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INTRODUCTION

Starships riding fire across the sky. Heroes and villains exchanging laser fire.
Desperate spacers struggling against an alien monstrosity. Vast alien vistas, flying
cities, moonscapes, mad robots, and first encounters. High-action science-fiction
adventure that stimulates your sense of wonder. All of these create a rich tapestry
against which exciting role-playing adventures can take place. From the urban and
cybernetic near future to the interstellar far future, opportunities abound for
playing brave heroes and dastardly villains and facing the universe headfirst.

These rules present a streamlined, through detailed and comprehensive, role-
playing game suitable for a variety of settings. The primary focus is on interstellar
adventuring, but Faster Than Light: Nomad (FTL: Nomad) also supports nearer-
future cyberpunk and interplanetary games, as well as the intergalactic escapades
of distant-future heroes. The key word here is “adventure” - everything these rules
contain was written from and for the gaming table. So, gather your friends, order
your favorite fast food, and prepare to play the heroes and villains of the stellar
future!

Playing this game requires this booklet, two or more ordinary six-sided dice,
writing supplies, and an active imagination. Stellagama Publishing may eventually
publish more supplements and settings for use with these rules.

WHAT IS A ROLE-PLAYING GAME?

A roleplaying game (RPG) is a game where the players assume the roles of
characters in a fictional setting. Players act out these roles within a narrative,
either through literal acting or through a process of structured decision-making
based on rules. These rules allow fair and dramatic resolution of uncertain or
dangerous situations that the players’ characters face.

FTL: Nomad requires imagination, inspiration, and discussion. Two or more
players can play, though typical groups range between 3-5 players. All you need to
play is this document, a few six-sided dice, and writing supplies. One player, the
Referee, “plays” as the game world and describes the fictional situation, while the
rest of the players each play one Player Character who acts freely within this world
and deals with the consequences of their actions. Together, the Referee and
players create a story, much like the way many of us used to create stories by
playing make believe as young children, except with more dice and more
structure.
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ONE S8ASIC RULE

Rule 0: to facilitate play, the Referee is the final arbiter for any game-related
question.

BSASIC RULES

This chapter is the heart of FTL: Nomad. In it, we present the basics of the game,
from dangerous action resolution to the various Technological Ages.

DIE ROLL CONVENTIONS

FTL: Nomad uses common six-sided dice. We note each die you need to roll as a
“d6”. For example, “2d6” means “roll two six-sided dice and add the results
together”.

D66 is a special die roll, in which you throw two dice, and count one as the “ones”
and one as the “tens”. This will produce 36 results from 11 to 66. Just be sure to
pick which die is the “tens” and which is the “ones” before rolling the dice.

Another special die roll is 1d3, in which a six-sided die is rolled and the result
divided in two and rounded up, resulting in a 1-3 range of results.

BSASIC GAME MECHANICS

The interstellar (or interplanetary) adventurers depicted by these rules are
competent. In many situations, possessing the appropriate Archetype or having 1
or more points in a relevant skill will suffice to succeed. For example, a character
with the Medic archetype will know how to treat many medical conditions, and
even perform routine surgeries, without requiring a die roll. A character with the
Pilot archetype will know how to fly and land a starship in common circumstances
without rolling dice. The following dice throw mechanic should serve in dangerous
cases - such as combat, landing a starship in extreme weather, trauma surgery on
a critically-injured patient, and so on - where even professionals risk disastrous
failure.

In such dangerous situations, where failure carries dire consequences and where
luck plays a major role, throw 2d6: throw two six-sided dice and add the results
together, and add the relevant skill level as a modifier. If the total equals or
exceeds 8, you succeed. Otherwise, you fail.

Skill notation: "Throw Skill" means throw two dice, add them together and add
the relevant skill, and if the total equals or exceeds 8, you succeed.
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Note that - as mentioned above - intrepid interstellar adventurers are
competent. If your character has no points in a skill, treat it as “Skill 0”, and simply
roll 2d6 on any skill checks, without any modifiers. There is no need to note this
on your character sheet or monster description: when a skill is absent, simply
assume that it is at 0.

ADVANTAGE AND DISADVANTAGE DICE

Various circumstances affect the skill roll. In cases where these circumstances are
significant, these rules apply Advantage Dice (+1D) and Disadvantage Dice (-1D).
When making a skill roll with Advantage and/or Disadvantage Dice, sum up all
Advantage Dice and subtract all Disadvantage dice from the sum. If the result is
positive, roll 2d6 + skill and an additional number of dice equal to that sum, and
choose the highest two dice. If the result is zero, simply roll 2d6 + skill. If the result
is negative, roll 2d6 + skill and an additional number of dice equal to the sum, and
choose the lowest two dice.

The same applies to any Damage rolls: Roll the normal weapon damage after a
successful hit, and apply Advantage or Disadvantage dice to the total damage
normally.

We note Advantage and Disadvantage Dice as (+1D) and (-1D), respectively.
Multiple dice are noted in the same way, for example “+2D” or “-3D”.

Examples: If you have +2D and -3D on a skill throw, the total is -1D, which means
you roll 3d6 and choose the two lowest dice. If you have +3D and -1D on a skill
throw, the total is +2D, which means you roll 4d6 and choose the highest two dice.
A shotgun with a +1D damage bonus would roll 5D for damage and select the
highest four dice.

Some groups enjoy differentiating more difficult tasks from easier ones. This can
be easily modeled by adding Advantage or Disadvantage dice accordingly. For
example:

Task Difficulty Table

Difficulty Modifier
Easy (Only required when a task has major risks

involved but is otherwise simple to perform) +1D
Moderate -

Difficult -1D
Formidable -2D
Impossible -4D
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CHARACTERS

FTL: Nomad characters are defined by their Skills, Archetype, and Talents. This
chapter describes how to generate characters and explains the various ability and
trait options available to player characters.

SKILLS

Characters in FTL: Nomad are fundamentally described by seven basic skills:
Combat, Knowledge, Physical, Social, Stealth, Vehicles, and Technology. Each is
rated from level 0 to 5. These are broad skills meant to encourage adventuring and
the quick resolution of tasks. Some skills do have overlapping fields. For example,
one could fruitfully argue that Technology governs picking locks. However, the
same activity can be governed by Stealth. Either one is appropriate. As usual, the
Referee has final say in such matters, but we encourage a spirit of generosity in
such rulings.

e Combat: This skill governs how competent the character is at committing
violence and surviving combat. Use Combat to resolve attacks with any
weapon.

e Knowledge: This skill describes the character’s general mental acuity and
willpower. As well, Knowledge reflects the character’s formal education, and
ability to perform tasks related to medicine, history, or astrophysics. This is
also the skill that governs psionic power use.

e Physical: Whenever a character needs to exert themselves, use this skill. The
Physical skill governs heroic feats of athleticism, endurance, and physical
hardiness. Use it to resist the harmful effects of toxins and disease.

e  Social: This skill governs the character’s ability to productively interact with
other individuals socially, especially when risk is involved. Use this skill to lie,
carouse, or conduct high-stakes negotiations.

e Stealth: Use this skill to perform any covert or larcenous activity, such as
sneaking, picking locks, or setting up an ambush. This is also the skill most
often used to detect whenever such activities are being attempted on the
character.

e Vehicles: Whenever a character must drive a car, fly an aircraft, or pilot a boat
or a starship, use this skill. The Vehicles skill covers routine maintenance and
upkeep of vehicles, but not in-depth repairs, unless a character’s archetype or
talent dictates otherwise.

e Technology: This skill governs the use and repair of technology. Use it to
repair starship engines, operate sensors, and hack computers, as well as to
build shelters and makeshift traps.
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HOW DO | NOTICE THINGS?

FTL: Nomad rules do not have a specific Notice or Perception skill. If the
ree or Players want to know if their characters detect an ambush, clue, or

other useful bit of information, roll the relevant skill. To conduct an investigation

of a

crime scene, use Knowledge. To read people’s reactions, use Social. To detect

an ambush, use the Stealth skill.

14

CHARACTER CREATION

Develop a character concept: Think about what kind of character you want to
play in FTL: Nomad: do you want to play an intrepid interstellar explorer, a
grizzled mercenary, a curious scientist - or something completely different?

Distribute Skill Points: If playing a human, distribute 5 points among your
seven Skills. Each skill starts at level 0. You may not assign more than 3 points
to any single skill. If playing an alien, distribute 4 points instead.

Pick an Archetype: These represent the broad professional training and life
experiences that the character has already acquired. They can reflect the
character’s Skills, but do not have to.

Pick a Talent: If playing a human, pick one Talent from the section later in this
chapter. Talents are special abilities, features, or training your character has
developed. Aliens do not receive an initial Talent.

Calculate Stamina: Your character’s Stamina represents their ability to shrug
off damage that might incapacitate lesser heroes. Stamina is equal to 14 + 3
times the character’s Physical skill.

Calculate Encumbrance: your character’s carrying capacity is equal to 10
items + twice the character’s Physical skill.

Purchase Equipment: Your character starts the game with 2d6x1000 Credits
worth of items. You may purchase from the equipment list in the Equipment
chapter. Alternatively, you may pick the Equipment Package corresponding to
your character’s Archetype. The Equipment Packages are found at the end of
this chapter. At the Referee’s discretion, your character may also have access
to a starship, or to specific equipment or vehicles.

Finalize Your Character: Choose a name, appearance, and develop a
personality for your character. Just a few sentences will do. It is also important
to develop a motivation for why your character is no longer in their career and
has instead chosen a life of dangerous adventuring. Finally, explain how your
character knows one or more of the other player characters. Consult your
Referee in case they already have something in mind.
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ALIENS

Some settings feature a wide array of playable alien characters. Unlike humans,
aliens only have 4 points to distribute between their skills in character generation
rather than 5, and do not gain an initial Talent. However, each alien species has
their own special abilities. The task of developing these abilities are left to the
Referee, but here are some examples from common science fiction:

Insectoids: These aliens evolved from cockroach-like ancestors. Males gain
+1D on Stealth rolls to sneak in dim light or in darkness. Females may fly up to
Near range in any direction in one combat round, but their wings must rest for
another combat round before flying again. All insectoids gain +1D to resist
poison and disease.

Gekkonids: An alien species that evolved from gecko-like ancestors. They can
climb walls and walk on ceilings as if walking on solid and horizontal ground.
They also have keen night vision and take no penalties to any actions
performed in dim light.

Grays: These are the archetypal UFO pilots engaged in scientific research,
including the abduction of humans as test subjects. Grays gain two free
Psionic powers of the player’s choice, cumulative with the two Psionic powers
granted by the Mystic Archetype, if applicable. Grays suffer -1D to all Combat
rolls in melee combat.

Reptilians: A proud and brutal warrior species that evolved from carnivorous
lizards. Their unarmed attacks cause 2d6 damage. A Reptilian with the Martial
Artist Archetype cause 3d6 damage while unarmed.
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ARCHETYRPES

An Archetype is the basic concept for your character, and the source of many of
the character’s special abilities. A character with a given archetype will be
knowledgeable in the general skills and competencies of their archetype. For
example, a Scout will know about wilderness survival, navigation, and camouflage.
A Soldier will know about military procedures, tactics, and formations. An
Engineer will be skilled in optimizing engines, making reliable repairs, and
rebuilding old vehicles from junkpiles. Some of the archetypes are less skill-
oriented than others, but all have broad applicability. In any case, we urge
Referees to be generous about when to apply archetype knowledge or
capabilities. Most of the archetypes presented here are standard science fiction
tropes, but Referees and players are encouraged to develop their own archetypes
to suit their own needs for their own campaigns.

Archetypes typically grant the character an Advantage Die in certain situations.
This Archetype bonus should apply whenever possible—with the notable
exception that they should not apply to Combat rolls. We have listed a just few
example situations where the Advantage Die can be applied. This is not a complete
list, and Referees are encouraged to be generous in granting the Archetype
Advantage Die.

Agent: Spy, Detective, Bounty Hunter, Corporate Troubleshooter. This character is
well-versed in espionage, subterfuge, skullduggery, and conspiracies.

Examples: The character gains +1D when bribing officials, investigating for useful
data or clues, or skulking around trying to stay unnoticed.

Diplomat: Ambassador, Administrator, Liaison Officer, Face. Whatever the title,
this archetype is invaluable in all sorts of situations where a lighter touch and
smiling face are essential.

Examples: Gain +1D when making deals, smoothing over problems, trying to learn
about the locale, or winning the locals over to your side.

Engineer: Gearhead, Techie, Greasemonkey, Miracle Worker. Whenever
something needs fixing, building, or optimizing, the Engineer is the one to call.
They are especially useful in situations where technology is central to the task at
hand.

