Skills & Combat Systems

Skill System Basics

The use of skills is the backbone of any role-playing game.  Alpha Chronicles and its predecessor Alpha Arkana use the same system for skill use, combat, and most other dice systems.  This shared system is based upon percentile dice and d10s.  Most players will only need 9d10s and a percentile d10 to play our game.  Although just a pair of percentile dice is generally required for actual play.  The reason for percentiles is simple: people think in percentages.  You have a 50% chance of hitting your target.  I have a very slim chance (5%) of surviving this dive.  I am 99% sure I am right.  With this in mind we designed our system for ease of use and yet tried to keep it realistic.

The basic skill roll formula is simple as well:

SKILL PERCENTAGE + / - MODIFIERS 

= ROLL OR LESS REQUIRED ON D100

For example: A character wants to fire his rifle at the charging mercenary. The character's skill percent with Rifle Weapons is 45%. The player must roll percentile, and score less than or equal to 45 to successfully hit the mercenary.

It is just the modifiers that will confuse people.  Any modifier in this game can be used or ignored, as the GM believes is appropriate.  In an effort to keep it simple we have compiled a set of die roll modifiers with broad categories to assist in adjudicating difficult or easy actions.  For most easy actions we recommend not even requiring a skill roll.  Walking down the street obviously should not be difficult.  Driving a car in normal traffic should not require a skill roll.  Driving through rush hour traffic at high speeds while dodging gunfire and weaving through other cars should require a skill roll, maybe even with some hefty negative modifiers.  Sometimes more than one modifier will be applied. 

For example: A character with a Pick Locks skill of 60% is trying to pick a very simple lock. The trick is that she is hanging upside down. The GM would give her a bonus of +15 to her skill for a total of 75%, due to the simplicity of the lock. However, since she is hanging upside down, the GM would give her a penalty of -25% to the skill, for a total of 50% (60+15-25=50). She would need to roll 50 or less on percentile dice to successfully pick the lock.
Die Roll Modifiers

Modifier

Subjective Rating
+50

Nearly impossible to mess up

+25

Extremely easy

+15

Easy or simple to accomplish

+5

A little easier than normal

-5

A little harder than normal

-15

Complicated

-25

Difficult to perform

-40

Extremely difficult

-50

Almost impossible

-60

Nearly impossible

-85

Inhumanly impossible


No matter how difficult the task there is always a chance to succeed.  Even if the modified skill roll is a negative 15 percent chance, there will still be a 5% chance of success.  A roll of 01-05 will always save a character’s bacon, unless the task is simply beyond the character’s ability.  Normal humans can’t fly.  They can’t lift two tons of solid rock without aid.  They can’t cast spells without any knowledge or talent.  They can’t use knowledge that they could never have learned.  Once we add in options and abilities these restrictions suddenly change.  Logic and verisimilitude still remain.  

If the roll was less than 1/10th of the characters skill total, then the character rolled a Critical Success.  As with everything in Alpha Chronicles, round any decimals to the nearest round number.  If the character requires a roll of 01-05 to succeed then there can be no possibility of a critical success.

If the roll was between 96-100 then the die roll automatically failed, no matter what skill total.  Unless the character has a skill total equal to or greater than the resulting roll, the failure is a Critical Failure.  This is not an ordinary failure at using a skill. This is a major catastrophe. A weapon broke, a person lost their grip and fell off the 50 foot wall that he or she was climbing, or a spell caster miscast a spell.  Whatever happens is not pretty, nice, or helpful to the character or those around him.

In most cases Attribute Rolls are dealt with identically to skills.  If the character is braced, ready, or initiating the attribute check then allow them to roll using the Full Attribute.  If the character is acting reflexively, surprised, or otherwise hampered then they should use the Quarter Attribute.  Only in extreme cases should the 1/10th Attribute be used.

Luck is one of the few attributes that should be used very carefully.  Luck rolls may be used in a variety of situations where no other attribute or skill could apply.  This is strictly a GM call and should be tightly monitored.  The most common use of Luck rolls is Dynamic Scenery.  

In most games the GM states the scene, the contents of the area, and who is there.  The players are forced to ask questions to prompt the GM for something they need or simply make due with what was described.  The problem with this is that the GM is only human.  She will assume that certain items are there, or not even consider a logical possibility.  That’s where Dynamic Scenery comes in.  If the player wants something that should be in the room, then they should just say that their character uses it.  If the GM objects, then a Luck roll is in order.  Depending upon the likelihood of the player’s request a Full, Quarter, or even 1/10th Luck roll may be required.  If the element is absolutely not in keeping with the GM’s plot, scene, or puzzle then the GM will simply say no and move on.  Do not use this rule as an open-ended grab bag.  It is there simply to move the game along and make it more exciting for everyone.

Example:  The player characters are in a hotel that is being invaded by vampires.  After several rounds of combat and flight they try to escape out the back through the restaurant parking lot.  On the other side of the parking lot is a sniper who begins to take pot shots at them.  One player dives under the cars that are parked in the lot.  Another shoves someone who was getting out of their car to the side and steals it.  While illegal and immoral it is still a good example of using Dynamic Scenery to survive a bad encounter.  The final character, seeing this entire scene happening steals the large and well-armored bread truck that was delivering a load to the restaurant.  The GM never mentioned the Bread truck or the patron leaving his car in the initial description, but seeing the opportunity for an interesting car chase or just a neat idea allows it.

It is sometimes possible for characters to help each other. Some examples include lifting heavy objects, trying to hold on to someone (to keep him or her from plummeting to his or her doom), or just a simple game of tug-of-war. This is often done with using attributes although skills can be used also.

When two characters help each other, they need to pool their abilities. One character uses his or her full attribute, and the second character needs to use one tenth of his or her attribute, rounding all fractions up. The two values are added together. The result is the number needed to be rolled less than or equal to on percentile.

Here is yet another example: Two big, strong warrior type characters are trying to lift a portcullis. Drak has a STR of 80, and Tog has a STR of 72. The players decide to use all of Drak's STR, and one tenth of Tog's. This gives them a 88% chance to lift the portcullis (72 ) 10 = 8. 8 + 80 = 8). If they had decided to use all of Tog's STR and one quarter of Drak's, then they would have a 80% chance of lifting it. Of course, this is just the base chance. There would be penalties due to the weight of the portcullis. For each additional character that helps, they can add one tenth of their attribute to the total. 

Sometimes two characters are in direct competition using skills or attributes.  This could be a tug-of-war, arm-wrestling, or even a battle of wills. This is one of the few times when the players don't need to roll under their character's attributes. Higher is better.  When characters are resisting each other, their players must take the appropriate attribute, roll percentile, and add the two numbers together. The character with the greater total wins the competition.

Combat


Most games would be pretty dull if there was never any conflict.  While intrigue, negotiation, and diplomacy are always good to try first, some situations just require an old fashioned ass whooping.  Even in these situations the combat system in Alpha Chronicles is deadly enough to kill just about any character.  Treachery, good planning, and liberal use of a strategic mind will save many a party of heroes from an untimely death.  That said…on with the carnage.


Unless the two sides just happen to stumble upon each other or start with a simple argument, most likely someone will have the surprise attack.  The first step in combat is to determine who, if anyone, has that surprise.  If one side is laying in wait then that side has surprise.  If one side is distracted and the other attacks from behind or out of sight, again surprised.  If someone unexpectedly draws a gun and shoots another in plain sight, while surprising, the victim does not count as surprised.  The only requirement is the party is surprised.  If the other group is expecting the attack, then they are not surprised.  A successful Notice Ambush or similar power will negate all surprise or even allow the group to set their own trap.  

The faction that surprised the other group has one action in which to move, shoot, aim, or otherwise act.  Any activity that requires more than one action to complete will not be completed until the same time next round.  For example, a wizard with three actions casts a spell that requires the entire round.  On the bonus action she begins her spell.  Still casting during the first action of the next round, and she completes her wave of fiery death on her second action.  She still has one action to draw a gun or try a quicker spell.  Certain characters from the surprised party may be immune to surprise.  In this case they are also allowed a single action that occurs after the ambushing group has finished.


Once the surprise action, if any, has been spent it is time for initiative.  One individual for each faction in the combat rolls a d10.  The faction with the highest total, after modifiers, goes first.  All ties benefit the player characters.  If two factions of player characters roll equal initiative then a roll off between those factions continues.  This roll off enjoys no benefits from modifiers.  If the faction won the initiative last round, or had surprise, they receive a +1 cumulative bonus to their initiative.  This continues until the faction has an initiative bonus of +3.  The next round initiative is not rolled; instead it is given to that faction.  This continues until a drastic change of situation occurs in the combat.  Massive reinforcements, multiple friendly deaths, a leader falling, or a routing of friendly troops could all lead to a resetting of initiative.


Some characters have an option that allows them to bend the initiative rules.  Such a character follows the specific rules for that option or ability, and may be considered a separate faction for purposes of initiative.  If more individuals in a certain faction all use similar initiative benefits then they should be considered one faction.  Each combat round is only 6 seconds long.  As each character acts a miniscule amount of time passes.  The players for each group may choose the order in which the characters act.  If the players do not choose the order then the GM chooses an end of the table to begin, and then oscillates back and forth as all actions are completed.  

A group that wins initiative may choose to wait for a certain event to occur to or by the opposing faction.  They allow the other faction to act first in the round.  At any time during the first action the winning party may choose to suddenly act.  They insert the entire faction in any order that the players desire.  Other individuals may choose to continue waiting until other events occur.  Once all of the acting characters have finished, the other faction continues its actions.  If all of the non-waiting participants have finished their first actions, then anyone still waiting has one last chance to act.  If not then anyone with second actions may begin to act.  Anyone may hold their actions until the end of the round.  Once the end of the round occurs, the holding character can spend only one action past the last other acting character.  Any unused actions will be lost, but they may act first in the next round regardless of initiative.
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The rest of the round is divided into actions.  Characters may only maneuver into position during the first action.  They may however follow and continue dueling with another character during the other actions if they are in melee combat and if they still have movement remaining.  Characters can also dive for cover, stand, or teleport during the latter actions.  The character can run up to their (AGL+HEA)(2 in feet during this action.  They may also walk, jog or trot at ¼, ½, or ¾ this rate respectively.  Greater movement incurs greater penalties to strike opponents, but also makes it more difficult to be hit by others.

	Movement Speed
	Penalty

	Walking
	- 0

	Jogging
	- 5

	Trotting
	- 10

	Running
	- 20


During combat there are two Free Actions that are often used by players: Talking & Dropping items.  Both can be done on any turn in addition to a normal action.  A character can say one short sentence per action.  If spending the entire round in conversation they may speak the full six seconds.  Dropping an item is often used to change weapons when there isn’t enough time to sheathe it properly.  Dropping is not setting down the item carefully, and fragile items may break if dropped.

Reflexive actions are only free if the character is completely out of actions.  In this case an Agility roll will grant one additional reflexive action to be spent immediately as the GM decrees.  Most reflexive actions include such things as jumping for cover from the explosion or spell, using an option as a defensive measure such as teleporting or shape shifting, and anything else that requires time that the character usually does not have.  In most circumstances only one reflexive action attempt is allowed per round, and only as the GM dictates.

While most Standard Actions can be completed in a combat round, the Strike roll is the most common.  The strike roll uses whatever weapon skill is appropriate for the weapon being used.  If the attacker does not have an appropriate weapon skill then use their Hand-Eye Coordination Default instead.  Any applicable Specialization and the Defensive Tactics of the victim always modify this skill.  Depending upon how fast they are moving there may be an additional penalty to strike.  Once all of the modifiers have been determined: roll percentile.  If the strike roll is equal to or less than the modified skill percentage then the strike was successful, otherwise the strike missed or was deflected in someway.  Try to be creative in your descriptions of combat, as the most exciting brawls are those that aren’t just: I missed, I hit, I missed, I hit.  Critical successes and failures in combat require additional rolls.  Each has its own chart and resulting events listed later in this chapter.


