listed in the following table:

• x2 capacity: +10% base cost.
• x3 capacity: +15% base cost.
• x4 capacity: +20% base cost.
• x5 capacity: +25% base cost.
• x6 capacity: +30% base cost.

The capacity may never exceed the highest listed for a par-
ticular weapon, for example, an underrifle grenade 
launcher cannot have it’s capacity increased by more than 
a factor of 4 to 8.

C3. Cooling shroud

Costs 400 Cr. For use with Slugthrowers and Sin guns only. 
Decrease Malfunction caused by high ROF by 2 (to a min-
imum of 0).

C4. Silencer/Flash suppressor

Costs 200 Cr. Muffles sound and light emissions from 
slugthrowers. Sin guns may have flash suppressors (100 
Cr) but cannot be silenced because the shells are explo-
sive, whilst 0.24 mm flechettes are automatically silenced. 
Not applicable to any other weapons.

C5. Targeting scope

One (or more) of the following:

• Laser targeting scope: Costs 500 Cr. +20 to weapon 
accuracy. No benifit to laser weapons or indirect fire 
weapons.

• Optical sights: Costs 100 Cr. Reduces the effective 
range bracket by two bands if target is stationary (i.e. 
extreme range becomes medium range). May not be 
used with indirect fire weapons (for example, grenade 
launchers).

Table 69: Firearm Ammunition

Ammunition
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Slugthrower 2d10 S1
Railgun1 4d10 S0

4.12 mm -4 +0 N 0.1 
4.62 mm -2 +0 N 0.2 
6.06 mm +0 +0 N 0.4
7.62 mm +2 +0 N 0.5

16.04 mm2 +8 +0 A2 1.0
Flechette 1d10 F1

0.24 mm -2 +0 N 0.01
Cartridge +4 +1 S3 0.5

Sin guns 2d10 B5
Autocannon1 4d10 B5

 4.62 ASH +4 +0 N 1.0
 6.06 ASH +8 +1 N 2.0

 16.04 ASH3 +16 +1 A2 5.0
Flame 1d10 H1
Incinerator1 3d10 H2

I-364 +2 +0 F3 1.0
I-745 +6 +4 F3 20.0

Laser 2d10 E1
Laser cannon1 4d10 E1

30 GHz6 +3 +4 B3 1.0
600 GHz7 +2 +1 B2 1.0
300 THz8 +3 +0 N 1.0
30 PHz9 +4 +4 N 1.0

Lasersonic 2d10 E1
Lasersonic cannon1 5d10 E1

20 KHz10 +4 +0 B2 1.0
60 MHz11 +6 +1 N 1.0

Grenade 3d10 X1
Shell 3d10 X1
Rocket1 5d10 X2
Missile1 10d10 X2

 C-16 +10 +0 A3 20.0
 HESH12 +20 +1 A3 50.0 
 C-AM13 x10 +8 R 20 KCr

1 Heavy weapon - vehicular use only
2 Railguns only
3 Autocannon only
4 Burns for 2 Rounds under standard conditions
5 Burns for 10 Rounds under standard conditions
6 Microwave laser - beam cannot be seen
7 Infrared laser - beam cannot be seen
8 Visible beam laser
9 Ultraviolet laser - beam cannot be seen
10 Audible range lasersonic
11 Ultrasonic range lasersonic
12 Antiarmour explosives
13 Antimatter
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Mass: 4.6 kg.

StandardArms Mamba autoshotgun: Cartridge Carbine, 
ROF 4, Capacity 24, Accuracy +20, Area S3, Damage 
1d10+2, Malfunction F2. Costs: 690 Cr + 12 Cr per 
magazine. Mass: 3.2 kg.

ConFed arms Inferno flame thrower: I-36 Rifle, Capacity 
20, Accuracy +30, Area F3, Damage 1d10+2 (2 ), Mal-
function H1. Costs: 1650 Cr + 20 Cr per tank. Mass: 6 
kg.

TechnoFabrique Chimera Laser rifle: 30 PHz laser Rifle, 
Capacity 20, Accuracy +30, Damage 2d10+6, Malfunc-
tion E5. Costs: 2640 Cr + 20 Cr per recharge. Mass: 4.2 
kg.

TechnoFabrique Thunderbird Pulse rifle: 60 MHz laser-
sonic rifle, Capacity 30, Accuracy +30, Damage 
2d10+8, Malfunction E2. Costs: 3300 Cr + 30 Cr per 
recharge. Mass: 4.3 kg.