Examples: Gain +1D whenever the character performs quick emergency repairs, or
attempts to get more performance out of a piece of technology.

Merchant: Entrepreneur, Smuggler, Mover and Shaker, Free Trader. Merchants
know how to spot a moneymaking opportunity anywhere. Some might even be
honest.

Examples: Merchants gain +1D when brokering deals, finding buyers and sellers,
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handling customs officials and clients, or following the money to the real power
players.

Mystic: Spiritual Guru, Religious Leader, Itinerant Preacher, Washed-Up Hippie.
This character embraces everything parapsychological and lives life according to
an esoteric mystical creed.

Examples: Gain +1D when encountering things science cannot explain, that
humanity was not meant to know, or that would otherwise cause normal people
to fall to pieces. If the Referee is using the rules for psionics, then the Mystic gains
two Psionic powers.

Outlaw: Con Artist, Pirate, Bandit, Rogue, Thief. This character is a criminal, or has
an extensive criminal past. They have shady connections, and even shadier skills.
They might only be one step ahead of their questionable past catching up with
them.

Examples: Outlaws gain +1D when sneaking into places, picking locks and pockets,
spotting others of their own ilk, or dealing with criminals.

Outsider: Barbarian, Drifter, Outcast, Exile. This character hails from a
technological backwater, or they have spent long years as an outcast on the fringes
of society.

Examples: Gain +1D when rolling to survive tough environmental conditions,
scavenging for useful technology, or dealing with isolated cultures.

Pilot: Flyboy, Rocket-Jock, Tanker, Wheel-girl. This character is a natural with
vehicles, and knows how to maximize the performance parameters of any vehicle
they are operating.

Examples: Gain +1D when attempting any vehicle stunts, flying in dangerous
storms, precise and risky maneuvers, plotting challenging courses, or any Pilot
Actions in starship combat.

Roughneck: Belter, Ship’s Crew, Prospector, Colonist. Roughnecks are the working
stiffs in space, and they are used to doing all the dirty, unpleasant tasks that no
one else wants to do.

Examples: Roughnecks gain +1D when performing repairs, moving in zero-G
conditions, or operating heavy machinery.

Scholar: Doctor, Researcher, Scientist. These characters are well-educated and
have extensive knowledge in a broad range of esoteric and technical fields.

Examples: Gain +1D when examining archaeological remains, running sensor
analyses, doing high-energy physics, or trying to understand xenofauna behavior.

Scout: Courier, Surveyor, Explorer, Spacer. Scouts are well-versed in surveying,




navigation, and starship piloting. They might know a bit about xeno-biology or
long-lost human cultures than their colleagues might expect.

Examples: Scouts gain +1D when rolling for Surprise to avoid being ambushed,
plotting new FTL courses, navigating in the wilderness, or picking up a new
language from the natives.

Soldier: Marine, Grunt, Mercenary, Officer. This character is a professional, long-
service soldier. They are familiar with weapons, tactics, combat in a variety of
environments, and military procedures. Soldiers gain one Combat Talent at
character generation (see below).

Examples: Soldiers gain +1D when analyzing an enemy’s battle plan, navigating
military bureaucracies, or assessing the strength of an allied or enemy formation.
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TALENTS

Talents represent special abilities that a given character has that would
differentiate them from their colleagues. Talents tend to be much narrower in
their application than Archetypes, but are very useful in their specific contexts.
Human characters begin play with one Talent each. More are earned through
character advancement.

COMBAT TALENTS:
These talents make the character a dangerously trained specialist in their field.

Armor Training: This talent allows the character to use armor more effectively.
The encumbrance values of all armors are reduced by 1 to a minimum of 0.

Artillery: This character received advanced training in using heavy artillery.
Usually, this means acting as a forward observer, but the character is also an
expert in artillery gunnery, fuse setting, and demolishing fortifications with
artillery. Gain +1D when firing artillery, or acting as a forward observer, or when
conducting counter-battery fire.

Assault: Assault specialists receive training in the use of heavy weapons. Gain +1D
when using assault weapons, hunting tanks or other large vehicles, or when
attacking prepared enemy fortifications.

Berserker: When injured in combat but still conscious, the character may enter a
Rage. This grants them +1D to hit and +1D to damage in melee combat, but also
grants the character's enemies +1D to hit them. This lasts until the end of that
combat encounter.

Blind Fighter: The character can ignore the Penalty Die for fighting in darkness.

Bodyguard: This talent allows the character to quickly move into harm’s way and
take a hit meant for a comrade. This works as an interrupting action, and uses the
bodyguard’s next Action in combat, if they survive.

Evasive Action: This talent reflects innate luck, unconscious skill, or lightning fast
reflexes. Once per battle, the character may avoid an otherwise successful attack
and take no damage. They may elect to use this ability after damage is rolled. This
talent can apply in vehicle combat as well as in personal combat.

Hardy: The damage roll of the first (and only the first) successful attack on the
character in a given battle incurs a -2D penalty.

Heavy Hitter: Once per battle, you may opt to inflict maximum damage with an
attack. You may use this ability after you have rolled damage.

Hunter: The character is practiced at setting ambushes. Gain +1D on Surprise
throws when attacking from ambush.
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Leader: Whether a natural, or an experienced, trained leader, this character
knows how to motivate people into doing things they might not normally do. They
gain +1D when attempting to rally troops and convince others to carry out their
orders. As an action in Combat, they may roll Social 8+. If the roll is successful, the
Leader generates Hero Points equal to the result of the roll, minus 7 (a result of 8
provides 1 Hero Point). These Hero Points can be distributed as a free action to
comrades during the battle, but disappear when the fight is over.

Marksman: The character is particularly adept at hitting where it counts most with
ranged weapons. After spending one Hero Point, add +2D to damage rolls with
ranged weapons.

Martial Artist: Your character is a highly trained martial artist. Their feet and fists
are lethal weapons. Add +1d6 to the damage rolls of all unarmed attacks.

Maverick: A brash, risk-taking combatant, the Maverick has raw talent and little
time for rules and personal safety. They may spend a Hero Point to perform an
additional action in a combat round. They may use this ability as an interrupting
action, and act out of initiative sequence. But beware: whenever they use this
ability, enemies may target the character with +1D to hit in the next round.

Quick Draw: If the character has a weapon at the ready—in a quick-draw holster
or sheath, or just at hand—then they may make a rapid attack at the start of the
first round of combat, before the initiative order. They incur one Penalty Die on
the attack.

Relentless: This talent allows the character to temporarily ignore the effects of
one hit in combat. They may use this talent after they have learned what the
damage might be. After the combat, roll on the Triage table.

Sneak Attack: This character is well practiced at sneak attacks. When attacking a
completely unaware target in melee, gain +1D to hit, and +1D to the attack’s
damage.

Tactics: At the start of a fight, roll Knowledge 8+. The character’s training and drills
provide a number of Advantage Dice equal to the result of the roll, minus 7 (with
8 providing +1D). These Advantage Dice can be spent by the character and their
comrades at any time during the combat.

Two-Fisted: The character may wield a one-handed weapon in each hand. They
may attack with each of the two weapon once per round. Their second action in
the round cannot be used to make another two attacks. The attack from the off-
hand weapon is made with a -1D penalty. If the character is also Ambidextrous
(see belowy), then the Penalty Die is removed.

Weak Point: With training and experience, this character can spot an opening in
an opponent’s armor or defensive posture. Throw Knowledge 12+ to grant you
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and your allies +1D to hit against a single enemy during the next round.

Whirlwind: On the character’s turn, they may spend a Hero Point to make another
melee attack that round.

CHARACTER TALENTS

Ambidextrous: This character has an innate or learned ability to use their off-hand
equally as well as their dominant hand. This is useful in case of injury, among other
things. However, without the Two-Fisted Talent they can’t use a second weapon to
attack with their off-hand.

Awareness: Gain +1D on throws to avoid Surprise in combat. This does not refer
to setting up ambushes, where the Hunter Talent applies.

Beast Friendship: Gain +1D when identifying flora or fauna, as well as in Reaction
throws with (non-magical) animals.

Big Mouth: This character has a witty retort, insult, or inspiring word at the ready
for all occasions. The character gains +1D whenever they are involved in an
argument, debate, or they just want to aggravate or antagonize someone.

Charming: This character’s natural habitat is a room full of people. Gain +1D when
carousing, networking, or making a good impression in social settings.

Deduction: Spend a Hero Point to ask the GM three yes-or-no questions about any
person, place, or object you are investigating or observing.

Determined: Gain one extra Hero Point at the start of each game session.

Eidetic Memory: This character remembers everything their senses receive in raw
excruciating detail. They gain +1D whenever they try to remember details of past
events.

Empath: This talent represents an innate ability to relate to other sentient beings.
The character gains +1D on Reaction throws when interacting with humans and
sentient aliens.

Endurance: Your character is used to physical hardship. Ignore the first Penalty Die
from fatigue, pain, Wounds (including the Physical roll to keep fighting), or other
physical difficulties.

Pet: The character has a special animal companion that is extremely loyal,
surprisingly intelligent, but not particularly obedient. Distribute 4 points among
Combat, Physical, Social, and Stealth skills, determine Stamina and Lifeblood
normally, and select two innate Talents for it. The Referee has final say on what
Talents are appropriate.

Immunity: The character has a very strong immune system. They gain +1D on
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throws to resist the effects of poisons and disease.

Infuriating: The character is a notorious troll. The character may taunt a target as
an action: roll Social 8+. If successful, one target creature gains a Penalty Die on
their actions for the next round.

Ingenious: The character is talented at improvising with technology and their
environmental surroundings in delightfully different ways. Gain +1D when the
character uses tools or found objects in an interesting or creative manner.

Insightful: Due to training or intuition, the character gains +1D when attempting
to determine if someone is lying to them.

Inspiring: As an Action in combat, they may offer a word of inspiration to a
comrade, and grant +1D to whatever action the comrade is attempting.

Intimidating: Gain +1D to rolls made to intimidate and terrify opponents.

Mighty: The character is a physically powerful specimen. Gain +1D to all Physical
skill rolls when attempting feats of strength and athleticism.

Runner: The character gains +1D when engaging in foot races, sprints over
obstacles, or other feats of athletic speed. This Talent does not apply to changing
range bands in combat, unless the Referee allows it in specific situations. In cases
where exact distances are required, the Runner talent adds 1d6 to the 10m of
distance covered with each Move action. The d6 roll is an abstraction to take into
account rougher terrain and unforeseen obstacles. If both Move actions are used
to run, then the total distance is 20 + 2d6ém that round.

Status: This character has some sort of innate social status or rank that provides
privileges. This may include special treatment, or higher level security access. The
player and Referee should determine what the source of this status is.

PROFESSIONAL TALENTS

Ace Pilot: When piloting ships or other vehicles, this character gains +1D to
Position rolls.

Acrobat: The character is a highly trained gymnast and acrobat, and is comfortable
operating at great heights. Gain +1D on Physical throws for tumbling, athletics,
jumps, and landings.

Animal Handling: Through training or natural affinity, the character is good with
animals, and knows how to care for them. This also extends to riding animals. Gain
+1D when dealing with animals, or when making throws to ride animals. This is
cumulative with Beast Friendship.

Broker: You have an expert eye for merchandise and deal making. Gain +1D when
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rolling to negotiate trade deals and haggle on prices.
Commando: Commando training covers stealth and sabotage. The character gains

+1D when infiltrating enemy positions and when setting explosives to destroy
military targets like radar dishes and ammunition depots.

Con Artist: The character is an accomplished liar, and has developed false
identities. Gain +1D when acting as an imposter, or when running a confidence
scheme.

Contortionism: This character is trained in moving their body in very tight
confines. The character may throw Physical 10+ to escape from bonds or
manacles, or to slip through bars.

Demolitions Expert: This talent grants the character +1D when setting explosives,
carrying out controlled demolition operations of buildings, bridges, and other
large structures, and disarming explosives.

Detective: The character has a trained eye for details and is very familiar with
investigative and forensic protocols. Gain +1D when looking for clues or
conducting interrogations.

Drone Operator: Whether a hard-working asteroid miner, a canny salvager, or a
combat photographer, this character is a gifted drone operator. They gain +1D
whenever they need to perform difficult tasks remotely with drones or other
remotely controlled robots.

Gambler: You know how to play games of chance very well. You also know how to
cheat, and how to spot a cheater. Gain +1D for Knowledge throws to win a game.
Gain +1D when using the Social skill to cheat, or to spot a cheater.

Ghost: Whenever the character is attempting to sneak under cover of darkness,
smoke, or other obscuring cover, they gain +1D.