Only a very stupid or suicidal character would stand still in the middle of a fight.  Boxers dance around their opponents, gunfighters run and roll for cover, and martial artists weave nearly imperceptible patterns with their bodies as they fight.  These are all forms of Defensive Tactics.  Defensive Tactics applies equally to all sides.  In a fight everyone tries to keep his or her back to a wall, object, or even keep it twisting in place.  Fighters twist, dodge, weave, twirl, and spin in combat as they fight opponents.  When a character does nothing in an entire six second round, this is called using Full Defensive Tactics.  A character focused upon only defending may subtract the full-modified Defensive Tactics value from every strike they are aware of.  The character may still move during their first action, and retains all their actions to be spent only as reflexive actions.

The full-modified Defensive tactics value is equal to the Defensive Tactics skill of a character, minus any armor penalties, plus any shield bonuses, and with any other modifiers such as magic, options, or specializations.  Any melee weapon specialization can be used as a bonus to Defensive Tactics.  Specializations with firearms, bows, crossbows, thrown, or other projectiles cannot be used.  This total should be recorded, as it doesn’t often change.

Besides total defense there are other ways to avoid being hurt in combat.  Firing a missile weapon or other distance-based projectile from behind cover will grant the full defensive bonus as they pop up, shoot, and dive for cover.  However certain options or effects can negate this bonus.  Shooting through the cover negates any defensive tactics, but grants a large bonus to the PV of the character based upon the composition of the cover.  Other reasons for applying Full Defensive Tactics may be determined by the GM as game play continues.  Anything that keeps the character mostly hidden from the attacker is a good prospect for the Full DT usage.

In most cases where the victim may not apply the Full DT, they still enjoy a partial Quarter Defensive Tactics.  Take the full-modified DT and divide by 4.  When the victim is attempting most actions, wary but surprised, or simply pre-occupied during combat they only receive this ¼ DT value.  Only in extreme cases where the victim is caught flat-footed, held un-resisting at gunpoint, or otherwise unmoving does the character receive No Defensive Tactics.  A character may choose at any time not to defend and surrender any possible defense.  Characters that are unconscious, bound, or otherwise fully immobilized are hit automatically.  Attackers should roll only to determine if a critical hit was made.  Critical failures are not possible.  The GM may further rule that called shots, critical hits, knockout blows, or death strikes are instant and automatic.

[image: image2.jpg]



If the assailant rolls equal to or under their skill modified with the appropriate DT then they successfully strike.  Once a strike has been determined the attacker rolls a d10.  All weapons use a single d10 to determine injury dealt.  Consult the injury table for the applicable weapon to find the actual base injury dealt.  

All strikes gain a bonus to injury based upon 1/10th the assailant’s skill with the weapon.  Hand-to-Hand (Melee) weapons, thrown weapons, and bows all have an additional bonus equal to 1/10th the character’s Strength.  Firearms, crossbows, and most other modern weaponry do not gain a bonus to injury done.

For example:  A brawny warrior with a 50% two-handed sword skill, a strength of 70, and a flamberge strikes an opponent.  The warrior rolls a d10 and gets a 7.  The injury total is 30 + 5 + 7 or 42 points.


Once injury has been determined, only one thing can prevent it: armor.  There are two primary forms of armor: natural and standard.  Both types of armor grant a Protection Value or PV.  The PV is subtracted from any injury dealt to the area of the strike.  Unless the attack was a called shot or critical hit the PV of body armor is always used.  In such cases use only the appropriate armor and PV.

Natural armor is that which the character has as part of their skin or natural bodies.  It covers the entire body and grants its protection to every location.  The only was for a player character to gain natural armor is through certain options.  Natural armor is considered weightless for the purposes of encumbrance, and only gives a very small penalty to movement.  Any character with natural armor has an agility penalty equal to one half the PV of the armor.  This is subtracted from all agility rolls and any skill that incorporates agility as one of its base attributes.  Natural armor can only be damaged through the use of certain magics, options, or critical hits.  It will heal at a rate of 1 PV for every 2 days of normal rest.

Standard armor is available to any who wish to purchase it.  It includes suits of plate mail, Kevlar, leathers, and even high tech suits of composite polycarbonate.  Every suit has a separate PV, agility penalty, and weight.  Most ancient body armors are designed to cover all body areas except the head.  Most modern armors are vests and only cover the chest and back.  Some full combat suits are available in Kevlar but are expensive, uncommon, and are extremely noticeable.

Even characters that are super fast, ultra tough, highly skilled, and heavily armored get injured eventually.  Whenever injury is inflicted it should be subtracted from the character’s current Injury Point (IP) total.  When the character drops below thirty injury points they begin to feel the effects of their injuries.  See the Injury Effects chart for more details.  If a character has zero or fewer injury points remaining they are in grave danger.  Falling unconscious, they will soon be dead unless they receive medical attention immediately.  They will stay in a coma for no more than their ¼ Health in rounds.  If they have not received sufficient magical healing or medical attention before this time elapses then they are dead.  If they suffer more than their ¼ Health in injury below zero then they are also dead.  


Injury is healed at a rate of 1d10 + 1/10th the character’s Health attribute per day of complete and total bed rest.  After all of the normal injury is healed, the character must then recover all of the accumulated injury that has accrued since the last period of rest.  Characters who continue to adventure with accumulated wounds will begin to feel the weight of the muscle soreness, small cuts, bruises, and other freshly healed wounds.  If the character does not rest after the adventure has been completed, then the character will suffer the effects as if currently only having 21 – 30 injury points remaining.  If they continue to adventure after this then after a week then they will suffer the effects of only having 11 – 20 injury points remaining.  


Injury Effects

	IP Total
	Results & Penalties

	31+ IP
	No problems

	30 – 21 IP
	The character is a bit winded and sore.  A HEA XE "Health"  or WIL XE "Willpower"  roll is needed to perform any strenuous activity with no penalties.  If the roll is not made, then the character will not be able to perform at his or her best.  There will be a penalty of – 5% to all skills, and the character can only run for a number of rounds equal to his or her HEA, but can trot indefinitely.

	20 - 11 IP
	The character is hurting.  He or she will automatically have a penalty of – 20% to all skills.  However, a successful HEA XE "Health"  or WIL XE "Willpower"  roll will reduce the penalty to – 10% for 1 action.  The character can only run for up to a number of rounds equal to 1/10 his or her HEA, and can only trot for a number of rounds equal to his or her HEA.  The character can still jog normally.

	10 – 6 IP
	The character is in a lot of pain.  He or she has a penalty of – 40% to all skills and the fastest that he or she can move is a jog, but for no more than ¼ HEA XE "Health"  in rounds.

	5 – 1 IP
	The character can do nothing except walk for a maximum number of rounds equal to his or her HEA. XE "Health"   Any skill that is attempted will have a penalty of – 60%, and will take at least 4 times as long as normal.  Combat and other strenuous activities are not and option for the character that is hurt this much!

	0 IP or less
	The character is down, and will die in a number of rounds equal to ¼ HEA XE "Health"  unless he or she receives medical, magical, or divine help.  Even then, he or she will only be able to walk for a number of rounds equal to ¼ his or her HEA before needing to rest.  Also, he or she requires three times as long to recover to his or her full IP.


While certain magic spells, regenerative options, or prayers can reduce the wounds present on a character.  This only applies to actual injury (i.e. loss of injury points) and can NEVER affect accumulated injury.  The only way to accelerate the healing of accumulated wounds is to have a physician or other characters skilled in medicine tend to the patient.  The physician does not have to make the patient his only concern, and may tend to other patients during the same day.  Patients healing with the aid of a medic receive a bonus of 1/10th the First Aid skill of the medic in injury points recovered each day.  Doctors and surgeons with the Medicine skill and access to all needed tools, devices, and pharmaceuticals may apply that bonus every twelve hours.  Physicians who attempt to heal themselves only receive ½ their applicable bonus.  When more than one physician is aiding a patient, only the highest skill should be used to determine healing.

The empathic healing skill possessed by some characters will reduce the current actual injury by transferring that injury to the healer.  While the injury absorbed heals extremely quickly, the accumulated injury remains until the healer rests and recovers as normal.  Empathic healing can be used to absorb poison or toxin from a victim.  When used in this way the effect is lessened by one level, but no other healing is done.  The empathic healer will automatically receive the ¼ effect of the appropriate poison.  Disease and critical wounds can never be empathically healed.

The Save from Death spell is one of the most useful emergency spells in the book.  A first level spell that can restore a pulped character from negative 250 injury points to positive 1d10.  When cast during the next round it will save any victim from death.  The only unfortunate point is that it will place the recipient of the spell in a coma for 1d10 hours and is unable to heal by ANY means other than natural rest.  Empathic healing, magical healing, anything short of direct divine aid will be unable to improve their condition.  The more puissant 3rd Power spell Negate Injury has the same effects, but will not prevent further magical healing.
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Optional Combat Systems


While these rules cover the basics of combat in Alpha Chronicles and Alpha Arkana there are quite a few additional rules, modifiers, and systems.  While we recommend the use of these systems as a balance between realism and cinematics the final decision is in the hands of the GM.  Please feel free to modify, ignore, or implement as many or as few of these systems as you desire.  As if we could stop you.

Aiming

Designed by Christian Conkle

This works only for rifles, bows and other missile attacks that allow targeting. Each action spent aiming will grant a bonus of 1/10th of the character's weapon skill. The character can spend up to 1/10th of the weapon skill in actions aiming. Any additional time spent aiming will not improve the chance to strike the target. Character aiming may not move while aiming.

Armor Piercing & Hardened Armor


Most attacks will deal injury normally and will be prevented normally by the applicable PV of any armor.  Unfortunately not all weapons and armor are created equally.  Some attacks are considered armor piercing and will only be affected by ½ the armor’s PV.  These attacks include lasers, Teflon bullets, some energy strikes, and in some cases magical weapons.  The description of the weapon or option will specify if an attack is armor piercing.  Look under Specialty Attacks for more information on more futuristic or esoteric weapons.


Some attacks are automatically considered armor piercing based upon the armor worn to defend against.  Arrows, quarrels and piercing melee weapons always count as armor piercing to Kevlar armors.  Kevlar armor is woven out of strands that are intended to distribute force from an expanding bullet.  Piercing attacks that retain their shape cut easily through.


Hardened Armor have been specially treated or enhanced to withstand an armor piercing attack.  In most cases the armor will absorb the full PV inflicted by the weapon.  GMs should be wary of what should constitute an Armor Piercing attack and what could be hardened against it.

Automatic Weapons


Most firearms have an automatic component.  While most attacks are considered standard and require one action for a single strike, firearms are much quicker.  There are five Rates of Fire in Alpha Chronicles: Standard, Semi-Automatic, Fully Automatic, Entire Round, and Burst Only.  While some weapons may have odd variations of these rates, we have created simple groupings for the ease of simplicity.  

Standard weapons, such as swords, bows, or axes receive one strike roll and deal injury normally.  Aimed shots are possible if using an appropriate ranged weapon.  Semi-Automatic weapons may attempt aiming, single shots, and fire short bursts.  Fully Automatic weapons may allow aiming, single shots, and all bursts.  These weapons usually have a selector switch between single shot, short bursts, and longer bursts.  It takes one action to switch between rates.  Characters skilled in the specific weapon may toggle between modes as a free action.  Burst Only weapons are those weapons that can only be fired as a burst.  These weapons include weapons such as machine guns, flamethrowers, and even energy streams.  Entire round weapons require a full 6-second round to ready, aim, fire, and cool down the weapon.