SysEx Satan Light Anti-tank Weapon: HESH Rocket Rifle, 
Capacity 1, Accuracy +0, Area A3, Damage 5d10+20, 
Malfunction X3. Costs: 4000 Cr + 350 Cr per rocket. 
Mass: 5 kg.

SysEx Diablo automortar: Grenade Heavy rifle, ROF 5, 
Capacity 40, Accuracy -20, Range-finder, Damage as 
grenade type, Malfunction as grenade type. Costs: 
9000 Cr + grenades. Mass: 14 kg.

SysEx Hades Man-portable missile: Heavy rifle HESH mis-
sile launcher, Capacity 1, Accuracy -30, Area A3, 
Damage 10d10+20, Malfunction X3. Costs: 20 KCr + 
2500 Cr per missile. Mass: 30 kg.

CTA Titan assault cannon: C-16 shell rifle, Capacity 12, 
Accuracy +20, Area A3, Damage 3d10+10, Laser tar-
geting scope, Malfunction X1. Costs: 6250 Cr + 360 Cr 
per magazine. Mass: 5.2 kg.

CTA Hydra grenade launcher: Grenade Rifle, Capacity 20, 
Accuracy +0, Range-finder, Damage as grenade type, 
Malfunction as grenade type. Costs: 4600 Cr + variable 
cost per load. Mass: 6 kg.

CTA Nemesis underrifle gyroslugger: Underrifle launcher, 
Capacity 4, Accuracy -10, Damage as grenade type, 
Malfunction as grenade type. Costs: 2200 Cr + variable 
cost per load. Compatible with both CTA Centaur and 
CTA Artemis weapon systems. Mass: +1.4 kg.

9.2.3 Typical Grenades

SysEx Demon grenade: C-16 grenade, Area A3, Damage 
3d10+10, Malfunction X1. Costs: 50 Cr. Mass: 0.1 kg. 

SysEx Salamander grenade: I-74 grenade, Area A3, Dam-
age 1d10+6 (10 ), Malfunction X5. Costs: 50 Cr. Mass: 
0.1 kg.

SysEx Ragnarok grenade: C-AM grenade, Area A3, Dam-
age 30d10, Malfunction X9. Costs: 20.3 KCr. Mass: 0.1 
kg.

9.2.4 Typical Heavy Weapons

CTA Minotaur railgun: 16.04 railgun, ROF 40, Capacity 
240, Accuracy +20, Area A2, Damage 4d10+8, Mal-
function S0. Costs: 12.9 KCr + 240 Cr per magazine. 
Mass: 50 kg.

ConFed arms Deathstrike autocannon: 16.04 ASH autoc-
annon, ROF 40, Capacity 240, Accuracy +20, Area A2, 
Damage 4d10+16, Malfunction B6. Costs: 21.5 KCr + 
1.2 KCr per magazine. Mass: 50 kg.

ConFed arms Havoc incinerator: I-36 incinerator, Capacity 
40, Accuracy +30, Area F3, Damage 3d10+2, Malfunc-
tion H2. Costs: 9.6 KCr + 40 Cr per tank. Mass: 50 kg.

TechnoFabrique Gorgon laser cannon: 300 THz laser can-
non, Capacity 100, Accuracy +00, Damage 4d10+3, 
Malfunction E1. Costs: 12.5 KCr + 100 Cr per recharge. 
Mass: 50 kg.

TechnoFabrique Tempest lasersonic cannon: 60 MHz 
lasersonic cannon, Capacity 80, Accuracy +00, Dam-
age 5d10+6, Malfunction E2. Costs: 18 KCr + 80 Cr per 
recharge. Mass: 50 kg.

SysEx Reaper rocket launcher: C-16 rocket launcher, 
Capacity 30, Accuracy +00, Area A3, Damage 
5d10+10, Malfunction X2. Costs: 2.5 KCr + 6 KCr per 
reload. Mass: 50 kg.

9.2.5 Typical Missiles

SysEx Arges S-class missile: C-16 missile, Area A3, Dam-
age 10d10+10, Ballistic guidance system, Malfunction 
X2. Costs: 2.2 KCr. Mass: 20 kg.

SysEx Ares H-class missile: C-16 missile, Area A3, Dam-
age 10d10+10, Heat seeking guidance system, 
Malfunction X2. Costs: 3.2 KCr. Mass: 20 kg.

SysEx Eris R-class missile: HESH missile, Area A3, Dam-
age 10d10+20, Radar guidance system, Malfunction 
X3. Costs: 4.5 KCr. Mass: 20 kg.