Hacker: Hackers are not just expert programmers. They are gifted improvisers who
understand how to build workarounds on the fly, and make computers do their
bidding. Gain +1D when attempting to hack a computer system, break encryption,
jam sensors, or counter sensor jamming.

Intelligence Analyst: This character has received specialized training in
intelligence gathering and analysis. Whenever they are attempting to make sense
of large amounts of data and determining what is actually going on, they gain +1D.

Logistics Expert: This character has gained expertise in making plans and getting
resources to where they have to be, on time. Gain +1D when drawing up plans,
negotiating with suppliers, and ensuring that things run smoothly.
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Medic: This character has received enough life-saving medical training to act as a
combat medic. They grant characters under their treatment with +1D on rolls on
the Triage Table.

Professional: This character had a well-developed career before becoming a
Nomad. They have a non-combat professional background of some kind that
might come in useful: administration, law, accounting, or the like. They gain +1D
when practicing their profession.

Rigger: You are an expert at quick battlefield repairs. Gain +1D when attempting
to make a spot repair on a vehicle. The repair fail after the battle is over; more
extensive repairs will have to be made later on.

Scholar: Gain +1D when dealing in a specific field of knowledge, such as biology,
physics, history, or mathematics. This includes research, experimentation, and
drawing conclusions. This Talent can be taken multiple times, each applying to a
different field of study.

Spacer: Some individuals are born in outer space, while others become so
acclimated that they could have been born there anyways. This character gains
+1D when attempting physical skills in zero-gravity, or whenever they are
operating in the vacuum of space.

Streetwise: The character is wise to the criminal element wherever they find
themselves. They gain +1D when attempting to fence stolen goods, find illegal
work, or make connections with criminals.

Street Thief: This character is a practiced petty criminal. Gain +1D whenever
attempting to pick pockets, open locks, hotwire vehicles, or when fencing stolen
goods.

Survivalist: Gain +1D when making skill rolls involving wilderness survival,
hunting, and overland navigation.

Tech Specialist: Gain +1D when dealing with a specific technological field of
knowledge: electronics, computers, vehicle mechanics, power systems, or
weapons systems. This includes repairing devices and designing them.

Tinker: This character spends all their free time tinkering with everyone’s gear.
Once per game session, each player character gains +1D when using their personal
equipment.

Untraceable: You are especially well-practiced at passing through an area and
covering your tracks. Anyone attempting to track you is penalized by -1D to the
roll.
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EQUIPMENT PACKAGES

The regular character design process leaves the purchase of equipment to the
players. This is fine for experienced players who have time to select their own gear.
However, to expedite this often-time-consuming process, we have pre-selected
equipment packages for new players, or for those times when selecting
equipment is too time consuming. Each of the equipment packages below began
with an average result of 7000 Credits, and whatever money that was left over
remains with the player for later spending. These Equipment Packages are based
loosely on the character Archetypes, but it is not required that a character with a
given Archetype select the same Equipment Package.

Equipment Packages
Agent/Merchant/ Engineer/

Diplomat Roughneck Outlaw Outsider
Bulletproof Vest Envirosuit Ceramic Plates Bulletproof Vest
(4 Protection) (4 Protection) (8 Protection) (4 Protection)
Stealth Pistol Gyrojet Pistol Shotgun Revolver (2d6+1, 2
(2d6, 2 reloads) ~ (2d6+2, 2 reloads) (4d6, 2 reloads)  reloads)
Backpack Backpack Backpack Backpack

LED Flashlight LED Flashlight LED Flashlight LED Flashlight
OmniComm OmniComm OmniComm OmniComm
Medkit Medkit Medkit Medkit
Omnicomp Omnicomp Chameleon Suit Lockpicks
Breather Mask OmniTool Disguise Kit Breather Mask
Disguise Kit AntiRad (1 dose)  Breather Mask Dagger (2d6)
Multiscanner Breather Mask Cutlass (3d6)
Credits: 2795 Credits: 3845 Credits: 3215 Credits: 6275
Pilot Scholar/Mystic Scout Soldier
Envirosuit Envirosuit Envirosuit Ceramic Plates
(4 Protection) (4 Protection) (4 Protection) (8 Protection)
Gyrojet Pistol Semi-Auto Pistol  Gyrojet Rifle Pulse Rifle

(2d6+2, 2 reloads) (2d6, 2 reloads) (3d6+2, 2 reloads) 3d6+3, 4 reloads)
Semi-Auto Pistol

Backpack Backpack Backpack (246, 2 reloads)
LED Flashlight LED Flashlight LED Flashlight Backpack
OmniComm OmniComm OmniComm LED Flashlight
Medkit Medkit Medkit OmniComm
Breather Mask Multiscanner Multiscanner Medkit
Omnicomp Omnicomp Breather Mask Chameleon Suit
Technical Tool Kit ~ Breather Mask Breather Mask
AntiRad (1 dose)

Credits: 4025 Credits: 3825 Credits: 2605 Credits: 2651
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CHARACTER GENERATION EXAMPLES

EXAMPLE 1

Character Concept: Delarius bin Robar is a warrior through and through. He is
human. The Referee has stated the setting will be set in the Late Space Age.

Distribute Skill Points: As a human, Delarius has 5 points to distribute.

Being a warrior, we distribute 5 skill points. Focusing on soldiery stuff, we put 2
points into Combat and Physical and 1 point into Stealth.

Delarius’ skills look like this:
Combat 2, Knowledge 0, Physical 2, Social 0, Stealth 1, Technology 0, Vehicles 0

Archetype: Although it isn’t necessary to have the Soldier archetype to have once
been a soldier, Delarius is a soldier’s soldier. We select the archetype of Soldier.
Delarius is familiar with weapons, tactics, combat in a variety of environments,
and military procedures. He also gets an additional Combat Talent.

Talent: For his first Talent, we choose Survivalist. We decided that Delarius grew
up on a colony world, far from the trappings of civilization and had to learn to fend
for himself. Survivalist grants a +1D for all skill rolls involving wilderness survival,
hunting, and overland navigation. For his Combat Talent, we choose Marksman
giving him a +2D advantage when spending a Hero Point on ranged weapon
damage rolls.

Stamina is calculated at: 14 + 6 (3 x Physical 2) = 20
We also calculate Delarius’ encumbrance limit for carrying equipment:
10 + 4 (2 x Physical 2) = 14

Purchase Equipment: The Referee wants to get the players playing quickly, so he
insists that everyone select one of the equipment packages. We quickly choose
the Soldier package, and decide to add a couple of extra weapons to Delarius’
arsenal. A sniper rifle with two reloads and a laser pistol with a reload will suffice.
As well, Delarius has his old unit’s emblem depicted on his skin in the form of a
cybernetic Glow Tattoo. After all purchases, Delarius has 91 credits to his name,
and needs to find some work, fast.




Delarius bin Robar

Combat 2, Physical 2, Stealth 1

Archetype: Soldier

Talents: Survivalist, Marksman

Stamina: 20 Encumbrance: 14

Equipment: Ceramic Plates (8 Protection), Pulse Rifle (3d6+3, 4 reloads), Semi-
Auto Pistol (2d6, 2 reloads), Sniper Rifle (, 2 reloads), Laser Pistol (3d6, 1 reload)
Backpack, LED Flashlight, OmniComm, Medkit, Chameleon Suit, Breather Mask,
and an awesome Glow Tattoo of a fire-breathing Dragon.

Cash: 91 Credits.

Delarius bin Robar is a classic strong-silent-type soldier. He has done many
things in his past; most he won’t talk about. He is a sniper by training and has
been a soldier his entire life. He has retired and is now looking for the next
mission. From a half-forgotten colony world, Delarius is used to doing for
himself, but the military taught him the value of a team.

EXAMPLE 2

Character Concept: Maria dela Simmons will be a Jack of All Trades — the player
wants her to be helpful in just about any situation. Of course, the saying goes: Jack
of all trades, master of none. So, Maria will not have high skills in anything. Maria
is human. The Referee has said the setting will be Early Interstellar.

Skill Points: The player has 5 points to distribute among the 7 skills. Following the
character concept, they decide to put 1 point into 5 different skills. Which two
skills to leave out of the initial selection is down to personal choice and what type
of games the Referee will be running and their style. We select the following skills
at Level 1:

Combat 1, Knowledge 1, Physical 0, Social 0, Stealth 1, Technology 1, Vehicles 1

Archetype: Selecting an archetype, we select the Outlaw archetype. Maria is not
exactly a criminal, but we envision her as more of a person who lives on the
margins of society, and is uninterested in strictly following the law. She has a lot of
interesting stories and contacts. She’ll also gain +1D when doing any of the sort of
shady activities we envision her undertaking.

Talent: There are lots of talents that could be useful a jack of all trades, but after
careful consideration, we select Spacer, as the Referee has stated there will be a
lot of space travel. Spacer grants her a +1D advantage when attempting activities
in zero-G or in a vacuum.

Stamina: Maria’s stamina is 14 + 0 (3 x Physical 0) = 14

Her Encumbrance is 10 + 0 (2 x Physical 0) = 10 items
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Equipment: Rolling 2d6, we get a 10, so Maria has 10000 credits to spend. We
decide that Maria is a bit of a tech-junky, so we get her the Engineer/Roughneck
equipment package. We also decide that a Stunner will be her primary weapon, so
we purchase one for her as well with 2 reloads, for 620 credits. She has 6775
credits remaining.

Maria dela Simmons

Combat 1, Knowledge 1, Stealth 1, Technology 1, Vehicles 1

Archetype: Outlaw

Talents: Spacer

Stamina: 14 Encumbrance: 10

Equipment: Envirosuit (4 Protection), Gyrojet Pistol (2d6+2, 2 reloads), Stunner
(3d6+1, 2 reloads), Backpack, LED Flashlight, OmniComm, Medkit, Omnicomp,
OmniTool, AntiRad (1 dose), Breather Mask

Cash: 3225 Credits.

Maria dela Simmons was raised on the mean streets of a large, and overcrowded
space habitat. While she is not a career criminal, she has a rather loose
interpretation of laws and their applicability to her situation. She has lots of
friends in lots of places that can help her out when needed, she also does
occasional favors for them. She is a jack-of-all-trades, interested in everything
and not particularly skilled at any one thing. She is insatiably curious.

EXAMPLE 3
Shehawatpyndyr (Shay), a Gekkonid alien

Character Concept: Shay is a gekkonid alien from a primitive Late Mechanical
society. Some of the more troublesome misfits on Shay’s world are encouraged to
go into space with humans, and Shay fits the bill. Officially, Shay has a mission to
explore the universe for his tribe and report back.

Skills: As an alien, Shay gets 4 skill points. We select skills that represent his
relatively primitive technological background:

Combat 1, Physical 2, Stealth 1

Archetype: Outsider seems the most appropriate for this wide-eyed (literally)
primitive alien. He gains a +1D advantage to survive tough environments,
scavenging, or dealing with other primitive cultures.

Talent: As an alien, Shay does not get a Talent, however, his alien species has the
ability to climb walls and ceilings as if he was on solid, horizontal ground. He also
has very good night vision, ignoring penalties for dim light.

Stamina: Shay’s stamina is 14 + 6 (3 x Physical 2) = 20
Encumbrance: 10 + 4 (2 x Physical 2) = 14 items
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Equipment: Since Shay comes from a Late Mechanical society, we will use the
Outsider equipment package as is. The remaining 6275 credits represent the
entire tribes’ contributions to his explorations and must be used sparingly to
obtain “advanced” items to bring back to the tribe.

Shay: Gekkonid

Combat 1, Physical 2, Stealth 1

Archetype: Outsider

Talents: None. Can climb walls and ceiling like solid floor and dim light doesn’t
incur a penalty

Stamina: 20 Encumbrance: 14

Equipment: Bulletproof Vest (4 Protection), Revolver (2d6+1), Backpack, LED
Flashlight, OmniComm, Medkit, Lockpicks, Breather Mask, Dagger (2d6), Cutlass
(3d6)

Cash: 6275 Credits.

Shay normally only brings 1-2 days of rations with him, due to encumbrance
limitations.

Shay is a Gekkonid alien from a Late Mechanical society, who is eagerly exploring
the universe and collecting information and samples to bring back to his tribe.
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EX~PERIENCE

Heroic and determined characters may develop their talents quickly and become
living legends. To represent this, FTL: Nomad offers an experience system.

Characters gain 1 XP per adventure. Every 5 XP, the character rises in Rank.
The Ranks are:

Experienced (you start here)

Expert

Veteran

Elite

LA

Legend

When they gain a new Rank, they may choose one of the following:

e  Gain one skill point to add to any skill; you may not raise any skill beyond 5.
e Gain one Talent.

e Gain a Psionic power.

e Once per lifetime, a character may gain a second Archetype as a Rank
increase.