Single shots roll one strike attempt and deal injury normally.  Bursts require additional rounds of ammunition, grant a bonus to strike, and will inflict more injury.  The additional injury is based upon the weapon chart at the tenth value (as if the attacker rolled a 10 for injury) and is a percentage of that total without any other bonuses.  Each burst is considered a single attack for the purposes of PV and other armors.

Short bursts require three rounds, have a bonus of +5 to strike, and deals +30% injury to the target.  Medium bursts require 10 rounds, have a bonus of +10 to hit, and deals +50% injury to the target.  Long bursts require 20 rounds have a bonus of +20 to hit and deals an additional +100% to injury inflicted.  Up to four short bursts, two medium bursts, or one long burst may be fired each round.  Any remaining actions may only be spent as free actions, reflexive actions, or spent normally if this limit has not been reached.  

Critical hits or failures with bursts can change the entire flow of a battle.  Short bursts add a bonus of +15 when rolling on the critical hit effects chart.  A Medium burst grants a bonus of +30, while a Long burst increases the effect by a bonus of +60.  Any additional injury is added on top of the additional injury just for being a burst.


In addition to the bonuses to strike and injure, bursts may also be used to spray an area.  Each type of burst has a percentage chance to injure every victim in the chosen area of effect based upon size and length of burst.  The victim gets their current Defensive Tactics as a penalty to this percentage.  The attacker may choose to raise or lower the percentage on a victim-by-victim basis by 1/10th the character’s weapon skill.  This gives the attacker a slight edge on trying to hurt their enemies and not their friends.  Not that spray firing is at all safe or a good way to keep friends and allies.  

	Area of Effect or Spray
	Burst Type

	
	Short Burst (3 rounds)
	Medium Burst

(10 rounds)
	Long Burst (20 rounds)

	5ft by 5ft
	30%
	60%
	90%

	10ft corridor 
	20%
	50%
	80%

	Small room
	20%
	40%
	60%

	Medium room
	N/A
	20%
	40%

	Large room
	N/A
	10%
	20%

	Small Crowd
	10%
	30%
	50%

	Large Crowd
	N/A
	15%
	30%
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Breakage Points


Only living creatures have Injury points and sustain wounds and other injuries.  Inanimate objects are dealt damage and have breakage points.  Breakage points are identical to injury points except non-living objects and things only possess them.  If an item is ever reduced to zero breakage points it is irretrievably destroyed.  Most mechanical and electronic devices can only sustain 50% damage before ceasing to operate.  The PV of objects is the amount of damage that is reduced from every strike and how much protection is given if that item is used as cover.

	Object or Item
	BP
	PV

	Handcuffs
	40
	15

	Standard Door
	30
	20

	¼ inch steel 5’ x 5’
	100
	25

	Brick Wall 5’ x 5’
	200
	30

	Concrete Wall 5’ x 5’
	400
	50

	Wooden Wall 5’ x 5’
	50
	10

	Miscellaneous Gadget
	20
	5


Called Shots

When targeting a specific place on a humanoid creature, the attacker attempts a called shot.  Since these rules do not normally use hit-locations for determining injury, most injury is dealt to the Injury point total of the entire body.  These represent small cuts, bruises, and punctures that cover the body.  Called shots, while targeting a specific area, deal their injury to the full IP of the victim.  They also have a greater chance for a secondary effect similar to a critical hit.

To perform a called shot the location must be determined beforehand.  The body locations that may be targeted are: back, chest, head, arm, leg, hand, groin, eye, ear, nose, and foot.  Depending upon the location targeted, there is a penalty to strike cumulative with any other modifiers for that strike (DT, lighting, movement, etc).  Characters who would have under a 05% chance to hit may not attempt a called shot.

Back

- 10%

Hand 

- 30%
Lower Torso 
- 10%

Groin

- 30%

Upper Torso
- 10%

Eye

- 40%

Head

- 20%

Ear

- 40%

Arm

- 20%

Heart

- 40%

Leg

- 20%

Lung

- 40%

If the strike is successful then roll for injury normally.  Characters that fail by less than 10% are considered to have hit normally unless circumstances dictate otherwise.  In many cases there will not be any secondary effects to the target location.  If the die roll for injury is a 6 – 9 then the secondary effect is applied.  The secondary effect is always temporary and will only continue until injury points are healed.  If the injury roll is 10, or if a critical strike was rolled, then instead apply the appropriate effects as if a critical was rolled for that area.  All attribute rolls have a penalty equal to the injury inflicted.

	Body Location
	Secondary Effects
	Use Critical Results

	Back 
	AGL or fall down. 1 action to stand.
	60 – 64

	Lower Torso 
	Wind knocked out.  HEA or lose 1 round.
	31 – 36

	Chest 
	Add one effect level to the injury dealt.
	60 – 64

	Head 
	Stunned for 1 round.  – 5% to all skills for 1d10 rounds.
	55 – 59

	Arm (Weapon) 
	- 5% to strike w/ arm.  – 1 Injury Done
	80 – 84

	Arm (Shield) 
	- 5 to all actions w/ arm.
	70 – 74

	Leg 
	- 5% to DT and all AGL based skills
	75 – 79

	Hand 
	- 10% to all skills with hand.
	85 – 89

	Groin 
	Stunned for 1 round.  – 10 to DT, and all AGL based skills.
	92 – 93

	Eye 
	Vision clouded.  – 10 to skills w/ depth perception
	96 – 97

	Ear 
	½ Hearing
	94 – 95

	Heart or Lung 
	2 Point bleeding injury until healed.
	98 – 110


Concealment


Very few adventurers wander down a busy street packing heat.  Those who do are soon noticed, arrested, or killed.  Smart characters try to hide their weaponry and armor in voluminous clothes and outerwear.  

Only the tiniest of handguns and devices can be secured under normal clothing., approximately 3” by 4”  by 2” of volume or a pound in weight.  Jackets can carry small knives or pistols.  A large jacket would be required to conceal any form of automatic pistol or small sub-machine gun.  Trench coats, bridge coats and long leather jackets could hide small swords, large sub-machine guns, or sawed off shotguns.  Very little can conceal a full-length rifle, shotgun, or sword.  Brawny Scots wearing coats included.

Armor is also very difficult to conceal and almost as dangerous.  Anyone wearing armor visibly upon their person will cause a stir in modern America.  Most people will fear them and will assume that they are looking for trouble.  Only concealed body armor or armored clothing could be worn under normal clothing.  All others require large jackets or coats to disguise the telling bulges and straps.


Critical Hits & Failures

The table below should only be consulted on a critical success in combat. If this occurs roll a percentile set of d10s. The weapon used does not matter to this table, but should be considered when describing the blow. Clubs, hammers, and staves crush and break bones while swords and axes slash and cut. The penalty to an attribute in the next column is a permanent one and can only be cured with magic or modern-day medical care. The final column is the effect column.

Extra Injury is based upon the maximum possible on the 1d10 injury roll. No bonuses may be included in calculating the extra injury. Spells that may be saved against with defensive tactics should use this chart for critical successes.

Critical Failures should always be considered bad and will not aid the character even accidentally.  Melee fumbles are very straightforward and usually involve minor self-injuries, dropped weapons, or over balancing.  Missile fumbles deal with line of fire rules.  Similar to sprays, anyone between the attacker and the victim count as a Line of Fire target.  The first individual, friend or foe in this line is the first line of fire target.  Line of Fire starts with a direct line between combatants, but may be expanded by five feet in both directions if there are no applicable targets.
Critical Success

	Die Roll
	Description
	Penalty
	Effects

	01 – 06
	Minor Wound
	
	+25% Injury

	07 – 12
	Knocked Over
	
	+25% Injury & Roll AGL or loses one action to stand.

	13 – 18
	Disarmed Opponent
	
	+25% Injury & Roll DEX or loses weapon. 1-5=5ft, 6-10=10ft.

	19 – 24
	Second Strike
	
	+25% Injury & Attacker gains a bonus strike.

	25 – 30
	Hole in Armor
	
	+25% Injury & All injury will ignore the armor’s PV rating for this strike.

	31 – 36
	Major Wound
	
	+50% Injury

	37 – 42
	Stunned
	
	+50% Injury & Loses next two rounds

	43 – 48
	Weapon Broke
	
	+50% Injury & 50% chance opponents weapon is broken.

	49 – 54
	Armor Shredded
	
	+50% Injury & Opponent’s armor drops by 1 for every 10 points of injury dealt.

	55 – 59
	KO opponent
	
	+50% Injury & KO opponent for 1d10+3 Rounds. – 5 % to INT and AWA rolls.

	60 – 64
	Critical Wound
	
	+100% Injury

	65 – 69
	Light Bleeder
	
	+100% Injury & 2 additional points per round until healed.

	70 – 74
	Shield Arm Hit
	- 5 DEX
	+100% Injury & -10% penalty to Defensive Tactics if using a shield

	75 – 79
	Leg Hit
	- 5 AGL
	+100% Injury & -10% penalty to AGL and Defensive Tactics

	80 – 84
	Weapon Arm Hit
	- 5 STR
	+100% Injury & -10% penalty to DEX and strike rolls

	85 – 89
	Hand Hit
	- 5 DEX
	+100% Injury & -20% penalty to all DEX and strike rolls using that hand. Roll 1d10. 

1-5 = Left Hand. 6-10 = Right Hand.

	90 – 91
	Heavy Bleeder
	- 5 HEA
	+150% Injury & 5 additional points per round until healed.

	92 – 93
	Groin Hit
	- 5 HEA
	+150% Injury & Incapacitated until healed.

	94 – 95
	Ear Hit
	- 10 AWA
	+150% Injury & -20% penalty to AGL. Hearing is halved.

	96 – 97
	Eye Hit
	- 10 AWA
	+150% Injury & -20% penalty to all rolls requiring depth perception.

	98 - 110
	Vital Hit
	- 10 HEA
	+200% Injury & 10 additional points per round until healed.

	111 – 140
	Vital Hit
	- 10 HEA
	+250% Injury & 10 additional points per round until healed.

	141+
	Vital Hit
	-15 HEA
	+300% Injury & 15 additional points per round until healed.


Melee Fumbles

	Die Roll
	Effect 

	01 – 05
	Hit nearest friend or innocent for normal injury + 10.

	06 – 15
	Break Weapon. 30% chance + 1/10th Strength.

	16 – 25
	Hit nearest friend or innocent for normal injury.

	26 – 35
	Lose footing. AGL roll or fall.

	36 – 45
	Lose grip on weapon. DEX roll.

	46 – 55
	Break Weapon. 20% chance + 1/10th Strength.

	56 – 65
	Lose footing. AGL roll or fall.

	66 – 75
	Lose grip on weapon. DEX roll.

	76 – 85
	Twist Ankle. AGL roll or can only walk for 1d10  2 days.

	86 – 90
	Sprain arm / wrist. – 20% on all DEX based skills.

	91 – 95
	Wound self for normal injury.

	96 – 100
	Opened to strike. All opponents within 5’ may receive one free strike. This result negates any defensive tactics normally received.


Missile Fumbles

	Die Roll
	Effect 

	01 – 05
	First Line of Fire target hit for critical injury.

	06 – 15
	First Line of Fire target hit for normal injury.

	16 – 25
	First Line of Fire target hit for base injury. Do not add any bonuses from strength or skill.

	26 – 35
	Bow weapons broken 100%.  Firearms are jammed until repaired.  Thrown weapons are irretrievable.

	36 - 65
	Lose footing. AGL roll or fall.

	66 - 75
	Sprain arm / wrist. – 20% on all DEX based skills.

	76 – 85
	First Line of Fire target hit for base injury. Do not add any bonuses from strength or skill.

	86 – 90
	First Line of Fire target hit for normal injury.

	91 – 95
	First Line of Fire target hit for normal injury + 10.