SysEx Armageddon N-class missile: C-AM missile, Area 
A3, Damage 10d10x10, Optical guidance system, Mal-
function X10. Costs: 225 KCr. Mass: 20 kg.

9.3 Melee weapons

Hands: Number of hands needed to use weapon. All weap-
ons start out needing the lowest number of hands listed. +1 
implies two handed only if the weapon may be two handed, 
otherwise one handed.

BP: Breakage points. Off: Offence bonus. Def: Defense 
bonus.

Damage: Dice and modifiers. Applies: Weapons modifica-
tion applies to.

Mass and Cost: Modifications are all treated separately 
except for multipliers which are taken after everything else.

Notes: For Stun: roll against targets Stamina. A failed roll 
stuns the person for 1d10/2 rounds. Vibroblades treat 
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armour as halved. Double weapons have two blades. If one 
breaks, the weapon is treated as a normal, single bladed 
weapon. The following are not compatible:

No handle and chain, Long and Extreme (Handle or Blade 
), Thin and Extreme blade, Curved and Extreme blade, 
Electrified and Vibroblade

The GM is the final arbiter as to what is and what is not pos-
sible. Unlike firearms, all melee weapon combinations may 
be manufactured at no additional cost.

Sample melee weapons

Monoknife: long knife, monoblade. 1 handed, 12 BP, +20 
Offence, 3d10-2 damage. Costs 520 Cr.

Force hammer: mace, no handle, impact. 1 handed, 15 BP, 
+10 Offence, 3d10 damage. Costs 700 Cr.

Double longsword: sword, long blade, double. 2 handed, 
22 BP (x2 ), +10 Offence, 2d10+4 damage. Costs 240 Cr.

Powersabre: sword, thin, vibroblade. 1 handed, 13 BP, +30 
Offence, +30 Defense, 2d10+2 damage (armour halved). 
Costs 340 Cr.

9.4 Improvised weapons

In time honoured bar brawl tradition, anything that can be 
picked up (and a few things that can’t) can be used as a 
weapon. Unlike Melee weapons, Improvised weapons 
break if they do more damage than they have breakage 
points, as well as if damage exceeding their breakage 
points is sustained in one blow.

9.4.1 Fighting to subdue

Combatants may find themselves in the situation where 
they are trying to subdue, capture or knock out their oppo-
nents. In this instance, characters may elect to strike to 
subdue. All damage rolls are halved but Stamina loses are 
as per normal. Any blow to the head causes the target to 
make an Stamina roll which, if failed, causes them to fall 
unconscious. However, any head strike that would nor-
mally indicate a Serious wound (before halving) will knock 
the target out unless they succeed in a Critical Stamina roll.

9.5 Missile weapons

Note: Launcher has a ROF of 5 and can hold up to 1 kg of 
ammunition. Must be specified to one of the projectile 
types. For example, a Shuriken launcher could hold 20 
Shuriken and fire them at a ROF of 5 for 2d10+2 damage.

Table 71: Melee Weapons

Weapon type Hands BP Off Def Damage Mass Cost

Axe (A) 1-2 15 +10 +10 2d10+0 2 60
Garrotte (G) 2 8 -30 +00 2d10+0 Neg 2

Knife (K) 1 15 +10 +00 2d10-4 0.5 20
Mace (M) 1-2 15 +10 +00 2d10+0 2 50
Pole (P) 2 10 +00 +10 1d10-2 1 10
Spear (L) 1-2 10 +10 -10 2d10-2 1 30
Sword (S) 1-2 20 +10 +10 2d10+0 2 80
Whip (W) 1 5 +10 -30 1d10-4 0.5 40

Modification Hands BP Off Def Damage Applies Mass Cost

Blade, Long +1 +2 +10 +00 +2 K,L,S +50% +50%
Blade, Extreme 2 +5 -10 -10 +4 S +100% +100%

Chain 1 +0 +20 -20 +4 M +25% +100%
Curved +0 +0 -10 +00 +1 K,S - +20%
Double +0 SP -10 -10 +2 A,K,L,S +50% x2

Handle, Long 2 +5 -10 +10 +2 A,M,L +25% +50%
Handle, Extreme 2 +5 -20 -10 +4 A,L +50% +100%

No handle 1 +10 +00 +00 -2 M - +50%
Spiked +0 +0 -10 +00 +2 M +25% +20%
Thin +0 -5 +20 +20 -2 K,S x1/2 +50%