A player character may increase their Rank up to four times (up to Legend). Most
NPCs do not rise above the Expert level; higher Ranked NPCs are rare and unique.

OPTIONAL RULE - RAPRPID ADVANCEMENT

If the Referee wishes to allow the characters to reach legendary levels of
proficiency within a short campaign, they may grant 1 XP per session rather than
per adventure.

SRS
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HERO POINTS

Heroic starfarers sometimes survive ordeals that lesser people could not.

Each player starts each game session with 2 personal Hero Points. The group also
has an additional number of Hero Points equal to the number of player characters
present that session.

All Hero Point pools reset at the beginning of each session.

A player may use their personal Hero Points, and with the other players' consent,
points from the group pool at any time during a game.

By spending Hero Points, a character may:

e Reroll any single die throw. The player may choose the more favorable result.
This includes damage or penetration rolls, as well as Wound Triage rolls.

e Ask the Referee to reroll a single NPC's die throw, including damage or
penetration rolls. However, in this case, the second result stands. In this case,
only one Hero Point can be spent on any single Referee die roll.

e Activate a special Archetype or Talent ability, as noted in its description.
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~PSIONICS

Psionic powers are a staple of many science fiction genres, and we include them
here for Referees to run such games with little effort. There are several psionic
powers, and Referees should determine if any are to be excluded from their
campaign world. Psychic Healing, for example, can drastically change the nature of
combat if it is common in a game.

Each time a player character uses a psionic power, throw Knowledge. On a success,
they may continue to use it. On a failure, the power is not available for use until
the character has rested for 8 hours. Note that the Mystic and Alien archetypes do
not apply their +1D bonus to this Knowledge roll.

Only one psionic power can be used at a time.

If a power requires concentration to use or maintain, the psion must spend one
action per round concentrating. If the psion takes damage, the required
concentration is immediately broken.

Augmented Speed: The character may move to Far distance in half the number of
Move Actions normally required. This power lasts for 3 combat rounds.

Augmented Strength: Gain +1D to Physical throws, as well as all melee and
unarmed damage rolls for the rest of the battle.

Blink: The character may teleport once to any point within Far distance, as long as
they have line of sight to it, or they have been there previously.

Choke: Telekinetically grab one humanoid creature by its throat (or analogous
body part) and strangle them for 1D Damage every round, for a maximum of 5
rounds. The victim may throw Physical each round to break out of the chokehold.

Clairvoyance: This power allows characters to psionically watch and listen at a
spot they choose within Far distance. This power ignores solid objects, and the
character does not have to be familiar with the location in question. Whether or
not a psion can use Clairvoyance to familiarize themselves sufficiently for the Blink
power (above) is up to the Referee.

Cryokinesis: Characters with this power may freeze up to 5 cubic meters of
material for 10 minutes. Cryokinesis can also be used offensively. Throw Combat
to attack a target within Near range, causing 2D+2 damage, with AV 2D. This
affects targets internally; survival clothes do not protect from thsi power.

Electrokinesis: This character is able to manipulate electrical energy in their
vicinity. They may use this power to recharge batteries, short-circuit electrical
devices, or generate spectacular lightshows. They may also attack a target within
Near range with lightning! This causes 3D damage, with AV 2D. The target may
throw Physical to take half damage. Robots suffer -2D on that roll.
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Emotion: This power allows the psion to evoke a powerful emotion in a target at
Near range; fear, joy, or friendliness are typical emotions. It is obvious to everyone,
affected or not, that something has happened. This power can be used to force a
Morale check among enemy (or friendly) forces. This effect lasts until the end of
the battle, or for 1d6x10 minutes.

Empathy: Psions may read a target’s emotions and subtly affect them. This
includes changing a Near target’s NPC Reaction Roll result by one category up or
down, player’s choice.

False Perception: The psion causes a single target within Near range to
hallucinate. This effect lasts as long as the psion concentrates to maintain it. The
details of the False Perception are left to the psion but can range from a normal
illusion or distraction to something that closely resembles a drug-fueled fugue
state. The target is permitted a Knowledge throw to shake off the effect after one
round.

Hibernation: The character may enter into a trance-like state and meditate for up
to 7 days. While meditating, the psychic does not require food, water, or air. They
remain aware of their surroundings and may end the hibernation at will.

Inspiration: When the psion uses this power, they gain +1D to their next roll,
regardless of what the roll is for. This power may only be used once per day.

Invisibility: The psion is able to conceal themselves from nearby onlookers. While
invisible, organic targets within Near range will not see the psion. This power
works on electronic sensors and video cameras within Near range. The psion must
concentrate for this power to be effective. Attacking any target immediately
terminates this effect.

Kinetic Blast: The psion generates a powerful if clumsy blast of telekinetic force!
This invisible telekinetic bolt of force does 4D damage with AV 3D. The target may
throw Physical (or Vehicles if in a vehicle) to completely avoid the attack.

Kinetic Shield: This power grants the psion 8 points of armor Protection for the
duration of the battle. The kinetic shield is not cumulative with worn armor.

Levitation: The Psion may fly at a speed of one Move Action per round, for 5
rounds, in any direction desired.

Life Detection: This power allows the psion to instinctively detect all living beings
within a Far radius. This power cannot be used to pinpoint the exact whereabouts
of a target but will give a general sense of the location of a hidden interlocutor or
sniper.

Memory Block: To use this power, the psion must be within Near range of a target.

The target is allowed a Knowledge throw to avoid the effect. If the target fails the

throw, the psion may block out up to 15 minutes of the target’s memories. The
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targeted memories must be targeted as a block for each use of this power. The
memories can only be unblocked by another psion using Memory Block on the
target.

Microkinesis: The psion gains telekinetic control of small or microscopic objects.
Gain +2D on any one Technology throw involving components or systems
containing small or microscopic objects.

Mind Blast: This powerful telepathic blast renders a Near target unconscious for
10 minutes. The target is allowed a Knowledge throw to reduce this to being
stunned (no actions) for one combat round.

Mind Control: The psion gains control of a Near target, who becomes the psion’s
ally for 15 minutes. The target may make a successful Knowledge throw to reduce
the duration to 1D rounds. The target of Mind Control will only perform tasks a
typical ally would do and will not perform any action that would harm themselves.

Mind Lock: A Near target is paralyzed for 2d6 combat rounds and may not move.
They may still speak. The target is allowed a Physical throw to resist this power.

Mind Shield: The psion may erect an invisible mental shield that protects
themselves and all allies within Near range any mind-affecting power or psionic
ability. The Mind Shield will last for ten minutes.

Precognition: This power allows the player to ask the Referee one question about
what may happen to their character in the next 24 hours. The Referee must
respond truthfully with either “yes” or “no.” Precognition may only be used once
per day.

Psychic Healing: This handy power allows the psion to heal 1 Wound on an injured
target.

Pyrokinesis: The psion may ignite a flammable object within a Near range. When
used to directly attack a target, throw Combat to hit the target. A successful attack
does 3D damage and has the Fire weapon Aspect. See the Environmental Hazard
chapter for details on fire damage.

Regeneration: This power allows a psychic to automatically treat a single Wound
Triage Table result as though it were a result of 11: the wound will heal after 10
minutes of rest. Regeneration cannot be used on other targets but may be used
after the results of the Triage Table roll are known. The psychic must be able to rest
for ten minutes, and Regeneration only works on one wound at a time.

Second Wind: This power allows the psion to ignore the effects of Fatigue for 1
hour.

Suggestion: Psions may use this power to plant a simple hypnotic suggestion in
one target. This effect will last until the target has performed their suggested task,
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or ten minutes have passed. Victims will not obey suggestions to harm themselves
directly or indirectly.

Telekinesis: The psion may move objects up to 100kg by the power of their brain.
Telekinetics may throw a heavy object at a target at Near range; such an attack
requires a Combat roll and causes 4D damage, with AV 3D.

Telepathy: This power allows the psion to read a Near target’s surface thoughts for
one minute.

Thousand Faces: The psion may change their appearance and biometric data to
those of any target of the same or similar species for 10 minutes. To mimic the
specific biometric data of another person, the psion must have a sample of the
target’s DNA.

Truth: This telepathic ability forces one Near target to answer questions truthfully.
They must be able to speak or communicate to the psion, and the questions can
be about anything: the target will fully answer to the best of their ability.

Vampire: The psion must make a normal unarmed attack at Close range. The
Vampire power inflicts a Wound on the target, and instantly heals a Wound the
psion has suffered.

Zombie: This gruesome power allows the psion to control one body of a creature
killed in the past 24 hours. The target creature must be within Near range, and the
power lasts for 5 combat rounds. The corpse may act, speak, and attack as the
psion desires. The creature’s abilities might be limited depending on the amount
and kinds of damage it suffered when it died.
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COMBAT

In their voyages across the stars, Nomads will encounter all sorts of interesting
people. Some will be friendly. Others will not. Hopefully, all will be open to
negotiation, trade, and diplomacy. The following personal combat rules are for
those unfortunate times when diplomacy fails, and violence is required to solve
problems.

COMBAT SEQUENCE
1. Throw Stealth for Surprise.

1. |If one party succeeds and the other fails, the successful group has
surprise and can choose the range of the encounter and has a free round
of actions.

2. If both groups succeed or fail, then there is no surprise, and the
encounter occurs at a randomly determined range: Roll 1D to determine
the range of the encounter: 1-4, Far, and 5-6, Near.

2. Initiative: Each character throws 2d6 + their Combat skill as their Initiative
score. Characters act in initiative order from highest to lowest.

3. Resolve Actions, each character acting in initiative order.
4. End of round, return to 3 until one side has fled, surrendered, or perished.

5. Roll on Wound Triage Table for any characters who took more than their
Stamina in damage.

SURPRISE

When two potentially hostile parties encounter one another without prior
knowledge, there is a chance that either group will be surprised. Each party
throws Stealth, using the highest Stealth value in the group. If one party succeeds
and the other fails, the successful side surprises the other and can choose the
range of the encounter: Far or Near. Once combat begins, the successful side also
enjoys one free round of action.

If both parties succeed or fail, there is no surprise. Roll 1d6 to determine the range
of the encounter: 1-4, Far, and 5-6, Near. If the encounter occurs indoors, the
range of the encounter is automatically Near. Apply +2D to the Surprise throw for
any party that has had ample time to set up an ambush. Apply -1D to the Surprise
throw for any party that has vehicles or that is a group of over 10 creatures.
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Encounter Ranges

d6  Encounter Range

1-4  Far
5-6  Near

Surprise Modifiers
Situation Modifier
Time to Prepare an Ambush +2D
Vehicle in group, or group > 10 individuals +1D

INITIATIVE

At the beginning of combat, each character throws 2D and adds their Combat skill
for their Initiative score. Characters act in order from the highest to the lowest
Initiative score, and keep their Initiative score for the whole combat. Initiative
score ties go to Player Characters, unless the enemy has some sort of ability that
gives them extra speed.

TIME AND ACTIONS

A combat round represents 6 seconds of in-game time. During which, characters
have two Actions each. An Action may be an attack, movement, using a Psionic
power, or any similar act taking up to 6 seconds.

Interrupting Actions: It is possible for a character to hold their action. They must
specify under what conditions they will act. For example, “I hold my action until |
see an enemy come around the corner” When the conditions are met, the
character may act instantly, interrupting the target’s action. The character’s new
Initiative score is whatever number they acted on when they interrupted.

Movement: In-combat movement is abstracted for purposes of determining
ranges to targets. However, in some cases it is useful to have a more concrete
measurement. When a character spends an Action moving on foot, they move
around 10m.

Falling prone requires no Action and may be done freely on the character’s turn;
getting up from a prone position takes one Action.

Attacks of Opportunity: Should a combatant engaged in Close range attempt to
move out of combat, their opponent may make a free melee attack if they have a
melee weapon at the ready. To safely disengage from Close range, a combatant
must spend one action to Disengage, and then they may make a normal
movement action without risk.
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Attacking: Roll the Combat skill to hit a target with a melee weapon at Close range,
to hit a target with a handgun at Close or Near range, or to hit a target with a rifle
at Near or Far range. See the Range Table below.

RANGES

To facilitate play and allow “theater of mind” gaming, FTL: Nomad uses abstract
ranges:

Close: Up to 2 meters away. Melee range. A character may move this distance
without using any Combat Actions.

Near: Pistol range. A character may move anywhere within this distance by
expanding one Combat Action.

Far: Rifle range. A character must expend between 2 and 4 Combat Actions to
traverse this distance, at the Referee’s discretion.

Distant: Beyond rifle range. A character usually cannot traverse such a distance
within the short time span of personal combat.