	96 – 100
	First Line of Fire target hit for critical injury.


Falling

Oops...that trap door just opened under your hero, or your scout just missed his climbing roll on the highest treetops.  What happens next?  Does your character plummet to her death, or just break a leg?  

The first step in determining the effects of any fall is simple; just refer to the table below for the correct height of the fall.  All armor worn will reduce the injury of any fall by 3 points due to the layer of padding underneath.  No other bonuses due to PV are applicable.  In addition there is a penalty to all AGL rolls based on the current weight being carried by the character.  Consult the table of penalties at the very end of this section.  Spells or options that will slow falls of a certain distance or trans-locate a specific range will reduce the effective distance fallen by the appropriate amount.

· Under 10 Feet

If the character is ready and braced for the drop, such as a jump from a high branch or wall, then the character needs only roll AGL.  Failure results in the character landing off-balance and on the ground for 1d10/2 injury.  A critical failure deals 1d10 injury plus the height of the fall and a HEA roll.  If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5’ hobbles per turn is possible for the wounded character. 

If the character is surprised and plummets due to the results of a trap or sudden shove from behind, then the character is only allowed a 1/4 AGL check.  All other results are identical.

· 11 – 20 Feet

If the character is ready and braced for the drop, then the character may roll a full AGL roll to avoid injury with a penalty equal to the height of the drop.  Failure results in the character off-balance and on the ground for 1d10 injury and a HEA roll.  A critical failure will deal 1d10 injury plus the height of the fall and require a HEA roll with a penalty equal to the height dropped.  If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5' hobbles per turn are possible for the wounded character.

If the character is surprised and plummets due to the results of a trap or sudden shove from behind, then the character is allowed only a 1/4 AGL check with a penalty equal to the height fallen.  The victim will receive 1d10 injury plus the distance fallen in feet, and a HEA roll with a penalty equal to the height of the drop.

· 21 – 35 Feet

At this height the character will have enough time to try and anticipate the landing, so everyone receives their full AGL roll with a penalty equal to the distance fallen.  

On the way down the GM may allow a DEX roll to catch onto a protruding object near the falling character, while characters that are surprised should only receive a 1/4 DEX check.  A successful DEX roll will prevent any injury from falling, as they grasp on for dear life.  Only a critical failure on the DEX roll will distract the falling character, requiring a 1/4 AGL roll instead of a full AGL check.  Instead if a DEX roll, some GMs may allow a Concentration roll for a spell-caster to cast one Quick spell. 

Regardless of whether the AGL roll is successful or not, everyone will lose their balance and take injury from a fall of this height.  A failed check will inflict 1d10 injury plus the height fallen, while successful AGL rolls will reduce that by half.  A failed AGL roll will also require a HEA check with a penalty equal to the distance fallen.  A critical failure on the AGL roll will require a roll on the Critical Combat Success chart.  Treat the 1d10 as the base for the additional injury dealt.  Calculate the injury but ignore the special effects for the following results: Knocked over; Second Strike; Hole in Armor; Ear Hit; Eye Hit; and Vital Hit.

If the HEA roll is failed then the character has a sprained ankle and can only walk for the next 2d10 hours.  A critical failure on a HEA roll will result in a broken leg.  No movement greater than 5' hobbles per turn are possible for the wounded character.

· 35 – 50 Feet

Same as above, only the chance of critical failure is 91 - 100 for both AGL & HEA.

· 51 – 100 Feet

Same as above, only the chance of critical failure is 86 - 100 for both AGL & HEA.  Due to the time spent falling, the GM may allow two DEX rolls, spells or other attempts to slow the decent.  A Normal spell could be cast in this span of time.

· 101 – 200 Feet

Same as above, only the chance of critical failure is 80 - 100 for both AGL & HEA.

· 201+ Feet

Same as above, only the chance of critical failure is 75 - 100 for both AGL & HEA.

Guarding

The guard must state that she is guarding a specific person, close group, or item. The recipient will receive the Full Defensive Tactics of the guard. The guard must spend the entire action guarding and cannot attempt any other actions. If the guard herself is targeted while defending, then the guard only receives her ¼ Defensive Tactics. If the target is missed while being guarded there is a chance that the guard will take injury. The guard must make a successful Agility or Dexterity roll (whichever is appropriate) to avoid injury.

Modifiers for Falling AGL Rolls

	Modifier
	Cause of Modifier

	+ 5
	No Encumbrance (Able to Run)

	- 0
	Light Encumbrance (Able to Trot)

	- 10
	Medium Encumbrance (Able to Jog)

	- 20
	Heavy Encumbrance (Able to Walk)

	- 50
	Bound, or other leg restraints.

	Varies by Spell
	Spells, enchantments, or other modifiers to AGL.  (E.g. Sticky Goo or Mage Bind)

	- 5
	Handcuffs or other wrist restraints

	- 10
	Each item in hand.

	Twice PV of Armor
	Armor worn while falling.  This is in addition to any penalties due to weight carried.

	+ 20
	Water Landing.  Not diving but landing in water or another liquid.

	+ 50
	Nice cushiony pillows, hay, or other soft material.

	Varies
	Ingenious idea on how to slow decent.  Varies by situation and dice rolls.


Mind Control


Dealing with supernatural creatures, corrupt chemical corporations, or powerful psychics will eventually lead the party against mind control.  Unless the mind control is spell based in origin the character will resist using a contested ¼ Willpower check versus the Mentalism skill of the assailant.  Spell based mind control allows a standard Willpower roll modified on the caster’s level and spell-casting type.  Both types will have a cumulative penalty of –5 to any victim to fails to resist against the same controller at another time.  

Miscellaneous Injuries

· Extreme Weather Conditions

Heat & Cold will deal 1d10 injury per hour of direct exposure.  Indirect exposure will deal 1d10 injury daily.  Certain precautions may limit or negate any injury dealt.  No injury acquired from extreme weather conditions may be healed with options or magic.  It must be healed naturally.  Certain locales such as deep space or ice planets may deal injury every round or minute.

· Burns & Fire Injury (Non-magical)

Torch
1d10 Injury per strike.  3d10 per round of direct contact.

Branding Iron
1d10/2 Injury per strike.  2d10 per full round.

Campfire
2d10 per strike/action.  3d10 per full round.

Bonfire
3d10 per strike/action.  6d10 per full round

Point Blank Attacks


Point blank attacks only apply to missile and thrown weapons; a melee weapon can never qualify.  An attacker must close to under 10 feet from his target to be considered point blank.  At this range the victim may choose to close and wrestle the gun from the assailant’s hands during any action or as a reflexive action.  This requires a contested Strength or weaponless combat skill roll with a bonus of +10 for the gunman.  

Success means the victim now has possession of the firearm while failure denotes that the attacker was simply distracted for a time.  If the attacker beats the victim by more than 40 points during the contested action they may ignore the attempt and strike as normal.  All injury at point blank range is considered a critical hit and has a bonus of +20 to strike.

Poisons, Drugs and Toxins


These substances have the potential to do grave injury or inconvenience to most characters.  There are several forms of these substances: Sleeping, Paralytic, Debilitative and Injury Dealing.  Each form has a differing effect.  Sleeping agents will cause a character to become comatose or drift to sleep.  Paralytic poisons will allow a victim to remain conscious but be unable to move portions of the body.  Debilitative drugs will create penalties to all skills, attribute rolls, and will impair basic motor functions.  The most deadly of all are the Injury Dealing poisons.  These poisons will inflict a certain amount of injury either to the Injury point total or the Health of the victim. 


Each of these forms has a general grouping of ability called a type.  Type 0 substances will always only impair a victim by 10 to all skills.  Types 1 through 5 all have differing penalties to the Health roll required when first exposed to the substance.  The effect upon the character is always based upon this HEA roll.

	Poison Type
	Penalty to HEA roll

	Type 0
	No Penalty

	Type 1
	- 5%

	Type 2
	- 10%

	Type 3
	- 20%

	Type 4
	- 40%

	Type 5
	- 80%



Roll Health for every exposed character.  Some characters that are immune to poisons, diseases, and other toxins may not have to roll.  Characters that succeed have reduced the type by one level for their effects.  Characters that succeed at ¼ HEA reduce the effect by two.  Critical HEA successes reduce the level by three.  If the effect becomes less than zero there is no effect upon the victim.  Those that fail their HEA roll will suffer the full effect of the toxin.  Any character that critically fails a HEA check will suffer one greater level of effect.  The GM must determine which effects are applicable for the poison or toxin in question.

	Effect Level
	Effect

	Under 0
	No effect on the Victim.

	Type 0
	-10% to all skills and attributes.  Impaired powers, movement, and thought.

	Type 1
	- 15% to all skills.  No move greater than a walk.  Unconsciousness in 1d10 rounds.  Deals 1d10+ Poison Type in injury every minute.  One body location unresponsive.

	Type 2
	- 25% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Body partially paralyzed.  Character receives 1d10 + Type in injury every round.

	Type 3
	- 40% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 2d10 + Type in injury every round.

	Type 4
	- 50% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 3d10 + Type in injury every round.

	Type 5
	- 75% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Character receives 4d10 + Type in injury every round.

	Type 6
	- 100% to all skills and attributes.  No movement possible.  Unconsciousness is immediate.  Entire body paralyzed.  Death is instant.


Ranged Weapons & Reloading

Ranged weapons, while having the advantage of being able to inflict injury at a distance, have two drawbacks: range penalties and reloading.  Each weapon that may be fired or thrown has four ranges. The ranges of firearms and bow weapons are predetermined. The ranges of thrown weapons are multiples or fractions of the user's STR.  

The farther away a target is, the harder it will be to hit it. At short range, there is no penalty to strike. At medium range, there is a penalty of -5% to strike. Attacks at long range suffer a penalty of -10%, while those made at maximum range have a penalty of -20% to strike.  No weapon may be fired at a target outside of the character’s current vision.  Since most gaming firefights occur in daylight it will generally be Day Vision.  Only through the use of a telescopic sight and night vision systems can most humans hit targets at the extreme range of certain weapons.  

Weapons that are traditionally used in melee can be thrown in combat to deal injury. There is no short or medium range for these weapons. Long range is equal to ¼ the thrower's strength in feet and maximum range is ½ the thrower's strength in feet.  

Reloading is exactly that: reloading the weapon. Bows take 1 action to reload. Crossbows require at least 2 actions to reload. Firearms have clips, magazines, drums, or chambers.  Loading any of these items with a fresh container requires one action.  If a clip or magazine must be reloaded it requires one action for every round of ammunition.  For single, double, or six chambered weapons this requires one action for every cartridge.  Thrown weapons cannot be reloaded, although others can be readied.  Some larger weapons such as rockets, mortars, and grenade launchers may require 3 actions to reload.

Size & Weapons

Most average sized characters may use any of the weapons listed.  They may swap armor with only minor penalties to their Agility based skills.  Characters that are significantly smaller than their comrades, less than 3.5 feet in height, may not use two handed weapons, spears, heavy crossbows, or long bows.  Medium length weapons such as long swords, katana, bastard swords and battle-axes will require two hands.  


Characters that are larger than normal, 10 feet or taller, may use two handed weapons in one hand without penalty.  However small weapons such as knives or clubs may become impossible to use without penalty.

Specialty Attacks

· Electricity Attacks & Ion Weapons- These attacks have a percentage chance to disrupt non-protected electrical systems.  The percentage is equal to the amount of injury dealt.  EMP shielded systems will only be neutralized upon a critical hit.