Weighted +0 +0 -10 -10 +2 K,P,S,W +25% +50%
Electrified +0 -2 +00 +00 STUN All +0.5 +200

Impact +0 +0 +00 +00 +1d10 M,P +2 +100/x4
Monoblade +0 -5 +00 +00 +1d10 A,G,K,L,S x3/4 +100/x4

Polymer handle +0 +5 +00 +00 +0 A,M,P,L - +50%
Vibroblade +0 -2 +00 +00 +4 A,K,L,S +50% +50/x2
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Chapter 9 Weaponry
9.6 Body Armour

All body armours are treated in the same way. Each has an 
armour value which is subtracted from any Wound roll to 
that location. Soft armours are only half as effective against 
melee weapons (excepting types M, P and W which treat 
Armour as full). Encumbrance represents the degree of 
restriction rather than the actual mass of the armour. Cost 
and Encumbrance are per location (Head, Arms, Torso and 
Abdomen, Legs. )

Lasers/Lasersonic/Sin guns: If unmodified damage roll 
exceeds twice AV value, armour in that location is 
destroyed.

Flame: Hits to Chain/Metal ignore AV. Add +1 to damage 
each consecutive round (hence if a flame attack burned for 
6 rounds, the damage wound be at +6 on the last round).

Table 72: Improvised Weapons

Weapon type Hands BP Off Def Damage

Barrel, wooden 2 6 -10 +10 1d10
Barrel, metal 2 14 -10 +10 1d10+2
Book, small 1 4 +00 +00 1d10/2
Book, large 2 6 +00 +10 1d10/2

Bottle 1 1 +00 +00 1d10/2
Bottle, broken 1 1 +00 +00 1d10+2
Chair, wooden 2 4 +00 +10 1d10-2
Chair, metal 2 12 +00 +10 1d10+1

Club, wooden 1 10 +10 +10 1d10
Club, metal 1 20 +10 +10 2d10-4
Club, stone 1 18 +10 +10 2d10-4

Door, wooden 2 4 -20 +40 1d10-2
Door, metal 2 20 -20 +40 2d10-4

Electronics, light 1 10 +00 +00 1d10
Electronics, heavy 2 20 -20 +20 2d10

Falling, 5m - - 1d10+5
Falling, 10m - - 2d10+5
Falling, 50m - - 3d10+10

Garden instrument 2 18 +10 +10 2d10
Hand tool 1 14 +00 -10 1d10+4
Lead pipe 2 20 +00 +00 2d10
Pistol butt 1 20 +00 -20 1d10-2

Ramming a wall - - 2d10-4
Table, wooden 2 6 -20 +30 1d10+2
Table, metal 2 20 -20 +30 2d10
Tumbling, 5m - - - 1d10
Tumbling, 10m - - - 1d10+2
Tumbling, 50m - - - 1d10+4

Weapon hilt 1 20 +00 -10 1d10-2
Window - 1 - - 1d10

Window, reinforced - 18 - - 2d10-6
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Table 73: Missile Weapons

Projectile Damage Cost Mass Note

Arrow 2d10 0.1Cr 0.1kg Launched from bow.
Blow dart 1d10/5 0.01Cr 10g Launched from blowpipe.
Chakrim 2d10 80Cr 1kg War frisbee.

Crossbow bolt 2d10+2 0.2Cr 0.2kg Launched from crossbow (armour piercing).
Dart 1d10-2 0.05Cr 30g

Javelin 2d10-3 25Cr 1kg
Knife 2d10-4 20Cr 0.5kg

Shuriken 1d10 2Cr 50g Throwing star.
Sling bullet 1d10 0.1Cr 50g Launched from sling.

Spear 2d10-2 30Cr 1kg
Throwing axe 2d10-3 60Cr 1kg

Weapon type type Damag
e Cost Mass

Blowpipe +0 20 Cr 0.5kg
Crossbow +0 600 Cr 4kg
Launcher +2 1200 Cr 4kg
Longbow +2 500 Cr 3kg
Shortbow +0 300 Cr 2kg

Sling +0 10 Cr 0.1kg

Table 74: Armour

Armour type AV Cost Encumbrance
Soft armours

Leather 2 50Cr 0.25kg
Reinforced 

leather
4 100Cr 0.5kg

Light kevlar 6 200Cr 1kg
Heavy kevlar 8 400Cr 2kg

Hard armours
Chainmail 6 500Cr 5kg
Metal plate 8 700Cr 10kg
Polycarbon 10 800Cr 5kg
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Chapter 10: Vehicles

10.1 Vehicle Design

The era of the autolathe has meant it is possible to assem-
ble essentially anything from scratch, and vehicles are no 
exception. The method for constructing vehicles is given 
below.