Ranged Attacks Modifier Table

Weapon Close Near Far Distant
Handgun - - -2D Impossible
Assault -2D - -1D -2D

Rifle -3D - - -1D

Melee - Impossible Impossible Impossible

Heavy Weapon Impossible -1D - -
Thrown Weapon - -1D Impossible Impossible

Two Attacks: Characters may use both actions in a round to attack, in which case
the second attack incurs a penalty of -1D to hit. This penalty does not apply to
melee attacks.

Aiming: Characters may use one action to aim, and the other to attack, granting
+1D to hit. It is possible to begin aiming with a character’s second action in a round
and conduct an aimed shot with their first attack the following round. If the aiming
character is hurt or distracted before they can attack, the aiming bonus is lost. It is
impossible to properly aim automatic fire.

Attack Modifiers: Attacking in dim light incurs -1D. Attacking in full darkness incurs
-2D. Attacking a prone target incurs -1D. Attacking an aware target with a Combat
skill of 3 or higher incurs -1D. Attacking a character behind cover incurs -2D (this
does not stack with being prone).
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Ranged Attack Roll Modifiers Table

Situation Modifier

-1D on the second attack (ranged
attacks only)

Two Attacks this round

Aiming +1D
Dim Lighting -1D
Darkness -2D
Target Is Prone or Obscured -1D

-2D (does not stack with prone or
obscured target penalties)
-1D on the first two autofire attacks.

Automatic Fire Recoll -2D on the subsequent two autofire
attacks.

Target is Behind Cover

Target is aware, and has Combat 3 or

higher -1D (does not stack with cover)

Automatic Weapons: An automatic weapon may attack twice per Action, using 5
bullets per attack. Note that it is possible to use both attack Actions in a single
round to spray down an area with automatic fire: this would mean a total of four
attack rolls, using 20 bullets.

Attacking with an automatic weapon incurs a -1D penalty on the first attack
action’s two rolls due to recoil. If a second automatic fire attack action is made, the
penalty for the next two rolls is increased to -2D.

Suppressive Fire: Instead of shooting at a target, a character may fire an automatic
weapon at a designated area to deter enemy movement in an area. Choose a
target area. Any combatants within Close range to it suffer an attack at -1D. Apply
other modifiers as well. However, do not apply the shooter's Combat skill to this
attack. This continues until the weapon runs out of ammunition or until the
shooter’s next round. Suppressive fire attacks consume 15 shots’ worth of
ammunition.

NPCs who are under suppressive fire must make a Morale check. If this forces
them to flee, they suffer another suppressive fire attack!

Characters may only perform one Suppressive Fire action per round.

Thrown Weapons: Thrown weapons, such as grenades, knives, and axes, may only
attack at the Close or Near ranges.

Grenades: Accurately throwing a grenade requires a Combat roll. If successful, the
target and any additional targets within Close range to the target suffer the
grenade’s effect. Targets may throw Physical to reduce the grenade’s Damage roll
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by -1D. On a miss, the grenade will land in Near range to the target, but in a
random direction.

FRENZY! If a character neutralizes an enemy in combat (i.e. the enemy is Wounded
and fails the throw to keep fighting), they may move up to 2m and attack another
foe. They may do so a number of times equal to their Combat skill per round. In
melee combat, Frenzy incurs no additional penalty to the subsequent attack roll
for multiple actions. However, Frenzy can only be performed a number of times
equal to the character’s Physical skill, per battle. For ranged attacks, apply an
additional -1D penalty for firing from the hip to each attack. This is also cumulative
with any penalties for using automatic fire, for example.

Frenzy Modifiers Table

Situation Modifier
Additional Melee Attacks None
Additional Ranged Attacks -1D for firing from the hip

DAMAGE AND HEALING

Upon a successful hit, roll the weapon's damage dice, subtract the Protection
rating of any armor, and apply the result to the target's Stamina. If the target’s
Stamina is positive, they are not seriously hurt. However, when Stamina runs out,
the target is Wounded and typically is out of combat. Player characters may
attempt to keep fighting even when Wounded: throw Physical to keep fighting
after being wounded. If they fail, they are incapacitated by their wounds for the
remainder of the combat.

Any further damage dealt to a Wounded character causes additional Wounds. The
character may roll Physical to keep fighting every time they receive a Wound.
Apply -1D to the Physical roll to keep fighting for each additional Wound the
character receives. More significantly, each additional wound after the first incurs
a-1D penalty to the Triage Table roll. This penalty is cumulative for each additional
wound suffered.

Damage Dice Result — Armor Protection = Damage Applied to Stamina

HEALING STAMINA

When combat is over, characters with Stamina remaining can recover their full
Stamina within 10 minutes of catching their breath and resting.
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WOUNDS

Wounded characters roll once on the Wound Triage Table after the combat is over.
Each additional wound after the first modifies the roll by -1D, as described above.

DEATH

Characters that sustain more damage than twice their maximum Stamina (after
armor) die immediately. As well, any player character that takes more than three
wounds dies immediately.

HEALING WOUNDS

The Wound Triage Table indicates the amount of time wounded characters require
to heal. If characters who are healing wounds attempt strenuous physical activity
like combat, then they must roll Physical: on success, they take no additional
damage. If they fail, they re-open their wounds. Roll the healing period again and
add it to the amount of time originally required to heal.

NON-PLAYER CHARACTERS AND DAMAGE

Depending on the kind of game the Referee is running, it might be more enjoyable
to use more streamlined damage rules for NPC combatants. This also helps
minimize the bookkeeping when tracking large groups of opponents in a combat
scenario.

Heroes and Grunts: For a cinematic game where heroes cut their way through
waves of faceless enemies (also called mooks, or occasionally “extras”), the
Referee may rule that any successful attack that penetrates armor knocks a grunt
out of combat. This does not necessarily mean the death of the grunt unless the
damage is massive. However, in such heroic tales, grunts often cower after being
hurt, are preoccupied by their wounds, or pass out after being hit by the hero.
Reviving such weaklings for interrogation after combat is often easy, though the
amount of useful information available from them is often limited.

e Any unnamed enemy who takes damage that penetrates their armor is
incapacitated. If necessary, roll on the Triage table later to see if they remain
alive.

e Henchmen or especially tough unnamed opponents can take one armor
penetrating hit from a PC and still fight. The second such hit will incapacitate
them.

e Villains and major enemy NPCs should be treated like player characters with
Stamina scores.
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Wound Triage Table

2d6 Result

3 or lower Death
Critical Injury: The character is incapacitated but will recover
after 6d6 weeks of medical care. Also, throw Physical to avoid

4 permanent damage. If failed, throw 1d6: 1-2, suffer obvious
scarring; 3, lose 1d3 fingers; 4, lose an eye; 5, lose an arm; 6,
lose a leg. Cybernetics from the Early Space Age and on may
replace lost limbs or organs.

5.7 Severe Injury: The character will recover after 3d6 weeks of
medical care.

8-10 Moderate Injury: The character will recover after 1d6 days of
rest or in one day with proper medical care.

11-12 Flesh Wound: The character will recover within 1 day of rest or

within 10 minutes with a Medkit.

NPCs and xenofauna rarely fight to the death. Referees should consider rolling a
Morale check for monsters and NPCs after they suffer their group’s first death,
when they are surprised, after they take more than 50% casualties, and whenever

MORALE

NPCs suffer unduly in combat.

To Check Morale: Both sides throw 2d6 and add their leader’s Social skill; apply
-1D if the NPCs’ leader has been killed. If one side’s result is greater than or equal
to two times the other side’s result, the losing side of the Morale check will flee.
Combatants get a free melee or ranged attack against fleeing opponents. PCs do
not roll for Morale; however, their NPC allies do.

4D
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PERSONAL COMBAT EXAMPLES

EXAMPLE 1: MUGGED

Our intrepid Gekkonid character, Shay, is returning to his hotel room from the local
eating establishment when two thugs attempt to mug him.

Shay: Gekkonid
Combat 1, Physical 2, Stealth 1

Archetype: Outsider

Talents: None. Can climb walls and ceiling like solid floor and dim light doesn’t
incur a penalty

Stamina: 20 Encumbrance: 14

Equipment: Metal breastplate (equivalent to Bullet-Proof Vest) (protection 4),
Cutlass (3d6), Dagger (2d6, throwable), Semi-Automatic Pistol (2d6, 16 round

mag), 200 Credits on his person.

Two Human NPC thugs
Combat 1, Physical 1, Stealth 1

Archetype: Outlaw

Talents: Sneak Attack - When attacking unaware target, +1D to hit and +1D to
damage.

Stamina: 17 Encumbrance: 12

Equipment: Pistol: 2d6, Cudgel: (1d6+1), Blade (2d6+1), Leather Jacket
(Protection 2, 1 vs firearms)

Note that most NPCs will not have an Archetype or Talent. These two thugs get
additional advantages for having been featured in this example.

1. Ambush and Surprise: The Thugs are waiting in a dark alley to jump out at their
victim.

Both sides roll Surprise: Roll 2d6 + Stealth

Thugs: gain +2D for setting up an ambush.

They roll 4d6 and take the best two: 3, 2, 5, and 3 = 8 + 1 (Stealth) =9 (Success)
Shay: rolls 2d6: 3 and 4 = 7 + 1 (Stealth) = 8 (Success)

Since both parties succeeded, there is no surprise.

1.b. Determine Range: roll 1d6: 3, which means the encounter Range is Far. It
appears Shay heard his assailants in the alley and was ready for them when they
attacked.
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2. Initiative: 2d6 + Combat

Shay: 3 and 3, so 6 + 1 (combat) =7
Thug 1: 2and 5,s0 7 + 1 (combat) = 8
Thug 2:3and 1,s04 + 1 (combat) =5
Order of actions: Thug 1, Shay, Thug 2

Round 1

Thug 1: Seeing that Shay has noticed him, he runs forward expending both actions
as movement. He is now charging down the alley in Near range.

Shay: Sizing up the thugs, he decides to teach them a lesson about not attacking
innocent aliens.

Action 1: Draws his pistol from its holster (had it been stowed in his pack; he would
have had to spend an action retrieving it) and shoots at Thug 1. Since Thug 1 is in
Near range, there is no penalty for the pistol. Attack is 2d6 + Combat. Shay rolls 2
and 3 =5+ 1 (Combat) = 6 (miss).

Action 2: Shay Holds his action to see what thug 2 is going to do but will shoot at
him if he comes into Near range.

Secretly, the Referee rolls 1d6 for the number of minutes until the authorities
arrive (rolling a 2, or 20 combat rounds). It will be 2 minutes for the local
constabulary to show up.

Thug 2: Following the lead of the other thug, Thug 2 expends both actions moving
from Far to Near range, brandishing her cudgel and yelling.

Shay Action 2: now that Thug 2 is in Near range, Shay attacks: 2d6 + Combat. At
Near range, there is no penalty for a pistol.

Shay rolls 3 and 5 = 8 + 1 (Combat) = 9 (hit)

Because Shay held an action, his new Initiative value is 5, the same as Thug 2. The
Referee is magnanimous and allows Player Characters to win ties on Initiative.

Shay’s pistol does 2d6 damage: 3 and 3, so 6 damage. Thug 2 has Protection 1, so
Thug 2 takes 4 points of damage, her stamina is now 13.

Round 2
Thug 1, Action 1: He moves from Near to Close range.

Thug 1, Action 2: He attacks Shay with his machete: 2d6 + Combat: he rolls 3 and
44 G
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3=6+1 (Combat) = 7 (miss)

Shay, Action 1: Shay shoots at Thug 1: 2d6 + Combat: 3 and 6 =9 + 1 (Combat) =
10 (hit); damage is 2d6: 3 and 2 = 5. Thug 1 also has Protection 1, so takes 4
damage to his stamina. Thug 1 Stamina now 13.

Shay, Action 2: Shay shoots Thug 1 again: 2d6 + Combat, however, because this is
his second attack this round, he suffers a -1D disadvantage, so roll 3d6 and take
the lowest 2: 3,6 and 1, so 4 + 1 (Combat) = 5 (miss)

Thug 2, Action 1: moves from Near to Close range.

Thug 2, Action 2: Attack Shay with Cudgel: 2d6 + Combat. 3 and 6, so 9 + 1
(Combat) = 10 (hit). Cudgel damage is 1d6+1, so 3 + 1 = 4. Shays’ breastplate is
Protection 4, so 0 damage.

Stamina of Combatants: Thug 1: 13, Thug 2: 12, Shay: 20 (magazine has 12 bullets)

Round 3

Thug 1 Action 1: Attacks Shay with Machete: 2d6 + Combat: 3 and 3 = 6+1 =7
(miss).