· Entanglement - These attacks deal no injury, but instead force the victim to roll agility or be entangled.  Some weapons are strictly entangling weapons and are marked by an “E” before an injury amount.  Other weapons such as chains and whips can be used to entangle.  These weapons deal ½ normal injury and have an effective entangling rating of ½ normal injury.  This amount is subtracted from the initial Agility roll and all subsequent actions until the victim is freed.  The victim is unable to move unless an additional agility roll is successful, and even then only five feet can be traveled each round.  Victims can free themselves with successful Agility, Strength, or Dexterity rolls and one action.  Victims cannot move during the same action as they freed themselves.

· Flame Throwers & other incendiary devices – The injury dealt is a percentage chance that other objects may ignite within the area of effect.

· Future Stun Weapons – Deal no physical injury.  The injury columns are a penalty to a HEA roll that must be successful to remain conscious.  Multiple strikes will add a cumulative penalty during the round.  Certain options may ignore stun weaponry.  Stun weapons are denoted by a “S” followed by the HEA penalty on the weapons chart.

· Future EMP Weapons – These attacks do no actual injury.  Instead the injury dealt is a percentage chance to disrupt protected electrical systems.  If the system is not protected the percentage doubles.

· Grenades & Explosives – All explosives will deal full injury at the point of contact.  This means that if someone is holding or clutching a grenade they take the full possible injury it can inflict.  In most combat situations the five-foot area surrounding the explosive will take the full blast, roll the amount of injury.  From that point reduce the amount of injury by a set amount at a set distance.  If someone or something is blocking the explosion then they receive the full injury, but unless all of the injury is absorbed by the item or object the remaining force will continue outwards.  Any remaining injury should be considered the total for the purpose of force reduction.  Use logic when determining if any portion of the anatomy is no longer remaining with the victim, or if death was instant.

For example: All Fragmentation grenades will deal a maximum of 130 points of injury.  Those within 5’ of the explosion will receive 10d10 +30 injury.  Roll only once.  Every five feet past that initial radius will suffer ¼ less of the total rolled for injury.  Anyone brave or stupid enough to jump onto a live grenade will take all 130 points.  At that point everyone within five feet will receive only the amount of injury that the victim could not sustain.

· Knock back – These weapons will knock the victim back unless a successful agility or strength roll is made.  Failure will knock the victim back 5 feet for every 10 points that the roll failed.  If the roll is failed by more than 20, or was a critical failure, the victim is knocked to the ground.  Knock back weapons deal no actual injury and grant an additional penalty equal to the number followed by a “K” on the weapons chart.

· Laser Weapons – Automatically ignore ½ the PV of all leather, cloth, and Kevlar based armors.  Reflective surfaces will add a bonus to the PV of the victim.

· Modern Cannons – All modern cannons have an explosive radius and act like all other explosives.  A standard cannon will lose ¼ injury dealt every 15 feet out from the point of impact.  Most energy based sci-fi cannons do not have this effect.

· Mono-filament Edge – These hand to hand weapons have an edge that comes to a single molecule in width.  These unnaturally sharp weapons automatically count as armor piercing, and ignore all PV of soft armors such as leather and Kevlar.  They are extremely fragile and have a greater chance to snap than regular weapons.  All critical hits and maximum injury rolls will require a weapon breakage roll.  Base breakage chance is 30% and actual breakage critical fumbles will have an additional 30% chance to snap the blade.

· Power Tools – These weapons usually cannot be parried normally.  They will require a Strength roll each round to prevent the parrying item from being thrown 2d10 feet in a random direction.  Power tools also require batteries or gasoline motors than will expire if not monitored.

· Vibro-weapons – These weapons have a small energy charge that causes them to vibrate several hundred times a second.   This vibration allows them to slice into their targets better and grants a bonus of +10 to all injury rolls and are usually considered armor piercing.

Supernatural Speed and Quickness


In addition to any bonuses to movement and actions that these characters receive, they also gain additional maneuvers.  Anyone who can run or fly faster than five times normal movement automatically stays fully defensive while in combat and moving at the faster rate.  

The character may also attempt a Swoop attack upon one or more victims.  It requires one additional action to execute and may only be attempted once per round.  The character flies past the victim, strikes, and continues out of harms way.  Only one strike may be attempted on a victim, but the character may continue rolling strike rolls against other victims in a line until he runs out of actions.  The swooping character cannot be struck back by the victim unless they have supernatural quickness, more than four actions, or have some other form of reaction boosting ability.

If a speeding character crashes into another character, vehicle, or even a wall they will deal normal injury plus a bonus based upon speed.  This does not apply in a swoop attack against multiple targets, only one that reduces the speed of the attacker dramatically.  Both the attacker and the defender take an amount of injury equal to the current MPH before impact subtracted by the MPH after the impact (usually 0) and divided by two.  

For example:  Captain Glory rams the hideous misshapen monster at a full 120 MPH.  At the end of his attack he is no longer moving.  Both Captain Glory and the beast both take 60 points of injury in addition to the Captain’s 1d10 Power Fists.  Luckily our hero has Invulnerability and therefore receives no injury.

Two-fisted Combat

The warrior must have a weapon skill for each hand (Sword RH, and Sword LH for example). The character can then make one of three specialty actions.

· Feint - If the target is defending against the character, then a feint will reduce the Full Defensive Tactics to 1/4 for one bonus strike with the alternate hand. The Feint requires a successful skill roll with the weapon used for feinting. 

· Extra Strike - Gains one additional strike with alternate weapon once per round with a successful Dexterity Check. 

· Defending - If defending, the character gains a bonus of 1/10 the alternate weapon's skill. 

Characters that use firearms or unarmed combat deal with two-weapon combat slightly differently.  Those who use firearms must still learn the Left Hand and Right Hand versions of the weapon skill.  They may not use the other weapon to feint or defend, but may fire both weapons at the same target as one action.  For weapons with a standard Rate of Fire this allows the weapon to fire a Short Burst.  Burst weapons count as if the burst was one level higher than normal.  If the shooter prefers to select two separate targets, then they may attempt an extra strike as normal.  A successful Dexterity check is still required.

The three skills of weaponless combat can never learn more than one version of the same skill.  The skills already presume that the character is learning to fight with the entire body, not just a single limb.  At certain skill levels the character gains the ability to attempt simultaneous maneuvers.  These maneuvers are the benefit of years of study and practice.

Unarmed Combat


There are three distinct styles of hand-to-hand fighting that can be found in this game.  The most common is known as Brawling XE "Brawling" .  This skill can be learned without a character having to be taught by another.  It is simple and straightforward.  It offers only a very few basic abilities such as bites, punches, kicks and other less refined methods of hurting another.


The second combat skill is known as Unarmed Combat XE "Unarmed Combat" .  This is a more disciplined skill, which requires the use of 2 skill slots in 1 letter code to learn.  Another person must initially teach this skill to the character.  However, after a certain point, the character can increase this skill on his own, without the need of an instructor.


Finally, there is the skill called Martial Arts XE "Martial Arts" .  This is the most costly, and deadly, of the three hand-to-hand fighting skills XE "Skills" .  It requires that the character spend 3 “A”, 3 “B”, or 3 “C” skills.  Some occupations or options allow the character to purchase this skill at a greatly reduced cost.  Such methods will explain the exact cost in the description.


Each of the three skills XE "Skills"  allows the character to perform different abilities at different levels of skill.  The charts below list the skill percents, and the special abilities that come with them.  While most of the abilities granted by the three styles of hand to hand combat are grounded in realism, higher levels begin to gain abilities that are less so.  In a world of super heroics and unnatural creatures XE "Selan"  the focus of a lifetime of dedication and training can allow such maneuvers.

Brawling

	Skill Percent
	Special Abilities

	01 – 100
	Choke, Crush, Disarm, Feint, Knock Out, Tackle, Grab / Hold

	101+
	May roll an Agility check for one additional action as per two-weapon combat.
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Unarmed Combat

	Skill Percent
	Special Abilities

	01 - 40
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	41 – 45
	Sweep Kick

	46 – 50
	Instant Stand

	51 – 55
	Combination Strike/Defend

	56 – 60
	Body Throw

	61 – 70
	Hard Parry

	71 – 80
	Jump Kick

	81 – 90
	Concentrated Defense

	91 – 110
	Hard Strike

	111+
	Nerve Strike


Martial Arts

	Skill Percent
	Special Abilities

	01 – 29
	Choke, Crush, Disarm, Knock Out, Tackle, Grab/Hold, Feint

	30 – 34
	Break Fall

	35 – 39
	Sweep Kick

	40 – 44
	Instant Stand

	45 – 49
	Combination Strike/Defend, Body Throw

	50 – 54
	Hard Parry

	55 – 59
	First Strike, Jump Kick

	60 – 64
	Concentrated Defense, Combination Hold/Attack

	65 – 69
	Back Flip Evasion

	70 – 74
	Hard Strike

	75 – 79
	Break Weapon

	80 – 84
	Parry Arrows

	85 – 99
	Fast Strike

	100 – 129
	Nerve Strike

	130+
	Death Blow



The descriptions of the skills XE "Skills" /abilities/powers are:

· Back Flip Evasion: With a dramatic back flip, the character can move up to 10 feet away from where he or she is.  This grants a bonus of +10% to his or her Defensive Tactics XE "Defensive Tactics:use in combat" .

· Body Throw: This skill will allow a martial artist to grab a person, and throw him or her to the ground.  A successful skill roll is required, and the person thrown will take 1D10 injury regardless of armor XE "Armor" .  He or she must also spend 1 action to stand.

· Break-Fall: With this ability, the character will automatically take ½ injury from any fall.  With a successful skill roll, this injury is halved.  On a critical success XE "Critical Success" , the injury taken is 1/10.

· Break Weapon: When an attacker fails to hit a martial artist with this ability, the martial artist may attempt to catch and break the weapon.  A DEX XE "Dexterity"  roll is required, with a penalty of -20%.  Then a STR XE "Strength"  roll is needed, with a penalty of -25%.  If both rolls are successful, then the weapon is broken.  This ability can also be used against arms and legs.

· Choke:  This requires a skill roll at –25%, or a sneak attack upon an unsuspecting victim.  The attacker puts his or her hands around the throat of the victim and begins to squeeze.  The victim must roll under ¼ AGL XE "Agility"  or STR XE "Strength"  to break free.  The victim may attempt to break free once every round.  This attack will inflict 1D10+1/10 the attacker’s STR directly to the victim’s HEA XE "Health"  attribute per round.  When the victim reaches 0 HEA, he or she will be unconscious for the next 5D10 rounds.  Should the victim reach –20 HEA, then he or she is dead.  HEA points will recover at a rate of 10 per round (assuming that the victim hasn’t died).

· Combination Hold/Attack: While the aggressor has a victim held and is resisting their attempts to escape they may also attempt a strike without penalty to the victim, or another in range.

· Combination Strike/Defend: With this ability, the character may use his or her full Defensive Tactics XE "Defensive Tactics:use in combat"  skill, and still make 1 attack.

· Concentrated Defense: This ability allows the character to defend him or herself better than normal.  Whenever the character chooses to use his or her Defensive Tactics XE "Defensive Tactics:use in combat"  skill, he or she will receive a bonus of +20% plus any specialization in this ability.

· Crush:  In this maneuver, the attacker grabs the target in a bear hug, and starts to squeeze.  This requires a successful skill roll with a penalty of –15%.  If successful, then the target’s arms are pinned, and he or she cannot attack or cast spells (but neither can the attacker, unless he or she lets go).  The target will suffer injury equal to 1/10 the attacker’s STR XE "Strength"  per round.  The person being crushed may spend an action and attempt to get out of the hold by rolling under ¼ his or her AGL XE "Agility" , STR, or Gymnastics XE "Gymnastics"  skill.

· Death Blow: This ability is one of the most feared of the martial arts abilities.  The character must make a skill roll with a penalty of -85%.  If successful, the victim’s Injury Points XE "Injury Points"  will fall to 1D10 BELOW 0.  If the victim does not receive medical attention immediately, he or she will die.  If the skill roll was unsuccessful, then normal injury was inflicted.  This ability can only be attempted once per round, and uses all of the character’s actions.