A. Select size

Size is determined by volume, in cubic metres. The limiting 
factor in vehicle design is the maximum load, which is pro-
portional to the volume of the vehicle, in cubic metres. This 
is determined by defining an approximate bounding box for 
the vehicle. There are five types of chassis, which cannot 
be combined (although the Combined chassis has the fea-
tures of both Streamlining and a Safety chassis).

• Standard: Maximum load is 200 kg x volume. Each 
cubic metre of chassis (and hence 200 kg of subse-
quent load) costs a base 200 Cr.

• Combat: Maximum load is 180 kg x volume. Each 
cubic metre of chassis costs a base 600 Cr. Vehicles 
with a Combat chassis have a strengthened internal 
framework designed to resist deformation. Vehicles 
with a Combat chassis do additional damage in a ram 
and any armour fitted to them is more effective. When 
determining the total mass of the vehicle, consider 
the mass to be 20% more than the maximum load. 
Accessories that depend on mass can be worked out 
from the maximum load and not the total mass. This 
additional mass represents the reinforced framework 
of a vehicle with a combat chassis.

• Safety: Maximum load is 180 kg x volume. Each cubic 
metre of chassis costs a base 400 Cr. During a seri-
ous crash, a safety chassis deforms externally whilst 
retaining survival spaces for passengers and crew. All 
passengers and crew take damage from two rows 
higher up Table 79 from rams and crashes (i.e. a col-
lision at 100 m/s is treated as if it occured at 21-30 m/
s).

• Streamlined: Maximum load is 170 kg x volume. 
Each cubic metre of chassis costs a base 500 Cr. 
Vehicle speeds are improved by 20%, as is the 
Range Factor (see below).

• Combined: Maximum load is 150 kg x volume. Each 
cubic metre of chassis costs a base 800 Cr. A com-
bined chassis has both the features of Streamlining 
and a Safety chassis, above.

List dimensions as Length by breadth by height. Minimum 
sizes are:

• 20 cubic metres: Airship, Fixed wing, Ground effect, 
Gyrocopter, Vectored thrust

• 5 cubic metres: Hydrofoil

• 1 cubic metre: Aquatic, Tracked, Wheeled

Note: Fixed wing sizes do not include wing-span, neither do 
Airship sizes include the gasbag. GMs may waiver the min-
imum size restrictions if players have a good reason for a 
smaller craft.

B. Select drive

Table 75 lists Drive types, along with cruise and maximum 
speeds. The percentage represents how much mass must 
be dedicated to Drive for that system.

• Standard: As listed.
• Reduced: Half the percentage listed, in which case 

the speeds halve accordingly (x 0.5), although the 
cost per kg remains the same. If combined with 
streamlining, the net effect is the speeds fall to 60% 
(x 0.6) of the listed values for speeds.

• Enhanced: Double the percentage listed and twice 
cost per kg, resulting in 50% extra speed (x 1.5). If 
combined with streamlining the net effect is an 80% 
increase in speeds (x 1.8). 

It is also necessary to determine the percentage of total 
load to be dedicated to fuel, and hence the operational 
radius (no cost is applied for the fuel tank, it is assumed to 
be part of the body cost).

To determine the cost of a drive unit, calculate the mass of 

Table 75: Vehicle Drives
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Airship 10% 40 10 30 250
Aquatic 10% 30 10 20 250
Fixed wing 50% 60 80 600 20
Ground effect 30% 50 20 40 100
Helicopter 40% 80 40 100 50
Hydrofoil 20% 40 20 30 150
Tracked 30% 20 15 30 300
Vectored thrust 40% 100 60 200 30
Wheeled 20% 10 20 40 200
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drive unit, then multiply by the cost per kg. Table 75 gives 
the cruise and maximum speeds for each drive system, 
stated in metres per second. Use conversions of 10 Km per 
standard hour to 1 metre per second and 1 standard sec-
ond equal to about one Round, if required.

To work out the Operational radius at cruise speed for a 
vehicle, multiply the percentage of the vehicle occupied by 
the fuel tank by the Range factor. Assume fuel is burnt at 
roughly twice the rate at maximum speed for fuel calcula-
tions. Standard fuel is water, since vehicles are usually run 
using a Cold Fusion Drive (which is assumed to be part of 
the drive system for the purpose of determining cost and 
weight).