Thug 1 Action 1: Attack Shay with Machete: Since this is melee combat, he doesn’t
take a -1D penalty for a second attack. Rolling 3 and 5 = 8 +1 (Combat) = 9 (hit).

Damage is 2d6+1, 3 and 3 = 6 + 1 = 7. Shay’s breastplate stops 4, so Shay takes 3
points of damage, his Stamina is now 17.

Shay Action 1: Shay notices that the overhead light is helping his assailants and
shoots at the light. He hopes that if he succeeds, the dim light will make it harder
on his opponents but not him. The Referee decides that the light is a normal sized
target, so no penalties are applied to the roll. Shay rolls 2d6 + Combat: 3and 4=7
+ 1 (Combat) = 8 (hit). The referee decides not to worry about a damage roll and
assumes a bullet will knock out the light. The light is shattered by the bullet and
the farther away lights provide only dim lighting for the rest of the fight. Shay
wishes he had thought of doing this sooner! The dim light imposes a -1D
disadvantage to the Thug’s attacks, but Shay’s gekkonid vision is unaffected.

Shay Action 2: Shay decides to drop his pistol and draw his cutlass!

Thug 2 Action 1: Attack Shay, now at -1D due to the dim lighting. She rolls 3d6 and
must take the two lowest: 3, 1, and 4, = 4 + 1(Combat) = 5 (miss).

Thug 2 Action 2: Realizing her machete does more damage than the cudgel, she
drops her cudgel and draws her machete.

Status of Stamina: Thug 1: 13, Thug 2: 12, Shay: 17 (magazine has 11 bullets)
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Thug 1 Action 1: Attack Shay (-1D for dim light): 3,2 and 6 =so 5 + 1(Combat) = 6
(miss)

Thug 1 Action 2: Attack Shay (-1D for dim light): 3, 1, and 5 = so 4+1(Combat) =5
(miss)

Shay Action 1: Shay smiles and says something in Gekkonid that translates to
“That’s not a knife. This is a knife.” Then he attacks Thug 1 with his Cutlass (no
penalty for dim light): 3 and 3, so 6 + 1(Combat) = 7 (miss)

Shay Action 2: Attacks Thug 1 again: 2 and 5 = 7 + 1(Combat) = 8 (hit). Damage is
3d6, so 3, 1, and 5 for 9 points of damage. Protection 2 reduces that to 7 points of
damage. Thug 1 now has Stamina 6.

Thug 2 Action 1: Attacks Shay with Machete (-1D for dim light): 5, 4 and 1 =5 +
1(Combat) = 6 (miss).

Thug 2 Action 2: Attacks Shay with Machete (-1D for dim light): 5,5,and 2 =7+ 1
(Combat) = 8 (hit). Damage: 3 and 2, so 5+1=6. 6-4 (protection) = 2 damage. Shay’s
Stamina is now 15.

Stamina Status: Thug 1: 11, Thug 2: 15, Shay: 15

Round 5
Thug 1 Action 1: Attack with Machete (-1D): 5, 3 and 3 = 6 + 1(Combat) = 7 (miss)
Thug 1 Action 2: Attack with Machete (-1D): 4, 4 and 3 =7 + 1 (Combat) = 8 (hit).

Damage is 3 and 2 =5+ 1 = 6. 6 — 4 (Protection) for 2 damage. Shay’s Stamina is
down to 13.

Shay Action 1: Realizing this is heading towards an untenable situation, Shay
decides it’s time to change things up. After a discussion with the Referee. Shay
Jumps up onto the side of the building and scrambles up using his gekko wall-
climbing ability. This situation requires the thugs to attack overhead, which the
Referee has decided should impose a -1D disadvantage to their attacks, the Thugs
now attack at -2D disadvantage total. However, the Referee rules that one of the
Thugs gets an attack of Opportunity as Shay jumps away.

Thug 1 Attack of Opportunity: Attack with Machete (-1D): 6, 4, 2 = 6 + 1 (Combat)
=7 (miss).

Shay Action 2: Attack Thug 1 with Cutlass: 3 and 4 =7 + 1 = 8 (hit). Damage is 3, 5
and 4=12.12 - 2(Protection) = 10. Thug 1’s Stamina is below zero (6 — 10 =-4), and
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the Referee rules that he is out of the fight!

Thug 2 Action 1: Since 50% of the Thugs have been taken out of combat, the
Referee decides to roll for Morale. Morale is rolled 2d6 + Social. The Referee
decides randomly that Thug 1 was the leader, so Thug 2 gets a -1D disadvantage
to her roll. Note: as a PC, Shay will never lose Morale unless the Player decides.

Shay: 2d6 + 0 (social skill): 3 and 5 = 8.

Thug 2: roll 3d6 and take lowest 2 + 0 (social): 1,3,and 2=3+ 0= 3.

Since Shay’s Morale is more than twice as much as Thug 2’s, Thug 2 flees.

Shay is allowed an attack of opportunity as Thug 2 flees but decides not to attack.
Shay is lightly wounded (Stamina 15).

Shay picks up his dropped pistol, sheathes his cutlass, and rolls Thug 1 over to rifle
through his pockets. He pats his trusty breastplate and makes a mental note to
de-scuff it later that night.

Now, let’s see what Thug 1 has on him before the cops show up!
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EXAMPLE 2: SHOOTOUT

Two PCs are in a fight with two Mercenaries. For this encounter, each character
has 2 Hero Points and there are 2 group Hero Points.

Delarius bin Robar

Combat 2, Physical 2, Stealth 1

Archetype: Soldier

Talents: Survivalist, Marksman

Stamina: 20 Encumbrance: 14

Equipment: Ceramic Plate Armor (Protection 8), Dagger (2D6), Pulse Rifle
(3d6+3), Laser Pistol (3d6), Backpack, Binoculars, Breather Mask, Med Kit,
OmniComp, OmniComm Implant, and an awesome Glow Tattoo of a fire-

breathing Dragon.

Delarius bin Robar is a classic strong-silent-type soldier.

Maria dela Simmons

Combat 1, Knowledge 1, Stealth 1, Technology 1, Vehicles 1

Archetype: Outlaw

Talents: Spacer

Stamina: 14 Encumbrance: 10

Equipment: OmniComm Implant, OmniComp Implant, Envirosuit (Protection 4),
Dagger (2d6), Stunner (3d6+1), Breather Mask, and Omnitool.

Maria dela Simmons was raised on the mean streets of a large, and overcrowded
space habitat.

Mercenary Gunman 1: Combat 2, Physical 2, Technology 1

Stamina: 20

Ceramic Plate armor (protection 8), Cutlass (3d6), Light Machine Gun (3d6, Auto,
Bulky, 100 round mag, 2 spare mags, bipod), semi-automatic pistol (2d6, 16
round mag, 2 spare mags).

Mercenary Gunman 2: Combat 1, Physical 1, Social 1, Stealth 1

Stamina: 17

Ceramic Plate armor (protection 8), Cutlass (3d6), Anti-materiel Rifle (5d6, AV
2d6, Scope, 5 round mag, 5 spare mags), semi-automatic pistol (2d6, 16 round
mag, 2 spare mags).
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Situation

The PCs are trapped in a city currently in the grips of civil unrest. They’re looking
to get to safety and are moving as quickly and quietly as possible through the
pockmarked and smoky streets. The mercenaries are in the employ of a warlord
who is looking for offworlders (the PCs) to blame for the unrest. The Referee
knows that the PCs will pass through the mercenaries’ patrol route and asks for a
Surprise roll!

Surprise: Each side rolls 2d6 + Stealth.
PCs: 2d6 + 1 (Stealth), 3and 5=8 + 1 = 9 (success)
Mercenaries: 2d6 + 1 (Stealth), 3and3 =6+ 1 =7 (fail)

Fortunately for the PCs, they surprise the Mercs. The PCs set the Encounter Range
at Far, and they will get a round of free actions.

Initiative: each character rolls 2d6 + Combat for Initiative.
Delarius:5and3=8+2=10

Maria:3and3=6+1=7

Merc1l:4and 6=10+2=12

Merc2:3and2=5+1=6

Action Order: Merc 1, Delarius, Maria, Merc 2

Since PCs have Surprise, they get a free round of actions: Both take some cover in
the ruins. The Referee tells them they will get -1D cover bonuses.

Delarius: After taking a moment to observe their opponents, their disposition, and
how they are armed, Delarius takes out his laser pistol and hands it to Maria. He
preps his pulse rifle.

Maria: Takes the laser pistol, ensures the power clip is installed properly, and gets
ready to fight.

Round 1

Merc 1 Action 1: He sees the PCs and fires one shot with his light machinegun at
the one with the best armor (Delarius) with -1D for the bulky weapon, and -1D for
the PCs’ cover: 4d6 (use lowest 2) + Combat: 6, 3, 3, and 2, so 5 + 2(Combat) = 7
(miss).
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Merc 1 Action 2: Merc 1 ducks behind a tree and is now Obscured (-1D
disadvantage to hit).

Delarius Action 1: Aims his Pulse Rifle at Merc 1.
Delarius Action 2: attack against Merc 1.

Delarius gets +1D for aiming last action but suffers -1D (Far Range) and -1D (Target
Obscured). He rolls with a -1D penalty: 3d6 + Combat, firing at Merc 1: 6, 5, and 2
=7 + 2 (Combat) = 9 (hit). Damage is 3d6+3 = 6, 4, and 2 +3 = 15. Merc 1 has
Protection 8: 15 - 8 = 7 points of damage. Merc 1 now has a Stamina of 20 -7 =
13.

Maria Action 1 & 2: Maria uses her two actions to move closer to the Mercs,
moving from Far to Near range to get into better range with her pistol. At the end
of her actions, she is in Near range of the two Mercs.

Merc 2 Action 1: She fires at the moving Maria, now at Near range using her anti-
materiel rifle! To hit: 2d6 + Combat: 3 and 2 =5 + 1(Combat) = 6 (miss).

Merc 2 Action 2: Fires again, this time at -1D disadvantage for second attack in the
same round, so she rolls 3d6 and takes the worst two + Combat skill: 5, 3, and 3 =
6 +1=7(miss).

Status: Stamina (Ammo Rounds): Delarius: 20 (39 rounds), Maria: 14 (NA rounds),
Merc 1: 13 (99 rounds), Merc 2: 17 (4 rounds)

Round 2

Merc 1 Action 1: Spends an action to set up the bipod on his light machinegun.
This will remove the Bulky -1D penalty.

Merc 1 Action 2: Switches to Auto and fires at Delarius. Auto grants 2 attacks per
action but both are at -1D, with an additional -1D for Delarius’ cover. The Referee
notes that each auto attack uses 5 rounds of ammo.

Attackl: 4d6 (use lowest 2) + 2 (combat): 4, 6, 3, and 3 = 6 + 2 = 8 (hit). Damage:
3d6: 3, 4, 2 = 11 damage. Dalarius has Protection 8, so he takes 11 - 8 = 3 damage.
His stamina is now 17.

Attack2: 4d6 (use lowest 2) + 2 (combat): 1, 5,6, and 4, so 5 + 2 = 7 (miss).
Merc 1 expended 10 rounds in these 2 attacks.

Delarius Action 1: DeJarius drops Prone on the ground (-2D to be hit). He calls out
to Maria to get down!

Delarius Action 2: Delarius fires at Merc 1: -2D (target obscured, Far range with
Assault weapon) + Combat: 5, 5, 4, 2 = 6 + 2(Combat) = 8 (hit). Damage: 3d6+3: 6,
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3, 3, +3 = 15 damage. Merc 1 has Protection 4: 15 — 4 = 11 damage. Merc 1’s
staminais now 13-11=2.

Maria Action 1: Feeling the large anti-material rifle shells fly overhead, and
hearing the impressive report of the weapon, Maria drops prone!

Maria Action 2: Seeing that Delarius hit Merc 1, she shifts her focus and fires her
laser pistol at Merc 1. Since she is at Near range, she only suffers -1D from the
target being obscured: 3d6 + Combat: 3, 5, and 5 =8 + 1 =9 (hit!). Damage is 3d6:
1, 5, 3 =9 points. Merc 1 has Protection 8, so 9 — 8 = 1 damage. Merc 1’s Stamina
is now 1!

Merc 2 Action 1: As the only one still standing, Merc 2 drops to a prone position.

Merc 2 Action 2: Fires at Maria. 3d6 (-1D: prone target) + combat: 3,5,1=4+1=
5 (miss).

Status: Stamina (ammo rounds): Delarius: 17 (37 rounds); Maria: 14 (NA rounds);
Merc 1: 1 (89 rounds); Merc 2: 17 (3 rounds)

Round 3

Merc 1 Action 1: He decides to drop to the ground. Now fully covered by roots, he
is Behind Cover, not just obscured, imposing -2D to hit him.