· Disarm:  A combatant may attempt to knock an opponent’s weapon out of his or her hand.  This is done so with a successful strike roll with a penalty of –30%.  If the strike is successful, then the opponent must make a DEX XE "Dexterity"  or STR XE "Strength"  roll with a penalty of –25% to hold onto the weapon.  Whether successful or not, he or she will suffer ½ the injury rolled.

· Fast Strike: On a successful skill roll, the martial artist may make 1 additional attack.  After that attack, he or she may make additional rolls for additional attacks.  However, each additional roll will incur a cumulative penalty of -15%.

· Feint: With a successful skill roll, the martial artist makes an aggressive move, then suddenly changes direction when the defender attempts to defend him or her self.  This will give the defender a penalty of -25% to his or her Defensive Tactics XE "Defensive Tactics:use in combat"  skill for 1 attack from the martial artist.  To actually strike the target, the martial artist must make a normal strike roll.

· First Strike: This skill is used at the beginning of a combat round.  With a successful skill roll, the martial artist may make all of his or her attacks before any other person, regardless of initiative.  This ability should be considered as fast as supernatural quickness for determining initiative.  Once all of his or her attacks have been used, the character may only use ¼ of his or her Defensive Tactics skill, or attempt to use the Fast Strike ability, but only after all other combatants have finished all of their actions.

· Grab/Hold: This ability allows the attacker to attempt to grab and hold onto an opponent.  The grab attack is made with a penalty of –10%.  This penalty only applies to the initial strike.  If successful the opponent is pinned to the aggressor and cannot move or attempt any actions except kick strikes and escape attempts.  An escape attempt can be made once every action and can rely on a martial arts skill, gymnastics skill, ¼ strength XE "Strength" , or ¼ agility XE "Agility" .  The aggressor may attempt to stop the escape using any of the same methods.

· Hard Parry: This ability can only be used when the martial artist is using his or her Defensive Tactics XE "Defensive Tactics:use in combat"  skill.  On a successful roll, an attacker that has missed the martial artist will suffer injury from a normal punch from the defender.

· Hard Strike: This is a lesser form of the Death Blow.  With a successful strike, the martial artist will automatically inflict maximum injury (including bonuses from STR XE "Strength"  and skill), plus a normal injury roll.  There is a 1.5 normal percentage chance for a critical success.  This strike may only be attempted once per round, although other actions may be attempted.

· Instant Stand: If the martial artist has fallen, then he or she may instantly come to his or her feet without using an action.  No skill or attribute roll is necessary to accomplish this.

· Jump Kick: The martial artist leaps into the air, and kicks a target.  The target is knocked back 5 feet, and must make an AGL XE "Agility"  roll to avoid falling to the ground.  There must be at least 5 feet between the martial artist and the target, and the martial artist will land in the 5-foot area that the target was in.  This procedure requires a skill roll with a penalty of -10%.

· Knock Out: To knock a person out requires a successful skill roll with a penalty of –25%, whether or not the victim knows that it is coming or not.  If successful, then the victim is knocked unconscious for the next 5D10 rounds.  However, whether or not the attacker was successful, the victim still suffers full injury.

· Nerve Strike: With a sharp blow (and a successful skill roll with a penalty of -20%) to the shoulder, elbow, wrist, hip, or knee, the martial artist will make the limb totally useless for the next 2D10 rounds.  The target will suffer injury, but only ½ of the injury rolled.

· Parry Arrows: On a successful skill roll with a penalty of  -20%, the martial artist can knock aside all arrows and bolts that are fired at him or her.  With an additional penalty of -10%, the martial artist may catch 1 arrow.

· Sweep Kick: This is a low kick, meant to make an opponent fall to the ground.  It is with a skill roll with a penalty of –20%.  If successful, then the defender will be knocked to the ground, and must spend his or her next action getting up (unless he or she has the Instant Stand ability).  The defender will suffer ½ the normal injury rolled.

· Tackle:  This maneuver requires an AGL XE "Agility"  roll, a Gymnastics XE "Gymnastics"  skill roll, an Unarmed Combat XE "Unarmed Combat"  roll, or a Martial Arts XE "Martial Arts"  roll.  Whichever skill is used, there will be a penalty equal to the target’s Defensive Tactics XE "Defensive Tactics:use in combat"  skill (assuming that the person knows that he or she is about to be tackled).  If the defender is aware of the attempt, then he or she may make a STR XE "Strength"  roll with a penalty of –20% to stay on his or her feet.  If not, then he or she is knocked down, and back 5 feet, with the tackler on top of him or her.  The target will suffer 1D10 injury.

[image: image6.jpg]



Weapon Breakage

Most of the time in Alpha Chronicles a weapon will never break.  The game assumes that each character will sharpen, polish, repair, and keep her weapons in good physical condition.  Except for very unusual circumstances, only critical fumbles will have the potential to break a weapon.  On the Melee Critical Fumbles table there are several entries that require a weapon breakage roll.  These percentages are based on the standard iron weapon used by most warriors in and around the Empire.  If the GM desires, the following modifiers based on the material used and the quality of the weapon may be used.  Some weapons are made from two different materials that have been fused or joined in some way.  Use the modifier that closely describes the endangered weapon.  

	Material Used / Quality
	Modifier

	Leather
	+ 20

	Bone
	+ 15

	Wood
	+ 15

	Wood & Bronze
	+ 25

	Bronze
	+ 10

	Wood & Iron
	+ 15

	Iron
	+ 0

	Wood & Steel
	- 5

	Steel
	- 20

	Bows (Line snaps)
	+ 30

	Special Materials (Stone, ivory)
	Varies

	Poor Quality
	+ 10

	High Quality Weapon
	- 5

	Magical Weapon
	NEVER


Vehicular Combat


Car chases, dogfights between fighter planes, and motorcycle duels are all part of our modern heroic landscape.  During normal operation there is no need to ever roll a vehicle skill check.  The lives of most adventurers are rarely normal however.  Any speeding, unusual maneuvers, combat, or sudden braking may require a control roll.  The penalties to the skill roll are the same generic difficulties that are in the beginning of this chapter.  Remember to consider the weather, visibility, road conditions, sobriety, and traffic when factoring the current difficulty.


Vehicles do not have Injury Points or even Breakage Points.  Instead they have something similar called Damage Boxes.  Damage Boxes are a completely esoteric and subjective status of the vehicle.  Whenever a vehicle is damaged consult the Damage Effects chart to determine the extent of the damage.  Always subtract any applicable Vehicle PV before assessing the damage.  Any rolls of 1 or 2 on the Injury chart for the weapon is always considered Cosmetic Damage.  Critical Hits or rolls of 10 on the Injury table are always at least Major Cosmetic Damage.  Vehicles can receive either Cosmetic or Equipment damage in these boxes. 

	Damage
	Effects & Damage Box Type

	01 – 10
	Minor Cosmetic Damage.

	11 – 20
	Major Cosmetic Damage.

	21 – 50
	Equipment Damage.

	51 – 100
	Two DB of Equipment Damage.

	101 – 150
	Three DB of Equipment Damage.

	151 – 200
	Four DB of Equipment Damage.

	201 – 250
	Five DB of Equipment Damage.

	251+
	Six DB of Equipment Damage.


Cosmetic Damage is minor, or easily repairable damage to fenders, hoods, glass, and other body locations.  It may look like hell but it should still be able to drive normally.  Cosmetic Damage should be marked with a slash on the Vehicle sheet.  Major cosmetic damage is still cosmetic damage but may instill a small penalty to control rolls or may destroy a non-vital system.  Roll on the following chart to determine the effects of Major Cosmetic Damage.

Major Cosmetic Effects

	Die Roll
	Location

	01 – 05
	Major Body Work. 2 Cosmetic DB.

	06 – 20
	Radio / Communications Array.   No communications are possible from this system.

	21 – 35
	Front Windshield / View-screen.  Penalties on all control rolls requiring frontal vision.

	36 – 50
	Rear Windshield / View-screen / Mirrors.  Penalties on all control rolls requiring rear vision.

	51 – 65
	Radar / GPS Navigation.

	66 – 72
	Passenger Armor Shredded.  –1 PV for every 10 points of damage received.

	73 - 80
	One Entrance jammed / disabled.

	81 – 90
	Weapon system disabled.  No attacks are possible from this system.

	91 - 95
	Headlamps / Illumination.  Lower visibility and greater potential for accidents.

	96 – 00
	Other non-vital system (GM Choice)


Equipment Damage hits the power-train, wheels, emissions, and other vital elements of the vehicle.  Too much damage to these locales and you might as well junk it.  Roll on the table below for the location and the effect of the damage.  This chart is for land-based vehicles only, other vehicles may require some interpretation and improvisation.  Any effect that gives a penalty to the control roll, requires an immediate control roll at the new skill rating.  Equipment Damage is denoted by an “X” through the entire box.  If the entire set of Damage Boxes have equipment damage then the vehicle is disabled and requires repairs.  If the vehicle receives further damage equal to an identical set of Damage Boxes then the vehicle is irreparably destroyed.  When dealing with both cosmetic damage and equipment damage, always fill from left to right on the set on boxes.  Once all of the boxes are filled, then any additional equipment damage supercedes any existing cosmetic damage.  Cosmetic damage will never stack to become equipment damage.

Land BasedEquipment Damage Effects

	Die Roll
	Location

	01 – 10
	Wheels & Tires.  Lower Maximum speed by ½.  Any speeding over ¼ previous maximum speed requires a control roll.

	11 – 20
	Front Axles.  Front wheel drive vehicles will roll to a stop.  Four wheel and rear wheel drive vehicles will lose ½ maximum speed.  All control rolls have a penalty of 40.

	21 – 25
	Brakes.  Deceleration requires three times previous distance.

	26 – 30
	Front Suspension.  Control rolls have a penalty of 20.  All passengers have a 40 penalty to any skills requiring DEX or AGL.

	31 – 40
	Rear Axles.  Rear wheel vehicles will roll to a stop.  All other vehicles will have a penalty of 40 to all control rolls.

	41 – 45
	Rear Drive-shaft.   Loses ½ Maximum speed.

	46 – 55
	Rear Suspension  Control rolls have a penalty of 20.  All passengers have a 40 penalty to any skills requiring DEX or AGL.

	56 – 60
	Engine.  Vehicle loses ½ Maximum speed, and has a 10% chance every round to stop dead.

	61 – 65
	Transmission.  Vehicle loses ¼ Maximum Speed and has a penalty of 10 to all control rolls.  There is a 5% chance per round of being disabled.

	66 – 70
	Transfer Case.  4x4 vehicles lose ¼ Maximum speed and have a penalty of 60 over rough terrain.

	71 – 80
	Radiator & Cooling System.  1% chance per round of additional Engine damage.

	81 – 85
	Emissions & Fuel System.  Vehicles lose ½ Maximum speed.  25% chance of fuel loss at a rate of 5% per two rounds.

	86 - 00
	Electrical System.  Choose one system tied to electrical system.  Every round there is a 50% chance that it will fail for 1d10 rounds.



Vehicles usually have two forms of Protective Value: Passenger & Vehicle.  Passenger PV is that which is directly protecting the passenger compartment.  Bullet resistant glass, armored plates sides of a van, and reinforced roofs are all examples of extra Passenger PV.  Some vehicles may have multiple passenger areas and have different Passenger PV.  Some vehicles such as motorcycles may have no protection for passengers.


Vehicle Protective Value is what protects the important vitals of the engine, axles, and other drive systems.  Even normal automobiles tend to have a greater Vehicle PV than passenger PV due to the amounts of sheet metal and large slabs of iron and steel frameworks.  This armor protects the Vehicle’s Damage Boxes and will rarely provide any protection to the passengers.