The types of vehicle are described as follows:

• Aquatic: Boat. Only usable in water with a depth 
greater than one quarter vehicles height (known as 
the ships draft). 

• Fixed wing: Aeroplane. Requires minimum 100 m 
cleared ground to land. Will not work if there is no 
atmosphere.

• Ground effect: Hovercraft. May travel on land or 
water with minimum difficulty.

• Helicopter: May hover and take off vertically. Helicop-
ters require an atmosphere to function.

• Hydrofoil: As aquatic until moving at cruise speed, 
then any depth. Hydrofoils have a structure at the 
front of the ship underneath called the foil which, once 
a critical speed is reached, lifts the front of the boat 
out of the water, decreasing drag and causing it to 
achieve better speeds.

• Tracked: Wheels set inside a track system to give 
better traction. Speed unmodified by terrain.

• Vectored thrust: Uses thrust jets which can be 
rotated to provide thrust in almost any direction. May 
hover and take off vertically.

• Wheeled: Basic wheeled vehicles. Half speed in 
rough terrain.

Any vehicle may fit multiple drive units at the appropriate 
percentages and costs.

C. Select Computer

Types N through J (see 10) are commonly used as vehicu-
lar onboards. The more powerful the onboard computer is, 
the more effective the vehicle will be. The cost of the vari-
ous onboard computers are as follows:

• Type J: 1 KCr, 1 kg. Very small electronic onboard, 
used for very small vehicles.

• Type K: 5 KCr, 10 kg. Small, electronic onboard com-
puter. Used for small vehicles.

• Type L: 20 KCr, 100 kg. Top of the range electronic 
computer system. Standard onboard for most 
vehicles.

• Type M: 5 MCr, 1 tonne. Small scale optical computer 
system, used for larger vehicles.

• Type N: 100 MCr, 10 tonnes. Medium-scale optical 
computer system. Usually used for shuttles and drop-
ships rather than vehicles.

In addition, most vehicles will fit terminals for various differ-

ent functions. The terminals are required for people to 
actually interact with computer system; without them the 
computer must act autonomously. Any terminal can carry 
out a variety of different functions, from navigation to 
weapon targetting, the key point being that the most num-
ber of people that can use the computer at any point is 
equal to the number of terminals. The types of terminal are:

• Workpad: 0.5 KCr, negligible mass. Very crude inter-
face, which can respond to spoken or typed inputs. 
Output is by small video screen, unless cyberlinked.

• Workstation: 2 KCr, 1 kg. Standard terminal with high 
resolution video display, capable of responding to 
spoken, or typed inputs.

• Powerterm: 10 KCr, 10 kg. High powered terminal 
with video and holographic displays. Can respond to 
spoken or typed inputs, as well as visual information.

Each of the terminals can be made to be cyberlink compat-
ible at the cost of 1 KCr. Multiple onboard computers can 
be included (to allow for backup systems) by simply adding 
up the appropriate costs and masses.

D. Fit non-combat options

D1. Passengers and Crew

• Driving area: 200 kg (50 kg if volume is 3 cubic 
metres or less ), 1 KCr. Area for person controlling 
vehicle, including the basic control mechanisms. 
Required unless the vehicle is only to be controlled by 
the onboard computer. A driving area is generally 
considered to be a crew position, and should have a 
terminal.

• Crew positions: Allot 50 kg for each additional crew 
member after the driver. In order for a crew position to 
be a crew position, it must have terminal. Cost 
(excluding terminal) is considered part of the chassis 
cost.

• Passenger area: Allot 50 kg per passenger. Cost can 
be considered part of the chassis cost.

• Cabin: 500 kg, 1 KCr. Basic non-luxury accommoda-
tion for one person, including bed and a bathroom.

D2. Cargo

• Equipment locker: No cost, mass equal to amount 
allotted. Internal equipment storage. Locks are extra.

• Cargo: No cost, mass equal to amount allotted. Exter-
nal cargo storage (unless an internal door is provided, 
cannot be reached from the inside).

D3. Doors

• External doors: Considered to be part of the chassis 
cost, in general, with the exception of anything listed 
below.

• Internal door: 0.5 KCr, no mass. Connects cargo 
area to internal area. If vehicle is pressurised this 
must be replaced with an airlock, unless cargo area is 
only accessible through airlock.

• Airlock: 500 kg, 5 KCr. Allows travel from pressurised 
to unpressurised areas (such as outside of a pres-
surised vehicle). If no airlock is present on a 
pressurised vehicle, the vehicle must be depres-
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