Merc 1 Action 2: Realizing that auto fire isn’t going to work well against prone
targets, he switches back to single shot and fires at Delarius. He is at -2D (target
prone behind cover) + Combat: 3, 5, 2, and 3, so 5 + 2 = 7 (miss). Merc 1 has
expended 1 round.

Delarius Action 1: Aims at Merc 1, gaining +1D to hit.

Delarius Action 2: Fires at Merc 1, 3d6 (+1D for aiming, -2D for target behind
cover) + combat: 3, 5, and 3 =6+ 2 = 8 (hit). Damage: 3d6+3: 6, 6, 4 + 3 = 19 points
of damage! Merc 1 has Protection 8, so 19 — 8 = 11 damage. Merc 1 has -10
Stamina, so he takes a Wound and is out of action.

Maria Action 1: Aims at Merc 2.

Maria Action 2: Maria fires at Merc 2. 2d6 (+1D aiming, -1D prone target) +
combat: 3 and 6 =9 + 1 =10 (hit). Damage: 3d6: 4, 6, and 2, so: 12 damage. Merc
2 has Protection 8; damage is 12 — 8 = 4. Merc 2 Stamina is now 13.

Merc 2 must make a Morale roll since 50% of her force is down, and leader is
disabled. Each side rolls 2d6 + Social:

PCs:4and3=7.

Merc 2: (-1D since Merc leader is down): 3, 1 and 5 = 4. This is NOT half of the PCs’
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roll, so Merc 2 does not flee.

Merc 2 Action 1: Fires at Maria. (-1D for prone target): 5, 3, and 6 = 9 (hit). Damage
is 5d6: 4, 2, 6, 1, and 3 = 16 damage. Maria has Protection 4, so 16 — 4 = 12
damage. Maria’s stamina is now 2! Ouch!

Status: Stamina (ammo rounds): Delarius: 17 (36 rounds); Maria: 2 (NA rounds);
Merc 1: Incapacitated; Merc 2: 13 (2 rounds)

Round 4
Merc 1 is out of action, so Dalarius acts first now.

Dalarius Action 1: Dalarius calls out to Merc 2 and suggests she surrender, since it
is 2 to 1 and they are going to win.

The referee considers this and decides this requires a Social Check. The referee is
inclined to have her surrender but wants to see what happens. Since none of the
characters have Social Skill, this is a straight 2d6 roll. The Referee believes a -1D
disadvantage should be applied to the Merc since she is outnumbered and
injured.

PCs: 2d6:4and 3 =7
Merc 2: 3d6 (-1D): 3,6, 1 = 4.

Merc 2 surrenders and the combat is over.
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COMPUTER HACKING

Computers are a natural staple of nearly all science fiction roleplaying and fiction.
Leaving aside the deeper philosophical questions of what it means to have
artificial brains handling untold amounts of information, Referees and players are
often dealing with the nitty-gritty of how to access or hide crucial information on
computers. What follows are basic rules for computer hacking for players and
Referees who desire more options for this sort of play.

Hacking requires access to a computer. Usually, this is an Omnicomp, or another
portable electronic device. Some characters will have cybernetic implants like
neural interfaces or vehicle control rigs that will give them access to a great deal
of computing power. The details of what computer hacking looks like and how it is
carried out are left to the Referee and players.

HACKING ACTIONS

When time is of the essence and a player character must access a computer and
make it do something, time should be tracked in combat rounds. In each combat
round, a character normally has two actions. Each round, one of these actions can
be a Hacking Action. The other action can be performed normally, but hacking
actions can only be performed if a character is connected (cybernetically or
otherwise) to a computer terminal.

Each hack lasts for 1d6 rounds, plus the Hacker’s Technology skill level. If a
computer hacker can plan a hack for 15 minutes before executing it, gain +1D to
the duration roll. There are only a few possible Hacking Actions. Each hacking
action has difficulty modifiers, listed on the table below. All unplanned hacks (no
15-minute pre-planning time period) are penalized by -1D.

Answer a Specific Question: The hacker looks for a specific piece of information
they require. This can be something like a date of birth, address, location of alarms
or cameras in a building, a floorplan, or some other specific information.

Full Database Acquisition: This means copying an entire database onto a portable
storage device on hand or initiating a discreet transfer to an off-site server. A data
vault cybernetic implant also could serve as a destination for a full database
acquisition. The data could be anything, but it must be located entirely in the
system the hacker is attempting to breach. A full database acquisition takes an
hour to complete but can be initiated with a single Hacking Action. To ensure that
this hack lasts the entire hour, it is necessary to perform a Subvert System action
beforehand. Note that this does mean that the Database Acquisition hack will
incur a -1D additional penalty because it is the second hack on the same system in
a day.
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Gain General Information: Acquire all the basic information about a specific topic
from a computer system. This can be a full facility map, or a roster of all the guards
on a space station, or all the medical files of a ship’s crew.

Sabotage a System: This action is intended to physically damage a computer, or
other hackable electronic device. This hack will cause the system or device to stop
working. The damage is permanent, but immediately obvious.

Subvert a System: Hackers use this action to take control of a computer system or
device and bend it to their will. This means unsealing doors, taking over weapons
systems, disabling gravity, or feeding false information to a security camera. The
hacker can use their Hacking action every round to subvert a system. If they leave
a system, it follows the last orders the hacker gave it until the hack terminates.

Hacking Actions

Hacking Action Modifier Situation Modifier

Answer a Question - Unplanned -1D

Full Database Second hack on the 1D .

Acquisition -1D same system in a da cumulative for
9 4 Y each hack.

Gain General e . Varies: -1D to -

Information -1D Difficult Encryption 3D

Sabotage System -1D The alarm was raised -2D

Subvert System -1D
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ENVIRONMENTAL HAZARDS

Not all threats carry weapons. Nomads must sometimes contend with disease,
radiation, and extreme environments whilst exploring the distant stars. This
chapter provides simple rules for implementing these hazards in your game.

FATIGUE

Fatigue is caused by exposure to various environmental hazards, extreme
exertion, or deprivation. When a character is Fatigued, they suffer a -1D to all
actions.

Some Causes of Fatigue

Less than 4 hours of sleep per 24-hour period.

Travelling by foot over rough terrain for more than 10 hours.

Strenuous physical work for more than 10 hours: emergency starship repairs,
building fortifications, digging a tunnel.
More than one combat encounter per day.

Certain environmental hazards. See below.
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DISEASE AND POISON

When exposed to a disease or poison, throw Physical to avoid the initial Effect.
Apply the Virulence Modifier to the roll. If a character is infected by a disease, they
suffer the Effect: a roll on the Wound Triage Table (page 42) with a modifier listed
below. After the roll, the character should throw Physical after the listed Interval
to shake off the disease, with the same Virulence Modifier. If successful, the
character recovers without further damage. If not, the character suffers the Effect
again.

Poisons work the same as Diseases, but only affect the target once.
Sample pathogens

Pathogen Virulence Modifier Effect Interval
Pneumonia No Modifier Triage Roll at +2D  1d6 weeks
Anthrax -2D Triage Roll at -1D  1d6 days
Biological Weapon -3D Triage Roll at -3D  1d6 hours
Arsenic -1D Triage Roll -

Tranqg Gas -2D Unconscious -

Mustard Agent -2D Triage Roll at-2D -

ﬁ;;:lnil VEEHIENT) -1D Triage Roll -

EXTREME TEMPERATURES

Extreme heat or cold can cause great harm to unprotected characters, as noted in
the table below. Consult the table for appropriate effects of extreme
temperatures. Roll at the start of the listed interval.

Extreme Temperatures

Temperature Example Interval Effect
-100° or less  Deep space Every round Wound Triage Table at -3D penalty.
E .
-50° Mars v.ery Wound Triage Table at -2D penalty.
minute
Take 1D Stamina damage. When
250 Arctic e leu depleted suffer Fatigue. After that,

Roll on roll on the Wound Triage
Table.

-10° to 40° Typical Terra  None

Take 1D Stamina. When depleted,

50° Searing desert Every hour suffer Fatigue. After that, Roll on
the Wound Triage Table.

100° Boiling point  Every round Wound Triage Table at -2D penalty.

200° or more _Mercury Every round Wound Triage Table at -3D penalty.
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FALLING
Characters suffer 1d6 Stamina damage for every 2m fallen. Roll on the Wound
Triage Table if a fall depletes Stamina. Halve this damage in low gravity conditions
and apply +2D to the Wound Triage roll in low gravities. In high gravity conditions,
damage is 2d6 per 2m fallen, and add a -2D penalty to the Wound Triage Roll. Falls

inflict no damage in microgravity conditions or very low gravities, such as on small
planetoids.

FIRE

A target attacked by a weapon with the Fire aspect must throw Physical or catch
fire. In this case, they take the weapon’s listed Damage every subsequent round,
unless the fire is put out. Putting out a burning character requires two full Actions
and a successful Physical throw. If fire-extinguishers or other means of dousing the
flames are readily available, the fire is automatically put out in one round.

_RADIATION

A character exposed to radiation accumulates rads. Unless treated with anti-
radiation medication, rads remain forever. Even after a character has recovered
from radiation sickness (see the next page), their accumulated rads level remains.
Additional significant exposure will cause more severe sickness as any new
exposure accumulates with all previous exposures before determining damage.

Radiation Exposure Levels

Source Example Instant (rads) Extended (rads)
Constant, low Cosmic radiation - 1d6/hour
Constant, moderate Nuclear fallout - 1d6x10/hour
Constant, severe Solar flare - 1d6x100/hour
Acute, low Far nuclear blast 3d6 -

Acute, moderate Particle Weapon 1d6x10 -

Acute, severe Near nuclear blast 1d6x100 -
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RADIATION SICKNESS

Exposure to radiation might lead to radiation sickness, depending on the amount
of rads the character has accumulated. Determining radiation damage is similar to
the procedure used for determining damage from disease and poison. Make a
Physical skill roll and apply the Virulence modifier corresponding to the total
amount of rads the character has accumulated to the throw. If the character fails
the throw, they are affected by radiation sickness and must roll on the Wound
Triage table with the corresponding modifier to that roll. Throw Physical again,
with the same Virulence modifier, after the listed Interval to recover from
radiation sickness. If successful, the character recovers without further damage. If
not, roll Triage again with the same modifiers.

Radiation Sickness

Irradiation Total rads \“l/:rol:jl;?:f _II\_,: ic;: :lerItlo Interval
Mild 99 or less None None None

Low 100-199 +2D +3D 1d6 weeks
Moderate 200-599 +1D +2D 2d6 days
High 600-999 No Modifier = No Modifier ~ 1d6 days
Severe 1000-10000 -2D -1D 1d6 hours
Extreme 10000 or more -3D -2D 1 hour

STARVATION AND DEHYDRATION

A character requires two liters of water and 0.5kg of food per day to stay healthy.
Two days’ worth of food (1kg) and one day’s worth of water are each considered
one item for purposes of Encumbrance. Special high-tech rations (Early Space Age
or later) are a lightweight and very unappetizing substitute for food that does not
count as an Encumbrance item.

A character may go without water for 20 + four times their Physical skill in hours,
with no ill effect. After that time has passed, they are Fatigued. After that period
has passed again, the character must throw Physical per hour without water or
make a Wound Triage Table roll. Apply a cumulative -1D to the Triage roll with each
additional check.

A character may go without food for 3 days. After that, they become Fatigued.
Each the character must throw Physical per day without food or make a Wound
Triage Table roll at +2D. There is a cumulative -1D to the Triage roll with each
additional check.
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In situations where there is insufficient oxygen, such as being on a ship with failing
life support, characters must roll on the Triage Table every minute after the first six
minutes. If the character has no access to any oxygen whatsoever, like when a
character is being strangled, or has been sucked out into space, the roll on the
Triage table every round.

VACUUM EXrOSURE

Contrary to popular belief, vacuum does not kill immediately. A character exposed
to vacuum suffers regular suffocation damage (see above). While exposed to
space they also suffer 3d6x10 rads of radiation per round. Additionally, at the start
of the third round of vacuum exposure, the character must throw Physical each
round or fall unconscious from aeroembolisms — the formation of air bubbles in
their bloodstream.
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EQUIPMENT

The following chapter provides details on a wide variety of equipment available at
various Tech Eras. The goal of this chapter is to provide a good sample of
equipment, not an exhaustive list. Referees are encouraged to add additional
equipment from other sources if the gear in question fits within the sort of
campaign setting, they are running. In that case, use existing the equipment prices
to estimate what the price of an imported piece of kit would cost.