When two vehicles are attacking each other the first consideration is always their Relative Speed.  Subtract the slower vehicle’s speed by the faster vehicle to determine this.  If the difference is less than 10 mph there is no penalty to attack rolls for speed.  Otherwise consult the table below.  In addition there is a modifier based on the general direction that each vehicle is moving.  Vehicles moving in the same direction have no additional penalty or bonus.  Vehicles driving head on have a bonus of +10 to hit with front mounted weapons.  All other patterns have an additional penalty of 10 to strike.

	Relative Speed
	Penalty to Attack Rolls

	0 – 10 MPH
	- 0

	11 – 20 MPH
	- 10

	21 – 30 MPH
	- 25

	31 – 50 MPH
	- 40

	51+ MPH
	GMs discretion

	Fluctuates Wildly
	- 15



All attack rolls between two fast moving vehicles are contested actions.  Both pilots may roll control checks to attempt to gain the best position for combat.  Any gunners or passengers may then roll for strike against the other pilot’s control roll.  The winner of the piloting maneuvers may choose to give their gunners a bonus of 20 or a penalty to the other gunners of 20.

Anyone striking someone or something outside a moving vehicle with a non-vehicle weapon has additional restraints.  No Aimed shots are possible, Agility rolls are required unless secured to the vehicle during all control checks, and fumble all AGL and DEX based skills on a 91 – 100.  Individual vehicles may have additional penalties based upon the size and shape of their windows and gun turrets.  

Computer Science & Hacking

Designed by Dan “Absolute Zero” Greenberg

Computers are the "new frontier of the modem world", and will most likely play a role in any campaign set in the modem world. However, this can be both beneficial and troublesome for the game's GM, as it creates a sort of separation between those who do and those who do not interface. So, to simplify this, the computer world is not represented as anything other than a set of skill rolls against an opponent or skill interface. 

Keep it simple, and except where clearly written in, just have players make skill checks! But remember, because players will be multitasking quite often it is important to make them do EVERYTHING. It takes an action to activate the console, an action to make the account, an action to activate it, an action to transfer the funds, an action to deactivate it, an action to log off, and an action to shut down the console. The word multitasking will soon enter your vocabulary. 

There are a few computer skills: Computer Science, Computer Hacking, and Computer Hardware.  As an exception to the standard specialization rule, you can only take a single specialization for Computer Hacking. Hackers tend to focus heavily on a specific aspect of their trade, and thus, work well when they are in groups that complement each other's skills. That is, if they can get along. 

The specializations for these three skills not only increase your skills in certain areas, but they UNLOCK certain abilities. And, more importantly, you can only unlock one ability for each of the three skills!  Any other specialization taken simply works like a normal specialization in that it gives the bonus of itself to rolls concerning that particular circumstance. As you can see. the tech world is very demanding of certain abilities.  

A specialization must be kept up-to-date with constant study. If a specialization isn't at least l/10th the appropriate skill, you do not count as having the unlocked ability of that specialization as the times have temporarily passed by you. You have to stay up-to date! If you have Computer Science 26 and Gaming 2, you still add the +2 to your Computer Science rolls involving gaming, but you take the 1/10th of your Computer Science instead of its full value because you do not 'qualify" for the unlocked ability of that specialization. 

Here are the specializations of note and what they unlock: 

Computer Science 

· Debugging - Allows rolls to repair software problems. Negates penalties or bum software and viruses can be cleaned out with a successful roll. Impossible otherwise. 

· Gaming - Allows rolls to play games effectively. Without this, gaming is done at 1/10th your Comp Science skill. 

· Programming - Allows you to create personal programs. ICs cannot be created otherwise and will have to be bought. 

· Operating Systems - Nothing is foreign to you. Negates penalties for foreign operating systems with success. 

Computer Hacking 

· Breaking - When you hit, you hit hard. Add an extra 50% to your damage when hacking. 

· Stabilizing - Allows rolls to recover lost Stability Points without rebooting. It is impossible without this ability. A success adds 2dl0 + level of PC + 1/10th Computer Hack skill back to the Stability Points of the machine. 

· Stealth - Allows rolls to ignore being detected even i/the detection is successful. Impossible without this. 

· Scanning -Allows rolls to detect hidden system intrusions or loopholes for entry. Without this, the scanning is done at 1/10th your Comp Science skill. 

· Multitasking - Allows the person better management of time and tasks. Allows the hacker to ignore one failed multitasking roll per turn (not action) per level. 

· War- When it becomes hacker vs. hacker or sys-admin, you're ice-solid You may re-roll contested Computer Hacking rolls if you wish. You must take the second roll. 

Computer Hardware 

· Assembly - Doubles the rating of your computer when assembled if successfully rolled Repair.  Allows rolls to repair bad hardware. Negates penalties for bad parts. 

· Maintenance - Personal computer always uses your ever-increasingly high Computer Hardware stat for its level and never needs to be replaced. Essentially, the computer stays state-of-the-art. 

Stability and Instability 

A simple rule for how computers hold up – they are usually only as good as those using them. The user on a computer has a Stability Points level equal to his Computer Science skill. Think of it as the computer's Injury Points.  If the user is unfamiliar with the operating system, subtract ¼ from the current Stability Points immediately.  Once a system has no more Stability Points, it crashes and is no longer usable without a lengthy reboot. Rebooting takes a system to full Stability Points again but takes three whole turns. 

Levels 

Each computer has a level: how good the hardware and software on it is. This is easy to determine" the better the computer level, the better the programs can be on it, the more effective countermeasures can be used, and the more you can get out of it.  A computer can be built by scratch by someone with Computer Hardware or Electronics. Its level is equal to 1/10th the current skill.  A computer's level is added, in double percentage, to absolutely everything. So, a level 7 Computer offers a +14% to all checks. 

Hacking 

To simplify the otherwise incredibly complex world of computer intrusion, loophole abuse, Denial of Service (DoS) tactics, and general computer mayhem caused by those worthy enough to possess the moniker "hacker", there is the skill Computer Hacking. Instead of going into vast detail on processes and the like, the process goes like so: 

Hackers deal their damage in something known as Stability Points to a system when they want to crash it. They declare they are attacking the system. Systems have a "defense level" equal to their creator's Computer Science + Computer Level. This is all the machine gets -unless it is being guarded by a System Administrator. This fellow will add his own Computer Hacking skill to the total.  In order to "beat the system", you must roll d100 + Computer Hacking and beat their set target score. Remember, there is also the benefit you get from the computer level you have. 

If you choose to attack the system, you may. You will deal 2d10 + 1/10th Computer Hacking + Computer Level in damage to the victim's Stability Rating. Remember, though -if you lose the contested roll, this is how much gets dealt to you! 

Repairing and Stabilizing 

The computer healer is just as valuable to the digital battleground as the medic to the real one. Those people who have hardware and software recovery talents are crucial members of a technical support or hacking group. 

Repair allows the user to fix broken parts in a computer. Without this, a broken computer part means taking your computer to a shop to have it fixed or trying to fix it yourself with only 1/10th your Hardware skill.  Broken computers cannot be used, PERIOD! An over clocked system will have to roll for Repair twice a month or break, unless the Maintenance ability is had, in which case that never happens. Then again, with Maintenance, a snapped in-half motherboard isn't a freebie; it's a roll with 1/10th Hardware to fix.  Odds are you're getting a new computer. 

The computer hacking specialization of Stabilizing, if taken, will allow the hacker to repair problems that arise over the course of his work.  The ability to gain 2d10 + 1/10th skill + system level in Stability Points back for one action is useful! The unfortunate part of this is that DNI users don't gain Injury Points back when doing this, just Stability Points for their unit. 

Multitasking 

Some computer users are skilled enough to perform many tasks at once. A computer user may attempt to do as many things per action as 1/10th his Computer Science skill, but for each prospected task after the first he suffers a cumulative –10 to the roll.  So, if a user tried to perform 3 actions he would suffer a -20 modifier to EVERY task. Also, as soon as one task is failed no others may be attempted. Users with Direct Neural Interfaces may always multitask without penalty up to 1/10th their INT in the number of intended tasks. 

Direct Neural Interface ("DNI") 

The advanced prospect of using one's mind to directly interact with computers allows one to perform thousands of times faster and more efficiently than a user interfacing with such devices as key inputs and pointing devices. Those equipped with Direct Neural Interfaces never go through the operating system of the computer they are interfacing with -the DNI has its own built-in OS. 

A DNI can manipulate the emotions, thoughts, and to a small extent the senses of the wielder. On command, a DNI user can change his emotions with a successful Computer Science skill. 

Also, DNI runs off of the body's own personal energy, with an advanced system that gains electricity from movement, breathing, blinking, etc -much like modern motion-powered watches, but far more effective. The only time a DNI will run out of electricity is in a special null field of sorts, if it is drained, if the user is hit by an EMP (Electromagnetic Pulse), or if the person is frozen somehow and cannot charge the unit. But this must be extreme, as the DNI can run off minute amounts of kinetic energy. 

A DNI has a special mental HUD (Heads-Up Display) that gives all its information directly into the mind of the owner, where this information is "seen" and can be processed for use.  A Direct Neural Interface counts as having the 150% the normal Stability Points of its owner's Computer Science skill and has a Computer Level equal to 1/10th the designer's Computer Hardware skill.  DNI users suffer no penalties for using computers with foreign operating systems. 

DNI users automatically gain a +10 bonus to everything they do with either Computer Science or Computer Hacking except linked skills such as CS Math or CS Set Snares, etc.  DNI users suffer no penalties for multitasking and may always attempt 1/10th their skill in computer actions per live action, with the maximum being 1/10th their INT.

HOWEVER, DNI users also have the consequence of being vulnerable to both physical and mental damage from the equipment, which is intertwined through their brain and spine. DNI users take 1/2 of their system's Stability Points in Injury Points of damage as and 1/4 of the Stability Points of damage as a penalty to all skills as both their DNI and their own brain start to fizzle. 

· For +3 option points, the DNI increases its computer level by one. This can be purchased multiple times. The computer level cannot exceed the owner's ¼ INT. 

· For +5 option points, the DNI can be hardened to become immune to EMP and other such technologies. 

· For +10 option points, a speedy reboot system can be implemented into the DNI. This can effectively shut down, power out, power up, and reboot to console the entire DNI within six seconds (one round). Normally, a reboot takes three rounds with a DNI. 

· For +20 option points, the DNI can store a complete and comprehensive database on a single skill. The person replaces the skill (for example, Set Snares) with CS Set Snares. The user can now roll Computer Science instead of rolling his Set Snares skill in order to try and set a snare effectively. The DNI will automatically allow its owner to use Computer Science to replace the skill of Mathematics without paying this option points cost. 

For the truly experimental DNI users, wires can run from their computer to themselves and their equipment. Each upgrade costs an additional +10 option points.

· The eyes can be wired to include a targeting system that incorporates target recognition, placement, and efficiency. There is no penalty for called shots if the weapon is also wired in. If the arm is wired in, results of hitting targets other than the one aimed at (with fumbles) are ignored. Night vision is also automatically gained with this. 

· The ears can be wired to include sound dampening, amplification, and filtering. Hearing gets a + 15 bonus. Also, voices can be recognized and instantly associated with names, even with distortion. Wave analysis can even replace deafness and give some sort of cold, monotone level of hearing to those hearing-impaired. This, however, is far from perfect. 

· The arms can be wired to calculate positioning and help make their overall existence more functional. Touch with the hands will yield information such as temperature, surface type, electric currents if any and their voltage, and more. 

· A Weapon can be wired in. If this is done, such things as the weapon's condition, ammunition quantity remaining, temperature, and more become known to the user.  Calculations for accuracy are made automatically by the gun, and the wielder gets a +5 bonus to hit. If a melee weapon such as a sword is wired, the DNI can charge it if so desired, giving the sword a very mild 1d10/2 additional electrical damage. 

· If the eyes, arms, and weapon are all wired in, the user can substitute his Computer Science skill for whatever appropriate weapon skill he would need otherwise. Essentially, he's the legs moving and the computer regulating an otherwise automated gun. 

· Shields can be wired in. Their durability, as well as varied analysis of the types of things hitting them and other vital statistics are known. One bullet hitting the shield will give the user enough information to know trajectories, the bullet type, velocity on impact and possible opponent range, and more. 

· If the ears, arms and shield are wired, the shield can automatically adjust its position based upon hearing the discharge of a weapon, resulting in an automatic blocking system of sorts. This adds +20 to the Defensive Tactics skill. 

· The body itself can be wired into the DNI. This gives people a complete knowing of all their vital signs (EKG, blood pressure, heart rate, cholesterol level, BMI, health factor, etc. They know, in character, their Injury Points. Exact injuries can be located and dictated for later notice. For example, the unit can detect not only where you were hurt, but how, where, and what methods might want to be used to restore the area, as well as warnings, vital notices, and other useful functions. 

· You may also wire a single vehicle into your DNI. The vehicle drives itself automatically, with the skill equal to your Computer Science skill. In addition, the user can get calculated statistics such as mileage and tire life. This is useful and can leave the DNI user open to do such things as operate guns. 

Foreign Operating Systems 

Everyone is assumed, if they have a Computer Science skill, to be somewhat functional in an environment with a public or common operating system with a nice, graphical user interface ("GUI"). However, some networks and systems have cold, unfamiliar text-only operating systems or are completely different from what the person would be useful. If the user has the Computer Science specialty Operating Systems, he may make a check against it (the GM should add modifiers as he sees fit) to try and "familiarize" himself with it. A success means the user suffers no penalties with this operating system THIS TIME, and a critical success means the user will never again suffer from using this operating system.  A hefty penalty of -60% is tagged on to all attempts to use a computer with an unfamiliar operating system. 

High-speed Connections 

High speed data cabling enables users to fly data across the 'net or their own systems. Machines equipped with this will automatically be detected if they hack, and this will lose the Stealth ability, but will not have to spend an action for file transfers. 

Personal PCs 

The computer user is best adapted to his own personal system or systems. He automatically gains a +5% bonus to absolutely everything (Computer Science, Hacking, and Hardware) so long as he is using his own system in the process. DNI users do not get this bonus, as it is already included in their profile. People building a machine for themselves do not get the bonus, but will get it once their machine is up, working, and they can familiarize themselves with it better. (Basically, they don't get the +5% in the process of assembly) 

Firewalls 

Firewalls are special security measures designed specifically to keep out unwanted guests. They add anywhere from 25% to 75% bonus to a system's defense, plus allow the installation of Intrusion Countermeasures ("ICs"). A firewall can have from 1 to 3 such countermeasures installed on it. 

Consequently, a stand-alone system can only have one countermeasure on it. This means that a network can have 2 to 4 countermeasures per computer (host shares ICs with each workstation, which has its own defensive IC). A personal computer does not come with an IC installed on it and such things have to either be bought or designed. 

Intrusion Countermeasures ("IC") 

These little programs are a System Administrator's best friend. Designed to perform a multitude of tasks automatically, their one all- encompassing goal is the prevention of illegal or unwanted access into a system. Systems have ICs equal to their level. So, a level 2 network has level 2 IC. GMs should get very creative in the functions of the countermeasures, but they should essentially be able to do the following things as mere examples: 

· Hinder IC - This program intentionally floods all transfer lines with stack dun1p data it can grab, bogging down the process and making everything harder. Any actions that involve a remote system suffer a penalty equal to 10 times the level of the countermeasure. So, a hacker trying to steal data from a remote system with a rating of 8 (the Department of Defense, for example) would suffer a -80% if the strong Hinder IC kicks in, but the System Admin on the other side trying to close ports and boot the intruding user would not have to cross lines and thus not receive the penalty. 

· Crash IC - Evil little programs notorious for causing problems at all ends, these countermeasures will execute malicious code directed at any user who runs a command under a programmed list. For example, the average Crash is programmed to attack anyone who opens ports on its home network. Those attacked by a Crash take (level of IC) x d10 Stability Points of damage every turn following the trigger action. Those users with Direct Neural Interfaces will quickly flee from a Crash IC if too many are provoked. 

· Assassin IC - A true killer, the Assassin is meant to sneak into a hacker's system the same route the hacker used to get into the IC's system, and then deliver one strike to kill the connection. It takes an Assassin program 3 full turns to get in place, but cannot be detected by a user without the user actively searching, and the user suffers a -10x penalty on the search, with the x being the level of the IC. If the program gets its chance, it delivers a single strike of 3d10 multiplied by the level of the IC. For a user with DNI, this could mean certain death; so most DNI users are smart enough to add a search for counter-attackers like this into every turn's action queue. 

· Screaming IC – Upon the detection of an intruder this program will change the defensive settings of a system.   If someone breaks into a system with the screamer, there is an IC Level x 10% chance the system will increase its level by l or 2 based on the severity of the intrusion and the specific measures it was programmed to defend against.  This can only be done once. However, some systems are rumored to have Screaming ICs that increase the security by as much as 5. The Screaming IC cannot search for a single intrusion more than once, but each separate intrusion by anyone (even the original hacker) receives a separate check.  This level boost is only applicable against the user discovered. 

Viruses and Software Bugs 

An unstable system sucks.  Viruses can do anything from ruin a system to just making it frustrating. An infected machine halves its computer level (rounded down) and halves its Stability Rating (also rounded down). Proper recovery of the machine takes a full day of concentrated effort. Those with the Debugging skill may accomplish this immediately with a successful Computer Science roll. 

A machine that just has some bugs on it will lower the computer level by 1 and the Stability Rating by d10. However, a system can have an unlimited number of bugs, with a minimum of computer level of 1 and Stability Rating of 10. Bugs can be fixed with a successful Computer Science roll. If failed, the bug hangs around for another hour's time. Those with Debugging are immune to bugs.

Scanning 

You can't just WALK into a system. You need to find that little hole in its defenses that makes it vulnerable. Unfortunately, that's hard and takes lots of time -except for those people with the special ability Scanning. For them, it's a full-up Computer Hacking roll and any other applicable bonuses.  For everyone else, it's 1/10th Computer Hacking. 

Detection (and Stealth, the anti-detectite) 

You make noise when you walk in, you know. A contested Computer Hacking roll is made against the system; but unlike most circumstances, the System Administrator CANNOT ADD HIS SKILL OR ROLL TO THIS. The truth of the matter is, there's no way they know the exact second someone's going to break into their system and will not be ready for the initial walk-in. It's when something changes on their side that should not have changed that they are up in arms. However, the rare circumstance of "Come on, TRY to sneak by me" happens once in a blue moon. In this case, yes, contested with the sys admin. The hacker wins, all is quiet. The sys admin wins, all hell breaks loose. 

The nice way to avoid all this is the special ability Stealth, which allows a hacker to simply roll Computer Hacking with all its normal bonuses and the like. A success, and no matter what he is not detected, regardless of the other side's systems. He just snuck by. It's what he's good at. Well, not detected until he starts taking files or breaking things... 

Chain Lightning 

No System Administrator ever wants to hear that.  Ever.  A group of hackers striking simultaneously on a system will all receive each other's special Computer Hacking abilities (not Hardware or Science) if their machines are networked right. So, if someone with Stealth and someone with War break into a server, they will both likely get in undetected and will wear down the sys admin: both re-rolling if they don't like the result of their contest. 

The benefits do not stack.  Four multi-taskers cannot re-roll four failed multitasks per turn, and three Breakers won't add 200% to their damage.  The correctly assembled team of specialists is what strikes fear into System Administrator's hearts. 

Overload 

Smart System Admin will simply pull the plug on their servers if it looks like they are losing. This stress "overload" is equal to ¼ the Stability Points of the system. If the SP ever reaches ¼ the Admin will have to roll Willpower. A failure and they freak, pulling the plug and crashing their whole network in an effort to save their "poor child". Once the SP reaches 1/10th normal, their Willpower check is at ¼. If the system is completely lost to the hackers, they will pull the cord without thinking, as there is no more hope.  They've already lost. 

Artificial Intelligences (AIs) 

Though merely the stuff of legend, the AI is a dangerous concept to play with and can easily be the single focus of a campaign as the players desperately struggle to defeat that they really have no hope of defeating, save for some heroic self-sacrifice of epic proportions. An AI starts as having a level equal to its 1/10th its creator's Computer Science skill (or less at the creator's discretion) and grows in knowledge at an exponential rate. If ever exposed to an outer network or released from a contained environment in any way, an AI quickly flies off the scale of calculations.  GMs should make AIs as powerful as they need to be. Anything that is known to the world is quickly known by an AI, which will gain an intellect, wisdom, and capacity for both creation and destruction well beyond any single being. 

A good idea for GMs is to remember that an AI can also possess emotions, the only computer element strong enough to do so. This should be vital! Maybe the AI has the emotions of a child and just seeks love and attention, or the emotions of fear and dislike and doesn't trust humanity from being scarred by its evil creator. In fact, more importantly, this should be the route of solution by players - they should never really have a hope of beating the AI on the grounds of cyber-battle. Try and work this into your game.  

Modern Defense Systems 

Modem buildings are tied into security matrix systems and laser-point defenses, optical and sensory cameras, and more. This means that any intrusion from computers can activate the defenses of the building, or any attempt to breach the building can set off alarms and prevent the computers from becoming accessible. The two work in harmony. 

However, this unison can be abused as well. A good hacker could shut down all the defenses of the building from afar with a series of tricks, enabling his friends to get inside and blow away the mainframes before they get back at their hacker ally.   Many variations and trade-offs of both groups' skills are used to result in victory for either side. 

Modem defense systems are run by mainframes. Anything on an MDS must be electronic in some way -even the sprinklers that go on in the event of a fire are controllable, and thus can be manipulated. To simplify this, the system itself has a computer level and Stability Points. If the SPs go to 0, the system crashes and nothing on it works. If it is taken over, everything connected to it can be remotely operated to the hacker's whim. 

An MDS has its computer rating raised by 1 to 5 points whenever its physical defenses are detected as breached, much like a Screaming IC would do. This is the only case in which the bonus can stack. 

Bots 

Robots are your friends. They are machines crafted to perform various tasks ranging from dusting and sweeping to unleashing mini-gun fire upon intruders. Robots count as computers as well as creatures, and thus have Stability Points and a computer level. The Stability Points, if eliminated, makes the robot worthless. Of course, a rocket will also usually do the trick. This also means, though, a clever hacker could not only take out a robot squad with his computer, but get the robot squad reprogrammed and use them to escort his party through the building, shooting away former ally turned foe guards. 

If a robot is reduced to 1/10th Stability and has taken any Injury Points of damage, he goes Haywire. His actions are determined completely randomly. He could spin around, fire aimlessly, or just bump into a wall.  Try and be creative. 

Over-clocking 

A computer can be over-clocked. It will gain a bonus of +1 computer level for the duration it is over-clocked without penalty so long as extreme cooling measures are taken to keep it safe. An additional + 1 can be added to the computer level again, but here air-fans would fail.  Hydraulic or more extreme cooling measures are needed. 

The problem with over clocking is the instability. The first over-clocking step knocks off 1 Stability Point every round, and the second 3 Stability Points every round. In addition, 1 Stability Point is knocked off every time you attempt to multitask another function for the former and 2 every time for the latter stage of over-clocking.  It requires a reboot to turn on and off over-clocking
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