TECHNOLOGICAL AGES

FTL: Nomad classifies civilizations and worlds by their Technological Age. Each
Tech Age provides increasingly complex technology. Each Tech Age consists of two
periods, an Early and a Late stage, as noted below. Below is a broad overview of
each Tech Age. How Tech Ages function in world building and setting design is
covered in the Worlds Chapter (page 198).

No Technology: There is no significant tool-using species present in the world.

Early Primitive: Stone tools have been developed. There is no metallurgy, and
transportation is limited to human foot or simple watercraft. The culture may be
highly elaborate, but technical capabilities are limited.

Late Primitive: This Tech Age represents a period on Earth from Antiquity to the
Late Medieval period. Such a culture has mastered non-industrial metallurgy and
can build extensive and complex structures. However, most of society is still highly
agrarian.

Early Mechanical: This represents an Early Modern to Victorian level of
technology. The society has mastered important technologies such as gunpowder,
basic mass production, and eventually steam engines, trains, germ theory, and
ironclad watercraft.

Late Mechanical: The Late Mechanical Age is equivalent to Earth between 1900
and 1945. There are high levels of industrialization, and plenty of useful inventions
such as internal combustion engines, polymer plastics, mechanized warfare, and
heavier than air flight.

Early Atomic: With the advent of nuclear fission, the Early Atomic age marks the
moment when a society is capable of destroying itself through unlimited warfare.
This era is equivalent to Earth between 1945 and 1990. Cheap transistor
electronics, advanced vehicles, nuclear energy, and nuclear weapons all make
their first appearance. Notably, some cultures are able to achieve limited
spaceflight using chemical rockets.
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Late Atomic: Equivalent to Earth from 1990 to the near future. The computer has
revolutionized information technology, and affordable and portable computers
are commonplace and powerful. Genetic engineering becomes a more common
technology. While Earth only engaged in highly limited spaceflight in that period,
a Late Atomic world may colonize its own star system using nuclear-thermal
rockets (NTRs).

Early Space: Probably achieved by Earth in the late 21st century. An Early Space
civilization is capable of modifying the human body and efficiently colonizing its
entire star system. Fusion power, fusion rockets, cryogenic hibernation, and
cybernetics are all increasingly commonplace and affordable. Interstellar travel is
possible, albeit only at slower-than-light speeds in generation ships.

Late Space: Societies that are capable of limited faster-than-light (FTL) interstellar
expansion first emerge in the Late Space Age. Standard FTL Engines capable of
traversing two parsecs per week first become available in the Late Space Age.
Man-portable laser weapons, as well as basic powered armor, are also possible in
this Age. This is also the period where slow terraforming technologies begin to be
applied to entire worlds.

Early Interstellar: The Interstellar Age represents the start of well-developed
interstellar societies. Early shipboard gravity and partial inertial dampening
technology now permits high-G maneuvers on manned spacecraft. Walker
vehicles and powered infantry armor are common. Faster terraforming is now also
possible. True Artificial Intelligence emerges at the end of this era, and ushers in
the Late Interstellar era.

Late Interstellar: This Tech Age sees further development and refinement of
established interstellar societies. Advanced FTL Engines that are capable of
traversing 4 parsecs per week become available.

Early Galactic: These civilizations are now capable of colonizing large swathes of
their home galaxy. Full inertial dampening in high-G space fighters is standard.
Tractor beams, energy shields, and early true artificial intelligence all emerge and
revolutionize every aspect of manufacturing, architecture, and warfare. FTL travel
is now much faster: a ship with the best Early Galactic drive can travel up to six
parsecs, moving at a rate of one parsec every other day.

Late Galactic: Galactic society at its technological peak. Gravity generators small
enough to fit into personal vehicles are common. New FTL drives allow vessels to
transit a maximum of ten parsecs in ten days. Artificial Intelligences are now well-
developed and understood. The emergence of teleportation technology is poised
to revolutionize transportation and manufacturing.

Cosmic: The Cosmic Age denotes a time when technology becomes so advanced
that it is indistinguishable from magic. Harnessing the fundamental forces of the
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universe at the sub-atomic level allows for materials to be created that defy the
laws of earlier physics. Faster-than-light communications become possible.
Defensive shields, later refined to personal shields are developed. Anti-matter
weapons are developed, and antimatter power systems revolutionize society
again. True Al eliminates the need for most crew positions on spacecraft. Vessels
are now powered by inertia-less, reactionless drives, and are capable of
instantaneous FTL travel of up to 50 parsecs per day.

ENCUMBRANCE

Instead of listing and tracking the mass of each item a character carries, in FTL:
Nomad, character may carry a number of items equal to 10 + twice their Physical
skill without being encumbered. They may carry up to twice that number, but then
will suffer a -1D to all physical tasks. Most items that require one hand to use
count as one item. Two-handed items like rifles or heavy tools count as two items.
Tiny objects such as needles, compasses, or data-shards do not cost as items for
encumbrance purposes, unless dozens of them are carried. Heavy objects such as
body armor may count as more than one item when not worn.




—— WO ———
LIVING EXPENSES AND SALARIES

Characters not embarked on a starship must pay for lodging and food. Rather than
forcing players to track all expenses, player characters must spend a fixed amount
per day they spend living planetside. The following table provides costs of living.
One column shows a monthly cost of living — assuming long-term rental of lodging
and groceries. The second gives daily living expenses, whenever characters or
tourists pay for a motel or hotel room and buy prepared food. These costs include
various expenses such as taxes and transportation. Unless the characters have
extensive contacts on a planet or are themselves locals, they will almost always be
paying the Daily rate for living expenses.

The living expenses for characters on a starship are subsumed into the life support
costs for each person on board the ship.

Living Expense Table

Quality of Living Monthly Cost Daily Cost
Starvation 50 Credits 5 Credits
Subsistence 300 Credits 20 Credits
Ordinary 750 Credits 50 Credits
High 1500 Credits 100 Credits
Elite 15000 Credits 1000 Credits

Starvation living means living in the streets, in a tent, or outdoors and eating just
barely enough to keep the character alive. Clothes are basic and always second-
hand or worn out. Healthcare, entertainment, and transportation are not included
in this level. A character living at starvation levels is always Fatigued.

Subsistence living is the bare minimum for civilized life — a tiny apartment, shanty,
or capsule in a "coffin hotel" and simple food and clothing. Subsistence level living
includes public transit, minimal entertainment, and generally inadequate
healthcare.

Ordinary living is how most people live in city centers: an apartment, public transit
or a small personal vehicle, reasonable food and clothing, reasonable
entertainment, and modern healthcare.

High living is the good life: a fancy apartment in the city or a small house, eating
at restaurants for most meals, a good personal vehicle, partying on a regular basis,
fashionable clothes, and good healthcare.

The Elite life means living like royalty: a mansion or penthouse, regular feasts, or
upscale restaurants, dressing in the finest clothes, and maintaining a prestigious
personal vehicle. Healthcare is the best money can buy.
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SALARIES

The following table lists salaries for a range of NPC professions and jobs. Three
daily rates are given, corresponding to level O, level 1, and level 2 in their craft. If
the NPC is hired by the players to perform a task, roll 2d6 and add their skill level

to see if they are successful.

Salaries
Profession Daily Salary (Credits)
Artists 5/20/150
Programmer 20/50/150
Doctor 40/100/1000
Driver 10/25/80
Guard 10/20/50
Lawyer 20/50/1000
Scientist/Researcher 20/50/200
Unskilled Labor 5/20/50
Private Mercenary 20/50/500
Native Guide 20/50/200
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PERSONAL ARMOR

As weapons become increasingly lethal, armor improves to help those
unfortunates enough to be in combat survive the ordeal. The Protection rating of
the armor is subtracted from the weapon’s damage roll, as per Damage and
Healing (p. 40). Armor encumbrance is in effect even when worn (other than in the
case if powered armor).

Personal Armor

Suit Protection  Cost (Credits) Encumb. Tech Age
Leather 2 50 1 Early Primitive
Chainmail 4 300 2 Late Primitive
Plate Mail 6 1000 3 Late Primitive
Bulletproof Vest 4 150 1 Early Atomic
Ceramic Plates 8 300 2 Early Atomic
Synthsilk Armor 7 6000 0 Early Interstellar
Energy Shield Special 20000 1 Late Galactic
Envirosuit 4 700 2 Early Atomic
Spacesuit 6 2000 2 Early Space
Spacesuit, Advanced 6 4000 0 Early Interstellar
:ﬁiﬁisn“r:; :t"St"e 10 10000 3 Late Space
Envirosuit, Advanced 6 5000 0 Early Interstellar
Encased Armor 10 10000 2 Late Space
Powered Armor 14 200000 0 (when Late Interstellar
worn)

ARMOR TYPES

Leather: Made from Boiled animal hide or other non-metallic material, this armor
can be worn as regular clothing. When facing firearms or other weapons from the
Early Mechanical Eras or later, this armor provides 1 point of Protection.

Chainmail: Manufactured from rings of iron or primitive steel woven together.
Typically, chainmail covers the upper body and hangs to the knees. When facing
firearms or other weapons from the Early Mechanical Age or later, this armor
provides 2 points of Protection.

Plate Mail: A full suit of metal plated armor with a thick woven undergarment to
reduce irritation. Plate mail is normally only worn by the wealthy nobles. When
facing firearms or other weapons from the Early Mechanical Eras or later, this
armor provides 2 points of Protection.

Bulletproof Vest: A lightweight ballistic armor for torso protection. Bulletproof
vests are easy to wear under clothes and are quite concealable.




—————— WO ———
Ceramic Plate: Modern heavy-duty ballistic-cloth armor. Commonly worn by
soldiers, well-equipped security, and Atomic Age mercenaries. Ceramic Plate
counts as two Items for encumbrance purposes and is not concealable.

Encased Armor Suit: A suit of heavy, full body rigid armor, often used by corporate
SWAT and high-end mercenaries. The suit offers environmental protection as an
Envirosuit (see below) and includes integrated comms and a Heads-Up Display.

Energy Shield: This high-energy emitter is worn on a belt clip. The energy shield is
capable of stopping massive amounts of damage and may be worn with other
armor. An energy shield completely negates the first hit it receives in combat but
is then depleted. Roll 1d6 every following combat round; on a result of 4-6, the
shield regenerates on the wearer’s turn, and may negate another hit afterwards.

Envirosuit: A full body sealed suit with attached filters and ports to attach oxygen
tanks as well. The Envirosuit fully protects against airborne toxins and pathogens.
An Envirosuit will absorb the first 20 rads of radiation exposure.

Envirosuit, Advanced: This is a much higher-tech version of the Enrivosuit, and
works the same way, but is ultra-light. It can absorb 40 rads’ worth of radiation.

Powered Armor: This is servo-assisted, fully enclosed, combat armor. This
powerful armor grants +3D to all Physical checks related to brute strength and
doubles the wearer’s normal Encumbrance limits. Powered armor grants +1D to
all melee damage done by its wearer. It also removes the Bulky aspect from any
weapons the wearer is using. Powered Armor protects against vacuum and hostile
environments, as a space suit, with 6 hours of life support, and absorbs 50 rads of
radiation. Powered armor does not count as an item for encumbrance when worn.
It counts as 3 encumbrance items when carried.

Space Suit: This is a standard space suit, much lighter and cheaper than a 20th
Century Terran space suit. A space suit carries life support supplies for up to 6
hours. It protects against Vacuum, Tainted, and Exotic atmospheres, as well as
airborne pathogens. Absorbs 60 rads.

Space Suit, Advanced: This represents the final evolution of the space suit. An
advanced space suit does not count as an item for encumbrance and provides life
support for 12 hours. It offers the same protection as a regular space suit.

Space Suit, Hostile Environment: A heavy-duty and reinforced space suit designed
for extreme conditions. It protects against vacuum and corrosive atmospheres, as
well as airborne pathogens and toxins, and provides 2d6 hours of protection from
highly corrosive atmospheres. The Hostile Environment space suit carries life
support supplies for 6 hours and absorbs 150 rads’ worth of radiation.

Synthsilk Armor: This advanced personal armor is bio-engineered from spider silk.
Synthsilk is easily concealable and does not count as an item for Encumbrance.




—— WO ———
PERSONAL AND SUPPORT WEAPONS

Interstellar adventurers face their adversaries with blades, bullets, and lasers.
Here we present a few common and iconic weapons used by starfarers.

STAT EXPLANATIONS
Tech Age: The Tech Age when the weapon first becomes available.

Range: The weapon’s range classification: Melee, Handgun, Rifle, or Long-Range,
as discussed in the Combat Chapter.

Damage: The number of dice rolled for damage upon a successful hit. This is listed
as Xd6, where X is the number of dice rolled.